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Glossário

CHANGE PROCESSES, 1 . resistance to change prevents the pc from having, and as the ideas of change are sorted out the pc has increased havingness. (HCOB 27 Apr 61) 2 . if a pc is bad off on change (which includes about eighty per cent of the pcs you get), he cannot run another auditing command cleanly as he never really runs the command but runs something else. Therefore the only thing that can be run is a change process and it must be run until motion is removed from the tone arm. There are many, many versions of change. To get the best result, adapt a process to the pc. (HCOB 27 Apr 61)

COMBINATION VALENCE, one which has all the characteristics of the terminal and oppterm. (SH Spec 105, 6201C25)

COMBINED TERMINAL, an item or identity the pc has both been and opposed produces therefore both pain and sensation when it is “late on the track,” which is to say, after the fact of many terminals and opposition terminals. The combination terminal is the closure between terminal and opposition terminal lines which possesses attributes of both and the clarity of neither. It signifies a period toward the end of a game. It is found most commonly when the pc’s case is only shallowly entered. They exist on all cases but are fewer than terminals and opposition terminals. Symbol. COTERM. (HCOB 8 Nov 62)
IMPLANT, 1. a painful and forceful means of overwhelming a being with artificial purpose or false concepts in a malicious attempt to control and suppress him. (Aud 71 ASHO) 2 . an electronic means of overwhelming the thetan with a significance. (HCOB 8 May 63) 3 . an unwilling and unknowing receipt of a thought. An intentional installation of fixed ideas, contrasurvival to the thetan. (SH Spec 83, 6612C06)

IMPLANT GOAL, an implanted goal—a goal the thetan himself has not decided upon—but which has been induced in him by overwhelming force or persuasion. (HCOB 13 Apr 64, Scn VI Part One Glossary of Terms)

IMPLANT GPM, an implanted goal problem mass. An electronic means of overwhelming the thetan with a signficance using the mechanics of the actual pattern of living to entrap the thetan and force obedience to behavior patterns. (HCOB 13 Apr 64, Scn VI Part One Glossary of Terms)
GOAL, 1 . the prime postulate. It is the prime intention. It is a basic purpose for any cycle of lives the pc has lived. (SH Spec 160, 6206C12) 2 . a solution to the problems which have been given the person usually by terminals. (SH Spec 5, 6106C01) 3 . the signficance which surrounds the terminal. (SH Spec 5, 6106C01) 4 . a whole track long-term matter. (HCO PL 6 Dec 70)
GOAL SERIES, the actual goals in their sequence and pattern that repeats over and over forward through time. (HCOB 13 Apr 64, Scn VI Part One Glossary of Terms)
GOALS FINDER, 1 . a person in an organization who has no other post or activity of any kind. He is simply Goals Finder and keeps more or less regular auditing hours. The Goals Finder finds goals of staff members when they are ready. (HCO PL 10 Sept 62) 2 . the title Goals Finder is changed herewith to “A Clearing Consultant.” (HCO PL 11 Apr 63) [The above are quoted from HCO PLs of the referenced date, however, the post of Goals Finder does not exist as such in today’s Church of Scientology.]

GOALS FINDER MODEL SESSION, where the pc has been well prepchecked and is well under auditor control, a goal finder in an R-3GA session may omit rudiments in model session, using only goals for session, and havingness, goals and gains at end and general O/W mid ruds and random ruds where needed in the session. (HCOB 15 Oct 62)

GOALS LIST, a full list of goals including childhood goals, withheld goals, antisocial goals, and (by meter reaction on question) “Any goal you have not told me about.” Auditor gets every possible g o a l until the meter is null on the question of goals the pc might have. (HCOB 6 Apr 61)

GOALS PLOT, the pattern of the pc’s actual goals. (HCOB 13 Apr 64, Scn VI Part One Glossary of Terms)

GOALS PROBLEM MASS, 1 . the goal has been balked for eons by opposing forces. The goal pointed one way, the opposing forces point exactly opposite and against it. If you took two fire hoses and pointed them at each other, their streams would not reach each other’s nozzles, but would splatter against one another in midair. If this splatter were to hang there, it would be a ball of messed up water. Call hose A the force the pc has used to execute his goal. Call hose B the force other dynamics have used to oppose that goal. Where these two forces have perpetually met, a mental mass is created. This is the picture of any problem—force opposing force with resultant mass. Where the pc’s goal meets constant opposition, you have in the reactive mind the resultant mass caused by the two forces— Goal=force of getting it done, Opposition=force opposing it getting done. This is the goal problem mass. (HCOB 20 Nov 61) 2 . is fundamentally founded on a goal. They’re a conglomeration of identities which are counter-opposed, and these identities are hung up on the postulatecounter- postulate of a problem. (SH Spec 243, 6302C26) 3 . constituted of items, beingnesses, that the person has been and has fought. (SH Spec 137, 6204C24) 4 . the problem created by two or more opposing ideas which being opposed, balanced, and unresolved, make a mass. It’s a mental energy mass. (SH Spec 83, 6612C06) 5 . items (valences) in opposition to one another. Any pair of these items, in opposition to each other, constitute a specific problem. (HCOB 23 Nov 62)

GOALS TERMINAL, something that epitomizes both the goal and the resistive modifier. (SH Spec 76, 6111C07)

NEGATIVE POSTULATE, the postulate not to be. It cancels past postulates and it also cancels, in greater or lesser degree, the entire individual. (AP&A, p. 34)

OPPOSE LIST, a list in Routine 2-12 where if the reliable item found turned on pain, you list "Who or what would . . . (reliable item) oppose?" If it turned on sensation, list "Who or what would oppose . . . (the reliable item)?" (HCOB 23 Nov 62)

OPPOSITE POSTULATE, an individual who has made a postulate on a subject experiences "failure" when he has to make an opposite postulate later. The opposite postulate has the effect of a negative postulate. The opposite postulate is distinguished from a negative postulate because it depends upon effort which a negative postulate does not necessarily have to do. (AP&A, P- 34)

OPPOSITE VECTOR CASE, has private goals quite the reverse of getting better. (HCOB 24 Mar 60)

OPPOSITION TERMINAL, l. a designation of a type of GPM item (R6 material). (HCOB 23 Aug 65) 2 . one of a pair of reliable items of equal mass and force, the significance of which the thetan has in opposition to his own intentions. (HCOB 13 Apr 64, Scn VI Part One Glossary of Terms) 3 . an item or identity the pc has actually opposed (fought, been an enemy of) sometime in the past (or present) is called an opposition terminal. As the person identified himself as not it, he could experience from it only sensation. An opposition terminal when its mental residues (black masses) are recontacted in processing, produces only sensation, never pain. Symbol: oppterm. (HCOB 8 Nov 62)
RELIABLE ITEM, 1. Symbol: R.I. any item that rock slams well on being found and at session end and which was the last item still in after assessing the list. Can be a terminal, opposition terminal, a combination terminal or a significance, provided only that it was the item found on a list and rock slammed. (HCOB 8 Nov 62) 2 . an item which the pc got after the list was nulled, and it's reliable and can be used to obtain further items. That is a reliable item. (SH Spec 202A, 6210C23) 3 . can be an oppterm or a terminal and that meant one that slams when found. (SH Spec 203A, 6210C23) 4 . a black mass with a significance in it which is dominated by a goal and which is part of a GPM. (HCOB 13 Apr 64, Scn VI Part I Glossary of Terms)
TERMINAL, 1. it would be any fixed mass utilized in a communication system. That, I think, is the best of the various definitions that have come out for this. Any mass used in a fixed position in any communications system. Thus you see a man would be a terminal, but a post could also be a terminal. (5703PM01) 2 . something that has mass and meaning which originates, receives, relays and changes particles on a flow line. (HCO PL 25 Jul 72) 3 . anything used in a communication system; something that has mass in it. Something with mass, meaning and mobility. Anything that can receive, relay or send a communication. (HCOB 25 Jan 65) 4 . any point of no form or any form or dimension from which energy can flow or by which energy can be received. (Scn 8-8008, p. 32) 5. a terminal is what you need in order to get a perception. (Spr Lect 3, 5303M24) 6 . one of a pair of reliable items of equal mass and force, the significance of which the thetan has aligned with his own intentions. (HCOB 13 Apr 64, Scn VI Part One Glossary of Terms) 7 . an item or identity the pc has actually been sometime in the past (or present) is called a terminal. It is “the pc’s own valence” at that time. In the goals problem mass (the black masses of the reactive mind) those identities which, when contacted, produce pain, tell us at once that they are terminals. The person could feel pain only as himself (thetan plus body) and therefore identities he has been produce pain when its mental residues (black masses) are recontacted in processing Symbol: term. (HCOB 8 Nov 62)
SIGNIFICANCE, 1. a word which is used in the special sense to denote any thought, decision, concept, idea or meaning in the mind in distinction to its masses. (The mind is basically composed of masses and significances.) (Scn AD)  2. a thetan can postulate or say or reason anything. Thus there is an infinity of significances. (HCOB 16 Jun 70)
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Postulate Processing

The success of any organism in any environment is determinable by the measure of the degree the organism can change to control a new environment. When a higher organism accepts the obvious fact that its mind is practically the sole means for environmental control it must, to deem itself successful, possess an ability to change its mind, for as environment changes, thoughts must change. Unless that organism is constantly moving, erasing old conclusions and postulating fitting new ones, it becomes static and moves towards succumb.

An individual can thus become a product of his own statics, regardless of their point of origin; he makes a conclusion and is subject to it as long as he holds onto it as a belief. Non-optimum randomity is established when his data, beliefs and decisions are not in constant review and re-evaluation. The main point of tension in any engram or theta facsimile is the moment the individual made a postulate, drew a conclusion from his existing data, or made an agreement between himself and another entity at the height of pain. His self-determinism is tied up at that point.

AREAS OF STATIC THINKING

The auditor’s objective when applying Postulate Processing is to raise his preclear from the state of compartmented static into a state of motion. It cannot be achieved simply by giving new postulates to replace the old. A first essential is to process the old conclusions and beliefs. Merely to make a new conclusion which violates an undetected static in one’s past sets up non-optimum randomity; confusion exists between the new and the old. Actually, earlier postulates are to the individual the valid postulates, and will cancel succeeding ones to a great extent. Until the basic postulate is processed out, a later one is unalterable, and a new one laid on the same subject as the basic cannot but be invalid.

A baby lies in his crib and is unhappy about something the mother has done.

“I’ll get even with her,” he postulates. “I’ll not drink my milk. I’ll be sick.” Twenty years and many postulates later his wife asks, “Now dear, don’t you think it’s time you had a glass of milk?”

“No!” he answers. “Milk makes me sick! I have an allergy to milk.”

And so he has; it began with that basic postulate back in the crib.

GENERAL AREAS OF POSTULATION

Every individual has made literally thousands of postulates in all areas of life.

Of basic importance are those concerning decisions to survive, to know, to understand, to experience, to communicate, to agree to love, to want all emotions, to want all perceptics and desires. There are as well the opposing decisions not to survive, not to know, not to understand, not to communicate, not to agree, and not to want emotions.

Decisions concerning any of these areas may be statics for which the individual has become effect.

A central aspect of any case is the desire to experience; life has to experience in order to maintain itself in motion. Security and position are statics. When an individual’s desire to experience fades away he begins to seek a static, a never changing vista of what he believes to be security. He feels that once he has attained “security” he will then be better able to “experience,” and yet he cannot attain his security goal without experiencing. He faces a paradox. He puts forth valiant efforts to climb to a “secure” position in life, unaware that he is climbing towards a static. To arrive is equivalent to death even though it means five million dollars in the bank, eight yachts and a fleet of Packard motorcars. From his “secure” perch he will not be able to experience life as he had imagined it, but instead will be spending his time defending and maintaining his hard-won position.

Some who strive for years toward such a goal reach it only to discover that the best way to experience life is with empty pockets. Experience is motion; reality.

Security and position are illusions, achieved only by going through static cycles. Some men will shadow-box throughout the best years of their lives for the “security” of a dull, monotonous job. Not infrequently someone (who is truly experiencing, in all probability) invents a machine that does the job better, and suddenly the “security” vanishes. Self-confidence is self-determinism. It is one’s belief in one’s ability to determine his own causes. There is but one security and that is the security of self confidence.

The auditor’s objective in the use of Postulate Processing is to give the preclear back to himself. The times in the past when any individual has desired others to create his security for him are abdications of his own post-of-command. The preclear has postulated away his self-determinism by deciding not to have himself. He will rise on the tone scale in direct ratio to the degree to which he assumes responsibility for his own problems.

Postulate Tone Scale

Above 4.0 An I-they-I series.

4.0 I am.

3.5 I am and they need me.

3.0 I’m working with them.

2.5 I’m even with them and I don’t like it.

2.0 I’ll be to spite them.

1.5 I’ll be if I destroy them.

1.1 I’d be if I could get around them.

0.5 I’m not because they won’t let me.

0.0 I’m not.

Processing moves a preclear up the tone scale from all the “I’m not’s” to the “I am’s,” restoring basic self-determinism. At the bottom of the tone scale the organism is existing under another control center than the “I,” accepting a postulate that it is MEST.

At 0.5 the organism is accepting the role under which it is MEST for another control center, and is not rebellious at the situation.

At 1.1 the organism is making some resurgence and effort to regain control.

At 1.5 the individual begins to make an obvious fight against the control center or environment.

When a person is at a point when “I” has control about one-half the time, he may be considered to be at about 2.0 on the postulate tone scale. At this point he argues with himself and with his environment.

At 2.5 the individual begins to feel he can stay in the game and pitch even though he is but a tiny cog in the great machine. His attitude, if expressed in his own words, might be, “I don’t like it but here I am.” Not until one has reached 3.5 can he be assured of his own control.

At 4.0 the individual has full direction of his own command center. The person in this bracket is almost entirely extroverted, and the body acts almost as an automatic response mechanism towards the environment.

Above 4.0 the auto-control center is far ahead of the environment, and not at all introverted. It is in this range that one would expect to find creative work rather than a more expert handling of the environment.

Any time anyone conceives that he has failed in any way he advances a conclusion as to the explanation of his failure, picking up a theta facsimile and presenting it as an excuse for failure; “Why, I thought the gun wasn’t loaded,” to quote an all too common excuse for failure. Another often heard is, “I had the right of way!” The auditor assists the preclear to release these theta facsimile excuses to which he has been holding, not by handing the preclear’s “sins” out to him, but helping him to recognize that he himself made the decision which resulted in an engram.

PROCEDURE

Simple questioning is sometimes the best method of going about the business of giving the individual back to himself. It helps him see the situation and come to understand that he is aberrated by his own choice. A computation such as this must not be forced. Rather, the preclear slowly comes to see the truth as he contacts his own decisions to be aberrated, giving a man a new respect for himself. The auditor, for example, asks, “When did you first make up your mind that you were going to be sick?”

“I never made up my mind to be sick. Nonsense!” the preclear usually answers, astounded that anyone might think he had wished his illness upon himself.

“Well, when might you have done so? Is there someone around whom you are sick more often than with other people?”

“Yes, my wife. When I go home I seem to get sick. That’s funny; I never realized that before. I wonder why that is.”

“Did you ever decide actually, analytically, to be sick around her?”

“No! But yes, yes—we did have a quarrel one day and—I remember now—I told her I had a headache and that I didn’t want to fight with her any more.”

“Is there any other time in your life that you decided to be ill?”

“No, I don’t think so. No.”

“What about your school days?”

“School? Well, that’s different. As a matter of fact, yes. I remember—I can hardly place it, but there was a time in college I said I was sick so I couldn’t take the final exam. In fact, I went around for two or three weeks showing everyone how sick I was. Sort of an out-of-valence feeling.”

“How about grammar school?”

“There was the time when I told the coach I couldn’t go out for gym because I had sick spells. I get a good memory on that one. It always worked!”

As the preclear proceeds he thinks to himself, “Am I doing this to myself after all? Why should I treat myself this way? Ridiculous! Incredible!” Suddenly he may recall some other data: “My first day at kindergarten I was very sick. They had to take me home. I had decided I wasn’t going to stay there because I didn’t like the teacher. I really did get sick in kindergarten ! “

He will, if expertly questioned, turn up many more times when he concluded it was better to be ill than otherwise.

In working with the very common aberration of glasses, the auditor may ask the preclear to remember a time when he did not want to see, to remember a time when he decided he could not see. He may offer some version of the following: “My eyes have been bad ever since I was fifteen, but I never decided not to see.

As a matter of fact, I was just never able to see.

“I do remember in prep school, though, I complained that the lights were hurting my eyes because I didn’t want to sit in the study hall. The headmaster asked what was wrong and I told him, ‘My eyes are bad.’ They had me fitted with glasses. . .

I had forgotten all this until just now.”

There will be many postulates on the communication of seeing. Processing one or two postulates on one subject is not ordinarily enough to cause the aberration to relinquish its hold on the individual. There are dozens of them, and getting the earliest is essential.

There is a lie factor in the mind on the recovery of data which sometimes causes z delay of a day or two for asked-for data to appear, particularly in the case of the deepagreement postulates. Times when the preclear as a child was beaten down into apathy until he had to agree created blind spots on the time track. Such postulates made on an obedience basis lock in data rather securely for a while. The auditor, by simply unburdening the preclear’s decisions to obey, his decisions that other people knew best, can often open up great sections of the preclear’s life.

Processing an individual’s postulates is done mostly by Straight Wire. Whether or not the preclear has his full quota of perceptics is of little importance. Behind most postulates, however, is an enormous amount of effort and emotion which may have to be run before the postulate can be contacted; or on occasion the effort may be run simultaneously with the postulates. Often, merely contacting the postulate collapses the emotion and effort tied into it.

If a postulate does not de-sensitize on first recall, Repetitive Straight Wire is used. Help the preclear to recall a decision again and again, or try to get an earlier one on the same subject. If he does not experience relief, there is an even earlier key-in on the track. Later postulates are lying as a sort of burden on the earlier ones.

Sometimes postulates can be located by flash answers if not by Straight Wire, although only in a case reluctant to offer data would this be necessary. Ask: “What postulate do we need to resolve the case?” “What’s the age?” “In the house?”

“Hospital?” “Where are you?” The preclear may soon recall the incident, as did a preclear when he offered this memory data: “My parents used to take me to my grandparents’ home, and I hated to go-I was miserable in the house. I couldn’t move or go anywhere.” The auditor in this case went after the postulate concerning the first decision involving the desire to remain away from the grandparents.

As long as a preclear rationalizes as to why he failed, as long as he presents all sorts of reasons why he has to have a particular postulate, or as long as he blames somebody else for it, the central computation has not yet been reached. Work on emotional locks with Effort and Straight Wire. By feeding a person’s postulates back to him he will come to see that he is in command of himself.

When a preclear comments about a situation look for the postulates causing him to make such comments. If he says he never did like other people, the auditor might reply, “When did you decide not to like other people?”

“I didn’t decide at all,” replied one particular preclear to this question. “I feel like this just because people are the way they are.”

“When did you first decide they were the way they are?”

“Maybe I did decide at one time. I don’t know when it was, unless it was in the army. And that was because I hated the cook.”

“Do you recall when you made up your mind that you hated the cook?”

“I didn’t like the cook because my mother . . . but that’s silly.”

“When did you first decide not to like your mother?” the auditor asked.

“I never decided that!”

“When did you decide that you had to honor your father and mother?”

“That was when I went to church. It’s one of the Ten Commandments.”

Thus it was found that the preclear was agreeing to obey and disliking it since he was three years old.

SCANNING A-R-C

Standing behind each enforcement or inhibition of A-R-C is a postulate concerning future action. Help the preclear to scan every time he decided to feel affinity for a person—the instant of decision—because the static lies at that point. Contact the times  the preclear agreed with anybody against his will. Exhaust the times he decided to go into communication with anybody by word of mouth, by writing, etc.

Scan all the decisions on reality. And then, having finished scanning each leg of the triangle once, re-scan it. Applying Postulate Processing to A-R-C alone will knock out many somatics accepted from another person by the preclear. In order to make a systematic session, scan the A-R-C, inhibited and enforced, on each dynamic, using Postulate Processing.

BASIC GOALS

A basic purpose postulate lies at the beginning of every life. Each preclear should locate and re-experience this basic postulate. Straight-wire of the individual’s goals and fears will often uncover this particular postulate and will materially assist the preclear to re-define his goals. Briefly, an outline for procedure could be summarized thus:

Future goals Future fears

Present factors Present fears

Past goals (specific in time) Past fears (specific in time)

Past conclusions Past conclusions

Straight-wire the preclear over these six areas, beginning with future goals.

What are his main goals which concern his activities in the future? Sometimes he may say he cannot resolve a goal, and such being the case, ask what things he might be afraid of in the future (such as losing his job). Whether a future goal or future fear is found, trace out the present factors which make such possible or probable, and then ask what he is now doing in order to bring such goals into fruition, or to remove the fears from his horizon. It might be well to consider what factors if any are present in present time that are making such a goal possible.

Next, seek the past goals, specific in time. The question might be asked: “What are some past goals that compare with the future goals?” The points where the preclear concluded (in the past) that he could not have such goals are rather stickily fixed conclusions. Straight-wire these fears. Find what he has to be afraid of “right now.” Is there anything of which he is afraid in present time? Is the boss unkind? When did he conclude the boss was unkind? Nearly any preclear will find goals in the past which were in conflict. Locate these goals and the times of decision concerning them. Straight-wire on conclusions inhibiting his attaining of any goals, seeking always for the instant the decisions were made.

If there is but little response the first time, go over the six areas again, working the preclear’s goals on all of the eight dynamics, but cleaning up the First Dynamic before going to the next. In this manner the preclear is assisted to regain his selfdeterminism, placing him in a positive approach to the future by removing fears and redefining his early goals.

DEEP AND LIGHT PROCESSING

There are now two kinds of processing in which we are involved: Light processing and deep processing. Light processing deals with postulates and effects and can be done either on an individual or co-auditing basis. Deep processing calls into use Effort and Advanced Procedure; and with it an auditor is mandatory. Postulate Processing combined with Effort and Advanced Procedure helps the preclear to pick up very early postulates, incident by incident.

Whatever the method, deep or light, by which postulates are reviewed, the individual eventually comes to the realization that he is the effect of his own postulates.

He postulates a conclusion; he moves forward in time and becomes affected by that conclusion. An individual who can remember all the postulates and decisions he ever made is a well person.

“That won’t do you any good, it won’t do you a bit of good.” When papa isn’t looking, he tries to light that firecracker anyway. If he fails, all the way down the scale he goes into apathy: “I don’t want to light that firecracker. I don’t like firecrackers.”

Then a simple example of theta endeavoring to occupy space: A fellow wants to open the back of his car but the key will not move in the lock. He goes down the tone scale, eventually kicks the car. He is furious with anybody in it too (including his wife when she offers, “But, dear, if you will just operate it smoothly; Junior and I have no trouble.”) He may even get a crowbar and-when the car isn’t looking-try to apply it.

That failing, he goes down further in tone about the whole thing, and, although he will not manifest grief (because men in this society don’t cry), he will walk away and say, “I didn’t want to get in the back of that car anyway.” As a matter of fact, he did. All his clothes are in there. Theta has failed in its survival attempt to conquer MEST.

THETA’S TENDENCY TO OWN OR BE OWNED

There is an additional theory underlying MEST processing. Theta has a tendency not only to extend itself but also to be extended over; that is, it is able to manifest itself as theta over the organisms around it or not able to manifest itself as theta over the organisms and MEST around it. An individual then is either self-determined, which is to say, theta controlled in his own right (in which case he is healthy and sane), or is controlled by organisms and MEST in his environment to the point where he himself is MEST. The individual, in other words, could be said to own or be owned.

(When one starts owning MEST, the MEST starts owning him. Did you ever have to mow a lawn?) Ability to own and control and fulfill the various efforts of theta indicates self-determinism.

INTERPERSONAL RELATIONS

Ordinarily persons below 2.0 regard the organisms in their vicinity as MEST and this initiates the battle of the weak and the strong. Here is the general at 1.5 who treats Private Jones as MEST: “Stand at attention! Sit down! Stand up! Salute! About face! To the rear march! To the rear march! To the rear march!!” MEST! In other words, the attempt to dominate by nullification is to treat individuals as though they were MEST. And at some point on the tone scale individuals react to this domination as MEST. Above 2.0 a person tries to understand people, what they are thinking, what they are talking about, to reason with them in spite of the difficulty in trying to maintain a level of agreement with those below the 2.0 band.

Human relations are often worked out in this society on a 2.0 basis; worked out almost exclusively on a MEST basis with little attention to theta. It is a matter of who dominates whom. Not too long ago women were regarded as MEST, chattel. Racial prejudice is another fresh patch of blood on the nation’s history. In husband-wife relationships often one or the other considers the companion MEST; one is made to function as a physical universe entity and ARC is lost. Children too fall into the category of MEST, except for a few rare cases raised in high-tone environment. “My child,” is often the parent’s fond manner of alluding to his offspring. But that isn’t “my child.” That is Bobby—a person in his own right. Socialism sounds logical but seems never to attain its principles in practice because, low on the tone scale, it becomes a fine mechanism for the few to take everything away from the many. So we have the concept of interpersonal relations on a MEST basis, which is not at all a solid basis for survival.

No one succeeds in owning another organism. It cannot be done.

Parents rarely give children a chance. To get angry with a child that is angry is rather unfair. The parent is a giant who, compared with the child, is about twelve feet high. The child acts in a “Little David” fashion in order to impress the giant and to hold his own against it, but the huge monster slaps back at him, saying, “Get mad at me, will you?” The child’s will is quickly suppressed.

Perhaps a child will say, “I want to go swimming, daddy.”

The parent answers, “No, you can’t go swimming today.”

“But Jimmy Jones goes swimming all the time.”
“I said you can’t go swimming.”

The child drops rapidly down the tone scale into grief, and from there into apathy. Finally he says, “I didn’t want to go swimming anyway.”

After this cycle of events has happened a number of times, he no longer goes through the anger band, but drops instantly into apathy, becoming an automatic reaction pattern. Eventually when the subject of swimming is brought up he merely says that he doesn’t like to go swimming, giving as an excuse that the water hurts his ears or eyes.

Unless a child is growing up in a 3.0 or higher environ, he will encounter this negation reaction pattern.

Individuals in the 3.0 band operate by using data and by exchanging ideas; and children understand and use data as well as their parents.

Parents are likely to wonder what should be done about allowing a child to run around tearing up his room and breaking things. The answer, of course, is contained in the question: What is the child doing in a room containing expensive MEST? Such a room is certainly not a match for his limited data. See that he has a room in which there are toys that are his; and if he breaks the toys, remember that they are his to break or care for as he chooses.

ATTACKING SELF

As an individual follows the dwindling spiral downward in regard to MEST, he attacks smaller and smaller spheres of activity or MEST. If he fails on a large sphere, he attacks a smaller one, and failing that then attacks yet a smaller sphere until finally there is but the last sphere available for attack: His own body. Psychosomatic illnesses then become chronic and the individual slides downward toward death. Thus we see that when the theta of the individual is unable to extend itself over the organisms and MEST in the environ, it begins to attack the organism itself, for it seems to be inimical to theta to be owned or to be considered MEST. The attack on the organism of self is an attack on the only MEST available to the theta of the organism, and, more importantly, seems to be an effort on the part of that theta to remove the organism from the living so as to begin a new cycle with another organism where it may have a better chance to survive at optimum.

SYMBOLOGY OF LANGUAGE

Words are symbols for MEST action. They take on meaning as they are related to actual physical events. The definition of language is in terms of the physical universe and all communication of ideas is accomplished in terms of MEST communication.

Language, then, becomes simply a symbol for MEST reality or MEST imaginary objects offered as reality.

Language itself is not so aberrative as has been previously validated; the aberrative factor is the MEST action underlying it. True enough, language has some aberrative elements (as is evidenced in the sentence, “He rowed the horse”), and the reactive mind has a glorious time with it. But these words are only symbols of reality.

In the warning, “The tiger is biting you,” the danger is not the words, but the fact of the tiger’s biting you—not the language but the MEST action involved. Symbols, compared to the actual MEST actions, are unimportant in MEST processing.

A child of ten months gets into the sewing box. Mother can say, “Get out,” but what she says is not important. It is what she does. She forcefully drags him out of the sewing box. The baby has learned the meaning of a bit of language; hereafter “get out”

means being pulled out of the sewing box. Later baby observes papa being pushed away while mamma says, “Leave baby alone and get out.” And baby suddenly gets the idea of leaving. How does he get this idea when the words are nothing but vibrations in air? They are not painful. True, but they tie up with something that was painful, that had reality—MEST action: Being pulled out of a sewing box. Baby goes on growing up, seeing, smelling, tasting, hearing, feeling, and somehow or other all the combinations of physical contacts with the material universe add up eventually into language. He learns by observing or experiencing with regard to matter, energy, space and time. Later on 190 the actions become translated into symbols but the actions themselves are basic on MEST chains.

Underneath all the action phrases which give most trouble in processing— phrases which hold the preclear on the track, which misdirect him, which deny him information, which cause information to be forced upon him, which up-bounce and downbounce him and group his time—are MEST observations. Meanings for these phrases are learned, after the prenatal bank has been filled with engrams, by the preclear’s observation of MEST. The action phrase is only a phrase, so many syllables in the air, so many marks on a piece of paper. The MEST action is actual and real, having to do with motions. Each and every action phrase has its MEST counterpart.

Recovering a chain of MEST action locks is more important than recovering a chain of action-phrase locks. Furthermore, every circuit in the case, however it is stated, has its MEST counterpart.

A person has the feeling of going through space when he moves on the time track. He thinks in terms of going up, down, sidewise; in reality, he is only moving through time. He has come to think in terms of motion when he is actually going through time because all the words that have been used to describe this are actually in terms of MEST motion: Matter, energy, space and time. To go up means to go up, so he is on the time track and hits a phrase “go up,” and he moves into present time.

Stupid reactive mind! It isn’t the words “go up” that make him go up; it is the translation of the phrase reinterpreted by all the times he observed going up or was forced to go up physically. The swiftest method of causing the preclear to recover from obedience to action phrases is to clear him on MEST action locks, not on chains of phrases.

AIMS OF MEST PROCESSING

MEST processing deals with this root of aberration and physical condition by calling for physical manifestation rather than words. In the past the symbology of language was too often over-stressed to the neglect of the force behind those words.

MEST processing reaches into that strata underlying language and processes the individual in the physical universe. It processes his communication lines directed toward matter, energy, space and time. With it words are used somewhat as dreams are used in psychoanalysis, to demonstrate where the actual lock lies.

PROCEDURE

Several approaches can be used in MEST processing procedure. We might begin by asking for a time when the preclear had an object taken away from him; we are interested in the actual departure of the object, not in the words which accompany the departure. Or we may find times when he drew his hand away from objects. One simple act like this may have collected hundreds of locks when the preclear drew his hand away from an object. A phrase describing the drawing away of the hand is not nearly so important and is not even considered to be a part of this chain.

We might ask the preclear, “Is there an action phrase in restimulation?”

Yes.

“Could you give me the phrase?”

“Get up.”

“All right. Do you remember a time when anyone made you get up?”

“Yeah, my mother used to say that all the time.”

The auditor doesn’t want the phrase; it is just a shadow. What he wants to dig out is the time mother pulled the preclear out of bed. Or when brother booted him out.

That is the lock desired. Mother could have boosted him out while saying, “Abracadabra. Baby needs a new pair of shoes.” It makes no difference what she said.

You want his actual actions of having had to get up.

Aberration on getting up could proceed either from being inhibited from getting up or sitting down, or on being enforced in either. The auditor and preclear seek for these. They search for the times the preclear watched somebody get up; the times he had to get up every morning at six; the times mother took him by the feet, threw cold water in his face and got him downstairs, got some breakfast into him and got him off to school. Trace down such a “getting up” chain to the basic MEST action on the chain.

When a preclear is responding to too many holders, find the times he was held and made to stay in one place. More important, find when he was stopped. Who used to stop him? Who forced him into motion? What put him in motion? The objective is to find what the words stand for.

When the preclear has remembered an incident called for by the question asked, the auditor may request another such incident and yet another and another as called for by the one question. In other words, each question can designate a chain of locks to be scanned, a subject for Repetitive Straight Wire. For example, the auditor asks, “Can you remember a time when you were forced to stay in one place?”

“Yes.”

“Is there an earlier time when you were forced to stay in one place?”

“Yes.”

“Now, can you recall an earlier time,” and so on to the earliest incident on the chain.

The auditor should take particular care that he does not send the preclear into major engrams or secondaries. If he does so, he must be prepared to run out the incident as an engram or as a secondary, but only if the preclear’s position on the tone scale warrants it.

PRO-SURVIVAL/CONTRA-SURVIVAL PROCESSING

It will be noted that MEST processing can be divided into two portions. One is devoted to pro-survival objects or actions; the other to contra-survival objects. The difference between the pro-survival object and the contra-survival object is as follows: Harmony exists for the individual when a pro-survival object is near at hand and when the contra-survival object is absent. A point of indecision is reached by the individual, which is to say anxiety, when either a pro-survival object or a contra-survival object is at an uncomfortable distance from him. The tone scale for this purpose on the prosurvival object is, broadly: 4.0 when the pro-survival object is in comfortable proximity; and on down the tone scale to 0.0 as the pro-survival object, energy, space or time recedes and finally disappears. In the matter of the contra-survival object: 4.0 represents the absence of the contra-survival object, energy, space or time; and so on down the tone scale to the point of 0.0 when the object engulfs by proximity. The whole gamut of emotion is run in either case.

The validation technique, then, can be used in MEST processing by straightwiring times when pro-survival objects, energies, spaces and times are in harmonious proximity, at least, not threatening to depart from the preclear, and when contrasurvival objects, energies, spaces and times are entirely absent or, if in view at all, have no bearing on the preclear.

It might be noted that the period before the known approach of a pro-survival object, energy, space or time may contain more theta than the actual arrival, since this is anticipation toward a goal, and that the period immediately after the recession or departure of a contra-survival object, energy, space or time may contain theta. The achievement of bringing pro-survival objects, energy, space or time into proximity and the achievement of banishing contra-survival objects, energies, spaces and times are apt to be nigh analytical moments containing considerable free theta which is just idle after a long period of hard computation.

It should be mentioned again that the preclear must be impressed with the fact that he is being asked for MEST activity and not the word symbols describing activity.

One of the ways to demonstrate this to the preclear is to ask him for actual departures and arrivals rather than the stated news that a departure or arrival has taken place.

It should be particularly noted by the auditor who is doing MEST processing that he is most in danger of getting grief into restimulation when a pro-survival object, energy, space or time has departed from the preclear and when a contrasurvival object, energy, space or time has approached too closely to be rejected.

Similarly, he will find the anxiety of fear or terror manifesting itself when a prosurvival object is on the verge of becoming absent or when a contra-survival object has come almost, but not quite, to the point where it cannot be rejected. The auditor will find lying, deceit and covert hostility where a pro-survival object, energy, space or time appears to be on the verge of departing but has not decisively departed and when a contra-survival object, energy, space or time has demonstrated its force but still may be rejected. The auditor will find hate, anger and destruction manifesting themselves when a pro-survival object, energy, space or time is not actually departing but is not easily recalled and has already receded and where a contra-survival object, energy, space or time is not yet imminent enough to elicit fear but may still be destroyed. The auditor will find antagonism exerted by the preclear toward pro-survival objects when they are still in close proximity but are not quite under the control of the individual and toward contra-survival objects when they appear to be a threat but not yet a fixed threat to the individual. Boredom will be manifested when pro-survival objects, energies, spaces or times have become too distant to be in harmony but not distant enough to threaten actual departure and when contra-survival objects are in sight but pose no real threat to the individual. Happiness and cheerfulness will be found to manifest when the prosurvival object is in comfortable proximity or commingled with the individual and when the contra-survival objects, energies, spaces and times are either absent or very distant.

PROCESSING MEMORY RECALLS

It is one of the primary axioms of MEST processing that what the individual will do with MEST he will do with his own thoughts and ideas. Thus, if he has been forced to leave alone a great deal of MEST, he will leave alone a great many of his thoughts or perceptions or recalls. If he is forced to accept MEST, he is compelled to remember, and obsessive behavior will result. In other words, to improve the memory of this preclear, it is necessary to bring into view all the MEST, or much of it, which he has been forced to leave alone and to de-intensify the MEST which has been forced upon him. Forgetting and remembering are the basic abstract phrases of thought, so far as can be established at this time, for here the names of things as things and spaces as spaces grow into the complexity of the handling or rejecting of these objects and spaces.

Further, the same object, energy, space or time can be both pro-survival and contra-survival. A knife can be pro-survival when working for the individual and contrasurvival when working against him. This engenders an indecision in the preclear which is highly destructive of his ability to reason and make decisions and is a specialized source of anxiety. Mother, for instance, may be and generally is a source of considerable pain and restimulation and in this guise is contra-survival. However, the natural love of a child for a parent and the meaning the parent has in terms of food, clothing, shelter and care make this object a pro-survival one. Hence, there is an indecisiveness and a lack of resolution on the subject of mother. The same may be true of father or the grandparents. Evidently the reason allies disappear from memory can be found in the axiom that an individual approximates with his thoughts and memories his handling of MEST and the handling by MEST of him. The departed ally is fulfilling the basic definition of “forget” and departs in the thoughts as well. The mind can set aside and refuse to consider an item which contains too much indecision, with resulting occlusion. Here is the case of the mind compartmenting itself, recognizing that to stay sane it must lay aside insane subjects. Irrationality and indecision are, more or less, synonymous.

MEST processing, then, is of basic importance because it underlies thought and all symbols and communication representing thought. It dives into the vital area of theta conquering MEST, attempting to rehabilitate the individual’s control and ownership of the organism and MEST in his environ. By releasing charge on MEST action, it establishes self-determinism in direct ratio to increased ability to handle MEST. Thus processing an individual in the physical universe and his communication lines directed toward matter, energy, space and time can raise him to a level where theta can continue successfully in its mission of creating, conserving, maintaining, acquiring, destroying, changing, occupying, grouping and dispersing MEST.

THE JOURNAL OF
SCIENTOLOGY
Issues 3-G, 4-G & 5-G [ 1952, ca. late Sept., early Oct. & late Oct. ]
Danger: Black Dianetics!

Death, insanity, aberration, or merely a slavish obedience can be efficiently effected by the use of Black Dianetics. Further, adequate laws do not exist at this time to bar the use of these techniques. The law provides that only the individual so wronged can make complaint or swear out a warrant for offenders using these techniques.

A person on whom Black Dianetics has been employed seldom retains the sanity or will to make a complaint, or does not know he has been victimized. In addition, persons claiming such offenses against their persons are commonly catalogued by doctors as suffering from delusion. Thus the employer of Black Dianetics can escape unpunished under existing legal procedures.

One invites, by the release of such powerful and insidious methods, the censure of those who seek to hold society together. But a little thought will tell one that these techniques are better released and known to many than hidden and known to but a few.

A shabby, inefficient, and fifth-rate shadow of these techniques has been employed by Russia and other governments. The cases of Mindzenty, Vogeler, and Oatis reflect a faint forerunner of such methods. Even the United States government, honorable above most governments, has sought better ways to “influence” human beings.

Hypnotism is a rather old and untrustworthy method of influencing or enslaving others. However, hypnotism is very unreliable even when it can be effected upon an individual. The mechanisms of hypnotism, quite incidentally and of no great importance, are circumscribed in Black Dianetics.

One could not release this furiously violent poison unless one first had the antidote. Processing, even that contained in Self Analysis, can undo Black Dianetics unless, of course, the victim has been driven into suicide or past the point of no return—a feat which is not difficult, but a condition which is not desirable where the operator seeks real advantage.

Several people are dead because of Black Dianetics. Hundreds of thousands are dead because of the atom bomb. Thousands may die because of Black Dianetics.

Millions may die because of nuclear physics. But also because of nuclear physics man may reach the stars. And because of Scientology we may some day win a world without insanity, without criminals, and without war.

Efforts to influence and prevail over the minds of individuals, groups, and nations have been exerted since the dawn of time. These efforts have utilized every known means of psychic and physical phenomena.

One of the earlier, broad efforts consisted in the field of astronomy where, in Chaldea, Babylon, and other early civilizations, priests procured power by predicting solar and stellar activity such as eclipses and comets. By first stating the phenomena would occur, the priests would be held to be in league with the gods by a populace which beheld the spectacular occurrences. The courses of men and nations could thus be swayed by a body of men with recourse to phenomena known to them and yet unknown to the vulgar.

Another effort of swaying minds occurred in Persia and Syria between the 11th and 13th centuries A.D. A sect known as the Assassins utilized the popular belief in Muhammetan Paradise to rule, viciously and powerfully, a large segment of the known world. This sect enforced its will upon the rulers and influential men of its time by assassination, and, indeed, that is the derivation of that word. The leaders of this sect would ply religious young men with hashish and then transport them to a marvelous garden which contained all the sensual delights recounted in the Koran, even to the forty black-eyed houris. The young men, believing themselves in Paradise itself, would be told that they could not remain there unless they obeyed the slightest wish of the sect and that they could not return unless they were actually dead. The young men, so bedazzled, were then returned to the “world of the living” and were used to slay important persons, for what mattered it that the assassin was killed, since he would, at worst, return to “Paradise.” Thus any ruler or influential man in the world, once threatened by this sect, would obey its mandates as to tribute or the passing of new laws.

In India, down through the millennia, various methods of influencing human thought have been practiced with greater or lesser success. One of these wandered into the western world and became known as “hypnotism.” The variability of its success was such and the extravagant and unfounded claims made for it were so out of the ordinary that even today there are many people who do not believe it exists.

The basic technique of hypnotism consists of one individual, the hypnotist, relaxing or coaxing into quiescence another individual called the “subject.” The operator then makes certain suggestions to the subject and the subject may, during the session or after it is dictated, obey. Hypnotic subjects are in the minority and skilled hypnotists are few and so this method of influencing minds has had limited scope.

Further, the hypnotist claims curative powers in hypnotism and a careful examination of the field demonstrates that hypnotism is far more harmful to a mind than beneficial. Thus hypnotism, a curious phenomenon, is not greatly employed. But it has, nevertheless, been employed to the harm of individuals and the “betterment” of operators.

It is claimed by hypnotism’s zealots—and it has them in plenty—that a hypnotized subject will not perform immoral or dangerous acts. Experiment demonstrates a limited truth in this but it also demonstrates that a hypnotic subject can be influenced against his best interests. The charlatanism in this field is very great.

Other methods of influencing and swaying minds are all about us. They range from the cold brutality of threatened death to the extensive practice of advertising. Each depends upon some natural phenomenon or phenomena, whether known or unknown.

PART II
The Loophole in Guarded Rights

Whenever phenomena become known to a small number of unscrupulous men, these, by secrecy, can employ it to the enslavement of many. This, in a thimble, is the history of the race.

It was inevitable that once natural law concerning thought became known, it would be utilized by individuals to enslave, reduce, or even to murder others.

Invalidation of Dianetics is now, fortunately, rendered impossible by the vigorous program of proof and testing to which it has been subjected. However, an invalidation of Dianetics as a process by which aberration can be relieved, works in the direction of permitting Black Dianetics to be employed without censure upon luckless human beings who may not even know that it has been so employed.

The processes of Black Dianetics can be remedied by what might be called White Dianetics, in most cases. If any group desired to use the phenomena discovered in Dianetics to enslave an individual, a group, or a nation, its first step would be to place White Dianetics out of bounds, to illegalize its practice, and to condemn the tenets contained in it. To debar the general public practice of White Dianetics is to make possible a general unpublic practice of Black Dianetics.

At the present writing, there is one certain method of disenfranchising a human being.

In 1215 A.D. by the Magna Carta and in 1791 by the Bill of Rights in America, certain liberties of person and property were delineated and given to certain nations.

In the absence of any known natural law relating to sanity beyond the legal definition that it is the “ability to tell right from wrong” without saying what right and wrong are, clauses relating to sanity were, perforce, omitted from such documents.

Thus, a wide loophole was left in civil and criminal structure. For whatever a sane man’s rights may be said to be, it is only necessary to declare him insane and his rights vanish. He has no right to property. He has no right to trial. He has no right to be confronted by his accusers. All processes of law are suspended the moment an individual is declared to be insane. Indeed, on this whisper, even his friends may desert him. He must have an appointed guardian for all his affairs to whom he cannot object.

He can be spirited away into a public jail without other than a complaint that he is not sane. There he is examined by men whose pretense it was to be able to distinguish sanity from insanity and who, themselves, are suspect of being insane in most part. An individual so accused can be incarcerated without any other legal process and can be given “treatments” which will leave him a hopeless imbecile for the remainder of his life. Or he may simply be killed by attendants.

Electric shock, “psychosurgery,” other types of shock “treatment” are at this writing accepted treatment of the “insane.” Adequate documents exist to demonstrate that these “treatments” never cure anything, that they often break a man’s spine or leave him even unable to control simple body functions.

All this waits for the individual the moment he is pronounced “insane.” He is disenfranchised, his property is forfeited, he passes into hands which have the power of life and death over him.

Thus, we see that even the Magna Carta and the Bill of Rights are worthless in the hands and under the manipulation of the unscrupulous.

In order to have a true bill of rights a citizen would have to be given rights to his sanity and to his life. These are two rights which cannot now be guaranteed. Until they are guaranteed, the Constitution, to many, is a mockery.

In one insane asylum, at the behest of a government, a man that government considers dangerous is held as “insane.” After Pearl Harbor in 1941 any naval captain who dared cry “Treason!” when he saw how high administrative orders brought about a debacle was shipped, quickly and without any recourse to friends or courts, to insane asylums.

Thus it is possible, even now, in this “enlightened age” for a group of men to function much as did the assassins, even without Black Dianetics. By using the public fear of the insane, a fear born from the unknowns of insanity, anyone can be discredited and imprisoned.

By using Black Dianetics, insanity itself can be brought about with considerable ease.

In these turbulent times, with an A-bomb hanging over every city, civil law is more and more withdrawn from the citizen, censorship is more and more strict.

Disaster breeds secret control and enslavement. In event of a national disaster such as that envisioned in an atomic war, it is not necessarily true that civilization may be destroyed, regardless of what the president says but it is true that disaster may assume a magnitude sufficient for any small group to seize control of the remaining populace, a control very close to complete slavery.

In order to resolve insanity, it was necessary to release the natural laws discovered in Dianetics. When they were released, it became possible to create insanity at will. And even more insidiously, complete control of a human being can be effected without insanity being demonstrated by him.

The release of these laws and the whole of Black Dianetics is necessary if a long-range program of prevention is to be effected. So long as Black Dianetics remains the property of the very few, a very great many more will suffer eventually than those few who will die because of the publication of this material.

Thus, the first basic principle of Black Dianetics: So long as a natural phenomenon remains the knowledge of a few and is denied to the many it can be utilized to control the many.

The first law of Dianetics, which you should know, is as follows: The human organism receives and records all perceptions while under duress and in a reduced state of consciousness.

Should you wish to know complete derivations of this law and its proofs, you are invited to study the science itself. Here is contained only sufficient material to delineate Black Dianetics in full.

PART III
Records of Mind Are Permanent

Man, for all his years, took the observation for the fact that when a human being was no longer able to control its own operations and functions and so long as it, again in control, could not recall what had occurred, that the material was not recorded.

This was wholly unwarranted as an assumption.

Let us examine first, pain. Pain, technically, is caused by an effort counter to the effort of the individual as a whole.

The individual is a colonial aggregation of cells. Each cell is seeking to live.

Each cell and the whole organism is basically motivated by a desire to survive.

The entire physical structure is composed of atoms and molecules, organic and inorganic. While the individual is alive and conscious, these atoms and molecules are in a state of optimum or near-optimum tension and alignment.

On the receipt of a counter-effort such as that of a blow or, internally, as in the case of drugs, shock or bacteria, the optimum or near-optimum tension and alignment of these atoms and molecules, as contained in the nerves, muscles, bones, and tissues of the body, are disarranged. The result is a slackening or speeding of the motions of the physical body in such a way as to cause misalignment and maltension of the atoms and molecules.

This is pain. Counter-efforts to survival cause this effect to take place. The technical name of this effect is randomity. The directions of motion of the various portions of the body are disarranged into random vectors or patterns. Pain results in loss, invariably, the loss of cells or the loss of general alignment.

When pain departs, it is still on record. The record of that pain can be called again into existence.

If you wish to make a very simple test, simply go back to the last time you hurt yourself. Get as full perceptions as you can of the object which hurt you and the surrounding environment. Seek to contact the painful object again. Unless you are badly occluded, you should be able to feel that pain once more. If you yourself cannot make this test because you are occluded, ask your friends to try it. Sooner or later you will find someone who can recall pain.

Another test: Pinch yourself and then go back to the moment you did it and feel the pinch again. Even if you are occluded you should be able to do this.

In short, pain is stored on record. But that is not all that is stored. The whole area of any randomity is stored in full. The atoms and molecules rearrange themselves, when pain is recontacted, into the pattern they had when that pain was received. Hence the pain can come back. But also the effort and all of its perceptions can come back when either the pain or the general randomity come back.

The misalignment caused by a blow, shock, drugs, or bacteria causes an inability of the control center of the mind to function. Thus, the control center of the mind can go unconscious, can be overwhelmed by this misalignment.

After consciousness is regained, whenever the control center of the mind tries to recall what happened, it can recall only the randomity. It is trying to recall a time when it could not recall and thus draws a blank.

Man thought that if he could not recall a thing, then it didn’t record. This is like the little child who hides his eyes and then thinks you can’t see him just because he can’t see you.

With every area of randomity thus created by injury or illness or shock or drugs, there is stored as well the counter-effort to the body. The effort impinged upon the body by the blow or the other misaligning factor also was stored. This is physical force. When it comes back upon the body, it comes back as physical force. It can distort features or the body by being in constant “restimulation.” Restimulation is occasioned by some part of the early recording being approximated in the environment in the present. This calls up the old area of randomity.

The body, confused, registers the old counter-effort.

Nearly everyone has these counter-efforts of the past being, some of them, exerted against him in the present. His sub-level awareness is tied up in resisting old counter-efforts—blows, sicknesses, drugs—which once affected him and drove him into unconsciousness.

The moment an individual wholly concentrates his attention elsewhere these old areas may exert their force again.

Feel the aliveness or full sense of being of each one of the following. Feel wholly alive only in the member of your body named: 

1. The right foot. 
7. The back of the neck.

2. The left foot. 
8. The nose.

3. The right cheek. 
9. The right hand.

4. The left cheek. 
10. The tongue.

5. The toes. 
11. The left-hand.

6. The back of the head. 
12. The stomach.

If you have gone over these members, investing carefully, aliveness only in each, you probably will have received various aches and pains in areas where your concentration was not fixed or at least experienced grogginess. Try it several times.

Processing cleans up these old areas with resultant rise in health and sanity.

Black Dianetics uses this mechanism to implant new compulsion.
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Issue 24-G 31 January 1954
SOP-8-C: THE REHABILITATION OF THE HUMAN SPIRIT

Scientology, the science of knowing how to know, has been developed for various applications in the field of human experience.

Where it is utilized by skilled persons to enhance the personal ability and knowledge of others, the recommended process is Standard Operating Procedure 8-C.

SOP-8-C was developed after almost a year of observing SOP-8 in action in other hands than mine, and after observing the frailties and talents of human auditors. SOP- 8-C might be called SOP-8 modified for clinical, laboratory and individual human applications.

The goal of this system of operation is to return to the individual his knowledge, skill and knowingness, and to enhance his perception, his reaction time and serenity.

It is entirely incidental that SOP-8-C is effective on “psychosomatic” illness, on human aberration and social difficulties. It is not the intent or purpose of Scientology to repair. The science is a creative science. Despite the fact that human illness, disability and aberration uniformly cease to be because of Scientology, the effect is not intended to be primary and the goal of SOP-8-C is not their remedy. Indeed, if SOP-8-C is used to remedy these only, it fails as a system. SOP-8-C succeeds only when it is addressed toward higher knowingness and beingness—ironically, in using it, human ills vanish only when the auditor concentrates on the goals of the system and neglects the obvious physical disabilities of the preclear.

In that one creates that which one concentrates upon, a treatment of illness which validates it in treatment will always tend to be unsuccessful.

SOP-8-C was the subject of the Camden Indoctrination Course B [2nd American ACC], from November 16 to December 23, as well as the subject of the Phoenix International Congress of December 28, 1953.

Specifically, the use of these processes obtains, when correctly used, without further evaluation for, or indoctrination of the preclear, the knowledge that he is not a body, that he is a creative energy production unit, and demonstrates to him his purposes and abilities.

This energy-space production unit we call a “thetan,” that being a coined word taken from a mathematical symbol, the Greek letter “theta” [ ø ] . This is the preclear.

One does not send “one’s thetan” anywhere. One goes as a thetan. When a preclear is detected being in one place and finding “his thetan” in another (“I’m over there”) he is not exteriorized. To be “exteriorized” the preclear must be certain that he is outside his body. An uncertain “exteriorization” requires more work before it becomes an exteriorization.

SOP-8-C brings about a condition designated as “theta clear.” This is a relative, not an absolute term. It means that the person, this thought unit, is clear of his body, his engrams, his facsimiles, but can handle and safely control a body.

The state of Operating Thetan is higher than Theta Clear and means that the person does not need a body to communicate or work. It is accomplished with SOP-8-0.

The highest theory of SOP-8-C is that the being is engaged upon a game called Physical Universe. This is a game requiring barriers, which is to say, walls, planets, time and vast distances (which last two are also barriers). In engaging upon this game he has at last become so conscious of barriers that he is limited in his actions and thoughts. He thinks, in the case of homo sapiens, that he is a body (a barrier) hemmed in by vast distances (barriers) and pinned in a time stream (a system of moving barriers) so as to reach only the present. These combined barriers have become so formidable that they are not even well perceived, but from being strong have become unreal to him.

The matter is further complicated by “invisible barriers” such as the eyes or glasses.

In actuality, the thetan is a knowingness, total in a cleared state, who yet can create space and time and objects to locate in them. He reduces his knowingness only to have action. Knowingness is reduced by assuming that one cannot know or knows wrongly. Knowingness is reduced by assuming one must be in certain places to perceive and so know, and that one cannot be in certain places.

Space is, but does not have to be, the first barrier of knowingness. With Scientology we have the first definition of space—Space is a viewpoint of dimension.

Given a viewpoint and four, eight or more points to view, one has space. Space is a problem of observation, not of physics.

There is no question here of whether space, energy or objects are real. Things are as real as one is certain of their reality. Reality is, here on Earth, agreement as to what is. This does not prevent barriers or time from being formidably real. It does not mean either that space, energy or time are illusions. It is as one knows it is. For one makes, by a process of continuous automatic duplication, all that one perceives. So much for theory-in application this theory obtains results of considerable magnitude in changing beingness.

The thetan is continuously engaged upon cycles of action. The basic cycle of action is “Create, resist effects (survive) and destroy.” This can be stated in various ways: “Create an object, have it resist effects (survive) and then destroy it.” Or, “Create a situation, continue it and change it, and destroy or end it.” When a thetan leaves a cycle which is important to him unfinished, he tends to strive to finish it elsewhere or later in disrelated circumstances. Further, he can become overly concentrated upon creating or persistance (surviving) or upon destroying and so form an unbalanced state of beingness.

Time exists in those things a thetan creates. It is a shift of particles, always making new space, always at an agreed upon rate. A thetan does not change in time, but as he can view particles (objects, spaces, barriers) from many viewpoints, he can consider himself to be in a “time stream,” which he is not. A thetan’s ideas (postulates, commands, beliefs) change; particles change; the thetan does not change either in space or in time.

Just as he is making an effort to do something he cannot help but do—Survive— he is also fighting against doing the only thing he does—sit fixed in one “position.” The thetan, to produce interest and action, operates as a paradox. He cannot die, so he firmly insists and proves continually that he can die. He never changes location, but only views new locations and constantly lives in horror of being fixed in time and space. Above that, he knows the past and the future and all of the present, and so fights to obscure the past and guess the future.

Less theoretically, the individual who is processed is at first, usually, “in” the body and perceiving with the body’s eyes. When exteriorized (placed “three feet back of his head”) he is actually out of the body and still “in” physical universe space. He can, exteriorized, move about and be in places just as though he had a body, seeing without eyes, hearing without ears, and feeling without fingers—ordinarily better than with these “aids.” This is not like “astral walking” which is done by the individual who “sends a body” or a viewpoint to some other place and perceives with it. A thetan is as much present where he is as if he were there in body. He isn’t “somebody else” than the preclear moving dimly about. He is the preclear, he is there. At first he may be uncertain as to what he is seeing. This faculty becomes better as his ability to look, hear and feel while exteriorized improves. SOP-8-C improves this perception. Because the body only perceives what the thetan is perceiving anyway, looking, feeling, hearing of the body is also better with SOP-8-C but this is only incidental.

When a thetan believes too thoroughly he is a body, he is generally unhappy, afraid, doubts his own (and validates the body’s) existence and worries about his inabilities. When he is out of the sphere of influence of the body (a very small one) he becomes serene, confident and knowing. He can handle a body better, can act faster, can recall more and do more while exteriorized than he can while in a body.

Society, thirsting for more control of more people, substitutes religion for the spirit, the body for the soul, an identity for the individual and science and data for truth.

In this direction lies insanity, increasing slavery, less knowingness, greater scarcity and less society.

Scientology has opened the gates to a better world. It is not a psychotherapy, nor a religion. It is a body of knowledge which, when properly used, gives freedom and truth to the individual.

It could be said that Man exists in a partially hypnotized state. He believes on other-determinism in many things, to his detriment. He will be as well as he is selfdetermined. The processes of Scientology could be described as methods of “unhypnotizing” men to their own freer choice and better life.

THE USE OF SOP-8-C

This process is designed to be administered by one person (the auditor) to another (the preclear).

SOP-8-C is first used step-by-step from Step I on until the person to whom it is addressed knows he is back of his head and no longer in the body. If the preclear is very difficult to exteriorize, the person should be referred to an auditor trained at the HAS Clinical Center (for there are special methods of exteriorization for difficult cases which are contained in but are not at once visible in SOP-8-C). The first three steps are exteriorization steps. They should be repeated over and over until certain exteriorization takes place.

The auditor can go through the first steps many times one after the other with the preclear until exteriorization occurs. Doing Steps IV to VII on a person not exteriorized should be minimized. (Earlier SOPs used all seven steps for exteriorization, a practice not followed in SOP-8-C, where only the first three steps are used.) When the preclear has exteriorized one then begins again with Step I and continues to Step VII, in order, with the preclear exteriorized. Here in SOP-8-C the emphasis is upon an exteriorized thetan. When the auditor has taken the exteriorized preclear thoroughly, and correctly, through Steps I to VII at least twice, one has then what may be considered a theta clear.

To repeat, one uses SOP-8-C Steps I to III in that order. On one of these, the first time through, the majority of people exteriorize with certainty. As soon as exteriorization takes place, the auditor starts with Step I again, does it thoroughly on the exteriorized preclear, then the auditor applies Step II thoroughly and so on until all seven are done.

The auditor knows when the preclear exteriorizes by asking him or by the preclear volunteering the information. CAUTION: Do not ask the preclear to look at his body .

If the preclear fails to exteriorize sometime during the first three steps, the auditor should simply do them again. If the preclear fails the second time, the auditor patiently goes through them a third time, and so on. If the matter then seems too difficult, contact an auditor trained during late 1953 at Camden, by the HAS itself.

The least possible result in going over these first three steps many times will be a considerably bettered condition of the preclear, superior to all past results. Only a very few preclears fail to exteriorize after Steps I to III have been several times repeated.

CAUTION: Although this process is as foolproof as it can be made, it can be maliciously used in this wise: by giving the preclear constant losses—by giving him no chance to win—by bullying him—by evaluating for him—by insisting he is “outside” when he is not—by invalidating him—by pretending to see him or his mock-ups or saying that one does if he does.

SOP-8-C FORMULAS AND STEPS

Opening Procedure: (10 minutes to two hours—with MEST body)

(a) 
Send preclear to exact places in room, one place at a time.

(b) 
Have preclear select places in the room and move to them one at a time, still under auditor’s direction.

(c) 
Have preclear drill in physically holding on to and letting go of objects and spaces on his own decision to hold on, decision to let go.

Step I: Location

PRE-LOGIC: Theta orients objects in space and time. AXIOM: In life experience space

becomes beingness.

FORMULA I: Permitting the preclear to discover with certainty where people and

things are not in the present, past and future recovers sufficient orientation to establish

his knowledge and certainty of where he is and they are; the application of this is

accomplished by negative orientation of beingness, havingness and doingness on each

of eight dynamics in the present, past and future.

STEP I

(a) 
Ask preclear to be three feet back of chair. Ask him for things, people which are not giving him directions (orders). For things, persons he is not giving orders to.

 
For things, persons which are not giving directions to other things. Ask preclear for goals he does not have. For goals others do not have for others. For goals another does not have for him. For goals he does not have for another. For persons he is not. For animals he is not. For places where he is not. Where bacteria are not. Where objects are not. For places where he is not thinking.

NOTE: All of the above are done in “brackets” for present, past, and future.

(b) 
(If exteriorized) Have him drill while exteriorized into holding on to and letting go of objects on his specific decision. Ask him to be in places which are safe, dangerous, pleasant, unpleasant, beautiful, ugly.

Step II: Bodies

AXIOM: In life experience energy becomes doingness.

AXIOM: Compulsive position precedes compulsive thinking.

AXIOM: That which changes the preclear in space can evaluate for him.

FORMULA II: Permit the preclear to discover that he handles bodies and allow him to handle bodies in mock-ups and actuality; and remedy his thirst for attention which he has received by contagion from bodies.

STEP II

(a) 
Have preclear mock up bodies and un-mock them. Have him get somethingnesses and nothingnesses of bodies until he feels better about them. Ask him to be three feet back of chair.

(b) 
(If exteriorized) Have him complete II(a) many times and then move body while he is outside.

Step III: Space

PRE-LOGIC: Theta creates space and time and objects to locate in them. DEFINITION:

Space is a viewpoint of dimension.

AXIOM: Energy derives from imposition of space between terminals and a reduction and expansion of that space.

FORMULA III: Permit the preclear to regain his ability to create space and impose it upon terminals, to remove it from between terminals and to regain his security concerning the stability of MEST space.

Step III

(a) 
Have preclear hold two back comers of room and not think.

(b) 
(If exteriorized) Have preclear complete spacation.

NOTE: If not exteriorized return to Step I.

Step IV: Havingness

AXIOM: In life experience matter becomes havingness.

OBSERVATION: To a thetan, anything is better than nothing.

OBSERVATION: Any preclear is suffering from problems of too little havingness and any reduction of his existing energy, if not replaced, will cause him to drop in tone.

FORMULA IV:

(a) The remedy of problems of havingness is accomplished by creating an abundance of all things.

(b) As the preclear has rendered automatic his desires and ability to create and destroy, and has thus placed havingness beyond his control, the Auditor should place in the control of the preclear his automaticities of havingness and unhavingness and permit him, on his own self-determinism, to balance his havingness.

(c) How to make havingness: Have preclear put out eight anchor points of size, thus creating a space. Have him pull in these eight to the center and have him retain the resulting mass. Do this using large and various objects for anchor points. Do this until he is willing to release such old energy deposits as engrams and ridges but still continue to make havingness.

STEP IV

Have preclear remedy problems of havingness by mocking up and pulling together sets of eight anchor points. Do this many times. Do not have him make anchor points explode in this fashion. Have him save masses thus created. Have preclear adjust anchor points in body.

Step V: Terminals

AXIOM: Space exists by reason of anchor points.

DEFINITION: An anchor point is any particle or mass or terminal.

AXIOM: Energy is derived from mass by fixing two terminals in proximity in space.

AXIOM: Self-determinism is related to the ability to impose space between terminals.

AXIOM: Cause is a potential source of flow.

AXIOM: Effect is a potential receipt of flow.

AXIOM: Communication is the duplication of the receipt point of that which emanated at a cause point.

AXIOM Wrongness in terms of flow is inflow.

FORMULA V: The thetan is rehabilitated as to energy and terminals by remedying his postulates about outflow and inflow and drills relating to the outflow and inflow of energy according to the above axioms.

STEP V

(a) Ask preclear for times he could do something. Times when he couldn’t do anything. For things he can do. For things he can’t do. For things other people can, can’t do. For things other people can do for others. For things another specific person can’t do for him. For things he cannot do for another or others.

(b) Ask preclear for objects, actions, persons, ideas he is not destroying. For objects, actions, persons, ideas he is not making survive (persist). For objects, actions, persons, ideas he is not creating. Present, past, and future in brackets. (NOTE: Ideas are the most important here, in brackets.)

(c) Ask preclear for objects, persons, energies, times which are not touching him.

Which he is not touching. Which are not reaching for him. For which he is not reaching. For objects, persons, times from which he is not withdrawing. Which are not withdrawing from him. In brackets.

(d) Ask preclear for sights which will not blind him. For people he will not blind if they see him. For noises which will not deafen him. For people he will not deafen.

For spoken words that will not hurt him. For spoken words which will not hurt others.

In brackets.

(e) Ask preclear for ideas that will not destroy, cause to survive (persist), create, or upset others. In brackets.

(f) Ask preclear for ideas, sounds, sights that will not fix people or unfix them from specific places.

(g) Ask preclear for ideas he is not trying to fix in things. For ideas he is not trying to unfix from things. In brackets.

(h) Have him unmock and mock up terminals and move them together and apart until he can make them generate currents.

Step VI: Symbolization

DEFINITION: A symbol is an idea fixed in energy and mobile in space.

FORMULA VI: The thetan who has been moved about by symbols is strengthened by mocking up and moving about and fixing in space ideas which have formerly moved him.

STEP VI

Have preclear create symbols which mean nothing. Ask pc for ideas he is not trying to destroy. For ideas he is not trying to make survive (persist). For ideas he is not trying to create.

NOTE: The above are done in brackets. Have him mock up ideas and move them about.

Step VII: Barriers

AXIOM: The MEST universe is a game consisting of barriers.

DEFINITION: A barrier is space, energy, object obstacles, or time.

FORMULA VII: Problems of barriers or their lack are resolved by contacting and penetrating, creating and destroying, validating and neglecting barriers by changing them or substituting others for them, by fixing and unfixing attention upon their somethingness and nothingness.

STEP VII

(i) Have preclear reach and withdraw (physically; then as himself) from spaces, walls, objects, times.

(j) Have preclear do six ways to “nothing.”

(k) Have him create and destroy barriers.

Step VIII: Duplication

FUNDAMENTAL: The basic action of existence is duplication.

LOGIC: All operating principles of life may be derived from duplication. AXIOM:

Communication is as exact as it approaches duplication.

AXIOM: Unwillingness to be cause is monitored by unwillingness to be duplicated.

AXIOM: Unwillingness to be an effect is monitored by unwillingness to duplicate.

AXIOM: An inability to remain in a geographical position brings about an unwillingness to duplicate.

AXIOM: An enforced fixation in a geographical position brings about an unwillingness to duplicate.

AXIOM: Inability to duplicate on any dynamic is the primary degeneration of the thetan.

AXIOM: Perception depends upon duplication.

AXIOM: Communication depends upon duplication.

AXIOM: In the MEST universe, the single crime is duplication.

FORMULA VIII: The primary ability and willingness of the thetan to duplicate must be rehabilitated by handling desires, enforcements and inhibitions relating to it on all dynamics.

STEP VIII

(l) Ask preclear for actions, forms and ideas which do, do not duplicate specific other people. For actions, forms, ideas by which specific other people do, do not duplicate specific other people. For actions, forms, ideas of others which do, do not duplicate him.

(m) Have preclear duplicate physical objects and people and possess himself of duplicates.

(n) Have him make “no-duplicates” of objects and people.

(o) Have him duplicate somethings and “nothings.”

GROUP C

“Group C” is a process used on large numbers of people. It is composed of the following steps of SOP-8-C: Step I(a), Step II(a), Step III(a), Step V(a) to (h), Step VI, Step VII, Step VIII.

GLOSSARY

Pc stands for “preclear,” a person being processed.

Mock-up: A self-created image the preclear can see.

Bracket is done as follows: For preclear, for another, others for others, others for self, another for preclear, preclear for another. See Step I(a).

Special note: The first three steps of SOP-8-C could be classified as beingness steps. The remaining five steps of SOP-8-C could be classified as havingness steps.

SOP, itself, in all eight steps constitutes doingness, thus approximating as described in Scientology 8-8008 the space-be, energy-do, time-have triangle.

Special note: In its entirety, SOP-8-C could be considered as various exercises in Formula H, which involves the most basic action of the thetan, which is reaching and withdrawing.

Special note: It will be noted that the negative orientation techniques are done in such a way as to make the preclear, without his being told to do so, create space. The auditor should pay specific attention when the preclear is discovering where things are not that the preclear be caused to note specifically each time the exact location and position where the thing does not exist. This calls the preclear’s attention to various positions which in themselves, thus located, create space. Thus, throughout SOP-8-C, the rehabilitation of space is also to be found, the definition of space being “space is a viewpoint of dimension.”

Special note: In his auditing, if the auditor does not get a communication change on the part of the preclear, whether better or worse, every five or ten minutes, either the auditor is using the wrong step at the time, in which case he should progress on into the steps; or the preclear, even if he says he is, is not complying with the auditor’s orders.

The auditor, thus, should remain in continuous communication with the preclear so far as possible and should ascertain with great care what the preclear is doing after he indicates that he has complied with the direction and discover every five or ten minutes if there has been a change in certainties or communication. The commonest source of failure in any step in SOP-8-C is a failure on the part of the preclear to execute the order given as it was intended to be executed, or on the part of the auditor in failing to ascertain whether or not the preclear is executing properly or if there has been a communication change. A careful check of auditors and preclears utilizing SOP-8-C has demonstrated in each case where its use was becoming lengthy that the auditor was failing to ascertain from the preclear whether or not there had been communication changes, and it was also uniformly discovered that the preclear who was failing to get results while being audited with SOP-8-C was not doing the steps as directed but was either avoiding by not doing them at all, although he said he was doing them, or was failing to understand the direction and so was executing the step in some other way.

The first goal which an auditor must achieve is willingness in the preclear to receive directions. The condition of the preclear is such, in nearly all cases, that he has chosen, as a main point of resistance in life, direction of himself other than his own.

Because the physical universe is designed to resist and overcome that which resists it, a continuous resistance to other direction than one’s own results finally in a loss of ability to greater or lesser degree to direct oneself. In that it is the ability to direct himself which the auditor is seeking to return to the preclear, it must be demonstrated to the preclear solely by the process of good auditing that other direction is not necessarily harmful or in the worst interest of the preclear. Thus, to some degree, he ceases to resist incoming direction, and by ceasing to resist it, no longer validates it as a barrier, and so is not concentrating attention on resisting direction but is able to use it freely in his own self-direction. The self-determinism of a preclear is proportional to the amount of self-direction he is capable of executing and deteriorates markedly when a great deal of his attention is devoted to preventing other direction. Directing himself, the preclear becomes capable of execution; preventing direction of himself (resisting the direction of others) brings about a condition where he is mainly devoted to resisting his environment. The latter results in a diminishing of space of the preclear.

The first step in the rehabilitation of the preclear in self-direction is therefore a limiting of the amount of resistance he is concentrating on “other direction” and demonstrating to him that his following of the steps of SOP-8-C under the direction of an auditor is not harmful but, on the contrary, increases his command and control of himself and brings him at last to the point where he can neglect and ignore the continuous stimulus-response operation of the physical universe.

It can be seen clearly then that the auditor who sets himself up to be resisted will fail, for the preclear is mainly concentrating upon resisting the auditor. This is the primary factor in all auditing.

The preclear is brought to a point of cooperation in terms of direction without the use of hypnosis or drugs and without argument or “convincingness” on the part of the auditor, by which is meant overbearing demeanor. At the same time it should be the sole intention and operation of the auditor that his own directions be carried out explicitly by the preclear, and that these be performed with a minimum of communication break and with a maximum of affinity, communication and reality.

Using the formula that that which changes the individual’s position in space can evaluate for the individual, the auditor in using SOP-8-C should use, at the beginning of the first session and in any session where the preclear becomes unreasonably uncooperative in following simple directions, the following procedure. The auditor has the preclear walk to specific points in the room, touch, hold and let go of various specific objects. The auditor should be very exact in his directions. The auditor should do this even on an apparently cooperative case at least twenty minutes before going on to the next step in Opening Procedure.

When the preclear, drilled in this fashion, has at length realized without being told that the auditor’s directions are quiet, reliable, exact and to be performed, and not until then, the auditor uses this process: Preclear is asked to send himself to various parts of the room and do specific things. The auditor is very specific and exact about this, in that he has the preclear decide, on his own determinism and before moving from the spot where he is standing, what part of the room he is going to send himself to. When the preclear has decided this, and only then (but not necessarily telling the auditor), the preclear then takes himself to that part of the room. The auditor must be very exact that the decision to go to a certain part of the room and to reach or withdraw from a certain thing is made before the preclear takes an actual action. And then the auditor should make sure that the preclear has done exactly what he decided he would do before he moved. In such a wise, coached by the auditor, the preclear is led to direct himself to various parts of the room until he is entirely sure that he is directing himself to certain parts of the room and that the orders are coming from nobody but himself. Of course, before each new place is chosen, the auditor tells the preclear to choose a new place and tells him when to go there.

The third stage of this Opening Procedure is then as follows: The auditor has the preclear be in one spot in the room and then has the preclear decide there to go to another spot in the room. The preclear leaves. The auditor has the preclear change his own mind, and go to yet another spot. This last is done to lessen the preclear’s fear of changing his mind, to strengthen his decision and to lessen his reaction to his own mistakes.

The last two steps of Opening Procedure are done at some length. It is profitable by the experience of many auditors to spend as much as an hour on Opening Procedure even in a case which is not in poor condition. When Opening Procedure is omitted or is not carried on far enough, the auditor may discover that it will take him from five to ten hours to “get the case working.” This time is saved by the expenditure of much less time in using Opening Procedure. Even when the preclear is complacent, even when the preclear is an obvious “Step I,” even when the preclear shows no outward sign of resistance to other direction than his own, the first communication lag lessening which the auditor will perceive on the case will probably occur during the use of Opening Procedure. Further, the certainty of the case is heightened. Further, Opening Procedure is, for any level of case, an excellent process.

The preclear who is familiar with SOP-8 may conceive that he is doing a step which is “reserved for psychotics.” The preclear should be disabused of such a concept, since the step is used today on all cases.

In the case of a preclear who is very resistive, Opening Procedure can be used with considerable profit for many hours. For such activity, however, an auditing room of the usual dimensions is usually too constrictive and the drill may be carried on as well out of doors even if only on a street.

LRH Research Release to HGC of June 26th, 1956 via HCO
CURRENT PROCESSES

The following processes are released to Staff, HGC for their use and comments.

Please be very specific concerning the action of the process reported upon.

We are codifying processes for general release. Be very sure you add into your reports any other process you found necessary in running a case.

Report on usual forms.

L R H

* * * * * * * * * *

l. Establish Rudiments by control of pc—

Have him start-change-stop small objects, then body like 8c.

Emphasize starting, then stopping, then changing until rudiments are established.

2. Run “Look around this room and tell me what your body (theta body in black case) can’t have.”

Etc on Trio.

3. If pc cannot make anything happen with thought run Axiom 10 processes “Look around room and tell me what is having no effect on that (object).” Then “What could you cause?” “Lie about an effect that wall (object) is having on you.”

Run also “What effect could you have” on valences. Also continuing effects, locate some.

Also “What could you expect from (valence)” you are having trouble with in pc.

4. Run can’t have, have, on body parts Vs Mest Universe “Look around and tell me what your (leg) can’t (can) have.”

Separate valences with “Look around and tell me what your (valence) can’t (can) have. “

5. If confusion or boil-off sets in, pc has stripped out too many stable data. Have him mock up confusions.

“What confusion could you cause?” Also minus randomity.

6. If he is stuck in pictures have him make portions, then all of them, solid. Stress injured parts—make solid.

Don’t leave in restimulation.

7. If antipathetic to people, or secretive, have pc spot people or parts of people outside that he, his body, theta body, can’t (can) have.

8. Run Waterloo Station on “What can you not-know about that person?”

Intersperse with “Look around and tell me what you could have.”

9. On special phobias, fixed ideas, run “Look around and tell me what that idea could have.” “Mock up a confusion for which that idea could be a stable datum.”

“Tell me an idea of incomparable magnitude.”

10. Problems—run out with problems of comparable magnitude.

11. Have him decide to get a mock-up (unmock something) and then stop it because it would spoil the game.

12. Lie about, invent games he could really play.

13. Invent problems he could really have.

14. Exteriorize by havingness on body or theta body, thinking placed thought, Route One.

15. Attempt to run engrams on willing pcs using standard old time return to the moment, and new “Make it more solid”. Example: Straight wire question— “What part of your past wouldn’t you mind re-experiencing with total solidity?”

He says one. Return him to it. Have him make it solid on a gradient scale. Return him to pt. Ask question again. Return him to new moment, etc. Be careful not to tangle track. Make note of your variations of process. Stress making solid any parts of body injured in any incident. Don’t leave pc bounced off walls etc.

16. Invent an identity. “Invent a father (valence).” “Invent a (reverse relationship such as son).”

* * * * * * * * * *

DON’TS

Don’t run significances—they’re stable data. Use two-way comm sparingly. If a compulsive outflow case must talk, shut him up.

Don’t run too many processes. Flatten them, then use a comm bridge.

Don’t fail to handle pt problem adequately.

Don’t tolerate dopiness or anaten. Have him mock up confusions or reverse flow.

E N D

P.A.B. No. 121
1 October 1957
RUDIMENTS AND GOALS

All you need to clear up if somebody is having too much trouble trying to locate or isolate a problem is to clear up the semantics of a problem—what does he mean by a problem? I got this rich one off a preclear one day doing this quite fascinating thing.

What was a problem, I finally asked, and he told me a problem was something that could never be solved.

Whenever you run “withhold” on a valence you finish up with “can’t have” on the valence and that flattens it off better.

You will find it is quite often more advantageous to run Locational Processing than it is to run Problems of Comparable Magnitude. A Problem of Comparable Magnitude is all right, but it’s a thinkingness process, and on a case that is having an awful lot of trouble, it gives them hell to run Locational Processing, but nevertheless it does run out the present time problem, which is most fascinating.

Any one of the Rudiments are excellent processes—any one of them. Two-way communication is something that has never been stressed much on this side of the water—it has been taught very thoroughly on the other side. I took up a lot of the 4th London A.C.C. on the subject of two-way comm, how you handle two-way comm.

You have to keep the reality of it very high and you have to be willing to interrupt obsessive outflows of the preclear, etc., and obsessive silences. Two-way comm is a very interesting way of going about things, and it isn’t just talking. It is establishing a high level of reality. It consists of the auditor feeding experimental data to the preclear, in order to have the preclear look it over and decide about it one way or the other. In two-way comm, you don’t let a preclear as-is everything he knows, thinks or wants to do.

All right. Now we look over this and we discover that the Rudiments consist, in part, of a present time problem. Now we already know that a present time problem can be run in this wise—Locational. It can also be run as a Problem of Comparable Magnitude. So we have a lot of processes connected with a present time problem.

Now let’s take another one of the Rudiments. Clearing the Auditor. Actually, the crudest way known of clearing the auditor is “Who do I remind you of?” “Tell me something you don’t like about me”—these are real crude ways of clearing the auditor. The best way of clearing the auditor we know of is in Training 13, which is “Could I help you—how?” “Could you help me—how?” “Could I help anybody else—how?” “Could you help anybody else—how?” “Do other people ever help other people?” “Do women ever help women?” “Do men ever help men?” “Do men ever help women?” “Do women ever help men?” And you just beat it to pieces on a big long bracket. Now this goes so far that it becomes a fantastic process in itself. You take father and mother valences—they are usually quite hot. You can run this on Help. This is usually quite necessary on a case that’s going to hang up, because the only reason the case is sitting there is to waste help. And you can run a case on any process, no matter how excellent, on a basis of wasting help until the case simply can’t find enough ways to waste it and he goes down tone scale. You have to understand the case is trying to waste help. It isn’t Find the Auditor in the Rudiments today, it is Clear the Auditor. The only point on which he’s cleared is Help—”Can I help you?” “Can you help me?”

All right. Now let’s take another facet of this. Goals. Actually, Handbook for Preclears has been helping us out just to the degree that it does do a little clarification on goals and gets the guy stirred up. The real reason the Handbook for Preclears is used at the HGC is quite an interesting one. It’s simply to stir the case up so it’ll run out.

All right, this guy’s sitting there in a sleep and he’s just gonna run Locational, you know, and he’s in a disoriented state anyhow: He isn’t here and he isn’t home and he isn’t anywhere—well, let’s get him worried, let’s get him chewed up a little bit, let’s get him restimulated somewhat, let’s get him interested in this. All right, these problems, then, do tend to swim to the top; you run some relatively non-directional process, and does it bite on? Now if you’re going to run non-directional processes— that is to say, “Give me that hand” and so on—you’re going to have to have something to run them against, and something like the Handbook for Preclears gives you something. The guy thinks while he’s going over this sort of thing, he thinks “Oh my, blah blah, the trouble with me is I have nothing to do and I don’t want to do anything and I never will have anything to do.”

But I got to thinking about goals from the usual standpoint of their high generality with most people—”I wonder if there is anybody around who could articulate with great conciseness what he would like to do”—and I found on all sides that a failure to articulate was the main difficulty. The person had a feeling he wanted to do something and this would be wonderful, and it was all in a sensory capacity. Now if he could be made to articulate this, why, we would really have something. And I experimented on ;t a little bit and we see that today in the Handbook for Preclears.

Now if you can get him to articulate in a session anything about the future, you have won on the subject of goals. But it must be in the alignment of this person’s frame of reference—it must be aligned with his life, not aligned with something we think he ought to live. So let’s take a look at clearance of goals. Goals would not be likely to run on a high generality. In other words they are specific, personal and intimate. It’s “What do you think?” “What do you want?” “What is aligned with your life?”—and we can’t beat around the bush with this one if we’re going to get any place with it.

All right, let’s take Goals as a process. You could run goals for 25 hours with the greatest of ease, and we just had a report of a terrific win here on a preclear who was run on Locational for 25 hours, so it looks like the Rudiments could be the session. So if somebody says, “Well, now, I ran the Rudiments and then we got into some processing”-fascinating, you see. Rudiments are dignified today with CCH 0 as an appellation. All right.

We discover this preclear in this terrible condition of not wanting any auditing, not going any place, all of his goals being somebody else’s goals. Two things we can do at once are Clear the Auditor and then run Goals. Now how would you really run Goals with two-way comm? Goals could be run with two-way comm in this way: You ask the preclear what he is absolutely sure would happen in the next two minutes-in the next day—three days from now—one week from now— one month from now-and one year from now. And we want something he’d be absolutely sure would happen.

Now we’re running right there the reverse process of atomic bombs, which say “no future”—”no future”—”no future.” Well, basically, what’s wrong with anybody— why does he jam on the track? It’s because of “no future.” He has been denied to a point where his loss is so great that he dare not own.

I knew a person at one time, a case that was, by the way, a psychology major— one of the roughest cases I have ever run into. The case put on the total appearance of being sane—it was a dramatized sanity, and yet the case would make odd remarks like “I really think people are crazy.” “Well, why do you think people are crazy?” I would say. “Well, because people say they can tell right from wrong, and you know there’s no difference.” Fascinating! The case would make odd remarks like this from time to time. One day the case made a remark on goals, like this: “Well, it’s really best to tell people that things can’t happen to them, because otherwise they might hope that they could, and then they’d be disappointed.” Now you disentangle that. This was all taught to this person, by the way, at the University of California at Berkeley. The person was also taught that the best way to preserve anybody’s status quo, etc., was to drug them and so on, I mean it was a gentle course. All right. This person was stark, staring mad and had no future of any kind, no slightest future, brought out by this. Five hours on just this one type of question, “Is there anything going to happen in the remainder of this afternoon?” “Will anything happen the rest of today?”

“Is there anything going to occur any place in the world the rest of today?” And the confident answer, with great certainty, was “No.” “No.” Five hours.

And finally we broke through it—”Well, you will probably sit there for the rest of the day wrangling with me and screaming at me the way you have been doing”—and it busted and I finally got the person to admit that there was some slight possibility that there would be a room here for the rest of the day. And it busted this case. It read from total no-future up. Well, this case was an isolated case, as we’ve occasionally had now and then, and this was an inspirational sort of process that cracked through.

Well now, we see this process of Goals on the basis of futures, and a person without futures cannot have a fancy future called a goal, and all a goal is is a fancy future determined by the person. And if he has no future at all determined by anybody, then he isn’t going to go anywhere from that point, and any goal he has is totally unreal.

So the best way I know of to clear up a goal is as follows: Two-way comm “Is there anything that’s going to happen in the next couple of minutes?” We finally get this totally thrashed out till he’s got some great big certainty that there will be something a couple of minutes from now. And then we move it up a day, and then we move it up a week—three days—and move it up a week; and move it up a month; and move it up a year. And we get certainties at each one of these stages and levels, regardless of on what. Now the person knows that that is going to occur. He knows there is going to be a future there.

Now let’s have him put something in this future that he now has had created.

He’s created a future, he’s got certainty on it, it’s up there. All right. Now let’s put some desire in the future and we get a goal. “Now what would you like to have happen in the next couple of minutes?” or “What would you like to do in t h e n e x t c o u p l e o f m i n u t e s ? ” — ” W h a t w o u l d y o u l i k e t o d o tomorrow?”—”What would you like to do in three days?”—”What would you like to do in a week?”—”What would you like to do in a month?”— ”What would you like to do in a year?” And we will get these weird things which have no desire in them; they are all get-rid-ofs, and if you really plowed such a person down on it he would get down to the bottom of the ladder, which is “Knock this body off right now.” And when he says “I would like to get rid of my fear of darkness, I would like to get over feeling bad every time my mother screams at me”—well now, these aren’t desires. These are runaways, these are flinches—these are “let’s not confront it,” “let’s get out of the universe,” “let’s scram.” And the final result is the basic postulate “If I could just get rid of this body right this instant I would be all right.”

All right. So that thing doesn’t even vaguely get flat unless there is a real goal like “I’d like to have a stick of candy”—now that’s a goal, see, that’s a goal. “Tomorrow, I’d like to walk down the street and find a couple of bags of gold lying on the corner.”

You see, it has to have desire in it. “Next week, why I’d like to go camping. I’d just love to go camping.” Then they’ll always modify these things in some way or other, “because of course I can’t because I have to work and I don’t have any money and”

yak, yak, yak-you got the idea? They’ll modify these goals. As long as they’re modifying them they don’t have a goal, because they’re making a postulate and the MEST universe is kicking the postulate in on them.

So how do you solve this? If it’s this arduous how do you solve it? Well, run “Build a future—” two minutes (these times are only approximate), tomorrow, three days, a week, a month, a year just build the fact that there will be something there, that time is going to advance in those areas. Then we build a desire into it: “Well, what would you like to have happen?”—”What would you like to do in two minutes?”, a day, three days, a week, a month, a year?

All right. Well, he didn’t give you anything he really wanted to have happen; he said, “I’d like to—if I were brave enough I’d tell you I’d like to get rid of you and me and everything, but I’m not brave enough so all I will say is I would like to get rid of the darkness, that would be fine.”

All right. Two-way comm consists in the main of keeping a preclear talking, busting through their silences, knocking them into line and manhandling them with pomp. You keep ‘em talking; and therefore it is a skill—a very high skill. But after you’ve built a future you build into it something they would like to have happen in that future. All right.

So here is a modus operandi now that makes this a process: Build a future on that span, then build something they’d like to have happen in that future. Now build a new future, go all over the same first process again on prediction, next couple of minutes, what he’s sure is going to happen, what he could be certain about. “What could you be certain about a year from now?” All right, we’ve built a future—then you’ll find out that’s a little stronger, and then we build something in that future that he’d like to have happen. And then we build a new future-same first process again—and then the second process of adding the desire to it, and we finally will come out into the clear.

Now there is a way to run Goals for twenty-five hours—slug, slug, slug. Now you can run Help for twenty-five hours, too, on just who helps who, when, where.

“Has there ever been anybody in the whole universe who ever helped anybody in the whole universe?” is the most general form of question. But here we have these Rudiments, then, moved out into processes, and it’s possible to just handle intensives with Rudiments.

Now we find somebody wasting help—well, he’s hard to put into session. And if you are going to help him anyway, it isn’t goals that’s in trouble, it’s help, and if you try to help him too much and he’s wasting help, he will eventually waste help by blowing. So it’s help that has to be cleared if goals won’t. Got this? All right! 

L. RON HUBBARD
Scientology: Clear Procedure
Issue One
December 1957

GOAL:

To obtain the state of clear in individuals.

DEFINITION OF A CLEAR:

A thetan who can knowingly be at cause over Life, Matter, Energy, Space and Time, subjective and objective.

This is a working definition. Self-determinism and knowledge that he himself can be at cause point are then primary targets.

Minimum Requisite for Auditor in Using These Techniques:

A Validated Hubbard Professional Auditor Certificate.

INTRODUCTION.

I have been at work for seven years to produce a series of techniques which any well trained auditor can use to clear people. We now have them.

I am truly sorry that this took seven years. Actually, it took more than twentyfive.

Under other “systems of research” it could not have been done. It was financed at first by my writings and expeditions. Some 15,000,000 words of fact and fiction articles ranging from political articles to westerns were consumed in a large part by this research-but it was free to act if not free from sweat.

No bullying dictator wanted it for his mass slaveries as happened to poor misguided Pavlov. No big corporation wanted it for a better Madison Avenue approach to advertising—another kind of slavery. No big RESEARCH FOUNDATION like Ford was there to interject their “America First” philosophy. These had not paid for it; therefore they didn’t own it. The work stayed free. Thus it prospered. It did not wither in support of some aberrated “cause.” It bloomed.

But the violence of protecting this work while continuing it took a toll nevertheless. Special interests believed it must be evil if they did not own it. Between 1950 and 1956, 2,000,000 traceable dollars were spent to halt this work. Newspaper articles, radio ads (as in Seattle from the University of Washington), bribed “patrons,” financed “patients” all cost money. You hear the repercussions of this campaign even today.

Money could not stop this work by then. It was too late. If anything had been wrong with our organizations, my character, our intentions or abilities the whole advance would have crumbled. But we had no Achilles’ heels. We carried on. All that has survived of this attack by the two APAs, the AMA and several universities is a clutter of rumors concerning your sanity and mine—and rumors no longer financed will some day die.

And so the work has emerged free of taint and misguided slants. It is itself. It does what it says it does. It contains no adroit curves to make one open to better believing some “ism.” That makes it singular today in a world gone mad with nationalism. Buddhism, when it came to the millions, was no longer free of slant and prejudice. Taoism itself became a national jingoism far from any work of Lao-Tze.

Even Christianity had its “pitch.” And if these great works became curved, with all the personal force of their creators, how is it that our little triumph here can still be found in a clear state?

Well, no diamonds and palaces have been accepted from rajahs, no gratuitous printing of results has been the gift of warlords, no testament had to be written 300 years after the fact.

For this we can thank Johann Gutenberg, and the invention of magnetic tape.

Therefore, although we have no such stature as the Great Philosophies, I charge you with this—look to source writings, not to interpretations. Look to the original work, not offshoots.

If I have fought for a quarter of a century, most of it alone, to keep this work from serving to uphold the enslavers of Man, to keep it free from some destructive “pitch” or slant, then you certainly can carry that motif a little further.

I’ll not always be here on guard. The stars twinkle in the Milky Way and the wind sighs for songs across the empty fields of a planet a Galaxy away.

You won’t always be here.

But before you go, whisper this to your sons and their sons—”The work was free. Keep it so.”

SUMMARY.

STEP ONE: Establish participation in session of pc. Do not here or anywhere else neglect this factor. Maintain always ARC. Pc must to some degree be at cause with regard to session if only by wanting it or some result of it, or to escape some elsewhere consequence. This step is CCH 0 but it is run only to establish the thetan to some degree at cause with regard to the whole session. This must be improved throughout the intensive. Applies even to dead pcs.

STEP TWO: Establish obedience of some part of the auditing room to the pc.

Here he must begin at some level of knowingness. He must KNOW that he himself, when ordered to do so, can gain some compliance on the part of the auditing room.

This includes his own body. Thus we get “You seat that body in that chair. Thank you.” “You make that body continue to lie in that bed. Thank you.” We also get CCH 1. And we get a very important but neglected process run with two objects wherein the pc himself is ordered to keep one then the other from going away (alternately), hold it still, make it more solid, all with two objects. Stress is on YOU do it.

STEP THREE: Establish control of pc’s body by pc. Here we have CCH 2, but we also have an even more important series of processes, S-C-S in all their ramifications on the body. Here is pc at cause with regard to body. It is expected that lots of S-C-S will be run on pcs.

STEP FOUR: Make pc even more conscious of auditor and place him somewhat at cause with ARC. The mechanical steps of this are CCH 3 and CCH 4 but these steps are only valid if they heighten ARC and make the pc decide HE did it.

STEP FIVE: Establish pc as cause over Mest by establishing pc’s ideas as cause over Mest. Here, running these, we again emphasize YOU DO IT. The basic process of this is CONNECTEDNESS with the PC doing the connecting. Control Trio, Trio, Look around here and tell me what part of the environment you would be willing to be responsible for. You look, You connect, You make ....... Alter the old commands to put pc at cause point in doing these.

STEP SIX: Establish pc’s control over Mest subjective. Creative Processes, Recall Unwanted and Lost Objects. Then and Now Solids. First step on this in some cases is conquering black ‘‘field’’ and invisible “field.” This is done by a repair of havingness over black masses and then invisible masses, run even if pc goes unconscious. When field is cleared up, start on a gradient scale of mock-ups and get pc able to mock things up. Then run “Keep it from going away” until flat on mock-ups.

Then run “Hold it still” on mock-ups. Then run “Make it more solid” on mock-ups. All this until pc really has fine, solid mock-ups. Typical command, “Mock up a and keep it from going away. Thank you.” RULE: A PC’S FACSIMILES ARE NOT STORED, THEY ARE MADE IN THE INSTANT AND UNMADE BY THE PC, therefore remedy of mock-ups AND THEIR PERSISTENCE is actually a direct route to clear and winds up with no obsessive mock-up making (which we call a bank). A valuable side process here: “Decide to make a mock-up. Decide that will ruin the game.

Decide not to do it.” Also this one, “Decide to make a mock-up everyone can see.

Decide that would ruin the game. Decide not to do it.” A TOTAL REMEDY OF MOCK-UPS WOULD MAKE A BOOK ONE CLEAR.

STEP SEVEN: Establish pc’s control over his “bank.” “Mock up a facsimile and (keep it from going away, and when that is flat, hold it still, and when that is flat, make it a little more solid).” Run this alternately with “Mock up that wall (keep it from going away, hold it still, make it a little more solid).” Run the “Keep it from going away” on a facsimile one command, then the wall one command, until flat, then shift to “Hold it still” same way, then shift to “Make it more solid,” same way.

STEP EIGHT: Make some Time.

AUDITING TRUTHS: ARC breaks must all be repaired thoroughly. ARC Must Be Maintained.

There is no real liability to a pc in this universe except one: becoming total subject of Mest.

Life versus Life, no liability. Life via Mest versus Life, some liability. Life versus Mest, total liability.

A pc must be kept at Cause as much as possible.

An Intensive in Brief for Practical Use.

Begin by carefully easing the pc into session with CCH 0 but don’t talk too much or permit him to talk too much as you will as-is his havingness.

Establish control of a room object with “You make that chair sit on the floor.”

Get wheeling with S-C-S and run it up to Stop-C-S.

Run Connectedness inside the auditing room and then outside with “You make that connect with you.” or “You look around here and tell me something you could have.” Or, “You look around here and tell me something you could be responsible for.”

Run an engram or do Then and Now Solids and put pc at cause with regard to facsimiles.

If you have any time left, do it all over again.

DEFINITIONS, GOALS.

There are three possible goals in processing a preclear. The first of these is Mest Clear. The second is Theta Clear. The third is Operating Thetan.

By Mest Clear is meant a BOOK ONE CLEAR. Here we defined clear in terms of facsimiles. This is a rather simple mechanical definition. It said in effect that so far as human beings were concerned our preclear finally arrived at a point where he had full color-visio-sonic, had no psychoses or neuroses and could recall what had happened to him in this lifetime. This is almost a baby-talk sort of clear. It pays no heed at all to identification with a body and it has nothing to do with ability. Today, by running Creative Processes (four years old!) we can turn on visible facsimiles and weed out the bottom spots of operations and what not. This is actually a rather easy goal. Somehow I’ve never given a real tight procedure for achieving it even though the essence of the processes has been around for a very long time. COMPLETING STEP SIX OF CLEAR PROCEDURE IN FULL GIVES US A MEST CLEAR.

By Theta Clear is meant a Clear obtained by Clear Procedure as is being delineated in this regimen. The main trouble is, amusingly, trying to reach Mest Clear without running into Theta Clear. I personally don’t believe now that it can be done without actually shoving the pc back in his head every time he pops out. Thus the goal of this procedure is actually THETA CLEAR. This is what we mean then when we say “clear.” We mean a Theta Clear.

By Operating Thetan we mean Theta Clear PLUS ability to operate functionally against or with Mest and other life forms. For the first time we have here the matter of ABILITY. An Operating Thetan is not an absolute term. Theta Clear is a more absolute term than Operating Thetan. An Operating Thetan is a Theta Clear (not a mystical mystic out on an inversion) who can also do something.

Thus we have two goals which contain no ambition to accomplish anything and one goal which contains much ambition. Now here is another puzzle in definitions.

Which is highest, the Theta Clear or the Operating Thetan? Well, the answer to that is not what we used to think. As DOINGNESS is not really at the top we find that we will probably make an Operating Thetan before we achieve Theta Clear for a Theta Clear would probably not be much interested in operating. Therefore, we see the actual goal we are trying to reach, no matter in which limited sense, is Operating Thetan.

Operating Thetan is then a highly variable goal. A thetan who can move in and out of a body is actually operating somewhat but he is not really a Theta Clear since a Theta Clear, in its highest sense, means no further dependency upon bodies.

The goals of the auditor, therefore, do not rack up one, two, three, Mest Clear, Theta Clear, Operating Thetan. They actually stack up on a very gradient scale between thetan inoperative and a thetan who can operate. The auditor is therefore seeking to reach with the pc a state wherein the pc can function. At no time does the auditor suddenly arrive with a pc in a startling new shiny state all of a sudden that can be called a certain thing. In that pcs often expect this suddenly bursting “into the light” the auditor is subject to disappointment when he has actually achieved an enormous gain for the pc. In other words, pcs gain on a smooth gradient scale and do not suddenly become something.

There is only one point on the road up where something does happen and that is exteriorization. When the pc exteriorizes for the first time he feels there must be a cause for rejoicing and has the idea he has gotten somewhere. Well, in fact you could achieve the same result by hitting him over the head with a club. He would exteriorize. The point is not exteriorizing the pc but cutting down his dependency upon a body. A pc who exteriorizes and is not carried right on with the same process that sprang him out of his head until it is flat will go back into his head in an hour or a week and will be harder to dig out the next time.

In other words, this point of exteriorization does happen and does mean to the pc that he is himself. But it shouldn’t mean very much to an auditor beyond his noticing that this phase has been entered in the case. For in truth thetans don’t stay out of their bodies very long if they are not in good shape. Thus exteriorization means less than ability to act, to live, to be and do. The attention of the auditor should be upon the increasing ability of the pc to handle life, not upon the distance the pc gets from his body. Is that clear? Well, it tells us that arriving at a state of Clear is easy if that means stable outside and that any state of betterment on the road to Operating Thetan is an honest achievement.

Thus an auditor should at all times go toward the state of Operating Thetan and should not be mixed up in the oddities of exteriorization for a day.

HGC Clear Procedure goes straight toward exteriorization and achieves it. But it also goes straight toward increasing ability to handle life. The latter is the auditor’s best goal. The auditing goal should go in the same direction as this new definition for Operating Thetan.

An Operating Thetan can be at cause knowingly and at will over Life, Matter, Energy, Space and Time, subjectively and objectively.

This Action Definition of Operating Thetan is the true goal of the auditor and if followed with complete understanding will achieve the best possible results.

In this discussion of goals and definitions, I am telling you cleanly that the goals of Mest Clear and Theta Clear are not worth following from the auditor’s standpoint.

You can let pcs think what they will about them. The only goal worthy of the auditor’s time WHATEVER THE STATE OF CASE OF THE PC is Operating Thetan. To achieve one on any subject it is only necessary to place the pc to some degree at willing and knowing cause point with regard to that subject. All the steps of HGC Clear Procedure are leveled at Operating Thetan. But you need not tell your pc that. You can use the words RELEASE, MEST CLEAR, THETA CLEAR or any other if you like.

Just remember there is only one payoff goal and that is Operating Thetan.

MEST CLEAR: Can see facsimiles with sonic present lifetime, has no psychoses or neuroses. Upper part of APA (in UK OCA) graph. Above 13 5 IQ.

THETA CLEAR: Can exist knowingly independent of bodies.

RELEASE: Average a third of a graph higher than first test, above 115 IQ.

OPERATING THETAN: Can be at Cause knowingly and at will over Life, Matter, Energy, Space and Time, subjectively and objectively.

STEP ONE.

Participation in Session by the Pc We have long known that ARC was important. Just how important it is was established by some tests I made in London in 1956 wherein every time the pc showed any restlessness or other signs of loss of havingness, instead of remedying havingness I carefully searched out any fancied break of ARC and patched it up. The “loss of havingness” vanished. In other words, loss of ARC is even more important than loss of havingness since a repair of ARC restores havingness. Lack of havingness is only one symptom of a lack of communication.

There are two ways an auditor, according to long practice, can err. One of these is to permit two-way communication to a point where the pc’s havingness is injured. The other is to chop communication to such a degree that havingness is injured. There is a point past which communication is bad and short of which lack of communication is bad. Here we have auditor judgment at play. Because the pc will fidget or go downscale in tone when his havingness drops, an auditor can SEE when the pc’s havingness is being lowered. Because a pc will go anaten or start to grind into the process an auditor can tell whether or not the pc feels his communication has been chopped. When either happens the auditor should take action—in the first instance by shutting off the pc’s outflow and getting to work and in the second instance by making the pc talk out any fancied communication severance.

Participation in session by the pc is not something the auditor sees to at the beginning of the session and then forgets for the rest of the intensive. This step is continued throughout the intensive and is given as much attention as any process being run at the time. The auditor’s attention is always therefore upon two things—first the continued participation in session and second the action of the process.

Grouped under this head we would also have ways and means of getting the pc into session in the first place. An unconscious pc used to be an apparent roadblock. A downtone, antagonistic, you-can’t-help-me pc was also a rough one. These two things are countered by always carefully starting a session and following through on standard CCH 0.

It is as important to open a session with a baby or an unconscious person as it is with any other preclear. It doesn’t matter whether the pc is answering up or not. It is only necessary to assume that the pc would answer if he could answer and that the mechanics of voice and gesture are simply absent from the answer. Therefore one always carefully starts every session, paying attention to what is happening, where it is happening, who is there, help, goals and problems. Obviously anaten or inability to control the body are the present time problem of the unconscious person or the child.

One can actually audit this with a plain question and simply assume after a bit it has been answered, then give the acknowledgment and ask another question just as though the pc were in full vocal action. Auditors still fall for the belief, very current, that “unconscious” people are unable to think or be aware in any way. A thetan is seldom unconscious regardless of what the body is doing or not doing.

PRESENT TIME PROBLEM is a highly vital point of PRECLEAR PARTICIPATION. If a preclear is being nagged too thoroughly by a PT problem auditing can actually send him downhill if done without addressing the problem. A whole intensive, even seventy-five hours can be wasted if the auditor does not clear the PT PROBLEM.

The preclear generally doesn’t know he has one which is nagging him, for the rough PT problems go into the apathy band and below into forgetfulness rather rapidly.

Therefore the auditor should ferret out the PT problem with an E-Meter. Adroit use of an E-Meter does not include evaluating for the preclear but it certainly does include ferreting out PT problems. The E-Meter is also used for valences and sometimes psychophysical difficulties. (Auditor: Use the word “psychophysical” rather than psychosomatic and stay out of a medical field.) THE RUNNING OF A PT PROBLEM today is the most. PT problem, valences, psychophysical ailments, all run beautifully with “Mock up something worse than  (terminal)” or “Invent something worse than (terminal).” To run this it is necessary to isolate the TERMINAL most intimately connected with the PT problem (or the valence or psychophysical difficulty). One then CLEARS THE COMMAND (and you always better do that with any command) and lets go.

The whole idea of WORSE THAN is the whole of the dwindling spiral. People who are “trying to get better” and “be more perfect” and “think the right thought” lose all control of “getting worse,” “being imperfect” and “thinking the wrong thought.” All these WORSE THANS are then left on automatic and we arrive at something less than optimum. In fact we arrive with the dwindling spiral. We also arrive with the “point of no return.” We also arrive with the declining ability to heal or get well. And we also arrive with old age.

After running “worse than” on the PT problem, we proceed with other parts of CCH 0. Clearing help will be found quite beneficial. But to get a pc to participate who is downright ugly about it, running help is usually only a partial solution. When these only ones get going they really snarl on the subject of getting audited. Here CCH 1 is of benefit. No questions asked. But this, of course, defeats the purpose of STEP ONE.

PARTICIPATION OF THE PC in the session is necessary in order to place the pc somewhat at the cause point in the actual fact of auditing. This fits the definition.

You can always change a body or recover it from some illness by auditing without much helping the pc himself. Therefore, the pc, while under auditor control, is still somewhat at cause, what with comm bridges and clearing commands, etc., but he is made to feel no bad effects from being AT EFFECT if ample ARC is used. In other words, the pc can’t be entirely at cause in a session or he would be self-auditing, which isn’t good, but he can be salvaged from being a total effect by good ARC. When the ARC drops out that DOES leave the pc at more or less total effect, a thing you have probably noticed.

The things to be done in CCH 0 should be done thoroughly at intensive’s beginning and should be glanced at whenever a new session starts and should get a bow when a new command is used. But all CCH 0 is is a collection of mechanical aids to assist the pc’s participation in the session and to assist the auditor in ARC. Although CCH 0 must be used always, it is not a total substitute for ARC.

The sum of CCH 0 is find the auditor, find the auditing room, find the pc, knock out any existing PT problem, establish goals, clear help, get agreement on session length and get up to the first real auditing command. CCH 0 isn’t necessarily run in that order and this isn’t necessarily all of CCH 0, but if any of these are seriously scamped, the session will somewhere get into trouble.

When the participation of the pc ceases in a session, he must be gotten back into session by any means and then participation is re-established. A pc is never permitted to end a session on his own choice. He seeks to end them when his participation drops out of sight.

The trick question “What did I do wrong?” re-establishes ARC.

The problem of handling a pc who is not cooperative, who does not wish to participate, is a highly special problem. In the first place it is the pc’s engrams that do not want to continue, in the second place it is the engrams which are doing the talking.

One ordinarily tackles this case with a formal opening of session, brief but positive, and then sails in with CCH 0, just as though the person were unconscious, which, of course, the person is.

Participation by an unconscious person, while covered above, requires the additional refinement of technique. ONE MUST ALWAYS FIND SOMETHING THE PRECLEAR CAN DO AND THEN BETTER THAT ABILITY. An unconscious person is usually lying in bed. If not the command must be varied to fit the environment. But the best command is something like “You make that body lie in that bed.” A slightly upper grade process to a person sitting in a chair is “You seat that body in that chair.” In such cases a grip on the pc’s hand and the use of a slight squeeze each time the auditor acknowledges considerably speeds the process.

There is another special case—or maybe it isn’t so special. There are many people who cannot tackle a present time problem with a process. If the auditor sought out a PT problem and then ran “something worse than a related terminal” or a “problem of comparable or incomparable magnitude” he would find the pc digging in hard, unable to handle the process. Thus some judgment must be used in such cases. Don’t run a PT problem on somebody in very bad shape casewise.

There is an awful lot to know about starting sessions. The bad-off case and the case in very good condition alike require special handling. For the case just mentioned who cannot handle a PT problem with a process, there is always locational (TR TEN).

TR TEN will run a PT problem or anything else if slowly. Thus many a person with a PT problem can only participate in a session to the extent of TR TEN, “YOU notice that object (wall, floor, chair, etc.).” By introducing in the auditor’s and pc’s bodies as a couple of the items being spotted along with everything else we eventually wind up with “find the auditor, find the auditing room, find the pc.” And we get there without a PT problem being in full bloom.

In running “You notice that object” there are some things that MUST be observed. Most important of these is this one: ANY PROCESS WHICH TURNS ON A SOMATIC MUST BE CONTINUED UNTIL IT NO LONGER TURNS ON SOMATICS. This is true particularly of TR TEN, 8-C and TRIO. The case hangs right there until the process is flat, whether in one day, one year or six. Another thing which must be stressed is the inclusion of the auditor’s and pc’s bodies. Because some pcs WHEN EXTERIORIZED snap back in when they see the body is no reason to avoid it in TR TEN. Another thing is to make the pc use his eyes to view the objects and if he doesn’t turn his eyes toward them, then it is up to the auditor to use manual direction of the head and even pry the eyes open. No balks are ever permitted in auditing. If TR TEN is being run at a problem, every now and then the auditor pauses and discusses the problem again with the pc in order to keep it in restimulation until TR TEN can run it out.

The high case is a worse problem than auditors commonly believe. In the first place a high case can “blow” a situation out of the bank with considerable ease and if the auditor insists on sledge-hammering it out with a process, then pc participation blows rather than a facsimile.

High case participation can also be misunderstood in that there are a lot of cases that think they are high which aren’t. Here’s how you tell a real high case from a bogus (“I can do everything”) case. A thetan in good shape can be cause. When he looks at something in the bank it becomes the effect. A bogus high case can think anything he wants without anything having an effect on the bank. You want to watch this point because here is the definition of OT thoroughly at work. Pc at Cause. A case that has pictures and everything and is impatient to get on with it BUT DOES NOT MARKEDLY ALTER THE BANK WITH THINKING ALONE is not a high case but an old “wide open case” of Dianetic days.

Two-way communication AS A PROCESS is the key to all this. If you put a pc on an E-Meter and locate a present time charge, you can, if the pc can somewhat handle his bank, get him to two-way comm the incident flat very quickly—in five or ten minutes at the most. This is all the process used. It would take an actual E-Meter run to give you a full reality on this.

Here we are looking at the basic differences amongst cases. That difference lies in the ability to knowingly CAUSE. Bodies are the same, they all react alike. Banks differ only vaguely and only in content and significance. Engrams are engrams and they all behave alike. There is only ONE DIFFERENCE amongst pcs. We called this BASIC PERSONALITY in BOOK ONE. We can be a lot more simple about it now that I have my teeth into the subject a few more feet. The difference is DEGREE OF KNOWING CAUSABILITY. What do we mean by CAUSE? The basic, old Scientology definition is still at work. CAUSE-DISTANCE-EFFECT. Joe knowingly shoots Bill. Joe is at Cause. Bill is at Effect. Mary gives John a present. Mary is at Cause, John is at Effect.

Bill says Boo to Joe. Bill is at Cause, Joe is at Effect. But when we introduce KNOWING CAUSE and CAUSE AT WILL into this CAUSE-DISTANCE-EFFECT idea we see we have something else added. The person at Cause is there because he knows he is there and because he is willingly there. The person at Cause is not at Cause because he does not dare be at Effect. He must be able to be at Effect. If he is afraid to be at Effect, then he is Unwilling Cause and is at Cause only because he is very afraid of being at Effect. Education can show a person he can be at effect without liability.

Then he can be at Cause without HAVING TO BE BECAUSE HE DOESN’T DARE BE AT EFFECT. Auditing in its whole operation is teaching the pc this. Pc slides from terrified effect to tolerated effect to knowing cause with regard to any incident he contacts IF HE IS AUDITED PROPERLY. The pc who has to get rid of all his engrams because he has to get rid of them because it’s all too horrible winds up, with good auditing, into a tolerance of the pictures since he has learned he can tolerate them and so can swing around to Cause.

So we have this great difference in pcs. DEGREE OF KNOWING CAUSABILITY is the extent that he is willing to be at Cause and the extent he is willing to know he is at Cause plus the ability to cause things.

You will see this on an E-Meter in PT problem handling. Bill has a PT problem.

It drops a dial when first contacted. The auditor, using his UNDERSTANDING of Scientology, two-way comms on it. The incident discharges and no longer registers after a few minutes. Mary has a PT problem. It drops steeply on the E-Meter. The auditor tries to two-way comm on it. The charge remains the same or Mary begins to disperse. She doesn’t hold to the subject. The auditor at length finds that two-way comm only serves to run down her havingness. The charge remains on the meter dial.

What is the difference between Bill and Mary? Bill can be at knowing cause, Mary is either obsessive cause or heavy effect. Bill can blow facsimiles. Mary cannot. On Mary the auditor is very wise to enter upon TR TEN.

One version of TR TEN is called Short Spotting. “You notice that (nearby object).” So long as the pc can see with his eyes the object or feel the auditor’s hand on it, the process works. It is spotting right up close. If run with mediumly near and far objects (such as the room wall) it is very effective in getting a case going. It has given some cases their first reality on auditing. BUT the rule still holds here about somatics.

When a somatic is turned on with a process, turn it off with that process. See Auditor’s Code 13. This is entirely true of Short Spotting. In that it almost always turns on somatics, when you start it, you have to flatten it and that’s often lengthy.

Remember this about pc participation. A low case can’t handle the bank, therefore you keep high ARC and kid-glove him through a session. A very high case doesn’t need dynamite, therefore you retain his participation by going as rapidly as you can. A medium, average case needs ARC, something of dynamite, something of kid gloves, something of two-way comm.

And IN ALL GOOD AUDITING, CASES IMPROVE. Just because you start a pc low doesn’t mean he’ll always stay low. Check the case often. See if his CAUSABILITY is rising. If it isn’t, he isn’t improving and you better go easier or heavier. PROBABLY when a case doesn’t improve you didn’t handle a PT problem. THAT IS THE ONLY THING WHICH CAN KEEP A CASE FROM GAINING. So check every session for one.

There are probably thousands of ways to gain the participation of the pc, there are probably thousands of ways to open a session. There are probably an infinite number of tricky things you can do. However, this breadth of choice should not obscure the following: 1. A pc who is not participating in the session is not at Cause.

2. An auditor who isn’t able to maintain ARC, who isn’t able to “freeze” a process for a short time, even a Tone 40.0 process, and re-establish ARC, will not get results.

3. The end-all of processing is the attainment of a goal, the goal of OT. One always processes the problems and difficulties of the pc, he does not process the process. Processes only assist in processing the pc. They will not do anything by themselves. Processes are a road map to the goal of OT, they are nothing in themselves. The target is the condition, the disabilities of the pc. How one achieves the eradication of these difficulties is secondary to the fact of their eradication. Scientology is a route attained after several thousand years of no attainment by Man and the route is important and valuable and must be traveled correctly, but the concern is the pc, not the route.

4. A new auditor can be adrift with his tools. He is uncertain as to what he is attacking. He should have reality on engrams, locks, key-ins, secondaries, the time track, the key buttons of Scientology such as Communication, Control and Havingness. Given an understanding of all these and the theory of Scientology itself he can almost pilot his way through a case with two-way comm. But two-way comm will not work if one doesn’t understand all the above. So two-way comm is not conversation. The pc has had a few trillion years of that and it hasn’t made him well, so two-way comm is a highly specialized thing, done with full understanding of the thetan, bank and body. Good two-way comm means participation by the pc.

5. Scientology is a precise commodity, something like engineering. A pc is a precise thing, part animal, part pictures and part God. We want the ability to handle things and the God, and the less unthinking responses in the pc the better off he will be. Therefore a PC WHO ISN’T COGNITING regularly is being processed beyond his ability to do and it is necessary to drop back downscale to find something he CAN DO.

6. The golden rule of processing is to find something the preclear CAN do and then to improve his ability to do it. At once you will have participation. The highest ability one pc had was to get drunk: a resolution of his case was entered upon by having him invent ways to get drunk.

7. The attention span of children and psychos is not necessarily a factor since it is only the phenomena of dispersal against mental blocks, keying in of incidents. The auditor can pay attention to it or not as he likes. Short, regular sessions on people with limited attention span get more gain per week than a steady grind since the participation is maintained.

8. The auditor remains at Cause in all sessions without forbidding the pc to be at Cause. See the rules in Dianetics: The Original Thesis.

STEP TWO.

Placing the Preclear at Cause.

Establish obedience of some part of the auditing room to the pc. Here he must begin at some level of knowingness. He must know that he himself, when ordered to do so, can gain some compliance on the part of the auditing room. This includes his own body.

The basic rule of auditing is to start with something the preclear can do and then get him to do it better. This is the basic difference between a high level and a low level process. This is also the difference between a process which is real to the preclear and a process which is unreal to the preclear. A preclear “can do” a process without doing it at all. Actually the body and bank are obeying the auditor. Now here we had in Dianetics one of the more interesting phenomena of an auditor being able to make a preclear physically well without the preclear once finding out about it. This was a source of great grief and upset to auditors. They could not see how this could possibly be. The man priorly could not walk, apparently, and after auditing he could walk, and yet he did not attribute to Dianetics or to the auditor any of this renewed ability.

The auditor could monitor the preclear’s bank and body, shift around the engrams, as-is them and do various things with them without the preclear finding out about it. All of this was so far above the preclear’s ability to do that it was totally unreal to him.

We also get the phenomenon of an individual doing a great many spotting processes and feeling better but not being able to understand what this has to do with sanity or insanity. In the first place, the individual could not himself spot. The auditor more or less did the spotting for him. The preclear then never connected it in any way with his own capabilities.

A test an auditor should make to ascertain the sense of this is as follows: “Look around here and tell me something you could do.” The preclear will get many odd and peculiar sensations as he fishes around and finally decides that he could do some minor thing. This is not really a good process but it is a good test process for an auditor. This preclear who has been walking and talking and working and going around the world and apparently behaving in a fairly sane and rational fashion actually could do none of these things. He was supported entirely by his “machinery,” by the social responsibilities which were demonstrated toward him, by his education, by the basic agreement of what goes on in the world. He was walking around in a dream and life felt to him much like a dream. Now the auditor starts to audit him on the basis that this individual is capable. Well now the individual himself is the thetan and whereas the bank might have been capable (and would have broken down some day), the thetan himself was not. He was going along for the ride.

We often see this phenomenon in the third dynamic. It could be said that a government is the aggregate irresponsibility of a people. They are not taking responsibility for the course of justice or protection of the state from foreign aggression, and they shove all this responsibility over on to a government and they themselves are quite irresponsible for it. After a while the government doesn’t look to the people at all to furnish any responsibility. The government takes all the initiative, and we eventually wind up with some sort of a dictatorship. The people then no longer count; they are slaves; they are totally irresponsible.

In a similar wise, a thetan can be totally irresponsible for everything that goes on in relationship to his workaday world, and we see people dramatizing this on every hand. Wherever a thetan refuses to take responsibility and is participating in action, he is being “unreal.” This is the unreality of a situation. Let us say you were part of a crowd which was surging downtown to Third Street and you yourself wanted to go uptown to Tenth Street. The crowd swept you along toward Third Street and after a while things would become pretty unreal. That is because you were being carried in a direction opposite to your basic intent. Thus your own intention is overwhelmed. This intention overwhelmed becomes what we know as unreality.

It is very easy for an auditor to overwhelm the preclear’s intention. The preclear is actually going to Tenth Street, the auditor is trying to push him to Third Street. We get the most remarkable subdivision of this in Survive and Succumb. The auditor is going on the basis that the preclear wants to Survive and the preclear is going on the basis that he wants to Succumb. The auditor is then thrusting him in an opposite direction. Hence it is really necessary to clear Goals in an auditing session. There must be some goal which the preclear considers obtainable. The goal of just being able to sit there for the next two or three hours is a goal. You would be surprised to find that in some preclears this is a tremendously high goal. But even a preclear’s goals can be unreal to him. They are the social goals. Actually, the preclear privately thinks he’d like to get rid of every man, woman and child on Earth and the goal he gives you is to save everyone.

Now the question actually confronts us—what can the preclear really do? Of course, in a case of tremendous doubt, you could run the above process—”Look around here and find something you could do.” But there are certain things that an auditor can take for granted which undercut any other thing. The body is sitting in the chair. The preclear can be brought up to a realization that he can make the body sit in the chair. And thus we get the first really worthwhile process on a preclear who is conscious, and that process is “You seat that body in that chair. Thank you.” And in the case of somebody who is Lying in bed, even unconscious, we get this basic process: “You make that body continue to lie in that bed. Thank you.”

All we are asking anybody to do when we ask for these two processes is to take responsibility for what is actually occurring in the first place. We raise his responsibility level in other words, and thus raise his doingness level. A preclear who does not come through eventually with a cognition that he can make the body sit in the chair of course isn’t worth bothering with, in that his doingness level is even below this. This preclear ought to be lying in a bed. He must consider himself completely helpless and completely ill. Thus if we ran “You seat that body in that chair. Thank you,” for several hours without any realization on the part of the preclear that he could do this and without turning on any somatics or without getting any effect at all, we would consider that we had overshot this. Actually it shouldn’t take several hours to find this out. We would go back to the basic position of Dianetic auditing. This preclear probably thinks of himself as being dead or probably thinks of himself as being very ill or thinks of himself as being totally unconscious. Thus we would run him as an unconscious person. Putting him down on a couch we would run “You make that body continue to lie in that bed. Thank you.”

Also, on a much higher level we get CCH 1.

“You give me that hand” is actually the old cat process where we got the cat to reach for the auditor, plus an obedience process. The preclear after a while should decide that he can do this. Sometimes we run CCH 1, then CCH 2, CCH 3, and then CCH 4 and going back discover that CCH 1 is now unflat and the preclear is unable to perform this action which he previously could perform. Now what has happened here is we have broadened the scope of the preclear’s responsibility. His bank at first was perfectly capable of giving that hand but once we have invited further responsibility and gotten him to find the auditor as in CCH 3 and CCH 4, we discover that the preclear himself is now trying to do it and in trying to do it is having difficulties but he wins through with this difficulty and eventually comes out much better.

Unless these particular goals and theories behind these processes are understood they very often do not work at all in the CCH bands. Thus CCH 1 to 4, while tremendously successful when run by a very excellent auditor understanding his job, may not be successful in the hands of somebody who is simply going through some mechanical motions.

Basically we are trying to get the preclear to do something and know that he himself can do it. Thus we are improving his ability. On this fundamental we can go forward and establish many processes, all of which are fundamental doingness or obedience processes. We can do such a process as “You make that chair sit on the floor.” This process at first seems a little incredible to the preclear, but after a while he gets the idea that he can do it, then this unflattens and he gets the idea that it’s gravity that’s doing it and therefore he can’t do it, and he goes through various cognitions of one sort or another simply about having a chair, which is already sitting there, sit there.

Unless we can cross this particular stage of a case and get the preclear up to an idea that he does have some sort of an ability of some kind, we might as well do nothing else about the case at all. Therefore this Step Two is quite important and actually is the basic entrance into auditing.

STEP THREE.

Establish Control of Pc’s Body by Pc.

Although we could continue onward with the CCHs simply rotating them from CCH 1 through to 4 and back to 1 and to 4, and back to 1 and to 4 again and again and again and win, there is a faster way of going about this which has been known to us for a very long time. This way starts really with 8-C.

It does not matter particularly which brand of 8-C is run. We have had now three or four varieties of 8-C. The first one was rather permissive and indirect and did not demand very much compliance and possibly had its own place in the firmament since use of it has resolved a very, very great many cases. The first command of this is “Do you see that wall?” Then “Walk over to it.” Then “Touch it.” And that was all there was to the process. Later 8-Cs, particularly Tone 40 8-Cs, were highly precise, very directive and had a great deal of control stress to them. It does not matter particularly which 8-C is used so long as the auditor feels that it is biting. If the particular 8-C he is using isn’t biting, maybe he needs a more permissive one, maybe he needs a more exacting control one.

There are a great many factors surrounding the control of the pc’s body by a pc.

Most pcs feel their body if tampered with in any way would fly out of control and flipflop all over the floor, would suddenly freeze or would get ill, and they have anxieties about their bodies and the control of their bodies which must be solved, otherwise we don’t get very far. Control of bodies can actually be assisted by old-time flip-flopping.

Flip-flopping was a process by which the preclear’s excess motion was taken off.

The creative processes of earlier times did not require of the preclear any great cognition of what was going on. Thus flip-flopping could be used at a very early stage of case.

We would say, “Mock up a man and make him flip-flop” and then make him insist that the body flip-flop even further and even more wildly until he himself knew that he was making the body flip-flop. We would do this with a woman’s body and would eventually take the motion off the case that was inhibiting the preclear from controlling the body. This is actually a motionectomy. It is really a case of the auditor controlling the bank and body of the preclear. When we did not do this we found that in running 8- C and in doing some other processes the preclear all of a sudden would convulse and start to fly apart. These fly-aparts were simply the flip-flop manifestation of bodies.

It is extremely interesting that a preclear exteriorizing from his own body which is out of control, flip-flopping, writhing, convulsing and going into epileptiform seizures was at a distance from a flip-flopping body. One day while in his own body he causes some other body to go out of control, he shoots somebody or hits somebody, and has this person go into a flip-flop. He himself gets restimulated and he feels that his body in the future is liable to go out of control at any time. If you draw a little picture of this you will see that a thetan exteriorized from his own body and a thetan in his body knocking about some other body is, to the thetan, the same point of view. In other words, if you make somebody’s body flip-flop, your own body may flip-flop. It looks the same to a thetan.

Some guarantee or security of body control is therefore necessary.

There is a very fine set of processes which have been used for more than a year at this writing and which produced excellent results. These we call the S-C-S processes.

After running 8-C (and if it turned on somatics remember to flatten the process entirely, even though it takes 50 hours, before going on to another process), we go into these control processes grouped under S-C-S. There have been several varieties of process, all entirely in the control bracket but with different severities of control. The commands of S-C-S processes are almost all the same except that some are made more severe than others.

The first of these processes is the Start process. This is very simple. We have a preclear out in the middle of the room standing up while we stand up alongside of him touching him, and we explain to him (and we explain this every command) that when we say “Start” we want him to start his body in that direction, and we point out some direction.

Then we take our hands off of him and we say “Start.” We do not say Stop, Halt, or anything else, but after he has moved forward we then say, “Did you start your body?” And he says he guesses he did or he did, and we then—and only then— acknowledge. We do this many times until the process apparently has no charge on it or is flat. We then go into the next of this series, which is Change.

To run Change the auditor marks four points out on the floor. These points can be imaginary or they can be actually chalk-marked on the floor. One of these points we label “A,” one “B,” one “C,” and one “D.” We explain the meanings of these symbols to the preclear and we give him this auditing command: “Now when I ask you to change the body, I want you to change the body’s position from A to B. Do you understand that?” The preclear says he does, and the auditor, stepping back from the preclear, says “Change.” The preclear then changes the body’s position. Similarly in using the various points and combinations of the points A, B, C and D, the auditor drills the preclear on Change until that particular process seems to be flat.

The auditor then goes to Stop. The auditor takes the preclear by the arm and explains (explains every time) that when he says “Stop,” he wants the preclear to stop the body. The actual wording of the auditor is “Now I want you to get the body moving in that direction and when I say Stop, I want you to stop the body. Do you understand?” When the preclear says that he does, the auditor lets go of him, lets him move down the room a distance (never the same distance twice) and says “Stop.” When the preclear has stopped the auditor says “Did you stop the body?” And the preclear says “yes,” or “maybe” and the auditor then acknowledges. The auditor does this many times until the preclear understands that he himself can stop the body or he has regained an ability, or the process appears to be flat and has no charge on it.

These three steps done in that order are then repeated. And it will be discovered that once Stop has been flattened, Start is now unflattened and can be flattened all over again by running it anew. Similarly, Change will be found to be unflat and again Stop will be found to be unflat. Thus, one runs Start and one runs Change and then one runs Stop, in that order, over and over and over again until all three appear to be flat.

A variation of this particular process has been called Stop Supreme. Stop Supreme is a heavy emphasis on Stop and it will be found that after the three processes of Start, Change and Stop are flat, one can move rather easily into Stop Supreme and concentrate heavily upon it. In other words, one runs Start, Change and Stop, Start, Change and Stop, Start, Change and Stop until they are relatively flat. He should not then suppose that the whole of S-C-S is flat since he still has Stop Supreme in all of its variations.

The idea behind Stop Supreme is that Stop, or motionlessness, is probably the most thetan ability a thetan has. Thus the rehabilitation of this particular ability is worth while and does produce considerable results. But don’t be surprised if the preclear falls apart in the process of doing it.

The commands of Stop Supreme are roughly these. Every time one runs one of these S-C-S processes he, of course, explains the thing in full at the beginning of every command. He does not let any explanation hang over from the last time the command was executed. It will be found that the preclear cannot hold in his mind these explanations. Therefore, it has to be all explained anew every time. Thus we say to the preclear in Stop Supreme, “Now I want you to get your body moving down the room when I so indicate and when I say Stop, I want you to stop your body absolutely still.”

Then the auditor gives the preclear a slight shove and the preclear moves the body down the room, and the auditor says “Stop,” and the preclear tries to stop his body absolutely still in that instant. It will be found that faster and faster responses are achieved by the preclear and he can actually stop the body in more and more peculiar positions. The auditor then says, “Did you stop your body absolutely still?” The preclear answers this and then the auditor acknowledges. There are even more severe versions of this, but they are left to the imagination of the auditor.

These S-C-S processes produced the greatest control changes that have been produced with any control process. They were consistently used with great success by a great many auditors. This is not really true of CCH 1, 2, 3 and 4. CCH 1, 2, 3 and 4 depend in a very large measure not only upon the excellence of the auditor but upon how the auditor himself is feeling while he is running them. And we can get an auditor who is not feeling up to par that day not doing well with CCH 1, 2, 3 and 4. This difficulty was never encountered with the S-C-S processes and therefore the S-C-S processes are to be recommended.

An apparent drop of havingness is occasionally experienced by the preclear as he does these processes. This is because of compulsive exteriorization. If a preclear is about to fly out of his head he’ll fly out of his head on S-C-S. If he does fly out of his head on S-C-S, or any other process, you, of course, continue the process. You do not suddenly change and do some other process. Once upon a time we felt at liberty to change because of the severity of the change, but we have learned in long experience that one never changes the process just because somebody compulsively exteriorizes.

S-C-S is probably more susceptible to compulsive exteriorization than any other single process, and as it is run preclears fly into their heads and out of them at a great rate and eventually get to a state quite ordinarily where they can move into the head or out of the head at will.

The reason the preclear is holding on to the body is ( 1 ) fear of loss of control and (2) havingness. If the havingness of the preclear is low, he is apt to close in tight to the body because this gives him more havingness and if the preclear fears that the body is going to go out of control he will also move in closer to the body. Thus we get interiorization as no more complicated than fear of loss of control and drops in havingness.

When a loss of havingness is experienced, a preclear will agitate or go anaten and tend to be upset in general. Actually, any loss of havingness in an auditing session can be repaired by an excellent auditor by repair of the ARC of the session. One uses the trick “What did I do wrong?” and two-way comm in general to patch up state of affairs.

Loss of havingness is first manifested on loss of havingness of the session or loss of goals rather than on actual loss of mass.

In running S-C-S, however, the preclear flying in and out of his head will experience various changes of havingness which are quite upsetting. The very best handling of this situation is to restore the ARC of the session in every way possible. It is actually not allowed to stop S-C-S and go into Trio.

Concentration upon the body is one of the frailties of S-C-S and we have long since discovered that those preclears who had difficulty in exteriorization would very often re-interiorize the moment they glanced at the body. Well, keeping a body there and looking at it are apparently two different things entirely. Thus if a preclear can’t put his attention upon the body without bad things happening, we should run a process which prevents the preclear from being upset simply because he is concentrating upon his body, and S-C-S certainly does this and does it well.

Don’t be surprised in running S-C-S if the preclear suddenly flies to pieces, goes into flip-flopping, has to be picked up off the floor and put over on the couch and left aghast, but do be very surprised at yourself if you fail to get the preclear back up on his feet and into session again at once. This is no time for you to be changing processes simply because a preclear collapses. Now if this did happen, that the preclear went entirely out of session while running S-C-S and you could not get him in any way to do any more of the S-C-S and get it flat, then you had better start the entire intensive all over again and go right back to the beginning and carry on from the beginning and bring him right straight on through to S-C-S. You would do this rapidly, of course, but you would nevertheless have no other choice. It would not be good enough to change processes simply because the preclear found himself incapable of running this body control process of S-C-S.

It has been noticed that S-C-S can be run very sloppily by some auditors who do not have very much experience with it. The only way to err is in the direction of imprecision and bad ARC. It is perfectly easy to be very precise with high ARC. ARC does not mean non-confronting.

One of the elementary processes which can be used after S-C-S and which is a very fine process and will have to be done at some time, is the Keep it from going away— Hold it still—Make it more solid series on two objects.

To do this particular process one takes two disrelated objects, that is to say he doesn’t take two ashtrays or two bottles. He could take one object made out of wood, one made out of glass, both of them with different purposes. But these are usually picked up as non-significant objects and the auditor asks the preclear to place the two of them to the right and to the left of the preclear and asks the preclear to pick up one of them and keep it from going away and put it back in exactly the same place, pick up the other one and keep it from going away, put it back in exactly the same place, and keeps up this drill between these two objects. Actually, preclears who are having a very hard time require more than two objects, even as many as six or seven. In this event the auditor places the preclear at a table and scatters several objects around and picks them up at random. The duplicative feature of the process can be toughened up as the process is continued, but on some preclears it will be found to be very arduous to start out basically with two. When the preclear can successfully keep the two objects from going away, knowing very well that he kept them from going away—which the auditor asks him every time, “Did you keep it from going away?”—the hold-it-still phase is run in exactly the same way, and when this seems to be flat on the two objects we get into “Make it more solid.” One of the principal dividing lines between a psychotic state and a sane state is the ability to make things solid. It will be found that people who are having a very bad time indeed have the whole world in a very thin look-straight through-it state. Only when they themselves can be at Cause in keeping things from going away and making things hold still and making things more solid will it be found that they have a solidity in the environment.

There would be another process which we could run at this particular stage and that is old-time Book and Bottle, which is also one of the deadlier exteriorization processes.

Old-time Book and Bottle was run in this wise. The auditor placed a book on one table or chair and a bottle on the other table or chair and he directed the individual to first one and then the other, always with a very duplicative command. Probably the first version of Book and Bottle was the best. It should be understood that Book and Bottle is an absolute necessity and must be run at some time or another upon a Scientology auditor, but it is not necessarily something which must be run on somebody who is simply trying to attain a state of Clear. Thus a mention of it is introduced at this time.

STEP FOUR.

Find the Auditor.

Make pc even more conscious of auditor and place him somewhat at Cause with ARC.

There are probably a thousand inventive ways that this could be done but it is time when one has been butchering the pc this long for the pc to regain some of his selfrespect with regard to the auditing session. One could do this with almost any auditing command which made the pc look at the auditor. Such a question as “Is there anything I am doing that you could do?” carried forward to its logical conclusion would find the pc regaining some of his Cause with regard to the session. Simple locational spotting, however, is probably the best process here. One directs the pc’s attention with “You notice that (object)” all about the room and at first only occasionally includes the pc’s body and the auditor’s body in the spotting. Then the auditor, using the same process, concentrates less and less upon the room and more and more upon the auditor and the pc. It will be found that the pc will eventually find the auditor with his attention so directed.

It will be seen then that S-C-S directed the pc’s attention very strongly to the auditing of his own body and it will be seen that we have not yet started to get the pc’s attention out into the environment.

But here we have two very pat processes which are CCH 3 and CCH 4. These are extremely simple processes but require a considerable amount of care in their use.

Any validated auditor knows how to run these two processes. CCH 3 is Hand Space Mimicry and CCH 4 is Book Mimicry. Both of these processes simply invite the pc to find the auditor more thoroughly.

The earliest process along the line was “Look at me, Who am I?”, and it has very far from been disallowed, so that in lack of anything else simply this process could be picked up and used at this stage. Now here we get the preclear to identify or to say who the auditor is and you will find that many preclears go through a considerable number of convulsions in trying to establish who the auditor is.

There is no particularly recommended step for this. It depends in a large measure on what state the pc is in when he arrives at this point. But it is necessary for the pc to become somewhat causative with regard to the session at this stage, whether by spotting, CCH 3 and CCH 4, or by old-time “Look at me, Who am I?” They all more or less accomplish the same thing. CCH 3 and 4 accomplish the location of the auditor very mechanically according to the Reality Scale. Spotting has the additional advantage of taking a pc’s attention very thoroughly under control, and “Look at me, Who am I?”

invites the pc to use his identification and thinking capacities. If an auditor wanted to be totally sure, he would use all of them.

STEP FIVE.

Pc Versus Mest.

Establish pc as cause over Mest by establishing pc’s ideas as cause over Mest.

There are several varieties of spotting processes. The most basic of these is the most basic process to association and this is Connectedness. This process is run directively with the following command: “You get the idea of making that (object) connect with you. Did you? Thank you.”

The reason Connectedness works is because it is the basic process on association.

The most aberrative thing on any case is association with Mest. This does not mean that the individual is not creating the Mest, it does not mean that he has no relationship with Mest, but it does mean that Theta and Mest interconnected too strongly are the components of a trap. Theta is mixed up with Mest, Mest is mixed up with Theta. They are two different things actually, and it is not true that all thought derives from Mest, nor is it true that all Mest derives from thought. A thetan can create Mest by simply creating Mest, not by telling it to be created, but simply by putting it there. This is the isness of Mest. Now when he connects his thoughts with the actual mass he gets into trouble and we get association, we get compulsive thinking, we get identification and the old A = A = A of Dianetic days.

Thus you will see at once that Connectedness in any form is a very excellent process to run. But note carefully that we have him get the idea of making the object connect with him. We never command the preclear to get the other idea of connecting with the object. This is a no-games condition. This is what is wrong with the preclear.

Now there are a large variety of processes which stem out of this process of basic association. These are Control Trio, Trio and Responsibility. But all of these things are basically connectedness processes.

The only thing that ever went wrong with connectedness processes was the unreality factor. The auditor would tell the preclear to get the idea of making that wall connect with him, when as a matter of fact the preclear couldn’t have gotten much of any kind of an idea of making anything connect with him.

Thus it is mandatory for an auditor to start out a preclear on some level of reality and some two-way comm should precede this connectedness process, such as “Do you think there is anything anywhere that you could get to connect with you?” Once this is cleared up, it will be found that only those things very close in could be real to the preclear on this line of connectedness. Thus the auditor is given no great power of choice in this matter in the first runnings of the process. He will have to run things which are relatively close in to the preclear, then proceed to things which are middle distance and then things which are further from the preclear.

A great deal of good common sense is needed here, and a great deal of two-way comm is necessary to get some idea of whether or not the preclear thought it was real.

Thus the earliest commands of Connectedness should probably be the preclear’s nose and the auditor’s hand; the arm of the preclear’s chair and the button on the auditor’s shirt; the button on the preclear’s shirt and his own left hand, et cetera.

Further, the auditor is only asking him to get the idea of making the thing connect with him, not to make the thing connect with him, otherwise he will have the preclear being yanked all over the room.

Control Trio, Trio and Responsibility are actually only complications on top of Connectedness, but they themselves have their own particular peculiar virtues, and a preclear who can actually run straight, old-time Trio, “Look around here and find something you could have,” can get a very long way on that process all by itself.

Control Trio is actually a three-stage process on a heavy spotting control. It runs in this fashion. “Get the idea that you can have that (object).” And when this is relatively flat, “Get the idea of making that (object) remain where it is,” (or continue where it is) and “Get the idea of making that (object) disappear.” This is actually a very fine process and undercuts (runs on a lower case than) Trio itself.

Old-time Trio is extremely good, however, and is not to be underrated in any way. You can run a whole three-week intensive on this if the preclear can do it. The commands are: “Look around here and find something you could have.” And when that is somewhat flat, “Look around here and find something you would permit to remain,” and then “Look around here and find something you would permit to disappear.” These are run in relationship to each other. In other words, all three of them are run in the same session. Sometimes a preclear will run the third command two hundred and fifty times before he can get either of the other two commands with any reality at all.

Responsibility is another process just like Trio and actually has its three commands, too. “Look around here and find something you could be responsible for.”

“Look around here and find something you don’t have to be responsible for.” “Look around here and find something you would permit somebody else to be responsible for.”

The emphasis here is “You look,” “You connect,” “You make” in any of these processes, and the “You” should be entered into the old commands to make the thing as causative as possible.

Although we cover this rather briefly, this is probably the most effective section of Clear Procedure. The whole trick is to get the preclear to actually do it. It does no good for a preclear to run these processes with no reality. It does no good for a preclear to run these processes with no ARC between himself and the auditor. But it does a lot of good to get these processes run.

Basically TR TEN, “You notice that (object),” is a fundamental process on connectedness. It will be discovered that unless the preclear is actually able to look at a few things he will not be able to get an idea about them, too. Furthermore, it will be discovered that there is a process called Short Spotting, wherein the auditor has the preclear spot things that are very close to him. The only thing wrong with Short Spotting is that the auditor must give the preclear things to spot which the preclear can actually see with his eyes. If the preclear cannot see these things with his eyes there is not much use in having him spot them as it will run down his havingness and add to an uncertainty.

Havingness of an objective variety, namely Trio, is one of the greatest processes ever invented. Do not lose sight of this fact. The process can do things that no other process can do. There may be some factors kicking around in Havingness which are not entirely understood and which are not entirely connected with Connectedness.

However, it has been found that Connectedness will put a preclear in a condition where he can eventually run Havingness. Therefore, Connectedness undercuts and possibly even overpasses Havingness in general.

This process of Connectedness can also be run outside. It can be run on people. It can be run on a certain type of object. It can be used to familiarize a pilot with his airplane and a driver with his car. It can be used to increase ARC between the preclear and the world around him by letting him run it in a heavily populated area or upon a busy street and using bodies. Here we have one of the more interesting processes to run in terms of cognition, because it undoes so much basic association. If your preclear is not cogniting while running Connectedness you can be very sure of the fact that somewhere along the line you have not given him a reality and you should flatten it off gracefully and start the intensive all over again.

STEP SIX.

Creative Processing.

Read and understand Scientology 8-8008 and “Electropsychometric Auditing,”

and use an E-Meter throughout the auditing.

The first step on this in some cases is conquering black “field” and invisible “field.” This is done by a repair of havingness over black masses and then invisible masses, run even if the pc goes unconscious. This means that you continue to audit him even if he goes unconscious and you use the same command and pay no attention to his unconsciousness. You continue just as though he were wide awake. When field is cleared up, start on a gradient scale of mock-ups and get pc able to mock things up.

Then run “Keep it from going away” until flat on mock-ups. Then run “Hold it still” on mock-ups. Then run “Make it more solid” on mock-ups. All this until pc really has fine, solid mock-ups. Typical command, “Mock up a and keep it from going away.

Thank you.” RULE: A PC’S FACSIMILES ARE NOT STORED, THEY ARE MADE IN THE INSTANT AND UNMADE BY THE PC, therefore remedy of mock-ups AND THEIR PERSISTENCE, is actually a direct route to clear and winds up with no obsessive mock-up making (which we call a bank). A valuable side process here: “Decide to make a mock-up. Decide that will ruin the game. Decide not to do it.” Also this one: “Decide to make a mock-up everyone can see. Decide that would ruin the game. Decide not to do it.” A TOTAL REMEDY OF MOCK-UPS WOULD MAKE A BOOK ONE CLEAR.

STEP SEVEN.

(Optional).

Establish the preclear’s control over his “bank.” “Mock up a facsimile and (keep it from going away, and when that is flat, hold it still, and when that is flat, make it a little more solid).” Run this alternately with “Mock up that wall (keep it from going away, hold it still, make it a little more solid).” Run the “Keep it from going away” on a facsimile one command, then the wall one command, until flat, then shift to “Hold it still” same way, then shift to “Make it more solid,” same way.

STEP EIGHT.

Make Some Time.

See Dianetics ‘55!, Chapter XV.

AN INTENSIVE IN BRIEF FOR PRACTICAL USE.

GOAL: Operating Thetan.

DEFINITION: An Operating Thetan is one who can be knowingly at cause over Life, Matter, Energy, Space and Time.

CCH 0 in brief, find the auditor, find pc, find auditing room, clear help and goals. BUT IN THE MAIN HANDLE THE PT PROBLEM IF IT EXISTS. IF IT DOESN’T EXIST do CCH 0 briefly and quickly and get on with the session.

It will be noted that giving pc’s attention to auditing room or environment can turn on a somatic after three or four commands. After one command of “Have you got an auditing room?” this becomes a process called LOCATIONAL. If Locational turns on a somatic it must be run until somatic is flat. Therefore, the auditor has no business attempting Locational or getting the pc involved unless he intends to do something about it.

Present Time Problem.

The preclear is put on an E-Meter before PT problem is discussed. When the EMeter has been adjusted (one-third of a dial surge when pc squeezes cans), the auditor asks if the pc has a present time problem. After a little discussion of this, the needle may surge. If it does, the auditor locates the PT problem’s most intimate terminal and runs (with the pc still holding the cans) “Invent something worse than (indicated terminal)” until the problem flattens out on the dial. The auditor can ask for and run another PT problem or even three or four, but always flattening down the surge of the needle. IF THE PC IS 50% below the center line of the APA, it is not safe to run “Invent.” Instead, without scouting around “Invent,” but knowing the graph in the first place, simply two-way comm the problem and run Locational until the problem flattens out on the needle. The auditor does not begin with “Invent” and then change his mind and run Locational. It is an “either-or.” The auditor starts with “Invent” or he starts with Locational and whichever he does he does not change. IF LOCATIONAL TURNS ON A SOMATIC IT MUST BE RUN UNTIL LOCATIONAL NO LONGER TURNS ON SOMATICS.

Once the PT problem is flat the auditor puts away the E-Meter.

S-C-S Steps S-C-S begins with 8-C of any kind. If 8-C turns on a somatic, the auditor runs it until it no longer turns on somatics. 8-C is run formal or Tone 40.

Start is then run as per 1956.

Change is then run as per 1956.

Stop is then run as per 1956.

If each of these is flattened in turn, it does not mean that S-C-S is flat. It means only that Start is probably unflattened. Thus one again runs Start after Stop, runs Change after Start, Stop after Change until none of the three unflatten the others.

More 8-C can be run. There is no error in liberally running 8-C, which is, after all, a more complicated Locational of a Short Spotting sort.

Spotting Steps.

Spotting itself is a broad process. Locational is only one of many spotting processes. Spotting spots in the past, in space, in the present, Short Spotting (Locational done up close) are all effective.

SPOTTING DEPENDS FOR ITS WORKABILITY ON THE DISLIKE OF A THETAN OF BEING LOCATED. IT RUNS BEST, of course, WITH THE THETAN AT CAUSE DOING THE SPOTTING.

Connectedness is the basic process on ASSOCIATION of Theta with Mest. All forms and kinds of association, including being caught in traps, are prone to become identifications as in Dianetics. Connectedness puts the thetan at cause in making the Mest (or people when run outside) connect with him. The command is “Get the idea of making (indicated object) connect with you.” The auditor points. The worse off a person is, the less reality he has on far objects.

Havingness is a complicated Connectedness. Also a permissive one. Thus Trio is above Connectedness and may be used when Connectedness is flat.

[The above is the complete text of Scientology: Clear Procedure-Issue One which has been available as a small paperback booklet and is referred to as a book or booklet in various issues.]  

HCOB 25 FEBRUARY 1960
THE MODEL SESSION

It has been some time since anything like a proper model session has been released.

I have been researching on this for some little time now looking over the proper wording, and although the do’s and don’ts could fill a considerable book (and will), the exact form and sequence of a session and the exact wording of one can now be laid down for formal repetitive command type auditing such as we are doing with O/W and Responsibility and similar processes. I did not previously lay one down because I considered there was wide room for change. I find now that there are certain inevitable phenomena in an auditing session with all preclears, and these mechanisms are handled by using the following set sequences and wordings. In other languages some paraphrase of the words should be used but the sequences and sense remain the same.

There are good reasons back of these exact proceedings but it would take a book to set them all out exactly with examples. In this HCO Bulletin let it suffice that we lay down the form and wordings.

TO START A SESSION.

Adjust and calibrate as needful the E-Meter (don’t audit without a meter). Adjust pc’s chair (never let him place it. If he does, give it another slight shift as a control point).

Wording: “Is it all right with you if we begin this session now?” If not, two-way comm it out and repeat.

“All right; Start of session” (tone forty this). Drop it thoroughly over pc’s head. If you have any doubts say “Has the session started for you?” If he says “No” do it again and better. Emphasize that the session is started. This means in effect that it’s now the auditor’s ball and that the auditor will exert control from here on out in the session.

The instant this happens the Auditor’s Code is in full force on the auditor. There are no restrictions on the pc. The auditor’s control establishes the pc’s behavior as far as possible and the processes pick up the ARC breaks, etc.

RUDIMENTS.

Always use rudiments and use them in this order. Use them even with a child. Make a stab at them even with an unconscious person. The rudiments are in this order because the last three parts of rudiments may require some auditing, and if so you have started a session with no goals established, hence goals come first.

GOALS: “What goals would you like to set for this session?” “All right, any goals you would like to set for life or livingness?” Don’t challenge or question goals. Take what the pc says. Remember what he said because you will check it at session end.

ENVIRONMENT: Is it all right to audit in this room?” If not, two-way comm it until it is all right or run Factual Havingness on the room. “Look around here and find something you could have.”

AUDITOR CLEARANCE: “Is it all right if I audit you?” If not and you get a meter fall, two-way comm it until it doesn’t fall or run O/W on the auditor. “What have you done to me?” “What have you withheld from me?” Until meter doesn’t fall. If this is going to be the session process anyway as in a co-audit team, ease it off here.

PRESENT TIME PROBLEM: “Do you have any present time problem?” If meter falls, run “Describe the problem to me.” “How does it seem now?” Run this until meter does not fall on the problem and tone arm is below where you started.

STARTING A PROCESS: “Now I would like to run this process on you (name it).

What would you say to that?” Work out the wording by any means briefly or longly.

Don’t challenge the pc’s definition of words. The auditor has reserved the right to change his mind. If it seems that the pc won’t be able to handle the announced process the auditor has said only that he would like to run it and may now say “According to what we have been talking about then it would seem better if I ran (name another process).” If this is all right with the pc then begin the process.

“Here is the first command.” (Give it.) Acknowledge it.

Carry on with the session. Always audit a process until the tone arm is lower on it than when the process was started. A process even when it isn’t flat may stop dropping on the meter needle but it will still be able to move the tone arm from time to time. Abolish the idea that a rising needle tells you anything but that the pc is being irresponsible.

Dropping needles tell you charge and shifting tone arms tell you increased or decreased responsibility. Things that start the needle rising are of no great use to you except to spot an irresponsibility and you don’t use it on the needle you use it on the tone arm.

If you start another process in the session start it exactly like the above.

ENDING A PROCESS.

If you are going to end a process in the session, bridge out of it smoothly. If the pc seems a bit alert and won’t be startled, tell the pc that “If it’s all right with you in a few more commands I am going to end this process.” Then do so, warning just before the last command “This is the last command” and then give it.

On all processes which cycle the pc in and out of present time use another wording as follows: “The next time you come close to present time I am going to end this process.” Then add before the acknowledgement “When was that?” to each pc answer and then acknoweldge. When you get an answer in the last day or two or in the same hour, end it. This is tricky going. Be careful with it. Be smooth. But end it in close to pt.

You can always get a pc into pt (when you’ve been running an engram or some process that leaves him back on the track) by starting a new process (which has to be started as above): “Recall something” “When was that?” Acknowledge. This is far, far better than “Come to present time”—you of course bridge out of this at the same time you start it. “We are going to run this only until you are close to present time and then end it!”

REPEATED COMMANDS.

If a pc dopes off and then says something (not a cognition), or if a pc says something instead of an answer (not a cognition), the auditor understands it, acknowledges it and then says “I will repeat the auditing command” and does so. This must not be used as an invalidation. If the pc thinks he is answering the command or did answer it then apologize and give him the next one.

COGNITIONS.

If the pc comes up with a cognition (something he suddenly understands or feels) (“Well what do you know about that?”), and yet has not answered the command, the auditor does not say, “I will repeat the auditing command.” The auditor understands the cognition carefully, then acknowledges it and repeats the command without saying that he is going to. To say, “I will now repeat the auditing command” after the pc has come up with a cognition is sometimes invalidative, since it yanks the pc’s attention to the auditor, the pc in the interest of the cognition having forgotten the command utterly.

KEEP THE PC IN SESSION.

The definition of in session is: PC INTERESTED IN OWN CASE AND WILLING TO TALK TO THE AUDITOR.

Yanking the pc’s attention to the auditor, making surprising motion toward the pc and sudden noises, or doing something off beat yanks the pc’s attention to the auditor and is the source of a lot of ARC breaks. This is quite painful to a pc sometimes and snaps whatever he is holding out from him down on him by spoiling his confront of it.

Audit the pc where the pc’s mind is. If you get drops on the meter you have where the pc’s mind is fixed. Run him on it, keep him on it until it’s flat. Don’t distract him.

TAKE FULL RESPONSIBILITY FOR THE SESSION.

If something goes wrong in the session it’s the auditor’s fault always. So if people knock or a phone rings, promptly apologize to the pc “I’m sorry.” If the disturbance knocked the pc clean out of session handle it as a present time problem as in the rudiments.

A RESTLESS OR ARC BREAKY PC.

Establish the rudiments often and keep the pc from blowing. Never justify errors.

Be effective and keep the code. You’ll win eventually even with the worst pc if you follow the Auditor’s Code and this model session.

ENDING A SESSION.

Always end a session just as you began one—with full rudiments. Therefore, leave time to get it all done, and if you have time to spare then spend more time on end of session Rudiments, particularly havingness.

END RUDIMENTS.

GOALS: “Do you feel you have made any part of your goals for this session?”

Take this up and take what the pc says. This is a fairly rapid action, not to be prolonged as you will get him into problems from goals and mess it up if you hang around on it.

AUDITOR AND ARC BREAKS: “How do you feel about my auditing in this session?” If there is the faintest twitch of the needle, add: “I am going to run some overt/withhold on you so here’s the first command.” “What have you done to me in this session?” Acknowledge. “What have you withheld from me in this session?”

Acknowledge. As soon as you have the needle behaving on the meter ask the pc how it is now, and if it’s much better bridge it out: “I will run a few more commands on this.”

And do so, warn for the last command and give it and then drop it.

AUDITING ROOM: “Look around here and see if you can have anything.” If the EMeter flicks about on this, at once start the process Factual Havingness, “I am going to run a bit of havingness on this. Here is the first command.” “Look around here and find something you could have.” Get the flick out of the meter needle and bridge it off.

PRESENT TIME PROBLEM: “Do you have a present time problem now?” If so run “Describe the problem to me.” “How does it seem to you now?” until it no longer flicks on meter. If the PTP didn’t flick on the needle, skip it.

FINAL COMMANDS OF SESSION.

Conclude the session when the end rudiments are done by saying “Is it all right with you if we end this session now?” “All right, here it is. End of Session” (tone 40).

The auditor can now say “All right, tell me I am no longer auditing you.”

When the pc does so, that’s that.

When a session is over it is over and the Auditor’s Code is over, but it’s poor taste and you’ll have a rough time next time if you criticize the pc or what he did or said in the session.

WARNINGS.

Always get the auditing command answered. Never let the pc skip an auditing command. If it isn’t answered to the pc’s satisfaction, there you are until it is answered.

Never let any auditing command go unanswered.

With O/W, responsibility or a rough session in general, always run a lot of Havingness at the end of it.

Never restart a process the moment it is ended. You may suddenly see it wasn’t flat or he wasn’t really in pt. Well, that’s tough. Get it next time or get him into pt with “Recall something”, but don’t make a bad control example by restarting what you just now ended. In other words, never double bridge, note it down and get it next session.

Run at the case reality of the pc so he gets wins. If he ARC broke heavily last session you probably had him in over his or her head, so use an easier process this next time. That terminal is real to the pc that drops on the E-Meter even when he says it’s unreal or didn’t even know about it. Run things that fall and you will have interested pcs—clean them up on the tone arm once you’ve begun and you’ll have cooperative pcs.

Whatever you start do it well no matter how many sessions it takes or how minor it seems to be. Do one thing well on the case and you advance the case. Do one thing poorly and you drop the pc down tone. Two hundred hours on one engram (that’s an exaggeration) is better than one hour each on two hundred engrams. Do it well. It’s confidence regained that makes clears, not quantity of stuff run.

Run the pc always at cause.

If the pc is worn out with having created something in the last few lives or in this present lifetime, run anything that drops about the creativeness on “What about a (that terminal) can you confront?”

To get the pc over any condition or aberration that he is agonizing to get rid of, find a terminal that adds up to it and run single confront on that terminal. Example: If the pc is sick, the process would be “What about a sick person could you confront?” If the person is homo, it’s “What about a homosexual could you confront?” Just like old-time 8-8008 creative processes and SOP 8, but with terminals and confront. A person going round the bend on an obsession or a compulsion or a fixation shouldn’t be audited on sweetness and light. They are too desperate; run them where the mind is fixated and get their attention freed. Don’t run alternate confront anymore. It stalls the tone arm.

Don’t use “If it’s wrong with you then you did it”, or snide “Well what did you do?” when the pc is upset. Let him have a motivator or few as you ease him into the groove. But running the motivator and overt one after the other gives little or no gain.

The motivator mentioned is a new overt and stalls the case.

The essence of good auditing is smooth confident CONTROL. The essence of control is smooth Start Change and Stop. Control is the background music to all overts and responsibility, knowledge and everything else, so let’s have a smooth Start Change and Stop in sessions and you’ll see it begin to win win win where it limped before.

Academies really knock auditors into shape so they can. There is no substitute for good pro training. But pro or no it’s a smooth session that wins. People that won’t control can’t audit. So here is the model session and I hope for you brand new gains. Use it thoroughly and by the rote and you’ll have no arguments.

LRH js.mm.rd 
L RON HUBBARD

HCOB 30 MARCH 1960
INTERROGATION

(How to read an E-Meter on a silent subject)

When the subject placed on a meter will not talk but can be made to hold the cans (or can be held while the cans are strapped to the soles or placed under the armpit, I am sorry if that sounds brutal, it isn’t), it is still possible to obtain full information from the subject.

Asking questions, one expects no reply, asks for no pictures. The auditor just watches the needle for dips when questions are asked.

It is best to start with several nul questions: “Will it rain?” “Do you like bread?” etc. And then shift off to heavier leads. At any time the subject gets too agitated to read, return to asking nul questions or use the agitation as a dip.

Meter response for “No” or negative or don’t know = no fall.

Meter response for “Maybe” “You’re getting close” = slight fall.

Meter response for “Yes” or “Correct” = steep fall.

Sample interrogation: Subject is given cans. Nul questions are asked. Then:

“Were you persuaded to make trouble?” (fall)

“Was the person who persuaded you a native?” (fall)

“What was the person’s name?” (no verbal answer, heavy fall)

“Do you know where the person who persuaded you lives?” (heavy fall)

(Name various nearby towns.)

“Does the person live in .. ?”

Take town with heaviest fall.

Divide town named into streets, sections, sort out the exact part of the town named. Give leads on location until you know the house.

If person were educated you would use: “Considering the alphabet to divide at 0, does the person’s last name start with a letter in the first half of the alphabet (pause, look at meter) or the last half of the alphabet” (pause, look at meter, compare the two readings—you may have to ask this two or three times). “All right, it was the first half.

Now was it A, B, C, was it D, E, F, etc.” “Now the second letter of the person’s last name ... “, (repeat the same performance).

It’s a good idea to mark down your findings on a blackboard where the subject can see them if he’s very reluctant and can read.

A phonetic system can be worked out for subjects who are not educated. Maps of town areas are useful. With one eye on the meter you just point to areas of the map and let the meter guide you in.

When you have worked out an area or name, repeat it several times and shift it around until you get maximum drop.

A whole mine of information can be picked up from a silent person.

On reporters, looking for possible accidents is a good convincer. Tell the reporter not to speak and use over and under times “Have you ever had an accident?” “Was it more than five years ago?” “Was it less than five years ago?” Watch the needle, pin it down to maximum fall. That’s the year. Now get the month (first or last half of year, then, for first half, ask about Jan, Feb, Mar). Month found get the day. Then the hour of the day. Then the type of vehicle or accident. Then who was hurt, etc. Reporters always start talking somewhere along about this time. Don’t pay any attention. Just go on and nail it down.

In a security check, you want the person who persuaded the person you have on the cans to engage in a riot. When you locate and have brought this new person, you do the same thing. But now you have a whole committee of names to get and your subject is better educated.

Taking ten people from a strike or riot, you can find the instigator of their group.

Finding the instigator and getting him on the cans you can run it back to a higher command level.

The end product is the discovery of a terrorist, usually paid, usually a criminal, often trained abroad.

Given a dozen people from any riot or strike, you can find the instigator of that group or more than one. Finding that one, you can get his boss.

Twenty or thirty paid agents provocateurs can keep a whole country in revolt.

Clean them up and the riots collapse.

Thousands are trained every year in Moscow in the ungentle art of making slave states. Don’t be surprised if you wind up with a white.

Revolts kill an awful lot of natives. Only when security has been established can a reform be applied.

Use E-Meter “clean hands” to convince people that a population is loyal and that reforms are in order.

In the riots in London, anybody arrested has his fine paid for him by some mysterious group. Demonstrators are recruited. So this isn’t limited to South Africa.

Crack the agents provocateurs’ identities and you’ve cracked the new slavery of Earth—the worker’s production demanded by the state for nothing.

We have a lot of reforms ourselves but we don’t need criminal agents or dead people killed in riots to put them in effect. Don’t use guns, use E-Meters to make a country secure.

By the way, the answer to passive resistance is for the government to passive strike against any district from which it occurs. No water, lights, pay, government or service. Simply use the same tactic back. Don’t use guns, cordon the area off and shut off power and water.

L. RON HUBBARD

 [HCO B 2 January 1967, Dating-Forbidden Words, Volume VI, page 191, changes the words used for dating. See The Book of E-Meter Drills, Drill EM-25, for correct E-Meter dating procedure. ]

HCOB 23 MARCH 1961
S.O.P. GOALS

(This is the Franchise Issue, slightly rewritten, of S.O.P. Goals HCO Bulletin of February 18,1961. Do not issue HCO Bulletin of February 18th, only this one to Franchise.)

This is Standard Operating Procedure Goals, the technology that made history in the 3rd S.A. ACC.

Caution: There is a great deal to know about S.O.P. Goals. It is the right way to use the Pre- Hav Scales. With skilled use this can produce Releases and Clears. With fumbling use it can upset a pc thoroughly because it is so fast.

HCOs in all Central Orgs are running Special Events Courses to instruct in this procedure and to let the student hear the 27 hours of taped lecture that gives its basics and background.

With this we are on our way to making Clears in quantity with speed. So don’t mess it up by failing to flatten what you start with it.

This is called “Standard Operating Procedure” because it has proved itself in skilled hands on the toughest of cases. You can safely put in a long time studying its use. It can clear some in only 18 hours. It can clear all but CCH cases in under 175 hours. It is valuable. Don’t mess it up for a pc.

Enormous efforts are being made to make everything known about this available to you in Central Organizations.

We’re off the launching pad. Use this well. It’s the technology you’ve needed for eleven years, that you can use to get them clear.

S.O.P. Goals Intensives

Use Model Session throughout. Heavily stress Rudiments. Use “What part of that problem could you be responsible for” for PTPs. Use TR 5N for ARC breaks (“What have I done to you”, “What have you done to me”).

1. Go over Rudiments carefully.

2. Do a Goals Assessment.

 
Find out every goal the pc can recall ever having. Make a list. Get in particular any secret goals, or withheld goals. Go over list with a meter. Take goal that falls the most.

3. Convert goal to a terminal.

 
Get wording of terminal simple but make sure the version you select falls as much as possible on meter. HCO Bulletin of February 2nd, 1961 (some issues were dated March 9, 1961, from HCO Saint Hill), gives sample-general commands to which terminal can be added.

4. Assess this terminal on the Pre-Havingness Scale from bottom to top.

 
Take level that falls the most.

5. Develop an auditing command, preferably two-way that uses terminal and pre-havingness level.

6. Run the command until tone arm becomes less active.

7. Go one down on the Pre-Havingness Scale.

 
Develop a command for next level that falls.

8. Run the command until the tone arm becomes less active.

9. Return to first commands and run them (the first level found).

 
Alternate the higher and one-down level commands, ten minutes of one level, ten minutes or so of the other level.

10. When the tone arm loses its action on these two commands and tends to stick, no matter whether high or low arm (one half hour is a good test), REASSESS TERMINAL ON PRE-HAVINGNESS SCALE from bottom up until a level falls hard.

11. Proceed as in Steps 5 to 11.

12. When the first terminal selected, run at several levels of the scale and the one just below, seems flat, return to Goals Assessment, REASSESS GOALS. Proceed from Steps 5 to 12.

13. When the tone arm stabilizing around clear read (two or three terminals run), LOCATE HAVINGNESS PROCESS from the 36 Presessions.

14. Add the havingness process into the processes run, using it at appropriate places (certainly at session end) while continuing Goals S.O.P.

15. When havingness process has been used for a couple of sessions to help Goals S.O.P. find the CONFRONT PROCESS.

16. Add the Confront Process into the Model Session.

17. If you run out of goals, get a NEW LIST OF GOALS from the pc and proceed as above.

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

Beingness, Doingness and Havingness must be balanced. Each must be flexible in the pc for a stable gain.

Goals processing finds the beingness and the mind’s doingness toward it (Pre-Hav Scale) and results in Havingness.

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

On Assessments you may find, going from bottom toward top of the PreHavingness Scale (No Effect upwards), what after several levels the pc’s needle begins to rise consistently. It is probably useless to go higher on the scale as a rising needle means “no confront”. A quicker way than assessing the whole scale would be, then, to assess upwards to a rising needle action and then go back down until the needle stops rising. Hunt from that point down for the biggest fall and you won’t go very wrong.

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

Tone arm movement is the keynote to Case gain—No tone arm action = no gain. 1 to 2 Divisions of the Six Divisions of the Tone Arm Circle movement per half hour is good movement.

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

If a pc does not respond well to Goals S.O.P. (about 15% won’t) do the following: Go over Rudiments with high sensitivity setting on meter. Clean up the withholds.

If that doesn’t work, run the following for a few hours (it’s the lowest but most general process now known):

What was your attention concentrated upon? When was your attention shifted?

This should get the tone arm moving. When tone arm is moving well for a few hours move back into Goals S.O.P. Step 2 and get the case going. It may be necessary to run Formula 15 and/or Formula 13 on some cases if Goals S.O.P. still finds a quiet tone arm.

Cases don’t move when heavy withholds or PTPs are present. Cover Rudiments and End Rudiments carefully every session.

Example

Model Session is begun. Rudiments well covered. Goals Assessment shows up strongest goal to be “to get over having a painful body”. Terminal is chosen, “Painful Body” is shown to fall most as terminal wording.

“Painful Body” is assessed on Pre-Havingness Scale. Endure falls most.

Auditing command is developed which falls on meter, “What should a painful body endure?” No additional command developed for Endure.

Developed command is run (heavy somatics) until the tone arm ceases to get 2 divisions of action, gets only one. Process ended.

Command is developed for Failed Endure, next lower level, “What has a painful body failed to endure?” This starts heavy tone arm action again.

When action cooled, same “endure” command is run again.

After three runs of Endure and two of Failed Endure command tone arm stiffens at 5 on the scale.

A 15 minute test of both commands fails to get it moving; “Painful Body” is reassessed in the Pre- Havingness Scale and is found now to drop at Withheld.

Command is developed for Withheld that falls on meter (the command causes the fall), “What should be withheld from a painful body?”

This new command run and tone arm again in motion. TA motion gets less.

Dropping down one level of Pre-Havingness Scale to Failed Withhold, command is developed that falls on needle—”What have you failed to withhold from a painful body?”

Command is run and restores motion to tone arm. When motion dies down a bit, Withhold command is resumed.

After 2 runs of Withhold and two of Failed Withhold, tone arm became slow at 3.

“Painful Body” reassessed on Pre-Havingness Scale, is now found at Inverted Communication.

“Painful Body” added to command given on HCO Bulletin, 2nd February, 1961, for Inverted Communication. This run for 1 hour. Then Inverted Interest run on “Painful Body”. Etc. Etc.

Data on all this will be found on the 17 hours of tape lectures of the 3rd S.A. ACC. This condensation is not on the tapes.

The Pre-Havingness Scale referred to has been the subject of two February 1961 HCO Bulletins.

(Some issues were dated March 9, 1961, from HCO Saint Hill.)

An expanded scale will shortly be released. The shorter scale works, however.

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

As this is the fastest road to Clear, I want all staff members to be processed on nothing else, from scratch, former auditing not to be taken into account. We want clear staffs. They deserve it.

L. RON HUBBARD

LRH:jl.rd

[See also HCO B 31 March 1961, S.O.P. Goals Modified, on the next page.]

HCOB 31 MARCH 1961
S.O.P. GOALS MODIFIED

A slight modification to make S.O.P. Goals easier to run is made herewith:

As I am expanding the Pre-Hav Scale with several new levels and as these levels are not necessarily in exact position, it is no longer possible to derive an exact formula using two levels. Only one level will be run for each assessment.

Strike out Steps 6, 7, 8 and 9 of HCO Bulletin of February 18, 1961.

Strike out the word “two” in Step 10, first line.

At Step 11, add: “omitting Steps 6, 7, 8 and 9.”

At Step 12, first and second line, omit “and the one just below”. Add to end of step: “omitting Steps 6, 7, 8 and 9.”

Adjust example accordingly.

L. RON HUBBARD

LRH:ph.rd

HCOB 6 APRIL 1961
S.O.P. GOALS
GOALS ASSESSMENT PROBLEMS SORTED OUT

A D of P confessed she could not get a goal to fall whenever an auditor did an assessment. The auditor would do an assessment, bring the pc in for D of P check, but the goal would not fall again.

This, of course, is improper assessment.

HOW TO ASSESS A GOALS LIST

The auditor should get a full list of goals including childhood goals, withheld goals, anti-social goals, and (by meter reaction on question) “Any goal you have not told me about”.

Auditor gets every possible goal until the meter is nul on the question of goals the pc might have.

Then the auditor reads the whole list of goals to the pc and writes in divisions and fractions of divisions of fall for each. One division on the meter dial is marked “I” after the goal. One half a division is marked ‘‘1/2’’, etc after the written goal.

The auditor then covers the whole list again, reading them to the pc.

Pc does not have to answer verbally any of these questions, “How do you feel about (goals)?” And auditor can tell pc so. The meter does it all.

On the second read the auditor lightly crosses out all goals that get no response or marks in the amount each goal now falls.

The auditor does a third read of only those goals that fall on the second reading and marks down how much they fell by a division figure and crosses out all those goals that now no longer fall.

By this time the list will be getting pretty short. Goals keep going nul. They blow, in other words.

The auditor now does end rudiments, picks up any PTPs and ARC breaks and gives the pc a short break and copies off only those goals that still fell on a new sheet of paper.

The auditor now returns the pc to session, runs beginning rudiments and goes over this new short list noting divisions of fall for each goal on it.

It is probable that these remaining goals are all the same goal or are opposite goals (if one can’t do one, he does the other sort of thing).

Once more the auditor writes down the divisions of fall as he goes over the list again with the pc.

More of these goals can be expected to fall out and go nul.

The preliminary goal now becomes unmistakable as having the consistent largest fall.

The pc may suddenly re-define this goal with great interest. That is fine. Note the re-definition or re-definitions as such. Re-check the last list and take the greatest consistent fall. Take the wording of the goal that falls most.

The auditor now has the principal goal. He writes it on a new piece of paper and puts the date of the assessment on it.

The auditor now starts his search for a terminal with considerable attention to what the pc says it is and finally finds one that falls as much as or more than the goal fell and that continues to fall.

The auditor now finds the Pre-Hav level of this terminal and its command and, noting all this on the new sheet, saving all papers in the pc record, goes to the D of P for a re-check.

This goal will always fall. This level will always fall. This command will always fall. Each right up to the instant the pc starts to get audited.

Most goals, all off-beat terminals, any incorrect level goes nul on the two-way comm incident to assessment. Only the goal, terminal, level that have to be audited remain.

L. RON HUBBARD

LRH: ph.rd


HCOB 6 APRIL 1961 Issue II
S.O.P. GOALS
REPAIRING A CASE

An auditor, after a proper assessment, was afraid to let the TA go too tight on running any Pre-Hav level.

He ran, then, four levels worth of processes in the first two hours of S.O.P. Goals running.

The pc bogged and no further assessment for Pre-Hav level could be done.

REMEDY

An auditor must keep his pc’s record in full including all assessments and even rough notes and lists.

The auditor above should return to the process of the first level he ran and run it again until the Tone Arm is fairly motionless and looks like it is going to remain so after a 20-minute additional test.

Then the auditor should take the second process he had run and run it until the Tone Arm is motionless and remains so for 20 minutes.

Then the auditor should take the third process he had already run and run it until the Tone Arm remains motionless for 20 minutes.

Then the auditor should take the fourth process and run that until the TA remains motionless for 20 minutes.

Now the auditor should find he can reassess for a new Pre-Hav level. Before doing such, however, he should cover Rudiments with great care, cleaning up every possible ARC break and getting any withhold that shows.

Just as a series of unflat levels on a terminal may have to be gone over again in sequence, so may a list of terminals previously run have to be taken up one after another if the case hangs up late in processing—as too many terminals can also be run too fast.

Further, the Attention and Change process will loosen a needle but not be used before the above remedy is done.

L. RON HUBBARD

LRH: ph.rd


HCOB 7 APRIL 1961
ASSESSING FOR GOALS AND TERMINALS OR ELIMINATION

As the only weak spot in S.O.P. Goals is assessing for the right goal and terminal, I have given this a lot of study and am utilizing something new I have observed that should cancel out any doubts about rightness in the auditor’s mind.

Do all S.O.P. Goals steps in Model Session form. This gives you two cracks at the withholds and ARC breaks. If in doubt about how the pc is standing up to a long assessment end the session, give pc a short break and start a new session.

GOALS LIST

To do Goals, get pc to give you every goal he or she can think of. Then start using the meter to find goals and keep on finding goals until when you ask for one you get no drop on the meter. In other words, look for goals like you look for withholds.

Ask for:

Secret goals.

Withheld goals.

Anti-social goals.

Childhood goals.

Goals you’ve just remembered.

Silly goals.

Goals you’ve failed at.

Your resulting list may be as long as a hundred or more or as short as fifty. Just clear the meter on the subject. Make sure you write down every goal you get.

Now to assess the goals. Tell pc he or she doesn’t have to answer aloud, and start reading the goals off to the pc. Write down how much each goal fell by divisions or fractions of divisions. Lightly cross out every goal that does not fall.

Go over list to pc again, still watching needle. Read off to pc every goal that fell before. You will find some of these have gone nul. Mark present divisions of fall for each goal. Cross out every goal that now does not fall.

Read remaining goals off to pc. Mark divisions they fell and cross out those that went nul.

Read now the goals that remain and cross out those that go nul.

Keep doing this until you have only two or three goals.

Discuss these with the pc. They may be all the same goal. Get a better definition of the goal.

Now read the remaining goals to pc and cross out the ones that go nul.

You will have at least one heavily falling goal left that does not go nul on two way comm. This of course has to be run.

This assessment is assessment of goals by elimination.

TERMINAL LIST

We have the goal. Now to get the terminal.

We get the pc to suggest terminals that represent this goal we have found.

We keep on urging the pc to give us more terminals for that goal.

We list every terminal the pc thinks up. We are not content until we have a list of about thirty possible terminals.

We now treat this list exactly as we did the goals list.

We read the list to the pc, marking divisions of fall and crossing out terminals that don’t fall now.

We take the uncrossed-out terminals and read these to the pc. We mark divisions they fall and cross out those that no longer fall.

We keep doing this until we are left with one terminal.

This is our terminal. The only way it will nul is by auditing.

This is terminal assessment by elimination.

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

Commands are pretty easy to get.

The best command is the five-way bracket as follows:

You terminal.

Terminal you.

Terminal another.

Another terminal.

Terminal terminal.

The How type of command is very good.

The additional data on terminals commands is to add “bad” or “badly” at the inverted levels.

On the Pre-Havingness Scale you should add WASTE below FAILED ABANDON.

You should add REGRET, SHAME and BLAME going upwards from somewhere around PROTECT. I will give you the full Pre-Hav chart in a week or two, but you need these right now.

L. RON HUBBARD

LRH:ph.rd

HCOB 7 APRIL 1961 Issue II
S.O.P. GOALS
MODIFICATION I

On all staff and outside cases without exception the following Goals Standard Operating Procedure will be used.

S.O.P. Goals Intensives

Use Model Session throughout on assessments and all sessions.

l. Go over rudiments carefully.

2. Do a Goals Assessment.

    Find out every goal the pc can recall ever having.

    Make a list. Get in particular any secret goals, withheld goals, childhood goals, anti-social goals.

    Go over list with a meter, as per HCO Bulletin of April 6, 1961 and later.

3. Convert goal to a terminal. Use HCO Bulletin of April 6, 1961 and later.

4. Assess this terminal on the Pre-Havingness Scale from bottom toward top. Take level that falls the most.

5. Develop an auditing command, preferably five-way bracket, that uses terminal and prehavingness level. See HCO Bulletin of April 6, 1961 and later HCO Bulletins.

6. Run the command until tone arm becomes inactive for at least twenty minutes.

7. DELETED.

8. DELETED.

9. DELETED.

10. When the tone arm loses its action on these commands and tends to stick, no matter whether high or low arm (20 minutes is a good test), RE-ASSESS TERMINAL ON PREHAVINGNESS SCALE from bottom up until a new level falls.

11. Proceed as in Steps 5 to 11.

12. When the first terminal selected and the goal produce no needle action and seem flat, return to Goals Assessment, add any new goals pc has now, RE-ASSESS GOALS. Proceed from Steps 5 to 12.

13. When tone arm stabilizing around clear read, LOCATE HAVINGNESS PROCESS from the 36 Presessions. (May be done earlier.)

14. Add the Havingness process into the processes run, using it at appropriate places (certainly at session end) while continuing Goals S.O.P.

15. When Havingness process has been used for a couple of sessions to help Goals S.O.P. find the CONFRONT PROCESS.

16. Add the Confront process into the Model Session.

17. If you run out of goals, get a NEW LIST OF GOALS from the pc and proceed as above.

L. RON HUBBARD
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HCOB 11 APRIL 1961
S.O.P. GOALS
ERRORS

The primary sources of wasted time on S.O.P. Goals and the only real errors that can be made are as follows:

1. Bad Technical approach.

Remedy: Be expert on TRs and Model Session and E-Meter.

2. Improper Assessments.

Remedy: Assessment by Elimination.

3. Failure to flatten a level before re-assessing for a new level.

Remedy: Run a level until the Tone Arm has remained still for 20 minutes.

“Still” is defined as only one-eighth of a division of motion on the Tone Arm dial—e.g., an eighth of the distance from 4 to 5.

4. Failure to detect and handle a PTP.

Remedy: Do rudiments carefully watching meter needle for falls, not listening to what pc says.

5. Failure to detect and handle an ARC break.

Remedy: Do rudiments carefully and often.

6. Failure to detect and pull a withhold.

Remedy: Do rudiments carefully.

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

Honest, there aren’t any more difficulties than the above.

I doubt any other errors could be introduced than the above that would keep a case from moving.

In all auditors’ conferences and in all training, these things must be stressed.

Know the TRs.

Know Model Session.

Know the E-Meter.

Do proper assessments by the meter. Use elimination for goals, terminals.

Choose the right level by the amount of fall of the needle.

Run the right amount of processing by the Tone Arm.

Inspect rudiments often. Detect and handle all PTPs, ARC breaks and Withholds.

There are no other barriers to success in S.O.P. Goals.

But do the above wrong and you can add hundreds of hours to clearing.

L. RON HUBBARD
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HCOB 27 APRIL 1961
CHANGE PROCESSES

I have been studying change processes in relation to the tendency of the pc to alter-is commands and have found that if a pc is bad off on change (which includes about eighty per cent of the pcs you get), he cannot run another auditing command cleanly as he never really runs the command but runs something else. Therefore the only thing that can be run is a change process and it must be run until motion is removed from the Tone Arm. (This does not mean a “stuck” Tone Arm, but a motion of about one-sixteenth of a division on the Tone Arm dial.)

DISCOVERY.

What has made the change process so important is a recent discovery I made that resisted change is the basis of all mass in the physical universe. Resisted change is the basis of every stuck point on the track.

There are probably dozens of versions of change processes.

The safest way to dope out what change process to run on the pc is to read it on the needle and get each different command of the whole process to fall properly, and then to run whatever has been figured out.

SAFE RULES FOR CHANGE PROCESS.

Run at least two ways of flow.

Run positive and negative change.

Run a version that is real to the pc, with each command cleared on the meter (to get each command to fall before actually using it). This is meter clearing the command.

It’s new.

Examples:

“Think” vs. “Get the idea of” can be sorted out on the meter. The right one will fall. The wrong one won’t or will fall less.

Get the flows sorted out with commands.

Process Versions:

“Get the idea of changing yourself.”

“Get the idea of another changing himself.”

“Get the idea of changing another.”

“Get the idea of another trying to change you.”

“Get the idea of another trying to change another.”

“Get the idea of not changing yourself.”

“Get the idea of another not changing himself.”

“Get the idea of not changing another.”

“Get the idea of another not changing you.”

“Get the idea of another not changing another.”

Another Version:

“How have you changed another?”

“How have you failed to change another?”

Another Process:

“How have you tried to change yourself?”

“How have you tried to change another?”

“How has another tried to change you?”

“How has another tried to change himself?”

“How has another tried to change another?”

Another Process:

“Think of something changing.”

“Think of something failing to change.”

“Think of changing somebody.”

“Think of failing to change somebody.”

Another Process:

“Get the idea of changing another.”

“Get the idea of failing to change another.”

Another Process:

“Recall a change. “

“Recall a failure to change.”

SUMMARY.

There are many many versions of change. To get the best result, adapt a process to the pc. Before leaving a change process you have been running, because motion has come out of the Tone Arm, try to find another change process that will get the motion going again.

Change does not particularly cut down havingness, but after a while you can scout the pc’s havingness process out and use it from time to time during and at the end of a session. The reason change does wreck havingness is that resistance to change prevents the pc from having, and as the ideas of change are sorted out the pc has increased havingness anyway, similar to O/W which is a havingness process.

L. RON HUBBARD
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HCOB 30 APRIL 1961R
CHANGE BRACKETS AND COMMANDS

(Only changes are correction of typo errors whereby “not” was omitted from commands 8, 9 and 10 of the 15 Way Bracket and inclusion of the terminal assessment.)

The basic commands of CHANGE form a series of brackets.

The basic curve of change compares to the CYCLE OF ACTION.

Therefore the basic versions of CHANGE would consist of Change, No Change and Failed Change.

The Standard bracket is a five way bracket. The general form of this is as follows:

You .................... Terminal

Terminal.................You

Terminal ................Another

Another .................Terminal

Terminal ................Terminal

Change as a five way bracket would be somebody or something as the terminal (whichever falls most on a meter) and:

Assess: Somebody__________

Something__________

5 Way Bracket

(Use whichever gave best read above.)

1. “How have you changed something?”

2. “How has something tried to change you?”

3. “How has something changed another?”

4. “How has another changed something?”

5. “How has something changed?”

or:

1. “How have you changed somebody?”

2. “How has somebody tried to change you?”

3. “How has somebody changed another?”

4. “How has another changed somebody?”

5. “How has somebody changed self?”

15 Way Bracket

(something or somebody)

1. “How have you changed something?”

2. “How has something tried to change you?”

3. “How has something changed another?”

4. “How has another changed something?”

5. “How has something changed?”

6. “What have you not changed?”

7. “What has not changed you?”

8. “What has not changed something?”

9. “What has something not changed?”

10. “What has not changed self?”

11. “What have you failed to change?”

12. “What has failed to change you?”

13. “What has something failed to change?”

14. “What has failed to change something?”

15. “What has failed to change self?”

The above commands are run consecutively as one process. This process is the basic Release Process.

Another version:

1. “What change have you avoided?”

2. “What change have you sought?”

3. “What no change have you avoided?”

4. “What no change have you sought?”

5. “What failed change have you avoided?”

6. “What failed change have you sought?”

__________

Another version:

1. “Recall a change.”

2. “Recall a no-change.”

3. “Recall a failed change.”

__________

Another version:

Sort out “Think” or “Get the idea” by the meter’s reaction. Use one that produces the most fall.

1. “Think (get the idea) of a change.”

2. “Think of a no-change.”

3. “Think of a failed change.”

L. RON HUBBARD

Founder
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HCOB 4 MAY 1961
PROCESS LEVELS
NECESSITY FOR TRAINING

Here is some good news and some bad:

After considerable study of the use of SOP Goals by Auditors, it is apparent that the technology, while very effective in the strictly supervised auditing of HGCs is beyond the average training level of the field at this time in TRs, E-Meter and Model Session.

This means that we can do Releasing at once but we are confronted by an enormous retraining programme before broad field auditor clearing can begin. But great advances can be made on cases now with the Change Processes.

My findings indicate that the chief reason auditors fail to handle the E-Meter expertly is to be found in the TR failures, mainly confront.

SOP Goals, to be effective, demands a precision of auditing skill common only in HGCs. SOP Goals is pure dynamite to cases, but it becomes pure backfire when used by a poorly trained auditor.

SOP Goals works too fast to admit of bad technical application. Before SOP Goals becomes effective it must be applied with perfect technical precision.

However, there is no cause here for alarm because concurrent with SOP Goals, I have made another discovery which was released in last week’s HCO Bulletin, Change Processes, which wrap up (really and truly) all cases from “answers intelligibly” to Release.

Thus we have a simple basic process which takes a preclear to Release, a basic accurate test for Release (all brackets of change nul on the needle), and another full process package from Release to Clear in SOP Goals.

This gives us the most orderly division of training levels we have ever had and rather smoothes out what we do, where we go and why.

HCA /HPA LEVEL

Training to perfection in the use of TRs, Model Session and E-Meters and CCHs.

One Basic Process taught: Change Processes.

Goal of Auditing: Release.

Level of training for HPA/HCA: To accomplish without exception the state of Release in all pcs audited.

B. Scn/HCS

Training to perfection in the use of the E-Meter in SOP Goals.

One SOP taught: SOP Goals.

Goal of Auditing: Clear.

Level of training of B.Scn/HCS: To accomplish clearing in persons who have already obtained a State of Release.

D. Scn/HGA

Training in theory and practice of Dianetics and Scientology and the use of advanced meters.

Processes Taught: Theta Clearing.

Goal of Auditing: Theta Clear.

Level of training of D.Scn/HGA: To accomplish Theta Clearing in persons who have already attained the State of Clear.

The levels of Release and Clear are established facts process-wise as of now.

The level of Theta Clear and Advanced meters is still under research.

I have to hand adequate evidence now to see that auditors can and will audit Change Processes easily and successfully with enormously swift results on pcs.

When all Change Processes are flat on a pc, the State of Release is easily tested and observed.

When SOP Goals is flat on a pc you have a Clear.

Apparently SOP Goals should not be run on a pc by an average auditor until all Change Processes are flat, since many pcs don’t do the actual commands until change is flat.

Thus I am very happy to be able to tell you of lots of wins and orderly progress ahead even if I have to warn you not to run SOP Goals until your pc is a Release and you are a perfect technician.

__________

Any auditor should use all the Change Processes he wishes on a pc, and until Change is fully flat, and until the auditor is perfectly trained in TRs, Model Session and the EMeter, no SOP Goals should be run.

__________

I hope you are happy with this news. I am.

L. RON HUBBARD
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HCOB 11 MAY 1961
ASSESSMENT BY ELIMINATION
S.O.P. GOALS

Enough errors are being made by auditors in assessing to prevent clearing.

A correct assessment could require ten hours of time. It could not be done in less than three hours. I myself take now about five hours.

A correct assessment means a chance to clear. An incorrect assessment means an infinity of auditing without clearing.

All failures to clear are:

1. Incorrect assessment or

2. (At this time) An incomplete Pre-Hav Scale (which I am completing in a workable form and which includes all common verbs in the English language properly arranged in a primary and secondary scale).

THE RIGHT WAY

The right way to do an assessment is:

1. Know and pass and be able to do TR 0 and TRs 1 to 4 perfectly;

2. Know an E-Meter perfectly;

3. Know Model Session perfectly;

4. Know how to set up a case for a Goals Assessment;

5. Know Assessment by Elimination.

Given these, you can assess. Failing these you confront not a pc but an infinity of hours on one pc.

These can be gotten at Saint Hill in Special Briefing Courses and in HPA Retread, one or another of them.

ASSESSMENT BY ELIMINATION

Do Assessment in Model Session Form.

1. Do a full list of goals on the pc.

He can write out his goals before coming to session or the auditor can write them all, a rather lengthy business.

Number each goal, leaving a short space in the left-hand margin.

Add goals until the question “Have you had another goal?” no longer produces a reaction on the needle of the meter. Add goals until you have a nul needle on the questions of Secret goals, Childhood goals, Anti-Social goals, Embarrassing goals, “Goals you haven’t told me” and “What would have to happen to make you know Scientology works?” Get, finally, a nul needle for every category mentioned here.

Only now do you have a Goals List.

If you for any reason feel you do not have a complete Goals List, don’t go any further. Complete the list.

2. Select the Goal.

This is entirely a matter of E-Metering.

Assessment by Elimination is used.

There will remain, when you finish, just one goal that reacts on the needle of the meter. Don’t bother why only one remains active. But if you have two remain or none, go back to Step 1 above and complete your Goals List again and start Step 2 all over again.

Be thorough.

You tell the pc he doesn’t have to answer unless he wants to. You look at your meter needle. You ignore the Tone Arm. You don’t have to look at the pc all the time but don’t fail to glance at him now and then.

Read the Goals List you compiled to the pc. Take one level at a time. By repeating the goal over and over (Repeater Technique, Book One) try to make any reaction of the needle elicited by this repeating go n u l . This only applies if the needle changes characteristic because you are saying the goal. If the reading of the goal does not produce a Rock Slam, a Fall or a Theta Bop after several repetitions of the goal, put an X in front of the goal on the Goals List, designating it as nul. That ends that goal. The X eliminates it for now from the list.

If, after eight or a dozen repetitions, the goal still falls, rock slams or theta bops constantly or sporadically, mark a slant / in front of it. This means it is still on the list and is not nul. To the right of the written goal you may note “Rock Slam” or “Theta Bop” if they occurred. No need to mark fall or divisions of fall in Assessment by Elimination.

IGNORE ALL RISES OF THE NEEDLE. This is meaningless on a Goals Assessment.

Cover the whole Goals List in this way.

Add any changed goals or new goals the pc may give you to the Goals List.

Do end Rudiments.

Give the pc a short break.

Restart the session.

Do beginning Rudiments (and in the body of the session, clean up any occurring ARC breaks as in Rudiments).

Read, as before, the goals now marked slant / on the Goals List. Try to nul each one of these by repeating it eight or a dozen times.

When a goal goes nul, add the other bar to the slant, making an X. That eliminates it as a goal.

General Rule: On any goal, if in doubt about the needle reaction, leave the goal on the list. Don’t strike a goal off with an X unless you’re sure it’s nul.

When the remaining goals on the Goals List have been covered, return to the top again and try to nul those that now remain, one by one, still using Repeater Technique.

Go over the list again and again until you have left only one goal that changes the characteristic of the needle.

3. Prove up the Goal.

Take several goals already nulled on the needle and read them, occasionally, amongst this read, also reading out the one goal. Be sure it continues to fall.

If it goes nul,
(a) Check for ARC breaks.


(b) Ask for any new goals and list them.


(c) Cover the whole Goals List again, making sure they are all nul.

See if the pc’s whole list compares nicely, here and there, to the goal you have found. Does this goal, in other words, exist also, faintly, in other goals.

See if the pc is deeply interested in the goal found. If not, re-do your assessment from the beginning.

4. Do a Terminals List.

Taking the pc’s one goal, now found and proved, compile a Terminals List for it.

“What beingness would fulfill this goal?” “What terminal would this be?” Write at least thirty terminals down. Use a Hartrampff’s Vocabularies and help the pc if he wants you to. Put down every terminal he thinks of or agrees to. Don’t put down or push what he says wouldn’t be it.

Run this sort of question to nul on the meter: “Would any other person, beingness, terminal fit with this goal?” Only when the needle goes nul do you end the Terminals List. Don’t end it until you have exhausted every possible terminal for this goal.

It is not enough that a terminal is included in the goal. If the goal is “I want to be a jockey” it is highly improbable that “jockey” is the exact terminal. You get two or three dozen beingnesses that add up to jockey. A rider. A horseman. A steeplechaser. A racer.

A man. A human being. A horse pilot. Etc, etc. Take anything the pc says it might be.

Write them down. Now dig for more. And more. Look it up. Suggest things but only put them down if pc buys.

Remember, a pc is most stupid on the point of goal and even more stupid trying to think of its terminal. So help the pc. And get a very complete list.

5. Assess for the Terminal by Elimination.

Using Repeater Technique, repeat the terminal enough times to make it go nul or not on the needle (eight or twelve repetitions eliminates most of them from the meter).

Put an X in front of the terminal if it goes nul. Put a slant / in front of the terminal if it continues to react. Mark Rock Slam or Theta Bop after the terminal if it won’t go nul and gets these reactions.

You will have several terminals left. Ask the pc for any new ones and write them down.

Cover the list items marked slant / again. Try to nul each one as before, including any new ones.

Those that cease to react, eliminate with an X as before. Finish the list reading.

Add any new terminals the pc may now have.

Eliminate more terminals with a new reading and Repeater Technique as before.

Add any new terminals.

Continue this action as above until the pc is left with just one terminal that reacts on the meter.

If in doubt, do the whole Terminals Assessment List again, putting in new Xs, /s and Xs, according to whether they vanish off the needle or stay active as you go by, repeating each one several times.

End up with only one terminal active on the needle, all others nul. This is the terminal.

6. Prove the Terminal.

Clean up rudiments.

Say the pc’s one goal as found from the Goals List to the pc several times and note its reaction on the needle.

Say a nul goal to the pc to quiet the needle until it does quiet down.

Say the pc’s one terminal for that goal several times. Note its reaction.

The terminal must react as much as the goal.

The terminal needle action must be the same as the goal’s needle action.

Example: Goal got 5 divisions of fall on the needle dial. Then the terminal must get at least 5 divisions of fall on the needle dial.

If this is true, you are right.

If this is not true go back to I and do a whole Goals Assessment again. It will save time in auditing if you do.

Example: If the goal rock slams, the terminal must rock slam just as much as the goal to be right.

Note: Theta bops turn into falls. A theta bopping goal, in assessment, usually becomes a falling goal. In short the goal wouldn’t be expected to continue to theta bop.

But if it does now, the terminal must also theta bop. But both could turn into falls instead.

7. Assess for Pre-Hav Level.

Take the terminal. Start from the bottom of the original Pre-Hav Scale.

Take the first heavy fall you find as you go up and run it.

For the new Pre-Hav Scale when issued: Take the terminal and go up the levels of the Primary Scale until you find the best fall on one climb. Move over into the Secondary Scale and go from bottom to top once.

Take the best fall or reaction found.

Mark down the Pre-Hav Level for the terminal.

WARNING: Do not use Repeater Technique on the Pre-Hav Scale. Say the level only once. Go up only once.

If you go up once and, wherever the needle starts to rise, go down the scale again once (no repeater either way) all but one level usually eliminates. You may not find it safe to do this. Biggest needle reaction is good enough.

You can run a wrong Pre-Hav Level without damage and still clear. You can’t run a wrong goal and a wrong terminal and still clear a pc.

A perfect Pre-Hav assessment finds the level that reacts as much as goal and terminal. But Repeater Technique on many levels can upset a case! 8. Choose a Command.

Assess for these: Think, Get the Idea, How, What, Have done, Could do. Take those that fall most and make up a 5 or 10 way bracket command.

9. Audit the pc’s terminal and level.

WARNING: Audit on the Tone Arm not the needle.

WARNING: Run as a complete process as long as the Tone Arm shows motion.

Don’t run a still Tone Arm less than or more than twenty minutes. If it’s still, change, reassess the same terminal on the Pre-Hav Scale, get new commands for the new level and continue the auditing.

10. Nul all Pre-Hav Levels that react on assessment on the first terminal.

11. Find new terminals if any for same goal and run as above.

12. Find new goals when old goal and all terminals that react for it are nul on the Pre-Hav Scale (old or new Pre-Hav). Proceed to assess as before just as though case was being started all over again.

L. RON HUBBARD
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HCOB 11 MAY 1961
E-METER HORROR

Dick Halpern reports from the 22nd American ACC that out of 48 students, many trained on earlier ACCs, 48 did not know what FALLS, RISES or THETA BOPS were or meant on the E-Meter.

The moment one starts on SOP Goals it becomes painfully apparent when he or she cannot do TRs, Model Session or read an E-Meter. SOP Goals works when one knows it and these items.

I have just written a book, E-Meter Essentials, which details these things. You better study it.

I am opening up Unit One of Academies for retread on TRs, METER and Model Session.

Special Briefing courses will be taught.

A very special clearing course is being taught at Saint Hill.

Every effort is being made to enable you to release and clear pcs fast. You have to make the effort too to avail yourself of this data.

IF you know TRs, MODEL SESSION, METER, CHANGE PROCESSES and SOP Goals you can Release and Clear Anyone. We’re proving it daily.

Auditors who can’t run or read a meter (100% of the 22nd American, remember, that had old-timers in the majority, did not know how to read a meter) can’t release or clear anyone.

Auditors who can’t do TR 0 Revised 1961 aren’t enough there to read a meter.

(An actual fact.)

Auditors who make technical flubs on SOP Goals wind up wasting 66 2/3 of the auditing time. (We just proved that, too.)

We’ve got the tools. They’re easily available. Let’s go.

L. RON HUBBARD
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ASSESSING FOR S.O.P. GOALS IMPROVED

It is vital to get an absolutely correct assessment of the preclear, first on goal and then on terminal, in order to make S.O.P. Goals work. There is no such thing as a nearly correct assessment. The assessment must be perfect.

Preparation for Assessment 

Preparation for S.O.P. Goals as standard practice now is to do a Joburg Security Check and clear all levels completely. Run the pc on the Pre-Havingness Scale in general without terminal if the tone arm seems stuck. This is done by assessing on the Pre-Hav Scale for a level and then run a five-way bracket, probably “think” or “get the idea” whichever falls most. Do the Joburg but omit the Pre-Hav run if the pc drops a third of a dial on a can squeeze without increasing the sensitivity knob of the meter. If the sensitivity must be increased to two or above after the Joburg is done in order to get a third of a dial drop, then a general concept type run as assessed from the Pre-Hav Scale will be indicated in order to get an accurate assessment.

Complete Goals List 

Assess for goals first by making sure the meter is nul every time you ask for a new goal. If it isn’t nul on this question, ask for withheld goals, different goals, etc, etc.

Then there are more goals.

Eliminate Nulled Goals 

Then assess by Elimination. Put a cross in front of those that cease to produce a needle action when they were repeated a few times to the pc. If after three repeats they are still reading, put a slant in front of the goal to show that it is still in the list. Go over the goals list the first time. If in doubt about a reaction then, leave the goal in. After the first read of the whole list and every completion of the whole list ask for new goals against the meter and write them all down as the pc gives them. Then go over the list again crossing out those that have ceased to read on the needle when repeated to pc.

Always Recheck Goals List 

You will wind up with one goal. Check this by asking for additional goals of various types. Check every possible way. I don’t care how much time you spend. An inaccurate assessment puts auditing hours to infinity.

Importance of Accurate Assessment 

An accurate assessment means a finite number of hours to clear. Beware of artistic goals as these read strongly at first and then tend to drop out.

Two Types of Terminals to Assess 

Do the terminals list just like you did a goals list. Except there are two lists of terminals, one is the causative list of the selected goal and the other is the effect end of the goal.

Example: Goal: I want to shoot sparrows.

Causative list consists of “Who would want to shoot sparrows?” Effect list: “What would you call sparrows?” In short there is one terminals list for “I” in the goal and one for “,Sparrows”. When adding to this list add on both ends.

Eliminate Nul Terminals 

When a list of terminals for the goal is complete and requests for more goals do not fall on the meter then begin a repeat type read of the terminals to the pc just like you did goals. If it is still registering after three reads, leave it in. If it looks like it is fading read it many times and if it goes nul cross it out with an X . If in doubt leave it in. Each time you complete the whole terminals list ask for more terminals for the causative and also for the effect end of the goal and add to terminals list. Then reassess the list again.

Always Recheck Terminals List 

You will wind up with one terminal if you go over the list often enough. All others as in goals will become nul on the needle on repeat. When you are sure you have the terminal check by asking for more terminals and go over any suspicions you may have. Sometimes the goal falls out just when you are sure you have the goal.

Sometimes the terminal falls out when you are sure you have the terminal.

Perfect Assessment 

If finally you have the consistent falling terminal and nothing shakes it out, you have your perfect assessment.

Needle Manifestations 

Forget rises. They mean nothing because they can’t be differentiated as to what made them rise. So forget them and ignore them.

Change of characteristic of any kind (except rise) is a needle reaction for the purpose of assessment. In short, if the needle does something different than it just did (except rise), that is a read. If the needle no longer reads (except rises) then the goal or terminal is nul.

Rock slam: When the read of the goal is a rock slam or the read of the terminal is a rock slam this will probably become the read of the final goal and at last the final terminal. However do not assess only for rock slams. Rock slams are just the strongest indicator. Also note after a goal or a terminal if it theta bopped or rock slammed. Don’t bother to note extent of fall now.

Use Model Session, Clean Rudiments 

Always be very sure to run an assessment in model session. Be sure to keep ARC breaks and PTPs nul on the needle by cleaning them up when you note them.

Long Duration PTPs 

If the pc has a long duration present time problem, ask him for the terminal or terminals involved in this problem. Roughly take the one that falls most and run it on the Pre-Hav Scale Assessment like you would in S.O.P. Goals. But this isn’t a goals run. It is just the fastest way of getting a recurrent PTP out of the road. This means PTPs of long duration as different than PTPs of short duration, which are run only as in the Model Session Form process consisting of responsibility.

You Can Redo Assessments Any Time 

Doing an assessment is very easy but must be very thorough. An improper assessment condemns the pc to an infinity of auditing. He will never go clear. It is no crime to do this and no pc should complain. You can do a new assessment any time it becomes apparent (say the pc is still unclear and showing no signs of it in fifty hours) that the old assessment was incorrect.

If an inaccurate assessment has been done, and the pc run no matter how long on it, then a new assessment can always be done.

Beware Sticking a Tone Arm 

Do not run a stuck tone arm more than twenty minutes before reassessing on the Pre-Hav Scale. This is the only severe way you can goof a pc because he can’t easily be reassessed on the Pre-Hav Scale.

Rock Slams Different 

If the goal and terminal rock slammed when found you can probably expect that you will have to run Pre-Hav levels more briefly, as a rock slam means all five brackets are stuck and the Pre-Hav Scale jammed into it as well. Probably you should assess for rock slam on the Pre-Hav Scale and reassess each time the rock slam runs out on a level.

This rule apparently sends the rule of auditing only on tone arm action by the boards, but, if you kept the rock slam steady needled at set, the tone arm would be wildly waving back and forth. So it’s the same rule in effect.

Comment This is the latest gen on assessments. I have written it all down for you to make sure that you would have another look at it all.

I think staff auditors are doing very well and I am proud of their work.

Staff auditing quality is so far ahead of field auditing quality that I shudder. The reports I get in here on field auditing on Pre-Hav and S.O.P. Goals are so grim that it tempts one to put them all back in the Academy fast before they goof up any more pcs.

L. RON HUBBARD

LRH:jl.rd

HCOB 19 MAY 1961
ASSESSMENT DATA

On SOP Goals assessments the following mistakes are being made:

1. Auditors are assessing with a high sensitivity knob setting.

2. Auditors are taking up to an hour and a half to assess on the Pre-Hav Scale.

3. Auditors are trying to run the whole case on Rudiments only.

These rules which follow become very important. They prevent endless assessing for goals and terminals on SOP Goals and save session time.

RULE ONE

Assess with the sensitivity knob set for one third of a dial drop on the can squeeze, no more. Rule: High sensitivity knob settings for more than a third of a dial drop are for any Joburg Security Check or getting off withholds only. Only increase sensitivity beyond a third of a dial on withholds. Assess with only a third of a dial drop sensitivity setting.

If the sensitivity knob setting won’t decrease enough to get only a third of a dial drop get your meter rebuilt.

If you have a larger setting than above, the SOP Goals assessment by elimination will take ten times as long.

RULE TWO

Assessment on Pre-Hav Scale is not by elimination. One assesses with one read up and one read down and takes the largest (not the lowest) read on the needle. The needle read for the proper Pre-Hav level will repeat on the trip up and the trip down.

Only say the level once. Don’t keep saying one level over and over. That’s auditing.

You can get all the Pre-Hav data you want with one coverage upward from scale bottom and one coverage downward to scale bottom.

This rule applies to assessing for a general command and assessing for a terminal.

Goals and terminal searches require a repeat over and over of the goal or terminal on the list in order to get them to go nul (as nul as they go with the sensitivity set for a third of a dial drop as above). The Pre-Hav assessment for level does not require a repeat of a level over and over in assessing. In fact you had better not.

This one time Pre-Hav Rule will also apply to the new Pre-Hav Scale now being compiled. In that one you will read levels once upwards, once downwards on the Primary Scale. Taking the largest reaction of the needle as your level, go over to the Secondary Scale and do the same thing—once up, once down, and then take the resultant greatest needle reaction.

For purposes of assessment a RISING NEEDLE has NO meaning. Don’t even remark that it is rising. You don’t know what the pc couldn’t confront that starts the rise so you ignore a rising needle ALWAYS in any modern assessment. Anything that Stops a Rise is meaningful. The Rise has no meaning. Don’t even list Rise on an auditor’s report.

Further, RISE means nothing as a reaction in Rudiments.

RULE THREE

Don’t ever run a rudiment only because a needle was rising. Only run a rudiment if the needle rock slams, theta bops, or falls. Only run a rudiment as long as a reaction (rock slam, theta bop, fall) remains on that rudiment. A Rise indicates no meaningful data.

The rule about Rudiments is this:

Don’t run a case by rudiments. The reason you use and clean rudiments is to get the pc in session so you can have the pc 1 ) in communication with the auditor and 2) interested in own case. Therefore you run rudiments with the sensitivity set that will give the needle a third of a dial drop with a can squeeze. You can increase sensitivity when asking for withholds in rudiments but if you do, decrease it when finished with withholds back to a third of a dial drop.

The purpose of rudiments is to set up a case to run, not to run a case.

SUMMARY

I developed the above rules to correct various mistakes being made that were taking an assessment as high as thirty-five hours (the auditor was erasing goals by repeater technique with the sensitivity set to a full dial drop), and to help auditors get on with auditing, not trying to solve the whole case with rudiments.

L. RON HUBBARD

LRH: ph.bh

HCOB 23 MAY 1961
PREHAV SCALE REVISED

Urgent for Use on All Cases

(This is the rough version. The Primary Scale is
Accurate and Complete. The Secondary Scale is not
necessarily complete or edited.)

This is the first major revision of the Pre-Havingness Scale I originated in January of 1961. This Scale now contains a Primary Scale and a Secondary Scale. The Secondary Scale contains nearly all simple verbs in the English Language, properly placed for Level and repeated on other Levels.

USE.

The Scale is used for General Running of Levels (without specified terminal) in brackets of 5 or 10, using “Someone” or “Something” as the terminal, sometimes using plus and minus (Change, No Change).

The Scale is also used for terminals found for S.O.P. Goals by Goals and Terminal Assessment.

The two uses of the Scale are done exactly the same way with the single exception that for a general run one says, 

“Do you have_____(Pre-Hav Level)” or 

“Are you_____(Pre-Hav Level)” or 

“Do you_____(Pre-Hav Level)”, 

and in the use for goals terminals one says, 

“Would the (or ‘a’)_____(goals terminal) (Pre-Hav Level)?”

General Run Assessment Example: Start at Bottom of Primary Scale 65 (Faith).

Go up Pre-Hav Primary Scale asking about each level once only and carefully noting EMeter Needle Reaction (ignore Rises of the needle) that responds or doesn’t respond to the question. Convert the level to a sensible question without varying the actual level.

The questions: “Do you have Faith?” “Are you Cause?” “Do things have No Effect upon you?” “Are you the Effect of things?” “Do you think people run a Can’t Have on you?” “Do you Create?” “Do you Think?” etc, etc. When you have reached the top of the Scale, go back down again (from Level 1 to 65), still noting reaction. The one that reacted most when you went up and when you went down the Primary Scale is the Level. (Do not take the lowest level, take the level that reacted most, as the worse off people are, the higher terminals tend to be found on the Scale as a loose rule. Terminals come down scale as the pc goes up on successive assessments after runs.)

You now take the Primary Level found by E-Meter needle reaction and GO TO THE SECONDARY SCALE FOR THAT LEVEL. Assess this Secondary Scale for the level exactly as you did the Primary Scale. Go from the highest number (lowest point)

up to the top (lowest number), asking once about each level and noting needle reaction (not rise). Take the Level that reacted most on the needle. Form it into a five way bracket (or 10 way) consulting the needle for the best expression of each “leg” of the bracket. Then run it. The motion of the TA should increase, then decrease, then tend to halt. If it remains unchanged (1/8 to 1/4 of a Tone Arm Division of motion only in 20 minutes) Reassess.

When reassessing on the Pre-Hav for a new level, assess exactly and as carefully as you did the first time—first assess on the Primary. Then assess on the Secondary Scale for that level.

Example for assessing a goals terminal (or a PT Problem or ARC break terminal).

The assessment is done the same way as in a general run assessment except all questions have to do with the terminal. Example: If the goals terminal were “woman”.

Start at the bottom (highest number) of the Primary Pre-Hav Scale and assess one level at a time. “Would a woman have Faith?” “Would a woman Cause things?” “Would there be No Effect on a woman?” etc, etc, noting the needle reaction (not rise). Then come down (lowest to highest number) the Pre-Hav Primary Scale one level at a time, again noting the needle reaction (always ignore rises). The right level will react going up and going down in much the same way. Take this level and go to the Pre-Hav Secondary Scale. Assess it from bottom (highest number) to top (lowest number) and then back down again. Choose the level that reacted both going up and down.

Any levels found may be checked cautiously (repeating only once) by comparing it to other levels in terms of needle reaction. You want the level with most reaction always.

If you take more than fifteen minutes to do a level assessment, you are doing something odd or unnecessary such as saying the levels several times or expecting the pc to answer you aloud (the pc should remain silent during an assessment) or you are unfamiliar with the Scale.

In asking assessment questions on the Scale always speak with the same degree of loudness and inflection, and always make the level the hardest and most stressed word in the question. If you vary loudness from question to question or change emotional tone, the needle may react to your change, not the Pre-Hav Level, giving you an inaccurate reading based on your goofs or changes, not on different Scale levels.

You can do an Assessment twice. You should come out with the same Primary and Secondary Levels. If you don’t, run, don’t walk, to the nearest Academy.

The Secondary Level is the one used in Commands. You will note that the Primary Level words are repeated in the Secondary Scale. Thus if the level comes out to be that Primary word, you’ll still have it as a Secondary word and can use it in the command.

Audit only one level at a time. Use only the word that caused the needle to react to make up your command. Do not combine two levels.

If you get Tone Arm motion running a level either generally or as a goals terminal, PTP or ARC break level, flatten it before choosing and running a new level.

One knows when level is flat. The Tone Arm doesn’t move any more. You can cause a pc to feel “spinny” by starting a new level before the old one is flat.

Do not overrun a level. The test of “flat” is the TA moving only 1/4 to 1/8 of a division up or down in 20 minutes of auditing (not cumulative movement such as “The TA moves 1/16th twice so that’s 1/8th of a division”—this is wrong. If it moves from 2.25 to 2.50 to 2.25 two or three times in twenty minutes, this is called “flat” and has moved only 1/4 of a TA division. This is right.)

The Secondary Level, if not the word in the Primary Level, may react on the needle far more than the Primary Level.

The Primary Level may not react at all in rare cases. If this happens, assess the whole Secondary Scale, all groups, independent of the Primary Scale, starting with the Secondary group for Faith and going right on through the groups. This is only likely to happen with rough beginning cases or with persons nearly clear who are being shaped up and stabilized.

When a pc assesses as a Rock Slam, it may be necessary after a level turns on the Rock Slam to say a nul word to the pc like “Floor, Floor, Floor....” until the Rock Slam turns off. Rock Slam carries over many levels unless it is shaken out of the needle in this way. Mark the Level that turned it on “Rock Slam”. This is the strongest react there is. If several levels turn on a Rock Slam, choose by reading the Rock Slam levels once each again (using a nulling word several times between each one) and choose the widest Rock Slam or the one that didn’t fall out (which will probably be the widest).

In auditing a Rock Slam, the rule “Assess by the Needle, Audit by the Tone Arm” seems to have an exception. However, if the needle that is Rock Slamming could be held at SET on the needle dial by moving the TA you would see that a Rock Slam is a Tone Arm reaction. Thus one can’t call a process flat while a Rock Slamming needle still exists on a level. The Rock Slam has to be run out before the level is flat.

_____________

The Complete and Edited Version of the Secondary Scale and the Primary Scale will appear first in the Clearing Series Book S.O.P. Goals to be published in about two months. This rough version will however serve your purposes for the moment.

L. RON HUBBARD

LRH:iet.rd

 (Note: This bulletin is being sent to you with the completed Primary Scale attached. The Secondary Scale will be sent to you in parts as it is run off the mimeograph machine. More copies may be mimeographed locally if required.)

PRE-HAVINGNESS SCALE

PRIMARY SCALE

66. TR 10 
33. FAILED LEAVE

65. FAITH 
32. LEAVE

64. CAUSE 
31. WAIT

63. NO EFFECT 
30. SURVIVE

62. EFFECT 
29. FAILED TO ARRIVE

61. OBSESSIVE CAN’T HAVE 
28. ARRIVE

60. CREATE 
27. FAILED IMPORTANCE

59. THINK 
26. IMPORTANCE

58. INVERTED INTEREST 
25. PROPITIATE
(PECULIAR INTEREST)

57. DISPERSE 
24. ATTENTION

56. INVERTED COMMUNICATION
23. SEPARATE
(INTEND TO NOT COMMUNICATE) 
22. FAILED WITHHOLD

55. INVERTED CONTROL 
21. WITHHOLD

54. INVERTED HELP 
20. MIS-EMOTIONAL
(BETRAY)
19. DESTROY

53. COLLECT
l 8. MOTION

52. SUBSTITUTE
17. FAILED OVERT

(FAILED ATTACK)

51. WITHDRAW 
16. OVERTS

(ATTACK)

50. DUPLICATE 
15. DISLIKE

49. ENTER
14. LIKE

48. INHIBIT
13. COMPETE

47. DISAGREE
12. FAILED HELP

46. ENFORCE
11. HELP

45. AGREE
10. FAILED CONTROL

44. DESIRE
9. CONTROL

43. WANT TO KNOW
8. EMOTIONAL

42. FAILED TO ENDURE
7. FAILED COMMUNICATION

41. ENDURE
6. COMMUNICATION

40. NO MOTION
5. FAILED INTEREST

39. FAILED TO ABANDON
4. INTEREST

38. ABANDON
3. CONNECT

37. FAILED WASTE
2. FAILED HAVINGNESS

36. WASTE
1. HAVINGNESS

35. FAILED TO PROTECT

34. PROTECT

SECONDARY SCALE

1 — H A V I N G N E S S

This is the Secondary Scale of Havingness. It is not usually used for assessment as subjective havingness does not run with benefit. If a case is, however, “live” on a havingness level, run them on it, using their objective havingness process at frequent brief intervals ( 10 to 12 commands of objective havingness).

OBTAIN EARN TAKE REGAIN RECLAIM PURCHASE PROCURE INHERIT AFFORD ACCEPT PROFIT DEPOSIT AMASS GET POSSESS ACQUIRE HAVE RETAIN GAIN SHARE SALVAGE SUSTAIN TENDER SUPPLY REPLETE STOW FILL SUFFICE FINANCE REIMBURSE ENDOW REDEEM BESTOW CONTRIBUTE REFIT OFFER PROVIDE EQUIP CULTIVATE PAY REPAY REMUNERATE TRAFFIC TRADE REMIT IMPORT RAFFLE WEAR DISTRIBUTE RAID PRE-EMPT SPOIL COMMANDEER FORAGE DRAW REQUISITION SEIZE DESPOIL SACK SNATCH EXPLOIT WREST BOARD IMPRESS CAPTURE EXTORT IMPOUND GRASP PLUNDER REPLACE RECEIVE REPLENISH RESTORE PERMEATE PERVADE LOOT CONSERVE KEEP CLAIM CHERISH TREASURE CATCH ENTRAP HAVINGNESS CACHE SECURE

2 — F A I L E D H A V I N G N E S S 

COVET PIECE EXACT CONSERVE PAWN PETITION WANT DISCARD PREPAY LOSE AMPUTATE DISBURDEN RAID CASTRATE CROP DESPOIL GUT EVISCERATE DISEMBOWEL TAX SACK SCALP STARVE WREST SINK DEPRIVE OSTRACIZE BANISH EXILE MAROON IMPOVERISH IMPOUND DEMOTE SPILL SWINDLE ADULTERATE BEHEAD SQUEEZE SPOIL SURRENDER DROP PLUNDER ISOLATE DIE ABOLISH OBLITERATE ERADICATE EXPUNGE LIQUIDATE ERADICATE EXTIRPATE DISINTEGRATE LAPSE FINISH FAIL EXPIRE WITHER EFFACE ANNUL ELIMINATE ELAPSE ESTRANGE TERMINATE EXPEND DISPOSE ENGULF OCCLUDE DELETE ERASE EXPURGATE EXTINGUISH DESTROY ANNIHILATE RUIN ERODE CONSUME DISPERSE STRAY STREW LOOT SEPARATE ZONE DIVIDE DIFFER OUTLAW EXCOMMUNICATE DETACH DIVEST UNLOAD DISROBE EXCLUDE STRADDLE SUNDER SCRAPE BICKER QUARREL REMONSTRATE CONTRADICT DISSENT PROTEST CONCEDE DECLINE RECEDE SLOP REFRAIN EXCEED TRY FORGO WEAN REFUSE DWINDLE DISABLE DISSUADE DEPRIVE ENTRAP ESCHEW CAGE ENFEEBLE MISS DENY CURTAIL DEMUR FUMBLE DEDUCT DEBIT BEMOAN BEWAIL LOSE MISPLACE MISLAY DISALLOW DESPAIR ENVY SURFEIT DWINDLE MOURN REGRET EKE FAILED HAVINGNESS

3 — C O N N E C T 

CONNECT MISIDENTIFY LINK IDENTIFY ASSOCIATE CIRCUMSTANTIATE WEAR APPLY CONCILIATE SUPPORT RECONCILE ENTWINE YOKE CLING SPEAR TIE BIND BOARD NAIL DISPERSE DRAW CONSORT LINK JOIN ATTACH PERMEATE ACCOMPANY PERVADE CONJUGATE MEET ENCOUNTER ADJOIN PERTAIN REJOIN APPEND INTERSECT COMBINE EMBRACE SPLICE KNIT REUNITE FRATERNIZE TOUCH MARRY WED BETROTH CONFUSE CRUCIFY GRAFT HANDCUFF FETTER MANACLE CONFUSE ESCORT CHAIN TRUSS ENTANGLE SEIZE TRICE GRAB PASTE INVOLVE FIND UNITE HAMMER HANG HIT INDENT INCRIMINATE IMPLICATE WIPE LASH LICK INTERCEPT SHACKLE TIE SHEATHE FASTEN SUSPEND BIND CLUTCH TACK WEAVE WELD LIKE ASSOCIATE

4 — I N T E R E S T 

TOUT PROFFER PROMULGATE CANVASS CIRCULARIZE QUIZ PEDDLE QUERY INCLINE SAMPLE URGE ILLUMINE BID INFORM INITIATE EVOKE ILLUMINATE ILLUSTRATE ANTICIPATE POPULARIZE IGNITE INFUSE AROUSE ROUSE TEASE TEMPT FLIRT WOO ELECTRIFY EXCITE ENKINDLE ALLURE SCINTILLATE TRANCE IMPRESS CAPTIVATE FASCINATE ATTRACT TANTALIZE PERFORM ENGROSS STUNT PARTICIPATE WAGER ATTEND DETERMINE INSPIRE COMPETE MARVEL GOGGLE PROBE FIND PURSUE SEARCH TRAIL AWAKE WAKE WAKEN DISPLAY UNFOLD UNROLL UNFURL UNVEIL UNDRESS UNEARTH UNCOVER EXPLORE TRACK SCOUT TRACE INTEREST PERK RECREATE REVIVE VOLUNTEER ENLIVEN DELIGHT DIVERT RECALL LECTURE DESCRIBE ADDRESS ANNOUNCE SPEAK CHAT PREACH PEN RECITE TRAIN TEACH WRITE DISPORT DEMONSTRATE NARRATE DECORATE TATTOO TALK SING SERENADE WARBLE HUM WHISTLE EXHIBIT SHOW QUESTION INVESTIGATE QUIZ INTERROGATE REACT DISPOSE EXPEND VIVISECT PICNIC SOJOURN LIKE CRAVE PERMEATE PERVADE RADIATE RANGE BURST HUNT HAUNT GROPE DEBATE COAX THRALL RUMMAGE RISK EDUCATE SPECIALIZE BESIEGE TURN TUG SHOW INSTIL INSPECT LOVE TRANSCEND RECOMPENSE POSE PREFER PRESENT PROMOTE PROPAGATE CATCH ENTRAP EMBELLISH SURPRISE AMAZE GARNISH TRIM CACHE DESIRE EXHUME PRY CONNIVE BETRAY INSPIRIT ASPIRE ADORN BOAST BRAG PICK PREOCCUPY TOP INLAY APPRECIATE PRESENT DESPISE

5 — F A I L E D I N T E R E S T 

REJECT NAP YAWN SLEEP SLUMBER BORE DROWSE DOZE NOD PALL FAILED INTEREST DIVERT DAZE STUN STUPEFY STULTIFY DESERT STRAGGLE PROLONG OCCLUDE LAPSE FINISH FAIL WILT EXPIRE WITHER EFFACE ANNUL ELIMINATE ADJOURN ELAPSE ESTRANGE TERMINATE DESIST QUIESCE ABIDE OSSIFY FREEZE RELAX RUSTICATE BECALM LOAF STRAGGLE STREW DISPERSE STRAY INDISPOSE CONCEDE DECLINE RECEDE SHIRK GARBLE SLOP IMMERSE HUMOUR RESORT JUMBLE BOGGLE REFRAIN BOTCH TRY FORGO SHRUG LEAP TOY TURN FORGET CLOY EMBITTER DESPAIR DISPLEASE DISLIKE MOPE DRUDGE ENCUMBER COMMISERATE REGRET BEGRUDGE MEDICATE MIRE BOTHER CURTAIL DISHEARTEN DENY DISCOURAGE ESCHEW CRITICIZE DISSUADE SUBMERGE IGNORE

6 — C O M M U N I C A T I O N 

MANIFEST EMBLAZON WARRANT PROMISE PROPOUND WITNESS PROPOSE X-RAY DISPENSE PERSUADE TRAFFIC PURPOSE TRADE REMIT AGREE FORWARD YARN RENDER REMUNERATE SANCTION IMPORT OSCULATE WEAR RAFFLE THROW RATIFY SIGNIFY SIGN PROJECT DISTRIBUTE NOTIFY CONFRONT INDICATE PERUSE EXHORT CORRESPOND REPAY ACQUAINT UNDERSTAND SPECIFY PHRASE ACKNOWLEDGE ASSENT APPLY APPEAL WELCOME REMARK REPLY REQUEST ADDRESS CONVEY PARTAKE DOT CIRCUMSTANTIATE DESIGNATE DEMONSTRATE PROCLAIM ALLUDE ASK VOICE UTTER DISPUTE STATE DISPATCH WRITE RESPOND RETAIL TRUMPET DESCRIBE SUGGEST HAIL DISCUSS ASSERT REPORT DECLAIM NARRATE CONSENT DELINEATE HEAR CONSULT LECTURE CONTRACT TRAIN PURVEY DECLARE PROFESS CABLE PARAPHRASE TEACH PEN SOUND CALL SPEAK ANNOUNCE EXPOUND DISCOVER PREACH EVINCE ELUCIDATE RECITE PRELUDE SCRIBE FACE CHAT DETECT INTRODUCE INTERVIEW DECREE EXPRESS DISCOURSE PUBLISH PRONOUNCE PREAMBLE ATTEST AFFIRM ENUNCIATE MAIL PAY DISPORT VIEW ESPY SPOT SURVEY GAZE GLANCE BEHOLD GLIMPSE SEE SCRUTINIZE INSPECT LOOK SCAN OGLE OBSERVE SNIFF WHIFF SMELL TASTE TAP FEEL RUB STROKE CUDDLE CARESS HUG SING SERENADE WARBLE HUM VOCALIZE WHISTLE EXCLAIM EXHIBIT REVEAL SHOUT SHOW REACH TELL TALK DISCLOSE PLEA CALM EXPLAIN COMFORT SOOTHE SOLACE RECOMMEND REASSURE CONTRIBUTE CONSOLE ENLIGHTEN ENCOURAGE ADVISE ASSURE INSTRUCT COMMAND ORDER HANDLE HEAVE MANIPULATE OPERATE TOW MIX DRILL HOIST LOAD PUT PUSH HAUL FETCH START STEER SHUT MANAGE SUPERVISE SUPERINTEND ADMINISTER MEDIATE NEGOTIATE TREAT SEND CONSIGN AIM AWARD UTILIZE ALLOT ALLOCATE APPOINT ASSIGN COMPLY DISBURSE SHAPE DISABUSE ORIENTATE ARRANGE STIPULATE PRESCRIBE HUSH NAVIGATE PILOT USHER EMEND EDIT REGULATE ADJUST CORRECT SUMMON SUBDUE CHALLENGE RECALL HITCH TAG UNTANGLE ORGANIZE REIGN ENUMERATE SPACE HEFT HABITUATE OFFICIATE IDENTIFY TACKLE REWARD PRESIDE REQUIRE VOTE ASSORT MASTER DEPUTE DELEGATE VEST ACTUATE ALTER ENGAGE DEPLOY JOCKEY JUGGLE TEST HOLD HALT STOP DISCIPLINE DIRECT RULE EMPOWER APPROVE DISSUADE CATCH PERCEIVE DISTINGUISH PLAY DISPLAY IMPLY INFORM INTERSECT INVIGORATE ADVANCE TUG TURN TUSSLE DIVULGE PRESENT REJECT CITE INSCRIBE PROMOTE ARBITRATE AVOW ELECT RENT SHAPE HIRE COMMUNICATION RECALL QUESTION INTERROGATE INTIMATE QUIZ ISSUE ORIGINATE EMIT EMANATE PULSATE SMART TINGLE THROB SWELTER STINK SPARKLE GLISTEN PATTER SWISH CLACK CLANG CLINK PEAL JINGLE REVERBERATE RIPPLE RING DRIP SLUMP SLIP SLOUCH REACT RECIPROCATE RESTORE REPLACE REPLENISH REHEARSE MIME PRACTISE PORTRAY IMITATE ENACT SKETCH DEPICT REPRODUCE RECORD TRANSCRIBE PRINT REPRINT COPY REDUPLICATE DUPLICATE EMULATE CHARACTERIZE TRANSMIT RECOUNT REFER RELAY QUOTE REITERATE ITERATE RECAPITULATE TESTIFY SUBSTANTIATE RELATE REPEAT RETRACE REVIEW RECOGNIZE REMEMBER REMIND RECEIVE UNDERSTUDY COMPREHEND MULTIPLY EXECUTE EAT GNAW DEVOUR EXPLODE FLAME VIVISECT EMBOWEL DRINK NIBBLE SWIG SWALLOW QUAFF SUP SLAY SLAUGHTER CRUSH SWILL GUZZLE TIPPLE CRUNCH ERODE CRUMPLE GOBBLE GRUMBLE EFFUSE STIMULATE DUB GLOW PROMULGATE PIN SECURE SITE BELAY LOCATE PARK CAMP BATTEN DWELL ABIDE RESIDE SOJOURN BASK RECLINE SPRAWL SIT SQUAT POISE PICNIC NESTLE POSE STICK INFORM PERCH QUERY CIRCULARIZE MISS POPULARIZE PROFFER BID URGE ILLUSTRATE CANVASS DEMEAN CONNECT COMBINE ENTWINE KNIT LINK JOIN ATTACH PERVADE PERMEATE APPEND CONSORT ENCOUNTER FRATERNIZE ACCOMPANY UNITE REUNITE REJOIN MEET TOUCH CLING EMBRACE YOKE SPLICE SHOWER RADIATE RANGE SPREAD SPATTER DISROBE ZONE CLEAVE FILTER SUNDER CHASE SEPARATE HUNT HAUNT COLLIDE IMMERSE EDUCATE PETITION MISTAKE CLARIFY SORT ARTICULATE LEVEL INTERCHANGE DEMAND DISALLOW CONVINCE FAMILIARIZE ENTREAT DICTATE BETRAY CONNIVE DELIVER SALUTE REGARD PRAISE

7 — F A I L E D C O M M U N I C A T I O N 

FAILED COMMUNICATION PERSUADE EXHORT PROCLAIM SPEAK STATE SUGGEST ASK ASSENT BLIND DEAFEN EXILE MAROON DECEIVE GAG STALK SQUELCH IMPRISON ISOLATE CHOKE KIDNAP INTERDICT CHEAT CONFOUND INCARCERATE INFILTRATE SINK DESERT OSTRACIZE QUARREL FIGHT WRANGLE BANISH RASP FINISH DEODORIZE TERMINATE DISPOSE EXPEND ESTRANGE ENGULF DESPATCH CONSUME DELETE ERASE ELAPSE ADJOURN EXTINGUISH EXPURGATE ELIMINATE ABOLISH ANNUL OBLITERATE EFFACE ERADICATE EXTIRPATE EXPUNGE IRRADICATE LIQUIDATE DEVASTATE DEMOLISH EXECUTE PURGE ANNIHILATE DESTROY DISINTEGRATE LAPSE WILT WITHER EXPIRE FAIL QUIESCE OSSIFY FREEZE REPOSE RELAX RUSTICATE BECALM IMPAWN LOAF DESIST DISPERSE STRAY STREW STRAGGLE STAMPEDE DIFFUSE INTERSPERSE BURST ROUT BESTREW UNCLASP UNLOAD DIVEST DETACH EXCOMMUNICATE OUTLAW DIFFER DIVIDE SEPARATE EXCLUDE CLEAVE SUNDER SHATTER RECEDE GARBLE IMMERSE HUMOUR RESORT RISK WISH SLOP STUMBLE BOGGLE HESITATE EDUCATE FORGO AMPUTATE LOSE RETRACT WEAN BESIEGE FOUL BOTHER MIRE MEDICATE FUMBLE BEGRUDGE CHIDE COMMISERATE REGRET JUMBLE CARP CHEW CONDEMN COMPLAIN BLAME REPROACH FULMINATE REPREHEND AVENGE CENSURE UPBRAID SWERVE SUCCUMB RETCH WAVER WRITHE SQUIRM VOMIT WINCE NAUSEATE FALTER TIRE HATE PANT PUFF CAPITULATE CRY FIGHT DESPAIR ZONE DESPOND DEMAND DICTATE DISALLOW CLAIM REJECT SCORN SHRUG TURN TUSSLE IGNORE PLOT CONSPIRE GESTICULATE CONNIVE CONVINCE DOMINATE COMPEL COERCE ENFORCE DEPRIVE MORTIFY ESCHEW SHAME EMBARRASS CAGE DISOBEY CRITICIZE CURSE DISCOURAGE DENY DISHEARTEN DISTRACT DISAPPROVE CURTAIL MISCONCEIVE OVERLOOK PEER DECLINE CONCEDE PROTEST DISSENT CONTEND CONTRADICT BICKER REMONSTRATE QUARREL HUNT HAUNT GROPE DEBATE COAX LISP HARP

8 — E M O T I O N A L 

EMOTIONAL DISPUTE RESPOND EXHORT WELCOME UNDERSTAND APPEAL PLEA IRRITATE TERRIFY TERRORIZE IRK TORMENT DENOUNCE DEPRESS DISGRACE DISHONOUR DISAFFECT DERANGE DISMAY DEMORALIZE IMPRECATE FRIGHTEN GRIEVE ALARM SCARE PERK SOOTHE EXHILARATE ENLIVEN CHEER DELIGHT BRUTALIZE BULLY DEJECT DEGRADE DEMENT AGGRAVATE BENUMB BEDEVIL APPALL STUPEFY STUN VEX UNNERVE WORRY RASP PAIN QUARREL OFFEND NETTLE BEATIFY ANIMATE ENGROSS TANTALIZE ATTRACT FASCINATE CAPTIVATE IMPRESS TRANCE SCINTILLATE ENKINDLE EXCITE AROUSE ROUSE MARVEL ELECTRIFY INSPIRE TRANSPORT SHRUG HIDE NEED APPROVAL FROM OWN PROTECT CONTROL BLAME PUNISH BE KILL MAKE APATHETIC MAKE AMENDS GRIEVE PROPITIATE SYMPATHIZE FEAR NOT SYMPATHIZE RESENT COVERTLY ANGER PAIN BORE MAKE INDIFFERENT CONTENT MILDLY INTEREST INTEREST STRONGLY ENTHUSE MAKE EAGER MAKE SERENE CONVICT DESPISE HUMILIATE BETRAY SIGH REPENT RUE YELP AGONIZE SORROW WEEP SADDEN MOAN MOPE MOURN ENVY DESPAIR EMBITTER WAVER FALTER AVOID CAPITULATE COMMISERATE REGRET DEMUR DISHEARTEN EMBARRASS BEMOAN BEWAIL SULK OUTCRY SCORN INFURIATE RAGE RANKLE GROWL POUT GRUMBLE NAG YAP DISGUST DISLIKE DISPLEASE DETEST HATE INCULPATE ASCRIBE UPBRAID CHIDE COMPLAIN CHEW CONDEMN OBJURGATE CARP IMPLY FULMINATE REPREHEND REPROACH AVENGE RESENT CENSURE DEPLORE RECRIMINATE DARE DISAPPROVE ABUSE REBUKE CRITICIZE CRY FOUL ENFEEBLE MORTIFY DARE SHAME ASHAME INSANE ENTREAT BE SERENE AMUSE EXULT ENJOY SMILE NUZZLE JUBILATE FROLIC FONDLE REJOICE GRIN GLADDEN LIKE REVEL TRUST LOVE RELISH ESTEEM
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EXPAND DILATE ELONGATE AMPLIFY ENLARGE MAGNIFY EMPHASIZE BEGIN ABATE ALLOW MODERATE SITUATE SET TAME ACCOUNT DETAIL ACQUIT DEMAGNETIZE UNRUFFLE PREDISPOSE HIRE RENT ELECT APPROVE EMPOWER RULE DIRECT DISCIPLINE STOP HALT HOLD TEST JUGGLE JOCKEY DEPLOY ENGAGE ALTER ACTUATE VEST DELEGATE DEPUTE MASTER ASSORT VOTE REQUIRE PRESIDE REMAND TACKLE IDENTIFY OFFICIATE HABITUATE HEFT SPACE ENUMERATE REIGN ORGANIZE UNTANGLE TAG HITCH RECALL CHALLENGE SUBDUE SUMMON CORRECT ADJUST REGULATE EDIT EMEND USHER PILOT NAVIGATE HUSH PRESCRIBE STIPULATE ARRANGE ORIENTATE DISABUSE SHAPE DISBURSE COMPLY ASSIGN APPOINT ALLOCATE ALLOT UTILIZE AWARD AIM CONSIGN SEND TREAT NEGOTIATE MEDIATE ADMINISTER SUPERINTEND SUPERVISE MANAGE SHUT STEER START FETCH HAUL PUSH PUT LOAD HOIST DRILL MIX TOW OPERATE MANIPULATE HEAVE HANDLE ORDER COMMAND CIVILIZE DRIVE DIVERT DEVELOP CULTIVATE EXPEDITE ENABLE SPONSOR REHABILITATE FACILITATE REFORM RECTIFY LEAN EXTEND PREPARE PERMIT SERVE INSTRUCT CONTROL OBSERVE WIN CONTINUE RECUPERATE RECOVER REPRIEVE REINSTATE PROSPER LUXURIATE SUCCEED FLOURISH SURMOUNT GROW THRIVE LIVE SURVIVE MAINTAIN RECONSTRUCT RENOVATE RENEW GRUB LABOUR TOIL NURTURE FIX NOURISH MATURE PERPETUATE TIME DARN VALET LAY MEND INHALE RESPIRE OPPRESS REPRESS OVERWHELM OVERPOWER TYRANNIZE COMMIT DRAG CHARGE DEPOSE QUELL INTERDICT TROUNCE ISOLATE STEADY STEER GRASP COERCE FORCE FOX VANQUISH IMPLANT ADMONISH ENSLAVE SUBJUGATE SWITCH IMPOUND CAPTURE PRESS IMPRESS CONQUER DOUSE EXILE SURVIVE REPLENISH REPLACE EXECUTE FINISH DEODORIZE TERMINATE DISPOSE EXPEND BATTEN CAMP QUIESCE PARK LOCATE BELAY SITE SECURE PIN PERVADE PERMEATE APPEND REUNITE REJOIN ENTWINE YOKE SPLICE CONNECT COMBINE KNIT LINK JOIN ATTACH BETROTH WED MARRY RADIATE DIFFUSE INTERSPERSE SPREAD SHOWER BESTREW RANGE CLEAVE STRADDLE DECOCT FILTER EXCLUDE SORT SEPARATE ZONE DIVIDE DETACH DIVEST UNLOAD UNCLASP DISROBE INJECT INSERT INVITE MATRICULATE INSTALL INVEST INOCULATE ENTRUST HUNT CONTRADICT DEBATE DECLINE REMONSTRATE PROTEST COAX CONCEDE EXTRICATE LIMIT SHACKLE TIE ISOLATE LOCALIZE IMMERSE THRALL FASTEN PROHIBIT PREVENT EDUCATE STILL FORBID PETITION RESTRICT WEDGE ARREST SUSPEND BOUND DISPOSE PLAY DISSUADE PREDETERMINE DENY CAGE ENTRAP ENJOIN CATCH CHECK CURTAIL CAUTION READJUST LEGISLATE PROVE FAMILIARIZE DESIRE ENTREAT DISALLOW DICTATE DEMAND PREVAIL DELIVER ALIGHT CONNIVE CLAIM REJECT RESPECT PREDOMINATE LIFT SHOVE LEAP TURN TUG SHIFT CURB PROTRACT RETARD IGNORE ADVANCE TRANSPORT TEACH INTERVENE TRAIN SECURE SHAKE EDUCATE
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PROLONG PROTRUDE EXCEED POTTER DRIBBLE BOTCH BOGGLE STUMBLE SLOP WISH JUMBLE RISK RESORT RUMMAGE HUMOUR IMMERSE GARBLE COLLIDE FAILED CONTROL LOSE WRANGLE WALLOP WRECK FIGHT QUARREL WRENCH WREST DESERT WHIP MUTINY SINK PILLORY SLAP SMACK UNSETTLE STICK SLAM DROWN DOPE DRUG BUMP COLLIDE BURN GAS BULLY ELECTROCUTE KEELHAUL POACH BRAND MAIM DISABLE MANGLE SCOURGE SCORCH INCAPACITATE SCALD IMPOSE FLOOD PLAGUE INUNDATE SMUDGE HASH SHAKE INCARCERATE HANG SIN SMUGGLE BOOTLEG CRIPPLE STRAGGLE SACK THROW SCRATCH CLAW COMMIT TRANSGRESS DISSIPATE DERANGE DRENCH CAPITULATE DUCK CRUCIFY DISLOCATE DENT FETTER TRUSS HANDCUFF CHAIN MANACLE SEIZE GOOF ENTANGLE TRIP SICKEN BESIEGE TORTURE TRIFLE DECAPITATE LOOT STRIKE DAMAGE TRICE JERK RACK PARALYZE FLOG EXECUTE SLACK GOLDBRICK SHIRK IMPRISON PENALIZE RAVAGE PESTER REND PLUNDER PROSECUTE REVOLT REBEL JOLT DROP JOSTLE STUN INTOXICATE CONQUER VANQUISH BIND TIE INEBRIATE SURRENDER SMASH SPANK SPLIT VIOLATE BROACH SPLASH STAIN SPRAIN SPOIL GAG STORM FLAIL SWAMP LOSE NICK BASH BATTER ASSAIL THRASH SWITCH BELABOUR BESLAVER SLAVER DROOL BESET BESLOBBER BESMEAR BESPATTER ADMONISH SPREADEAGLE BITE SHELL BOMB BOMBARD BREAK SPILL IMPLANT IMPALE CORRUPT DEBAUCH DEFACE FRACTURE CAPSIZE PRICK PUNCTURE PUNISH DISTURB CANE MUTILATE PIERCE BUTCHER MOB RUIN MAR MASH MASSACRE BRUISE SMASH REACT SLOUCH SLIP PULSATE THROB TINGLE SMART SLAVE SWELTER STINK TOPPLE CRUMBLE FAIL RUIN GOBBLE ERODE CRUNCH TIPPLE GUZZLE EXPIRE SWILL WITHER WILT LAPSE DISINTEGRATE DESTROY CRUSH BURST STREW ROUT SPATTER BESTREW DISPERSE STRAY STRAGGLE SPREAD STAMPEDE LOOT HACK IMPERIL DIVEST DIVERGE EXCOMMUNICATE OUTLAW FILTER INFEST EVADE TRESPASS LACERATE RE-ENTER ADMIT PENETRATE LISP DEAFEN GROPE BICKER DISSENT QUARREL CONTEND HARP HAUNT RECEDE SHIRK THWART GARBLE THREATEN HUMOUR RESORT RISK JUMBLE REFRAIN BOTCH TRY REFRAIN HESITATE RESIST FORBEAR AMPUTATE LOSE BESIEGE DISTRACT DISHEARTEN DISCOURAGE MEDICATE FUMBLE MINCE BOTHER REGRET COMMISERATE WET FEAR DISAPPROVE SURRENDER FULMINATE CHIDE COMPLAIN CONDEMN CHEW CARP BLAME REPROACH RESENT CENSURE UPBRAID ATTEMPT PUTREFY PANT PUFF SAY CRY DRAIN TIRE DOMINATE COMPEL COERCE ENFORCE WIGGLE STAGGER RETCH WOBBLE WAVER WRITHE VOMIT WINCE NAUSEATE ROT FALTER DESPOND ENTREAT DESIRE DESPAIR CRITICIZE EXHUME PRY SQUIRM NAG FIDGET FIGHT PLOT REVOLT IMPLORE CONSPIRE BETRAY CONNIVE SLOBBER WITHSTAND STRUGGLE SHIVER TOLERATE SHRUG SHOVE LEAP TURN SHIFT CLUTCH YIELD REJECT DEMAND CONVINCE EXERT DICTATE DISALLOW DENY SHAME ERR ENFEEBLE CAGE EMBARRASS DARE ENTRAP ENJOIN DEPRIVE SQUABBLE TANGLE LIMP STAMMER STUTTER DISABLE DIVERT BREAK SCATTER MORTIFY
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INSTRUCT SHARE INNERVATE SERVE TRAVAIL ASSIST HEAL HARMONIZE SALVAGE SATISFY SALVE HELP HABILITATE SUSTAIN ASSURE BEFRIEND BESPEAK ABSOLVE ALLEVIATE ADVISE ALLAY MITIGATE PARDON PALLIATE PERFUME PERMIT PERK EASE EDIFY PLEASE ENCOURAGE PREPARE ENDEAR ENERGIZE ENHANCE ENLIGHTEN TENDER REIMBURSE ENDOW FINANCE BESTOW SUPPLY REPLETE STOW SURFEIT FILL SUFFICE FULFIL CONSOLE EXTEND CONTRIBUTE CO-OPERATE AVAIL LEAD LEND SIMPLIFY IRRADIATE RAISE REASSURE RECOMMEND RECONCILE REDEEM RECTIFY RECREATE REFORM REFIT REDRESS REFRESH RE-ENFORCE FACILITATE REGENERATE REHABILITATE REJUVENATE REINFORCE RELIEVE RELY REPAIR FORGIVE RESPITE RESUSCITATE RESCUE FURTHER RETOUCH REVIVE REVISE OFFER RETRIEVE REVIVIFY OBLIGE UNDERTAKE SMOOTH UPHOLD SOLACE VALIDATE VERIFY SOOTHE SPELL SPONSOR WILE VOLUNTEER VINDICATE VOUCH STAUNCH STRENGTHEN STOKE SUBSCRIBE SUCKLE SUCCOUR SURCEASE SUPPORT ENABLE EXHILARATE PROVIDE ENLIVEN EQUIP CHEER EXCEL EXCULPATE COMFORT EXCUSE CONCILIATE EXPEDITE EXPLAIN DEFRAY DELIGHT CULTIVATE DEVELOP DIVERT DISBURDEN DRESS DRIVE WINE CALM CIVILIZE BURNISH CURE INVIGORATE ENGAGE HEAVE HANDLE MANIPULATE ACTUATE EMPOWER OPERATE ALTER ORDER COMMAND RULE DIRECT DISCIPLINE STOP RADIATE HALT HOLD TEST JUGGLE JOCKEY DEPLOY TOW MIX DRILL PUSH PUT LOAD HOIST DILATE EXPAND HAUL FETCH START STEER STRUT MANAGE SUPERVISE SUPERINTEND ADMINISTER NEGOTIATE MEDIATE TREAT SEND ELECT APPROVE CONSIGN RENT HIRE VEST ELONGATE AMPLIFY DELEGATE DEPUTE EMPHASIZE AIM AWARD MAGNIFY ENLARGE UTILIZE ALLOT ALLOCATE APPOINT ASSIGN COMPLY DISBURSE BEGIN ABATE ALLOW MASTER SHAPE ASSORT DISABUSE ORIENTATE ARRANGE MODERATE PRESCRIBE STIPULATE HUSH PILOT NAVIGATE USHER VOTE SITUATE SET EMEND EDIT REGULATE ADJUST CORRECT SUMMON REQUIRE SUBDUE CHALLENGE RECALL TAKE HITCH PRESIDE ACCOUNT TAG ORGANIZE UNTANGLE HABITUATE PREDISPOSE OFFICIATE IDENTIFY REWARD TACKLE DETAIL REIGN ENUMERATE SPACE ACQUIT DEMAGNETIZE HEFT UNRUFFLE HELP REQUEST PURVEY ELUCIDATE PARTAKE CONSENT CONSULT CONVEY DEMONSTRATE WELCOME UNDERSTAND TRADE AGREE REMIT REMUNERATE FORWARD RENDER DISTRIBUTE CORRESPOND REPAY TRAIN TEACH PLEA TIE BIND BUTCHER DOUSE STEADY EXTRACT BOIL STAVE PENETRATE SMEAR FIX FORCE GRASP ISOLATE GRAB PASTE FORAGE QUENCH SEIZE BOTHER STICK INVESTIGATE DOCK NAIL MEND TIME DARN VALET LAY GRUB LABOUR TOIL NURTURE REPAIR NOURISH MATURE PERSIST PERPETUATE MAINTAIN RECONSTRUCT RENOVATE RENEW CONTINUE RECUPERATE RECOVER REPRIEVE REINSTATE PROSPER LUXURIATE SUCCEED FLOURISH WIN SURMOUNT GROW THRIVE LIVE REMIND REMEMBER IMITATE REVIEW REPEAT RELATE TESTIFY RECAPITULATE REITERATE QUOTE RECOUNT PRACTISE REHEARSE REPLENISH REPLACE RESTORE ENACT DEPICT SKETCH REPRODUCE UNDERSTUDY COMPREHEND REFER SUBSTANTIATE RETRACE RECOGNIZE RECIPROCATE PRINT REPRINT COPY REDUPLICATE DUPLICATE TRANSMIT RELAY TRANSCRIBE RECORD EXECUTE FINISH DEODORIZE TERMINATE DISPOSE EXPEND BEATIFY PROCREATE PROFFER INFORM PARK LOCATE SITE SECURE PIN BATTEN CAMP BELAY PARTICIPATE YOKE BETROTH PERMEATE PERVADE REUNITE REJOIN SPLICE CONNECT COMBINE KNIT LINK JOIN ATTACH MARRY WED EMBRACE TOUCH MEET ACCOMPANY FRATERNIZE CONSORT BESTREW DIFFUSE INTERSPERSE ROUGE EXCLUDE SORT SEPARATE ZONE DIVIDE DETACH DIVEST UNLOAD UNCLASP DISROBE LICK LANCE INOCULATE INVEST PENETRATE ADMIT INSTALL INVITE RE-ENTER INHABIT INHUME INTRUST INSERT INJECT COAX CONCEDE INCREASE HUMOUR RISK TRY EDUCATE PIECE CONSERVE PAWN DISCARD FORBEAR AMPUTATE LOSE WARD WARN SPARE COMMEND CLEANSE CATCH OBVIATE POLISH PACE MOISTEN PRETTIFY CLARIFY CAUTERIZE PURIFY PREFER SOLVE ENTRAP INTERVENE DENY MODIFY MODULATE SWEETEN SWEEP BEAUTIFY AMEND PERFECT MODERNIZE INVIGORATE INTERVENE LOVE SHADE TRANSPORT DEVOTE DEDICATE ADORN ARBITRATE COMPLIMENT DISCOUNT GRANT UNCHAIN RELEASE UNFETTER UNTIE UNLOCK LIBERATE SHIFT EXEMPT EMANCIPATE LUG SHOVE LEAP TURN LIFT IMMIGRATE ADVANCE HURRY ACCOMPLISH ACHIEVE ATTAIN ANOINT ADAPT INSPIRIT ACCUSTOM REWARD FOSTER PROMOTE PROVE FAMILIARIZE DELIVER DONATE DESIRE PACIFY AMELIORATE SHELTER COMFORT FEED LAVE SAVE TEND COVER LEGITIMIZE CACHE WIPE WASH FERTILIZE LUBRICATE SEW INTERVENE IMPROVE TRANSFORM CHECK CAUTION PROSPER SPRAY VARNISH EXTRICATE STANDARDIZE LIKE QUIESCE
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CUMBER SYMPATHIZE REMAND TACKLE FAILED HELP PROLONG PERSIST NICK LOSE SWELTER STINK SMASH BRUISE CRUSH MAROON MAR RUIN MOB MUTILATE DISTURB PUNISH PUNCTURE CONQUER PRICE PROSTRATE FRACTURE DEFLATE CONVICT DEFRAUD DAZE DEFACE DEBASE EXCRUCIATE CORRUPT DEBAUCH DECEIVE EXTORT DEJECT DEGRADE DELUDE IMPOVERISH SPILL DIVORCE DEMOTE AMBUSH KILL BREAK BESPATTER BESMIRCH BESET BEDEVIL SWINDLE SULLY SUBJUGATE ENSLAVE STRAIN SPOIL SPRAIN VITIATE STAIN SPLASH VIOLATE VANQUISH VICTIMIZE VEX UNDERMINE UNDERCUT SMEAR SURRENDER INEBRIATE INTOXICATE DROP NETTLE REVENGE PESTER PLAGUE PERSECUTE INFECT MAUL GOLDBRICK SLACK SHIRK PAUPERIZE PARALYSE TERRIFY TERRORIZE DUPE TROUBLE IRK DAMAGE TRIFLE TORMENT TRIP SICKEN INCRIMINATE DENOUNCE DEPRESS DEPOSE CAPITULATE DISGRACE DRENCH DISHONOUR DESPOIL DISAFFECT DERANGE DERAIL DISMAY TRANSGRESS SCRATCH TAX STRAGGLE CRIPPLE DEMORALIZE EXPLOIT CONFOUND SMUDGE FLOOD TRICK IMPOSE BOTHER STARVE SCALD INCAPACITATE FRIGHTEN GRIEVE ALARM SCARE SCORCH MANGLE DISABLE MAIM MOLEST BRUTALIZE BULLY UNSETTLE TYRANNIZE SINK WEARY ULCERATE UNNERVE WOUND WORRY MUTINY DESERT DEPRIVE PAIN QUARREL FIGHT WRECK OPPRESS LOSE EAT DEVOUR ESTRANGE CRUMPLE GOBBLE GNAW EXPLODE FLAME ERODE ENGULF RUIN ANNIHILATE SLAUGHTER SLAY PURGE EXECUTE CRUSH DEMOLISH DESTROY DEVASTATE LIQUIDATE IRRADICATE TOPPLE DOOM DESPATCH EXTIRPATE EXPUNGE ERADICATE OBLITERATE EFFACE DISINTEGRATE FAIL VIVISECT GRUMBLE EMBOWEL CRUNCH LOAF DESIST IMPAWN BECALM TEMPT ENTWINE YOKE CLING STAMPEDE STRAGGLE STRAY DISPERSE SPATTER ROUT STREW BURST DIVERGE DIVEST DETACH EXCOMMUNICATE OUTLAW DIFFER DIVIDE ZONE SEPARATE EXCLUDE SUNDER CLEAVE HUNT DEAFEN GROPE HAUNT HARP CONTRADICT BICKER DECLINE DISSENT REMONSTRATE QUARREL PROTEST CONTEND COLLIDE GARBLE IMMERSE RESORT RISK JUMBLE BOGGLE REFRAIN BOTCH EXCEED TRY HESITATE EDUCATE FORGO EXACT WANT DISCARD FORBEAR LOSE AMPUTATE WEAN ABSTAIN ENTREAT RESENT CENSURE UPBRAID CHIDE COMPLAIN CONDEMN CARP REGRET COMMISERATE BOTHER FOUL MIRE MEDICATE SHRUG TURN IMMIGRATE FUMBLE BEGRUDGE DISHEARTEN DENY DISCOURAGE CURSE CRITICIZE DISAPPOINT ENFEEBLE SUFFER RENOUNCE ABANDON FORSAKE REPUDIATE FORSWEAR REJECT IGNORE WEEP BETRAY CONSPIRE REVOLT PLOT GRIEVE GROAN POUT PRY DISPLEASE CRY DESPAIR DESPOND SUCCUMB SUBSIDE SUBMIT TIRE AVOID HATE PERISH CAPITULATE BLAME REPROACH AVENGE DESIRE CAGE ENTRAP ENERVATE DEPRIVE DISABLE
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RACE RUN SPAR PURSUE HUNT TRACK BREAST SUBVERT CONTEST JOUST BOX CHASE BELEAGUER BATTLE BET COMBAT WRESTLE SCUFFLE ANGLE STEM COMPETE BUFFET FIGHT ENGAGE LAY STRUGGLE STRIVE FISH CRUSADE ENCOUNTER STAKE WAGER SKIRMISH MILITATE CONFLICT PLAY TUSSLE WAGE ANTAGONIZE GRAPPLE ATTACK CAMPAIGN SUPPLANT DISPLACE DISCREDIT UNDERMINE OUST SWEEP PRETEND REDUCE BETRAY ENVY HATE RESENT DEFY SURMOUNT EXCEL DEFEAT WIN LOSE CONFOUND EXPLOIT CRIPPLE DEMORALIZE CHEAT DISMAY DESPOIL CAPITULATE DUCK CHARGE ENSNARE TRAP FENCE DUEL SEIZE BESIEGE TROUBLE TROUNCE COUNTERFEIT DUPE SIEGE RAID PARALYSE PENALIZE REVENGE COERCE REVOLT FORCE REBEL RETALIATE TIE SURRENDER UNDERCUT UNDERMINE VANQUISH PENETRATE SQUELCH STAVE STALK SUBJUGATE BEAT ATTACK BESET CAPTURE DECEIVE CONQUER CRUSH PRACTISE REHEARSE WAGE PARTICIPATE PERFORM WAGER RADIATE HECKLE DIFFER SCORE LICK SCUFFLE INFRINGE INVEST CONTEND DEBATE HUNT LIMIT INTERCEPT TIE SEIZE COLLIDE THREATEN THRASH GARBLE RESORT RISK PREVENT YIELD OVERPOWER VIE COVET FRUSTRATE RESIST FOIL LITIGATE OUTWIT OUTWORK OVERWHELM SURPASS OUTSTRIP WIN TRIUMPH LITIGATE CHASE SCRIMMAGE DISAGREE CONTRAVENE CONTEST COMBAT RACE WRESTLE TUSSLE TAUNT COMPETE DIVERT LEAD RE-ENFORCE REINFORCE UPHOLD STRENGTHEN EXCEL DISPUTE FACE PURPOSE THROW CONFRONT SUE SUCCEED SURMOUNT TIME LIVE SURVIVE THRASH LOSE WRANGLE QUARREL FIGHT WRING DEPRIVE WREST OVERPOWER OVERWHELM WORRY WHIP UNSETTLE INFILTRATE DISABLE INCAPACITATE BOTHER IMPOSE TRICK INVADE GAMBLE CONTEND COPE PIT RIVAL DUEL GAMBLE

14 — L I K E 

SAVOUR SNUGGLE PET RELISH ESTEEM LIKE BEFRIEND PLEASE ENCOURAGE ENDEAR DELIGHT SANCTION UNDERSTAND WELCOME ACKNOWLEDGE RESPOND HUG CARESS STROKE CUDDLE FEEL RUB EMULATE COPY COMPREHEND RESTORE DUPLICATE REPRODUCE REPLENISH INCLINE SHOWER BESTOW RADIATE BURST CLEAVE TOY WANT APPROACH LEAP REVERE RESPECT COMMEND COMPLIMENT CHERISH TREASURE SELECT APPRECIATE IDOLIZE REGARD PRAISE APPLAUD VALUE LOVE— HATE LIKE—DISLIKE FAMILIARIZE DESIRE LOVE BE SERENE AMUSE EXULT ENJOY SMILE NUZZLE JUBILATE REVEL FROLIC FONDLE REJOICE GRIN GLADDEN LIKE TRUST FAVOUR PREFER FANCY LOVE DOTE ADMIRE ENJOY APPRECIATE APPROVE
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DISLIKE OFFEND DISMAY DISAFFECT IRK PERSECUTE GRIPE BITCH MIMIC RIDICULE IMITATE MIME ANNUL ABOLISH ELIMINATE EXPURGATE ANNIHILATE SLAUGHTER SLAY PURGE EXECUTE CRUSH DEMOLISH DESTROY DEVASTATE LIQUIDATE IRRADICATE TOPPLE DOOM EXTIRPATE EXPUNGE ERADICATE OBLITERATE EFFACE DISINTEGRATE FINISH ESTRANGE STREW ROUT RADIATE SPATTER INSULT HORRIFY HIT ABUSE EXCLUDE SEPARATE ZONE DIVIDE DIFFER OUTLAW EXCOMMUNICATE LOATHE PROTEST QUARREL REMONSTRATE DISSENT CONTEND DECLINE BICKER CONTRADICT HARP RECEDE DISMISS SHUN SHIRK SPURN RESENT VILIFY PREJUDICE RESIST LITIGATE RESENT SADDEN ABOMINATE EXECRATE CONDEMN BLAME DESPISE HATE DISCARD GARBLE LEAP TOY TUG DISPARAGE REJECT PROHIBIT HESITATE HATE—LOVE DISLIKE—LIKE SULK OUTRAGE ABHOR ABOMINATE ANGER SCORN INFURIATE COLLIDE BETRAY CONNIVE RAGE RANKLE POUT GRUMBLE FIGHT DISPLEASE DETEST AGONIZE ENVY DISGUST DISLIKE HATE
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INTRUDE TERRIFY TERRORIZE BURGLE GASH RACK RAID COMMANDEER QUARTER RAM RAPE RAP FORAGE RANSACK PARALYSE DEVASTATE FLOG PASTE SLUG RASE GOAD PAUPERIZE EXECUTE GRAB RASP KIDNAP IMPERSONATE COUNTERFEIT FORGE DUPE REQUISITION THRUST SIEGE CHOKE THUMP THROTTLE TROUNCE INTERDICT TORTURE TORMENT QUENCH QUELL TRIFLE QUASH DECAPITATE DAMAGE TRICE JERK IRK TICKLE TROUBLE TRIP SICKEN BESIEGE JAB SPY INTERROGATE SEIZE GOOF ENTANGLE TRUSS CHAIN MANACLE INTIMATE DEMOLISH DENT FETTER HANDCUFF ENSNARE SNIPE FENCE DUEL INCRIMINATE TRAP DRENCH DISGRACE DISMEMBER CASTRATE DISSECT DUCK CAPITULATE CHARGE DEPOSE DEPRESS CRUCIFY DISLOCATE DEPRAVE CUT DENOUNCE CROP DISHONOUR DRAG DESPOIL GUT DRAW DISAFFECT DERANGE DERAIL DISMAY EVISCERATE CLAW DISEMBOWEL DISSIPATE CHEAT TRANSGRESS COMMIT SCRATCH THROW CHOP TAX DAZZLE SACK RUSTLE STRAGGLE SNATCH STEAL PREVARICATE EMBEZZLE LIE CRIPPLE DEMORALIZE EXPLOIT CONFOUND CRIMINATE AXE SMUGGLE GAMBLE SIN BOOTLEG INVADE GOUGE KICK INCARCERATE SMUDGE SKIN INUNDATE FLOOD TRICK IMPOSE SCALP BOTHER STARVE WRY SAVAGE SCALD IMPRECATE INCAPACITATE GRIEVE FRIGHTEN ALARM SCARE INCINERATE SCORCH INCISE SCOURGE KNOCK MANGLE DISABLE MAIM BRAND POACH MOLEST KEELHAUL GAS ELECTROCUTE BRUTALIZE BULLY BURN COLLIDE BUMP DRUG DOPE SMOTHER DROWN EMASCULATE IMMOBILIZE NEUTER SPAY POISON SMITE INFILTRATE SLAM SLICE STICK QUIZ SLAP INVESTIGATE UNSETTLE SMACK SIZZLE SLIT TYRRANIZE DOCK PILLORY REPRESS NAIL SINK WHELM WEARY WHACK PROD ULCERATE WHIP UNNERVE ANNEX WOUND WORRY OVERWHELM OVERPOWER WARP MUTINY WAYLAY DESERT WREST DEPRIVE PAIN WRENCH WRINKLE ROUGH WRING OSTRACIZE QUARREL FIGHT WRECK WALLOP WRANGLE OPPRESS BANISH OFFEND LOSE NICK NIP RASP MASH THIEVE CRUSH MASSACRE MOB EXILE BRUISE BRUTIFY SMASH MAROON DOUSE CANE PIERCE MUTILATE PINCH BUTT BUTCHER SQUEAL RUIN DISTURB MAR DEBAUCH CORRUPT EXCRUCIATE DEBASE BOARD DEFACE EXPOSE DAZE DEFRAUD CONVICT DEFLATE FRACTURE PRESS PRICK CAPSIZE PROSTRATE PROSCRIBE IMPRESS PULVERIZE PUNCH SHOOT CONQUER PUNCTURE PUNISH CLUB DECEIVE IMPLANT DEGRADE DEJECT EXTRACT CAPTURE IMPALE EXTORT SHELL IMPOVERISH DECORTICATE DEMENT DELUDE IMPOUND BOMB GAG BOMBARD BREAK KILL AMBUSH DEMOTE MURDER DIVORCE HEW SPILL AGGRAVATE SWITCH BELABOUR BENUMB BESLAVER BESET BESLOBBER BESMEAR BESMIRCH BESPATTER ADMONISH STULTIFY SPREADEAGLE BITE BOIL STORM STRANGLE STRAFE YANK STRAIN STUN FLAIL SWAMP STUPEFY ENSLAVE SUBJUGATE SULLY SUFFOCATE SWEAT APPAL SWINDLE ADULTERATE BASH BATTER ASSAIL BEFOUL BEAT BEHEAD BEDEVIL ATTACK THRASH STIFLE STRIKE STALK STARTLE STAVE SQUELCH SQUEEZE STAB DEAFEN SMASH SMEAR UNDERCUT UNDERMINE SMOKE SPANK SOCK SOIL VICTIMIZE VANQUISH SPLIT VEX VIOLATE SPLASH BOOBYTRAP STAIN SPEAR VITIATE SPRAIN SPOIL PENETRATE GOSSIP SQUASH SPIT SURRENDER BLIND INEBRIATE BIND INTOXICATE FOMENT RETALIATE RIVE FIX JOLT NETTLE DROP JOSTLE RAZE GRASP RAVISH RAVAGE INFECT PERSECUTE PLAGUE GRILL PESTER RECK REVENGE REND PLUNDER POKE GRIPE BITCH POUND PROSECUTE TIE FLAGELLATE FLAY COERCE REVOLT FLOOR FORCE REBEL IMPRISON RIP RIFLE IRRITATE SHIRK GOLDBRICK SLACK MAUL CRIMP ASSASSINATE PECK ISOLATE PENALIZE PRY QUESTION BESTRIDE SHATTER LOATHE TRESPASS LYNCH LASH LACERATE LAME TRAP SENTENCE LICK SEAR LANCE INJURE SCUFFLE INFRINGE SCRATCH TRAMPLE INFLICT TUT SCORE INFILTRATE INFEST SCRAPE INDISPOSE IMMURE HATCH IMMOLATE HURT HARRY HOUND HANG HORRIFY HECKLE HACK HASH HIT HARASS HAMMER HAZE SHOCK SHRED LOOT INSULT ATTACK ENGAGE TACKLE HEAVE HANDLE MANIPULATE ACTUATE EMPOWER OPERATE ALTER REMAND ORDER COMMAND RULE DIRECT DISCIPLINE STOP HALT HOLD TEST REPAY THROW TRAFFIC PERSUADE EXHORT TEACH PEN SUGGEST ALLUDE LECTURE DISCUSS DISPUTE DISCLOSE REVEAL SHOUT TAP SMELL OGLE INSTIGATE CONTRIVE STINK TESTIFY MIMIC GOBBLE GNAW EAT DEVOUR ESTRANGE CRUMPLE EXPLODE FLAME ERODE ENGULF RUIN SLAUGHTER SLAY PURGE EXECUTE CRUSH DEMOLISH DESTROY DEVASTATE LIQUIDATE IRRADICATE TOPPLE DOOM DESPATCH EXTIRPATE EXPUNGE ERADICATE OBLITERATE EFFACE DISINTEGRATE FAIL VIVISECT GRUMBLE EMBOWEL CRUNCH STIR PROVOKE INVOLVE PLANT MAKE SPAWN IMPREGNATE DAB STICK LOAF FREEZE PURSUE TRACK PROBE TRAIL ROUSE AROUSE ELECTRIFY TEASE TEMPT CLING YOKE ENTWINE BETROTH CONSORT MEET TOUCH EMBRACE WED MARRY JOIN LINK COMBINE PERVADE PERMEATE STREW BURST ROUT RADIATE ROUGE STAMPEDE SPREAD SHOWER SPATTER STRAGGLE STRAY INTERSPERSE DISPERSE BITCH DISROBE DIVEST DIVERGE DETACH EXCOMMUNICATE OUTLAW DIFFER DIVIDE ZONE SEPARATE EXCLUDE SUNDER CLEAVE EXTRADITE INOCULATE INVEST PENETRATE INSTALL INHUME INSERT INJECT HAUNT DEAFEN HUNT HARP CONTRADICT BICKER DISSENT CONTEND QUARREL YANK DISMISS INTERCEPT SHIRK SHACKLE SEGREGATE THWART TIE ISOLATE SEIZE COLLIDE GARBLE THREATEN THRASH IMMERSE RISK JUMBLE SLOP STUMBLE BOTCH GAG EXCEED FETTER AMPUTATE LOSE DISCARD EXACT COVET REPRESS ARREST SURROUND SUSPEND BESIEGE HURRY ADVANCE TRAMP STOVE LEAP TOY TURN TUG SHIFT TOSS HURL ENCHAIN INFORM IMPACT INSINUATE STARVE STEAL PILFER PURGE CALUMNIATE CURSE PHILANDER SCOLD FLAUNT INTRUDE SATIRIZE SCATTER IMPLY SHAKE INVEIGH ROB CONDEMN DISCREDIT DISOBEY DISMISS DISQUALIFY EMBEZZLE MISAPPROPRIATE BEREAVE SWIPE STEAL THIEVE DISABLE BLIND SLANDER DEPRIVE POLLUTE PERJURE DAMN INVALIDATE PROFANE CATCH ENERVATE ENTRAP MORTIFY SHAME DARE ABORT ROB EMBARRASS CAGE ENFEEBLE CRIPPLE DISOBEY CHASTISE ERR ENDANGER MISTREAT ABUSE MISBEHAVE SUBJECT CRITICIZE CURSE DISCOURAGE DEFORM DENY DISHEARTEN PEPPER DISAPPROVE DISTRACT RACK CARVE FLAY MASSACRE MEDICATE BEGRUDGE BOTHER FOUL STAMP SPRAY COMMISERATE WIPE SKEWER LEVEL TEAR SMUGGLE MUTINY REBEL REVOLT CARP CHEW OBJURGATE CHIDE COMPLAIN UPBRAID CENSURE INCULPATE IMPLY RESENT ASCRIBE AVENGE REPROACH BLAME REPREHEND OVERTHROW OVERWHELM KNIFE DISTRESS DISLIKE DISPLEASE PERFORATE MINCE DISCHARGE WASTE DEVASTATE DISALLOW DICTATE DEMAND CONVINCE DOMINATE COMPEL COERCE ENFORCE HATE EXHUME GLOAT FIGHT AGGRIEVE MADDEN SADDEN PROVE PRY RECANT IMPUTE IMPUGN TRADUCE REVOLT PLOT CONSPIRE CONNIVE COLLUDE INFURIATE BETRAY OUTRAGE ANNOY TRUMP CERTIFY OVERPOWER UNDERBID DEVEST DEROGATE DESECRATE DETRACT DISRATE PROTRACT RETARD DISPARAGE DISCREDIT
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EDUCATE HESITATE TRY FAILED OVERT INVIGORATE EXPEDITE COMFORT CHEER EQUIP ENABLE SUPPORT SUCCOUR STRENGTHEN OBLIGE RESPITE RELIEVE FACILITATE RECONCILE REASSURE CO-OPERATE CONTRIBUTE SUPPLY ENERGIZE ENDEAR ENCOURAGE PLEASE EASE HELP ASSIST INNERVATE CAPITULATE SURRENDER PARRY SHIELD WARD TURN CONCEDE RECEDE THWART TIE LOCALIZE LATCH THREATEN HUMOUR RESORT BOGGLE PREVENT BESIEGE BOTCH DESPAIR RESIST FORBID FORBEAR REPRESS FOIL WARD WARN RETRACT SPARE REFRAIN STRIVE WITHSTAND REGRET TURN SHRUG
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TUNNEL TRENCH DAB FLAP POP DESCEND DIP PROD EFFUSE BROWSE CRUISE PITCH PLUNGE PLY POUR PRANCE POWER PROCEED PROGRESS PROWL PULL CAPER DISLODGE DISPLACE CAREEN CARRY CAST DODGE CLUMP COAST COIL DABBLE CREEP CLIMB SOAR SPIN SPEED SPRINT SPRING SPURT STAGNATE STEP STEM STRIDE STROLL STRUM SURGE SWAY SWIM SWIRL ARISE SWING BESTIR BLOW BOOST BRANDISH MARCH BUDGE BUSTLE PASS MOVE MOUNT EBB ELEVATE WRESTLE WHIZ WHIRL WHISK WEND WHEEL WEIGH SLINK SLING SLOG SLIDE SLUSH SKIM HURL HUSTLE HASTEN FLANK TEEM FLARE FLING FLIP FLICK RETURN FLIT FLOAT FLOP FLOW FLUTTER FOLLOW FLY REPASS REVOLVE RISE ROAM ROMP ROLL ROTATE ROW ROVE JOG JOIST JOURNEY JUMP ZOOM WABBLE WADE WADDLE WANDER WALTZ WAGGLE WALK WAG WAFT WAVE WIELD TREMBLE TREK TOTTER TOSS TODDLE TILT THRUM LEAN TICK TOUR LEVER LILT LIMBER LIMP LOWER LUNGE LURCH FALL GALLOP RACE GLIDE RAMBLE GLIMMER PACE PADDLE PARADE PEDAL FARE PLOD GUSH REDOUBLE SHUFFLE LAP SIDLE IMPEL SKID TROLL IMPRINT DANCE DASH DART QUAKE QUIVER QUAVER TRILL TWIRL TWIDDLE TREND TROT TRICKLE LAUNCH TREAD TRAVERSE TRAVEL TUMBLE SHIFT TUSSLE TUG TURN SHIP TOY SHAMBLE LEAP SHEER LUG SHOVE SHRUG TRUCK LIFT TRUDGE ADVANCE TRAMP TRANSPORT SAUNTER SCALE IMMIGRATE HURRY ASCEND AMBLE APPROACH SAIL MOTION JUGGLE JOCKEY DEPLOY TOW MIX DRILL PUSH PUT LOAD HOIST DILATE TACKLE EXPAND HAUL HEAVE FETCH START STEER HANDLE SHUT DISPORT OSCULATE HUG CARESS STROKE CUDDLE TAP FEEL RUB TRANSACT COMMENCE PATTER SWISH CLACK CLANG CLINK PEAL JINGLE REVERBERATE RIPPLE RING DRIP SLUMP SLOUCH REACT SLIP PULSATE THROB SLAVE HIT GRAB PUNCH RASP GOAD SLUG FLOG RAP RAM GASH BANG THUMP THRUST JERK JAB CROP CUT DUCK DRAG DRAW CLAW CHOP SNATCH AXE GORGE KICK INCISE SCOURGE KNOCK COLLIDE BUMP SMITE SLAM SLICE SLASH UNSETTLE SMACK SLAP SLIT DOCK NAIL SINK PROD WHACK WHIP WARP WREST SCREW WRENCH WRINKLE WRY WRING WALLOP NIP NICK CRUSH MASH BUTT PINCH PIERCE CANE DOUSE CLUB PUNCTURE PUNCH PULVERIZE SPUR PRICK EXTRACT SPILL BITE BESMEAR BESPATTER SWITCH BEAT BATTER BASH FLAIL STRAIN YANK STRIKE STALK STAVE STAB SQUEEZE SQUASH PENETRATE SPRAIN PRY SPEAR SPLASH SPLIT SMEAR JOSTLE DROP JOLT FORCE COERCE POUND POKE REND RIP SLACK SUFFUSE STIMULATE STIR TOPPLE BUILD MAKE PRODUCE ERECT NIBBLE INNOVATE MANUFACTURE ESTABLISH CONSTRUCT INITIATE INCLINE UNCOVER UNEARTH UNDRESS UNVEIL UNFURL UNROLL ENGAGE DISPLAY TRAIL SCOUT TRACE TRAIL SEARCH PURSUE TRACK EXPLORE PARTICIPATE PERFORM KNIT STREW BURST ROUT RADIATE RANGE BESTREW STAMPEDE SPREAD SHOWER SPATTER STRAGGLE STRAY HARRY DISROBE UNCLASP UNLOAD DIVEST DETACH CLEAVE EVADE EXTRICATE GO EMERGE YANK REBOUND RECEDE RECOIL SHAKE INJECT INSERT RE-ENTER INSTALL ADMIT PENETRATE INVEST HUNT EVADE EXTRACT IMMERSE STUMBLE BOUND BOLT HAUL HASTEN HURL HOIST HUSTLE PUSH HEAVE TOW SCATTER SEND SHUT RAISE VIBRATE PRECIPITATE MEANDER BEND SURFACE SWERVE EXHUME EVICT RUSH SCRAM SKIP VACATE SCATTER RUN RETREAT EMIGRATE UPHEAVE PASTE TRUNDLE SLOP
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ABOLISH OBLITERATE ERADICATE EXPUNGE LIQUIDATE IRRADICATE EXTIRPATE DISINTEGRATE LAPSE FINISH FAIL EXPIRE WILT WITHER EFFACE ANNUL ELIMINATE ADJOURN ELAPSE ESTRANGE TERMINATE EXPEND DISPOSE ENGULF DELETE ERASE EXPURGATE EXTINGUISH DESTROY ANNIHILATE RUIN CONSUME ERODE TOPPLE VIVISECT EXECUTE DEMOLISH DEVASTATE PURGE DOOM DEPRECIATE DEODORIZE DESPATCH EAT GNAW DEVOUR EXPLODE FLAME EMBOWEL DRINK NIBBLE SWIG SWALLOW QUAFF SUP SLAY SLAUGHTER CRUSH SWILL GUZZLE TIPPLE CRUNCH CRUMPLE GOBBLE CRUMBLE DESTROY WEAR SMASH ASSASSINATE RAZE RAVAGE FLAY RIVE WRECK SINK POISON DROWN SMOTHER EMASCULATE NEUTER SPAY CASTRATE DEAFEN BLIND SMASH UNDERMINE SPLIT SPEAR VITIATE SPOIL SQUASH SPIT STAB EXPOSE STIFLE STRANGLE SWAMP SUFFOCATE BASH BATTER BEHEAD BOIL BOMB SHELL BOMBARD BREAK KILL SLAY MURDER IMPALE DEFACE PULVERIZE SHOOT CLUB DOUSE MUTILATE BUTCHER MOB RUIN MASH CRUSH MASSACRE MAUL BURN GAS ELECTROCUTE KEELHAUL MAIM DISABLE MANGLE SKIN SCORCH INCINERATE INCAPACITATE SCALD SAVAGE STARVE SCALP FLOOD INUNDATE AXE CRIPPLE SACK CHOP CLAW DISEMBOWEL EVISCERATE GUT DERAIL DRAW DRAG DISMEMBER DISSECT CRUCIFY DEMOLISH QUENCH QUASH DECAPITATE DAMAGE CHOKE THROTTLE QUARTER RAM PARALYSE DEVASTATE RASE EXECUTE RADIATE ROUT BURST DISPERSE STREW SHRED HANG HACK HASH IMMOLATE IMPALE CLEAVE SUNDER SHATTER LYNCH SEAR TRAMPLE INFLICT PENETRATE INVEST INOCULATE BICKER QUARREL DEAFEN EXTRACT COLLIDE GARBLE JUMBLE SLOP BOGGLE BOTCH LOSE AMPUTATE DISCARD REPRESS LEAP SPAY WEED LEVEL SHRED AVENGE UPROOT WASTE DEVASTATE REVOLT COLLUDE BETRAY REJECT SHRIVEL RETARD HANG SHATTER LYNCH INCINERATE IMMOLATE CREMATE DISABLE DEPRIVE ENERVATE ABORT CURSE SACRIFICE ENFEEBLE DESICCATE CURTAIL MASSACRE DISSOLVE MASTICATE DEDUCT MEDICATE STERILIZE
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MIS-EMOTIONAL RESPOND DISPUTE EXHORT WELCOME UNDERSTAND APPEAL PLEA IRRITATE TERRIFY TERRORIZE IRK TORMENT DENOUNCE DEPRESS DISGRACE DISHONOUR DISAFFECT DERANGE DISMAY DEMORALIZE IMPRECATE PERK SOOTHE EMBITTER ENLIVEN CHEER DELIGHT FRIGHTEN GRIEVE ALARM SCARE BRUTALIZE BULLY DEJECT DEGRADE DEMENT AGGRAVATE BENUMB BEDEVIL APPAL STUPEFY STUN VEX UNNERVE WORRY PAIN QUARREL OFFEND NETTLE STIR PROVOKE ANTICIPATE QUAIL LOATHE HAUNT LISP HARP BICKER PROTEST WISH BOGGLE TRANSPORT SHRUG STUMBLE SYMPATHIZE RELISH ESTEEM HUMILIATE HIDE NEED APPROVAL FROM OWN PROTECT CONTROL BLAME PUNISH BE KILL MAKE APATHETIC MAKE AMENDS GRIEVE PROPITIATE SYMPATHIZE FEAR NOTSYMPATHIZE RESENT COVERTLY ANGER PAIN RESENT OVERTLY BORE MAKE INDIFFERENT CONTENT MILDLY INTEREST INTEREST STRONGLY ENTHUSE EXHILARATE MAKE EAGER MAKE SERENE DESPISE WAIL SORROW SIGH BETRAY GRIEVE GROAN REPENT RUE YELP AGONIZE MOAN MOPE MOURN ENVY CRY DESPAIR EMBITTER WAVER FALTER AVOID CAPITULATE COMMISERATE REGRET DEMUR DISHEARTEN EMBARRASS BEMOAN BEWAIL WEEP AGONIZE DISGUST ENTREAT CENSURE UPBRAID FOUL DISAPPROVE ENFEEBLE HUMILIATE MORTIFY DARE SHAME ASHAME SULK OUTCRY SCORN INFURIATE RAGE RANKLE GROWL POUT GRUMBLE NAG YELP YAP DISGUST DISLIKE DISPLEASE DETEST HATE INCULPATE ASCRIBE CHIDE COMPLAIN CHEW CONDEMN OBJURGATE CARP IMPLY FULMINATE REPREHEND REPROACH AVENGE RESENT DEPLORE RECRIMINATE DISAPPROVE ABUSE REBUKE CRITICIZE CONVICT INSANE OUTRAGE WHOOP SLOBBER ABHOR ABOMINATE ANGER ANNOY SCORN INFURIATE SENTIMENTALIZE SHUDDER SIGH QUIBBLE IMPLORE GESTICULATE RAGE RAMP GLOAT PANIC GNASH FAINT FIDGET FIGHT REPENT FRET DREAD RUE YELL AGGRIEVE MADDEN PALPITATE DISLIKE DISPLEASE DISTRESS DESPAIR DESPOND DETEST AMERCE MORTIFY SHAME RESENT CURSE DISCOURAGE DISTRACT BOTHER COMMISERATE REGRET BLAME HATE
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ACCUSE ABUSE ACCOST PURLOIN IMPEACH AGITATE IMPERIL IMPAIR IMPALE AFFLICT IMPLICATE TRANSFIX SCAR INCRIMINATE INDENT INDICT SEGREGATE SEAL SHACKLE TUCK SHIRK SECLUDE INTERCEPT SHUN HIDE HIBERNATE HINDER LIMIT INSULATE EXEMPT CLAM EXCEPT CONCEAL CONTAIN CONSTRICT CONSTRAIN CURB ENCHAIN CLUTCH ENGORGE PRECLUDE PINION MUZZLE MUFFLE BOUND BOLT BIND ABSTAIN BESIEGE BAN ARREST SWADDLE SURROUND SUSPEND APPREHEND STILL SPECIALIZE SPARE WEDGE SNARE WEAN WARD WARN RETRACT WITHHOLD STOW REFORM SOOTHE STAUNCH EXCUSE CIVILIZE CALM HOLD HALT STOP SHUT HITCH DISCIPLINE TAME RECALL CHALLENGE SUBDUE REQUIRE SUMMON HANDLE CORRECT ADJUST REGULATE EDIT EMEND SET SITUATE VOTE STEER USHER NAVIGATE PILOT HUSH STIPULATE PRESCRIBE DIRECT MODERATE ARRANGE ORIENTATE ASSORT DISABUSE SHAPE RULE COMMAND MASTER ORDER ABATE PARRY SQUEEZE TIE BIND NAIL DESERT DEPRIVE OSTRACIZE BANISH FIX GRASP TRAP CRIMP COMMANDEER REQUISITION KIDNAP INTERDICT TRICE QUELL SEIZE MANACLE CHAIN TRUSS ENSNARE HANDCUFF FETTER CRUCIFY DEPOSE CAPITULATE COMMIT STEAL SNATCH INCARCERATE STARVE EXILE MAROON EXPOSE EXCRUCIATE TAX DEFACE EXTORT CAPTURE EXTRACT SPILL MURDER FORGET DESIST IMPRESS IMPRISON IMMURE SORT ZONE UNCLASP UNLOAD DIVIDE CLEAVE EXCLUDE INDISPOSE YANK RECOIL INOCULATE INHUME CONTRADICT DECLINE RECEDE HUMOUR GAG EDUCATE CONSERVE PAWN CAGE CEASE COMMIT CONSECRATE COVER DISABLE DEPRIVE CATCH ENJOIN ENTRAP ESCHEW CAGE ENFEEBLE DENY SUPPRESS CURTAIL MIRE FOUL PLOT CAUTION CHECK CACHE COVER DISARM DISALLOW CONSPIRE GO CONNIVE COLLUDE CLAIM RETARD FORGET FILTER RESTRAIN RESTRICT SECRETE FRUSTRATE RESIST RESERVE FORGO FORBID REPRESS FOIL FETTER FASTEN PROHIBIT PREVENT REFRAIN GAG RECOMMIT LOCALIZE LATCH THREATEN THRASH THRALL TIE ISOLATE SHEATHE SEIZE IMMURE FORBEAR THWART
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SHRIVE LOOSE GASP GRANT RELEASE FLAUNT YIELD LIBERATE PHILANDER OUTBREAK UNCHAIN UNLOOSE UNLOCK UPHEAVE UNTIE UNGIRD UNFETTER ACQUIESCE ACCEDE BLAB BLURT PEACH EMANCIPATE CLOY DISGORGE DIVULGE FAILED WITHHOLD WHIMPER SHARE SATISFY RECOMMEND ADVISE PARDON PERMIT TENDER REIMBURSE ENDOW COAX PANIC FINANCE BESTOW SUPPLY REPLETE OBLIGE SURFEIT FILL SUFFICE FULFIL EXTEND CONTRIBUTE CO-OPERATE AVAIL LEND REDRESS RE-ENFORCE REINFORCE OFFER REVIVIFY UNDERTAKE VOLUNTEER SUCKLE SUPPORT DEFRAY PROVIDE EQUIP DRIVE MANIFEST REMAND ALLOW START BEGIN FETCH HEAVE HAUL DISBURSE COMPLY ASSIGN APPOINT ALLOCATE ALLOT UTILIZE ENLARGE MAGNIFY EXPAND AWARD AIM ALTER EMPHASIZE DEPUTE DELEGATE TACKLE OPERATE EMPOWER DILATE AMPLIFY ELONGATE VEST ACTUATE HIRE RENT CONSIGN APPROVE ELECT HOIST MANIPULATE LOAD PUT SEND REMAND PROFESS APPEAL RESPOND REPORT REMARK REPLY ASK VOICE UTTER SPEAK CALL SOUND BREAK DISCLOSE REACH TELL TALK EXCLAIM EXHIBIT REVEAL SHOUT SHOW SMELL SLUMP SLOUCH REACT STINK SLIP SMART PULSATE THROB TINGLE DRIP RECOUNT QUOTE REITERATE RECAPITULATE TESTIFY RELATE REPEAT REVIEW REMEMBER REMIND IMITATE BREAK BOMBARD SHELL AGGRAVATE BITE BESPATTER BESMIRCH BESMEAR BESLOBBER BESET BESLAVER BELABOUR ATTACK BEDEVIL BEFOUL ASSAIL BATTER BASH FLOOD SWAMP FLAIL STORM STRIKE STAB SQUELCH SQUASH GOSSIP SPOIL PRY STAIN SPLASH VIOLATE SPLIT VEX SOCK SOIL SMEAR SMASH SURRENDER SMITE INFILTRATE SLAM SLICE SLASH SMACK SLAP SINK WHACK WOUND WORRY OVERWHELM MUTINY PAIN WRENCH QUARREL WRECK WALLOP OPPRESS OFFEND NIP NICK JOSTLE DROP NETTLE JOLT RETALIATE REBEL FORCE REVOLT POUND POKE PLUNDER REND REVENGE RECK PESTER PLAGUE PERSECUTE RAVAGE RAVISH RAZE IMPRISON RIFLE RIP PECK GRAB GOAD SLUG PASTE DEVASTATE RANSACK RAP RAPE RAID GASH BURGLE THUMP THRUST TROUNCE TROUBLE IRK DAMAGE TORMENT TORTURE SPY JAB TRIP INTIMATE INCRIMINATE DUEL SNIPE DENT DENOUNCE CUT CHARGE DRENCH DISSIPATE TRANSGRESS COMMIT CLAW DAZZLE SACK EXPLOIT CRIMINATE SMUGGLE INVADE KICK SIN SMUDGE INUNDATE IMPOSE BOTHER SAVAGE SCALD SCORCH KNOCK MANGLE POACH MOLEST BUMP MAUL MASSACRE SQUEAL MOB BUTT BUTCHER PIERCE CANE DISTURB CLUB SHOOT PUNCH IMPRESS PRESS IMPALE IMPOUND LIQUIDATE DEVASTATE DESTROY DEMOLISH CRUSH EXECUTE PURGE SLAY SLAUGHTER ANNIHILATE RUIN ENGULF EXPIRE WILT ERODE FLAME EXPLODE CRUMPLE EXPEND ESTRANGE CONSUME DEVOUR SWILL EAT GUZZLE SWIG GNAW GOBBLE TIPPLE NIBBLE DRINK TOPPLE IRRADICATE IMPREGNATE DIVULGE SQUEAL UNCOVER UNEARTH UNDRESS UNVEIL UNFURL DISPLAY UNROLL UNFOLD EXTRACT ENTWINE CONSORT TOUCH WED MARRY EMBRACE PERVADE PERMEATE ENCOUNTER CLING DISPERSE DIFFUSE STRAY STRUGGLE STREW SPATTER SHOWER BURST SPREAD ROUT STAMPEDE HAMMER HAZE SHOCK LOOT INSULT BITCH HORRIFY HECKLE HIT HARASS IMMOLATE HURT HARRY HOUND INCRIMINATE IMPLICATE AFFLICT ACCOST ABUSE DISROBE UNCLASP CLEAVE UNLOAD DIVEST DIVERGE SUNDER DETACH EXCOMMUNICATE OUTLAW DIFFER DIVIDE ZONE SEPARATE TRESPASS SHAKE LYNCH INJURE SCRATCH INFLICT ADMIT PENETRATE INJECT INSERT INVEST HARP HUNT LISP DEAFEN CONCEDE CONTRADICT PROTEST QUARREL REMONSTRATE DISSENT CONTEND BICKER TIE COLLIDE GARBLE IMMERSE JUMBLE SLOP STUMBLE BOTCH EXACT PAWN WANT DISCARD SHOVE LEAP TOY TURN TUG SHIFT ENVY AGONIZE MOAN YELL YAP YELP RUE REPENT GRUMBLE FIGHT POUT GROAN GLOAT REVOLT IMPUGN RECANT TRADUCE BETRAY SHUDDER INFURIATE ANGER SLOBBER WEEP WAIL OUTRAGE OUTCRY SHIVER BROOK CONFESS PRY DESIRE ENTREAT DESPAIR VOMIT NAUSEATE SUCCUMB RETCH REVEAL DISCLOSE SPILL STOOL SING TALK TATTLE DEDUCT ELUDE ENFEEBLE ENTRAP INFORM SQUEAL DISTRESS BULLY RAM ACCUSE INFRINGE
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SUNDER STRADDLE REFRACT DECOCT EXCLUDE FILTER DISROBE UNCLASP UNLOAD DIVEST DIVERGE DETACH EXCOMMUNICATE OUTLAW DIFFER DIVIDE ZONE SEPARATE SORT CLEAVE DILATE INDIVIDUATE SHARE RIVE ISOLATE IMPRISON SECEDE BANISH DIVORCE OSTRACIZE WRENCH DEPRIVE DESERT SLIT SEVER SLASH SPILL SPLIT PRY BEHEAD IMPOUND MAROON INCISE AXE SNATCH STRAGGLE CHOP DISEMBOWEL EVISCERATE DRAW DESPOIL DISMEMBER CASTRATE DISSECT CUT CROP KIDNAP BANISH STRAY INTERSPERSE STREW SPATTER DIFFUSE DISPERSE RADIATE RANGE SHRED LOOT HEW HASH PURLOIN EXTRACT DEBATE PROTEST QUARREL REMONSTRATE DISSENT CONTEND BICKER CONTRADICT RECEDE YANK EMERGE DISMISS HIBERNATE SHUN SECLUDE SEGREGATE ISOLATE LATCH THRASH AMPUTATE DISCARD RESERVE WEDGE WEAN PARTICULARIZE DISTINGUISH TABULATE ITEMIZE DIVERSIFY BISECT DEDUCT DISCRIMINATE DISCHARGE DEPORT EXILE FIRE EXPEL BANISH SECEDE SELECT EXORCIZE EXCEPT CLEAVE
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FIX FIXATE DAZZLE DAZE IMPLANT STARTLE WORRY PESTER HELP ASSIST SERVE INVOLVE EVOKE WAKE WAKEN AWAKEN ENGROSS TEMPT ATTRACT TANTALIZE MARVEL ALLURE TRANCE IMPRESS CAPTIVATE FASCINATE ELECTRIFY HORRIFY HARASS HOUND TRANSFIX DIVIDE SEPARATE SORT ZONE THRALL BOGGLE EDUCATE SPECIALIZE SHIFT PREOCCUPY USE PURSUE PRACTISE FREQUENT EXERCISE EMPLOY WELCOME THANK SYMPATHIZE REMEMBER RECOGNIZE INGRATIATE HOBNOB FAVOUR ENDEAR EMBOSOM BEFRIEND ACKNOWLEDGE WORSHIP VENERATE VALUE TREASURE REVERE PRIZE LOVE LIKE IDOLIZE HONOUR HARBOUR HALLOW GLORIFY ESTEEM DOTE CHERISH APPRECIATE ADORE ADMIRE AWAIT WATCH GUARD BEWARE TREK OVERHAUL MARAUD FORAGE DISSECT CANVASS TRAVERSE SCOUR PIERCE EXPLORE VENTURE STALK FOLLOW CHASE SOUND PROBE FUMBLE FATHOM DELVE TEST EXPERIMENT WINNOW SIFT ANALYSE SPECULATE REGARD OBSERVE MARK CONTEMPLATE BEHOLD STARE PEER PEEP OGLE GLOAT GAZE SPY SCAN QUIZ PRY EYE SEEK SEARCH RUMMAGE RANSACK QUEST NOSE LOOK HUNT FERRET SCHEME PLOT PLAN GET THE IDEA ATTENTION FIXED THINK FORESEE RECALL RECONSIDER VALIDATE PREMEDITATE DELIBERATE CONCENTRATE BETHINK ABSORB VIEW SENSE PERCEIVE IMAGINE FEEL CONCEIVE CATCH APPREHEND THEORIZE CON RECKON REASON PHILOSOPHIZE COGITATE REVOLVE RUMINATE PONDER MUSE MEDITATE CUDGEL CHEW REGARD PERUSE BROOD SPECULATE TEST COMPARE WEIGH MIND HEED ENTERTAIN CONSIDER ATTEND STUDY SCRUTINIZE AWAKE EXAMINE CONSULT ATTENTION SHIFTED ATTENTION
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GRATIFY PACIFY PANDER PAMPER PRAY FAWN FLATTER APPEASE STOOP SUPPLICATE SYNCOPATE PLEAD BESEECH BOW PROPITIATE EXPATIATE EXPIATE DEFER CRINGE DOTE INDEMNIFY AMELIORATE LULL THANK PAY WINE DIVERT CULTIVATE CONCILIATE WILE SOOTHE ALLAY SMOOTH OBLIGE APPEAL WELCOME PROMISE PERSUADE REMUNERATE SANCTION REPAY CONSENT PROFESS ASK RESPOND SATISFY PLEA SLAVE EMULATE ADMIT PROSTRATE ABASE CLING ENTWINE CONSORT FRATERNIZE JOIN COMBINE REJOIN REUNITE SHOWER BESTREW IMMOLATE CLEAVE DISROBE UNCLASP UNLOAD DIVEST INVITE CONCEDE COAX CONTRADICT HUMOUR WISH TRY CONSERVE LOSE PETITION PREPAY DEIFY SHRUG SHAMBLE SYMPATHIZE TRUCKLE EXTOL DEDICATE EXALT CROUCH ENTREAT APPEAL GRIN SACRIFICE WORSHIP CAJOLE INDULGE SIMPER TRY COMMISERATE WHEEDLE APPLAUD LIONIZE SHINE SIGNALIZE AWE GLORIFY PRAISE IDOLIZE INFLATE WEEP SLOBBER IMPLORE REPENT DREAD WORSHIP ANOINT CAPITULATE
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TRUCKLE TRUMP TROW DEVOTE DEVOLVE DESERVE CROW DEIFY CONSECRATE EXTOL DEDICATE CONGRATULATE PROMOTE ENNOBLE CAPITALIZE ESTIMATE CERTIFY CHERISH EXALT CITE COMPLIMENT COMMEND PRESENT FELICITATE REPUTE FOSTER RESPECT REVERE REWARD JUDGE OUTNUMBER WAX WORSHIP SLATE VALUE SOLEMNIZE VOW STRESS STRUT SUPERPOSE SURPASS ANOINT SWAGGER SWANK APPLAUD ARBITRATE ASPIRE ASSAY AVOW ADJUDGE ADJUDICATE ADORN BLAZON BOAST BRAG MILITATE PICK PLEDGE POSTURE PRECEDE PREDOMINATE PREEN PREOCCUPY LIONIZE INSTIL SHINE SIGNALIZE TRIUMPH TOP AWE RANK GLORIFY RATE GRADE PRAISE REGARD IDEALIZE IDOLIZE IMMORTALIZE ACCREDIT APPRECIATE TOWER INAUGURATE SALUTE INFLATE SELECT TREASURE INLAY INSCRIBE INSPIRIT EDIFY ENCOURAGE ENDEAR ENHANCE EXTEND CONTRIBUTE RAISE REINFORCE REENFORCE RELY FURTHER UPHOLD VALIDATE SPONSOR STRENGTHEN EXCEL DELIGHT LIVE CULTIVATE DEVELOP CIVILIZE PAY EMBLAZON DECORATE TATTOO EXHIBIT PERSIST PERSEVERE PERPETUATE MAINTAIN RECONSTRUCT RENOVATE RENEW CONTINUE PROSPER SUCCEED WIN SURMOUNT GROW SURVIVE IMPRESS BRAND EXPLOIT GOAD DUB ATTRIBUTE CRAVE SHOWER BESTREW RADIATE STAMPEDE HORRIFY ZONE EXCOMMUNICATE OUTLAW FILTER DECOCT SORT DIFFER CLEAVE SCORE INTRUST BICKER CONTEND COAX DISSENT REMONSTRATE QUARREL PROTEST DEBATE HARP SEAL ISOLATE THRALL HUMOUR RISK EDUCATE SECRETE COVET CONSERVE WARN SPECIALIZE SURROUND BESIEGE ASCEND HURRY ADVANCE TURN FLAUNT ESTEEM BLUSTER INITIATE INSPIRE RECOMPENSE PREFER SWEAR RAVE CATCH SCORE ENTRAP DARE ELABORATE EMBELLISH SWELL GARNISH TRIM TRANSFIGURE CACHE BLESS WORSHIP FLATTER PROVE EXHUME PRY ENVY AGONIZE NAG DREAD YELL GROAN GLOAT RAMP PLOT CONSPIRE QUIBBLE CONNIVE COLLUDE SHUDDER ABOMINATE BETRAY ABHOR WEEP WHOOP PALE STRIVE PREVAIL INSURE PROCLAIM PLEDGE PROMISE CONCENTRATE DISPLAY DRAMATIZE DISTINGUISH EXAGGERATE BEDAZZLE IMPORTANCE
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IMBRUE DESPISE DESECRATE DEROGATE DISDAIN DISPARAGE DISRATE DISCREDIT DISCOUNT CROUCH DEIGN CRIMP DETRACT DWINDLE DEVEST BLUSTER SUPERANNUATE SUBMERGE STANDARDIZE UNDERBID UNDERESTIMATE UNDERRATE UNBEND UNDERVALUE OVERPOWER OUTSTRIP OUTWIT OUTWORK WAIVE RELEGATE WANE REDUCE GLOZE IGNORE SHRINK SHRIVEL CRITICIZE DISCOURAGE HEAL SALVE ABSOLVE ALLEVIATE ALLAY MITIGATE PARDON PALLIATE CONSOLE RECONCILE FORGIVE SMOOTH SOOTHE EXCULPATE COMFORT DEFRAY DISBURDEN ABASE DEGRADE DEBASE DEFLATE SHAME CONQUER CRUSH EXILE DISABLE INCAPACITATE DEPRESS DEPOSE QUELL TRIFLE QUASH DAMAGE ASSASSINATE OVERWHELM SINK REPRESS SMASH SMEAR UNDERMINE UNDERCUT VANQUISH SQUASH SQUELCH STULTIFY ENSLAVE SUBJUGATE DEMOTE LOAF REPOSE RELAX RUSTICATE SPATTER BURST STREW DIFFUSE ROUT STRAY STRAGGLE DISPERSE INSULT IMPEACH EXCLUDE SUNDER DETACH DIVEST UNLOAD UNCLASP DISROBE DIVIDE SEPARATE CLEAVE INHUME CONCEDE DECLINE SHIRK LOCALIZE HUMOUR RISK FORGO LOSE DISCARD RETRACT RETREAT RETIRE INURE OUTCRY SCORN MOPE MOURN ENVY EXHUME DESPAIR DESPOND BELITTLE CAPITULATE PERISH PUTREFY ROT SUBMIT SUCCUMB IGNORE STOOP MOCK BOW FOUL DECREASE ENFEEBLE RANK RESCIND REPUDIATE RESIGN FORSAKE RENOUNCE SHIFT LEAP TURN SHRUG REJECT FORGET CLOY TAUNT DISAPPROVE CURTAIL WHITTLE REGRET DEGRADE DEMOTE HUMILIATE JEER DECRY DEFAME GIBE RAG REBUFF CATCH SCOFF MORTIFY EMBARRASS MINIMIZE SLUR RIDICULE RIB DEPRIVE JIBE INVALIDATE DEPRECATE SPURN SNUB SNEER DISPROVE DISCLAIM OMIT DISABLE RELINQUISH PROSTITUTE FAILED IMPORTANCE
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ATTAIN ALIGHT ACHIEVE ACCOMPLISH ENCAMP CONCLUDE CULMINATE DETRAIN ARRIVE END COME DELIVER BARRACK CONFRONT FACE REVEAL EXHIBIT SUCCEED WIN SURVIVE MATURE COMPREHEND SUBSTANTIATE TESTIFY RECOGNIZE RELAY TRANSMIT REPLACE RESTORE REPLENISH DUPLICATE REMEMBER COPY PRINT QUOTE RECEIVE INFILTRATE RAM RAID SMUGGLE INVADE INUNDATE BOARD BESET STORM PENETRATE MATERIALIZE FIND ABIDE DWELL SOJOURN CAMP PARK PERCH SITE ATTEND WED MARRY JOIN REJOIN REUNITE CONNECT LINK MEET INTERSECT ENCOUNTER COMBINE MATRICULATE INSTALL ADMIT PENETRATE INJECT INSERT INVEST INOCULATE INTRUST EMERGE IMMIGRATE LEAP CATCH
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PROTRACT RETARD FAILED TO ARRIVE RECAPITULATE REITERATE PRACTISE REHEARSE RETRACE TRANSCRIBE REPEAT RECORD REMIND REDUPLICATE REPRODUCE REVIEW MULTIPLY RECOUNT DERAIL STRAGGLE MAROON IMPOUND AMBUSH DROWN IMMOBILIZE WAYLAY WRECK RUSTICATE RELAX REPOSE LOAF BECALM BASK IMPAWN RECLINE SPRAWL SIT SQUAT STICK DESIST POISE BURST STREW DIFFUSE RADIATE RANGE STAMPEDE ROUT DISPERSE STRAY STRAGGLE HANG STRADDLE EXCLUDE ZONE SUNDER DETACH DIVEST UNLOAD EXCOMMUNICATE OUTLAW FILTER CLEAVE DISMISS GARBLE RESORT STUMBLE BOTCH BOGGLE PREVENT BESIEGE MIRE SUCCUMB PERISH SWERVE STAGGER WAVER FALTER DESIRE MOPE FIDGET FRET STRIVE STRUGGLE RETREAT SAUNTER TURN DEPRIVE DISSUADE DISABLE EVADE
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PROSPER RECOVER RECUPERATE WIN SUCCEED SURMOUNT TIME GRUB LIVE VALET DARN REPRIEVE RENEW LUXURIATE THRIVE FLOURISH RECUR CONTINUE TOIL LABOUR SURVIVE PERSEVERE MAINTAIN PERPETUATE PERSIST PROLONG LAY INHALE RESPIRE NURTURE NOURISH RECONSTRUCT RENOVATE REINSTATE GROW MATURE FIX INVIGORATE CIVILIZE DEVELOP CULTIVATE EXCEL ENLIVEN PROVIDE EXHILARATE ENABLE SUPPORT SUCCOUR REINFORCE RE-ENFORCE STRENGTHEN VOLUNTEER UPHOLD UNDERTAKE REVIVIFY REVIVE FURTHER RESCUE RESUSCITATE REJUVENATE REGENERATE RAISE CO-OPERATE CONTRIBUTE EXTEND FULFIL ENERGIZE SUSTAIN HELP TRAVAIL SERVE INNERVATE LENGTHEN DUPLICATE MULTIPLY IMITATE REPRODUCE RESTORE REPLACE REPLENISH REMEMBER REMIND EMULATE COPY RECORD PORTRAY PRINT REPRINT DEPICT QUOTE REPEAT REDUPLICATE VANQUISH EXPLOIT PROSECUTE PROPAGATE POPULATE BREED PROCREATE INBREED BEGET IMPREGNATE SECURE RELAX REPOSE LOAF SOJOURN DWELL ABIDE RESIDE SITE RUSTICATE FREEZE OSSIFY INHABIT CONSERVE PIECE REIGN PREVAIL EVOLVE ENDEAVOUR QUALIFY TRANSPORT ADVANCE PROTRACT IMMORTALIZE TRIUMPH WAX EXIST PREVAIL ENDURE EKE LAST WITHSTAND SUBSIST CLEAVE
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PROCRASTINATE EXPECT DELAY DETAIN DETER LURK DALLY DANGLE DAWDLE QUEUE LOUNGE WAIT LANGUISH LIGHT IMPEND TEMPORIZE LOITER LOLL AWAIT MUSE PAUSE POSTPONE BIDE WAIT MEDIATE NEGOTIATE REMAND HOLD HALT STOP SHUT ENGAGE TREAT DRILL PERSIST PERPETUATE MAINTAIN PERSEVERE CONTINUE RECUPERATE TIME PROLONG WAYLAY HANG STICK IMMOBILIZE AMBUSH STALL LAG LURK BESIEGE SEIZE ANTICIPATE ABIDE RESIDE LOCATE SITE STICK RUSTICATE PERCH POSE SQUAT SIT SPRAWL RECLINE BASK BECALM NESTLE IMPAWN PIN BATTEN BELAY FREEZE CAMP SECURE OSSIFY POISE RELAX REPOSE LOAF PARK SOJOURN DWELL CLING ENTWINE BETROTH HANG CLEAVE INHUME DEBATE HAUNT HIDE BOGGLE HESITATE CONSERVE SUSPEND TOY PARK AMBLE SAUNTER FIDGET DESIRE FRET RELAPSE MOPE RETARD SUBMIT STALL DISSUADE DEFER ENTRAP CAGE PROTRACT
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EXPEL EXPORT DEPORT DESERT DISAPPEAR DISCHARGE EXUVIATE WITHDRAW UPROOT EXHALE EXTRUDE EXUDE BANISH EJACULATE EJECT ELOPE ESCAPE EMBARK ENTRAIN APOSTATIZE EVACUATE EXHAUST DECAMP QUIT PERSPIRE ABSCOND ABSENT SECEDE LEAVE HIE HIKE ABDICATE ABDUCT LEAVE START BEGIN ALLOW RELAY TRANSMIT WILL RETREAT SINK DESERT BANISH DISSIPATE EXILE DEVISE QUIT PURSUE DESIST DECAMP RADIATE RANGE STAMPEDE ROUT DISPERSE STRAY STRAGGLE OUTLAW EXCOMMUNICATE UNLOAD UNCLASP DISROBE DIVEST DETACH SUNDER DIVERGE DIVIDE SEPARATE EXTRICATE GO DISMISS EMERGE YANK REBOUND RECEDE RECOIL CONCEDE REBOUND LOSE AMPUTATE MIGRATE CURTAIL DISSUADE DEPART FLY RETREAT FLEE MARCH SAIL RETIRE RESIGN PERISH AVOID TIRE UNFIT ROT NAUSEATE VOMIT RETCH SWOON PUTREFY DRAIN CAPITULATE SUCCUMB END VACATE SCATTER RUN EXORCISE FLUSH SKIP RUSH SCRAM BETAKE EVICT FORSAKE EMIGRATE FORSWEAR CEASE REJECT OUTBREAK SHIFT TURN LEAP SHOVE TRANSPORT IMMIGRATE BOLT TRAVEL JOURNEY SEPARATE EVAPORATE DEPRIVE
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FREQUENT ENWRAP ENCOMPASS ENVELOP ENCLOSE ENCIRCLE OVERTAKE SETTLE HOVER REMAIN VOLUNTEER HELP ASSIST REMAND HITCH STOP TAME RECALL MEDIATE NEGOTIATE CHALLENGE MIX ENGAGE TREAT FETCH SUBDUE DEMAND REQUIRE SUMMON HEAVE HAUL HOLD HALT DISCIPLINE INTRUDE RECALL RECOVER REPRIEVE REINSTATE PROLONG RECONSTRUCT RENOVATE RECUR RENEW PERSIST PERPETUATE MAINTAIN PERSEVERE CONTINUE RECUPERATE PILLORY RESTORE REPLENISH DUPLICATE REPRODUCE REDUPLICATE REMIND REMEMBER RECORD COPY PORTRAY PRINT REPRINT DEPICT QUOTE REPEAT TRANSCRIBE RECEIVE CHARACTERIZE ITERATE RETRACE REHEARSE PRACTISE REITERATE RECAPITULATE REVIEW REPLACE PENETRATE TIE DROWN BIND IMMOBILIZE WARD WAYLAY FIX PESTER PLAGUE RAVAGE IMPRISON RAM QUARTER RACK TRICE BESIEGE SIEGE TRUSS CHAIN MANACLE SEIZE TRAP FETTER ENSNARE CRUCIFY COMMIT INVADE INCARCERATE DISABLE MAROON BECALM IMPRESS PRESS BOARD IMPALE IMPOUND SECURE CAMP FREEZE BELAY BATTEN PIN IMPAWN NESTLE BASK RECLINE SPRAWL SIT SQUAT POSE PERCH RUSTICATE STICK SITE LOCATE RESIDE ABIDE DWELL SOJOURN PARK LOAF REPOSE RELAX QUIESCE OSSIFY EMBRACE CLING ENTWINE MARRY WED REUNITE REJOIN HANG HECKLE IMMURE HARRY IMPERIL INFILTRATE INFEST TRESPASS INFRINGE RE-ENTER INHABIT HAUNT HARP LIMIT INTERCEPT SECLUDE SHACKLE SEIZE LATCH THRALL HUMOUR FASTEN PREVENT HESITATE FETTER RESIST RESTRICT SNARE ARREST SURROUND APPREHEND LAST DESPAIR MOPE UNDERGO ENDURE WITHSTAND EXIST PREVAIL RETARD BOUND BIND BOLT CUMBER ENTRAP MIRE CACHE ABIDE HAUNT STICK INFEST DELAY HOLD CAGE FIDGET TURN TUG CATCH FAILED LEAVE
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COVER DISPEL EMBANK EVERT DISCRIMINATE CODDLE PRESERVE PROTECT ENTRENCH ESCORT KEEP DEFEND LAVE LEGALIZE LEGITIMIZE LEGISLATE LICENSE GUARD GIRD FEND FORTIFY REPULSE REPEL FRANCHISE THATCH AVERT BLESS PARRY PATROL PICKET SAVE DISARM SAFE TEND DEFLECT HELP SUSTAIN ASSURE ALLEVIATE ALLAY MITIGATE PALLIATE EASE STOW RAISE REASSURE REFORM REDRESS RE-ENFORCE REINFORCE RESCUE FURTHER UPHOLD SPONSOR VINDICATE STRENGTHEN SUCCOUR SUPPORT PROVIDE EQUIP CULTIVATE DRESS ADMINISTER SUPERINTEND SUPERVISE MANAGE PRESIDE HANDLE ASSIGN APPOINT ALLOCATE ALLOT TOW ACCOUNT TAG UTILIZE HOLD TEST ORGANIZE UNTANGLE CORRECT ADJUST REGULATE DISCIPLINE HALT EDIT STOP DETAIL ENUMERATE ENLARGE MAGNIFY EXPAND AWARD AIM EMPHASIZE DRILL TAME EMEND ALTER DELEGATE DEPUTE SHUT RECALL NEGOTIATE MEDIATE TACKLE CHALLENGE SET OPERATE DEPLOY EMPOWER START SITUATE REIGN DILATE AMPLIFY ELONGATE VEST VOTE SPACE MIX DEMAGNETIZE ACTUATE ACQUIT UNRUFFLE RENT HIRE ENGAGE CONSIGN STEER TREAT HITCH HEFT JOCKEY JUGGLE USHER NAVIGATE PILOT OFFICIATE IDENTIFY FETCH BEGIN SUBDUE REMAND PREDISPOSE HUSH APPROVE STIPULATE PRESCRIBE DIRECT REQUIRE ELECT MODERATE ARRANGE HABITUATE ALLOW ORIENTATE ASSORT DISABUSE SUMMON HOIST SHAPE MANIPULATE RULE COMMAND MASTER ORDER LOAD PUT PUSH HEAVE HAUL SEND COMPLY ABATE DISBURSE RENDER CIRCUMSTANTIATE SPEAK PLEA REPRIEVE REINSTATE REPAIR RECONSTRUCT RENOVATE RENEW PERSIST PERPETUATE MAINTAIN PERSEVERE CONTINUE RECUPERATE NOURISH FIX NURTURE LABOUR TOIL DARN LAY GRUB VALET REMIND REPRODUCE MULTIPLY TESTIFY COMPREHEND RECOGNIZE REPLACE RESTORE REPLENISH REMEMBER PICKET PATROL DODGE STAVE DUCK SECURE FREEZE BELAY BATTEN PIN IMPAWN LOAF OSSIFY CAMP REPOSE RELAX NESTLE CONNECT CLING ENTWINE MARRY WED BETROTH JOIN COMBINE EMBRACE PERSUADE PERMEATE LINK HECKLE HURT ZONE SEPARATE EXCLUDE FILTER OUTLAW EXCOMMUNICATE UNLOAD UNCLASP CLEAVE DISROBE DIFFER DIVEST DETACH SUNDER DIVERGE DIVIDE LASH INOCULATE CONTEND HUNT INSULATE HIBERNATE HIDE SECLUDE TUCK SHACKLE SEAL SEGREGATE THWART ISOLATE SHEATHE LOCALIZE LATCH THREATEN IMMERSE HUMOUR RESORT RISK FASTEN PROHIBIT PREVENT EDUCATE RESIST FORBID FORBEAR FOIL WARD WARN SPARE SWADDLE SURROUND SHELTER ENCLOSE ENCOMPASS HARBOUR COLLUDE CONNIVE ENTREAT ENFORCE DOMINATE DISALLOW DICTATE COMPEL TIRE SWERVE SWOON GUARANTEE WALL SAFEGUARD MUFFLE BOLT LEAP TURN TUG CLUTCH EXEMPT RETARD CLAIM CHERISH FOSTER VALUE INSURE BETRAY INTERVENE CACHE JUSTIFY CONDEMN CAUTION MEDICATE DISTRACT CURSE ENTRAP CAGE CATCH CONSERVE PREPARE CAMOUFLAGE
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SURRENDER STAKE OVERWHELM UNARM OVERTHROW GAMBLE COMPLY ALLOW DISBURSE PAIN AGGRAVATE CAPTURE DEGRADE DEJECT TERMINATE FINISH IRRADICATE LIQUIDATE TOPPLE DOOM DISPOSE DEVASTATE DESTROY DESPATCH CRUSH DEMOLISH DELETE EXTIRPATE EXPUNGE EXECUTE PURGE ERASE ERADICATE OBLITERATE SLAY SLAUGHTER ANNIHILATE ABOLISH ANNUL ELIMINATE EFFACE DISINTEGRATE RUIN ENGULF EXPIRE EXPURGATE EXTINGUISH DEPRECIATE FAIL LAPSE ELAPSE WILT WITHER FLAME ERODE EXPEND EXPLODE DEODORIZE CRUMBLE CRUMPLE ESTRANGE ADJOURN SWALLOW EMBOWEL DEVOUR CONSUME EAT SHAKE IMPLORE SWILL SWIG GUZZLE GOBBLE GNAW TIPPLE QUAFF SUP DRINK CRUNCH NIBBLE TERMINATE IMPREGNATE SEIZE TROUBLE TROUNCE KIDNAP REQUISITION TORTURE TORMENT QUASH DAMAGE TERRORIZE TERRIFY GASH COMMANDEER RAM RAPE RANSACK PARALYSE DEVASTATE PAUPERIZE RIP RIFLE RAZE PERSECUTE PLAGUE PESTER REND PLUNDER PROSECUTE JOLT DROP OPPRESS WRECK ROUGH WRINKLE OVERPOWER OVERWHELM WORRY WOUND SINK REPRESS TYRANNIZE UNSETTLE SLASH SURRENDER SMASH SMEAR UNDERMINE SOIL VEX VICTIMIZE VANQUISH VIOLATE STAIN VITIATE SPOIL PENETRATE SQUASH SQUELCH STARTLE STORM STRAFE STRAIN ENSLAVE SUBJUGATE SULLY BATTER BASH BEFOUL BEDEVIL BESET BESMEAR BESMIRCH BESPATTER SHELL BOMBARD BREAK EXTORT BOARD DEBASE EXCRUCIATE CORRUPT DEBAUCH EXPOSE DEFACE FRACTURE PRICK CAPSIZE PROSTRATE CONQUER DISTURB MUTILATE MOB MAR MASH CRUSH MASSACRE BRUISE BRUTIFY SNARL BUMP BULLY BRUTALIZE MOLEST TRESPASS POACH MAIM DISABLE MANGLE SCORCH ALARM FRIGHTEN SCARE INCAPACITATE SCALD SAVAGE BOTHER IMPOVERISH IMPOSE INVADE VIVISECT EXPLOIT DEMORALIZE CRIPPLE STEAL SNATCH RUSTLE SACK DISMAY DERANGE DESPOIL DRENCH DISHONOUR DISGRACE DENT DENOUNCE INCRIMINATE IMBRUE OSSIFY PIN IMPAWN BECALM STRAY STRAGGLE DISPERSE SHOWER SPATTER ROUT STAMPEDE BURST BESTREW STREW HAZE SHOCK SHRED LOOT INSULT HANG HORRIFY HACK HIT HARASS HARRY HOUND INCRIMINATE SCAR IMPLICATE AFFLICT IMPAIR IMPERIL AGITATE ACCUSE ABUSE DIVIDE CLEAVE DIFFER DIVEST DETACH SUNDER SCORE INFILTRATE INFEST SHATTER LYNCH LICK INJURE INFRINGE INFLICT INVEST INJECT PENETRATE DECLINE DEAFEN REMONSTRATE PROTEST HUNT RECEDE SEIZE COLLIDE THREATEN THRASH IMMERSE RISK JUMBLE BOTCH REFRAIN FORBEAR ENFEEBLE CURTAIL AVENGE SLOBBER SORROW ANNOY SHUDDER BETRAY CONNIVE ENVELOP PERISH EMBITTER ABANDON FLINCH CRINGE DISTRESS DESPOND DESPAIR SUCCUMB ROT PUTREFY DREAD PRY EXHUME AGONIZE PALPITATE FAINT AGGRIEVE PANIC EMBROIL TRAMP ADVANCE LEAP TREASURE EVICT RESCIND RENOUNCE REPUDIATE RELINQUISH FORSAKE FORSWEAR ABANDON RETREAT SUFFER PALE WAIL END OUTRAGE FRET DISABLE SACRIFICE WORRY UPSET PERTURB CATCH ENTRAP CAGE DEPRIVE DISROBE FAILED PROTECT

36 — W A S T E 

SCRAP WASTE SPEND SQUANDER ATTEMPT BURY REPLETE SURFEIT MEDIATE DETAIL ENUMERATE EXPAND MAGNIFY ENLARGE EMPHASIZE DRILL TAME EMEND ALTER DELEGATE DEPUTE SHUT RECALL NEGOTIATE REVIEW PRACTISE REHEARSE RETRACE ENGULF FORGET BREAK STULTIFY STRIKE SQUELCH SQUASH SPOIL VITIATE SPILL SURRENDER IMMOBILIZE EMASCULATE ABORT CONTRACEPT NEUTER SPAY POISON SINK WRECK DROP REND RAVAGE RAZE IMPRISON EXECUTE DEVASTATE DAMAGE TRIFLE DUEL CASTRATE GUT SACK CRIPPLE FLOOD INUNDATE IMPOUND INCAPACITATE SCORCH INCINERATE MANGLE DISABLE MAIM BURN EXILE MASSACRE CRUSH MASH MAROON MAR BUTCHER MUTILATE DEFACE DEBASE IGNITE RUSTICATE LOAF REPOSE QUIESCE SIT SPRAWL RELAX RECLINE BASK IMPAWN DESIST BECALM ABIDE BETROTH WED MARRY BESTREW STREW SPATTER SHOWER STRAY STRAGGLE DISPERSE SPREAD HACK IMMOLATE ZONE DIVEST SEPARATE EXCLUDE EXCOMMUNICATE OUTLAW SUNDER SHATTER LOATHE LAME INJURE DECLINE SHUN SECLUDE SHIRK SEGREGATE GARBLE RISK SLOP BOTCH PROHIBIT EDUCATE CONSERVE PAWN DISCARD FORGE FORBID REPRESS BAN PERISH PUTREFY VOID ROT NAUSEATE VOMIT RETCH SUCCUMB REJECT SPOIL DEMUR MIRE FOUL DENY ENTRAP ESCHEW DEPRIVE CATCH PROSTITUTE DISABLE CAGE LOSE DAWDLE LOUNGE SEVER ABANDON SKIP UNDERVALUE UNDERESTIMATE UNDERRATE TRAMP TOY CLUTCH FORGET DISGORGE PROTRACT DISCARD LOAF IDLE FRITTER EXPAND MISAPPLY MISUSE DESTROY DEVASTATE OVERLOOK IGNORE WISH
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GLUT GORGE LAVISH FAILED WASTE SHARE SALVAGE BESPEAK CONTRIBUTE AVAIL LEND REDEEM REFORM REFIT REHABILITATE REJUVENATE REPAIR RESCUE RESUSCITATE OFFER RETRIEVE STAUNCH SUCKLE HOLD UTILIZE ACCOUNT TAG RATION ALLOCATE ALLOT AWARD ASSIGN APPOINT AIM TOW HANDLE ORGANIZE SUPERINTEND ADMINISTER SUPERVISE MANAGE PRESIDE TEST UNTANGLE CORRECT ADJUST REGULATE DISCIPLINE EDIT HALT STOP RENOVATE RECONSTRUCT REINSTATE RENEW REPRIEVE CONTINUE PERSEVERE MAINTAIN PERPETUATE PERSIST FIX REPAIR DARN VALET PROLONG RECOVER REVIEW RECAPITULATE REITERATE TRANSCRIBE REPEAT RECORD REDUPLICATE RECOUNT RELAY TRANSMIT DUPLICATE COPY PRINT QUOTE RECEIVE RELATE EMULATE IMITATE PORTRAY REPRINT DEPICT REMIND REPRODUCE MULTIPLY REPLACE RESTORE REPLENISH REMEMBER WREST PLUNDER GRASP RIFLE GRAB FORAGE RANSACK QUARTER RAID BURGLE COMMANDEER REQUISITION SEIZE TRAP DESPOIL RUSTLE SNATCH EXPLOIT SMUGGLE SCALP POACH IMPRESS PRESS EXTORT EXTRACT SCRAPE INFRINGE TUCK GARBLE HUMOUR FASTEN PREVENT EDUCATE COVET WANT RESERVE SPARE WEAN LAST ADAPT EXIST ENCUMBER ENGORGE ABSTAIN DETEST EXCEED BLOAT
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FLUSH EXORCIZE VACATE SCATTER DISCONTINUE RUN SKIP EMIGRATE RETREAT CEASE RELAPSE SCRAM SEVER SHED RUSH BETAKE EVICT RENOUNCE RESCIND REPUDIATE RETIRE RELINQUISH FORSAKE FORSWEAR RESIGN ABANDON REFORM EDIT DIVERT COMPLY EMEND ALTER DISBURSE ABATE DEPUTE DELEGATE SHUT RECALL NEGOTIATE MEDIATE STOP HALT BREAK SLACK STRAGGLE QUIT DODGE FALTER DROP BANISH OSTRACIZE DESERT SURRENDER MAROON EXILE LOAF DISSIPATE DERAIL RUSTICATE DESIST IMPAWN BELAY PARK SPRAWL RELAX BASK RECLINE QUIESCE REPOSE DISPERSE STAMPEDE STRAY SUNDER ROUT DIVERGE UNLOAD UNCLASP OUTLAW FILTER EXCOMMUNICATE DETACH EXCLUDE SEPARATE DIVEST EVADE EXTRICATE GO REBOUND RECOIL CONCEDE DECLINE QUAIL RECEDE SHUN SECLUDE SHIRK THRALL JUMBLE BOTCH AMPUTATE LOSE RESERVE FORGO RETRACT BOLT IMMIGRATE SHRUG SHOVE LEAP TURN SHIFT FORGET PERISH REJECT AVOID TIRE UNFIT ROT SUCCUMB SWOON PUTREFY CAPITULATE ABDICATE RESIGN RETIRE DECAMP ESCAPE APOSTATIZE EVACUATE QUIT RUN RETREAT FLY FLEE DESERT SURRENDER MIGRATE DEMUR CURTAIL DISCARD ESCHEW END SUSPEND DISALLOW DUMP DISSUADE DEPRIVE ENJOIN SHEER
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FAILED TO ABANDON DEVELOP SUPPORT SUCCOUR STRENGTHEN VINDICATE SPONSOR SPELL SOLACE UNDERTAKE REVIVIFY RETRIEVE REVIVE FURTHER RESCUE REPAIR RELY RELIEVE REINFORCE REHABILITATE RE-ENFORCE REFIT RAISE LEAD CO-OPERATE CONTRIBUTE EXTEND CONSOLE STOW SUPPLY ENCOURAGE BEFRIEND SUSTAIN HELP SALVAGE ASSIST SERVE HOLD HALT STOP TACKLE MEDIATE NEGOTIATE CHALLENGE INTRUDE RECALL RENOVATE RECONSTRUCT REINSTATE RENEW REPRIEVE CONTINUE PERSEVERE MAINTAIN PERPETUATE PERSIST FIX DARN VALET PROLONG RECOVER LIVE SURVIVE MATURE RECUPERATE PILLORY REPLENISH REMEMBER PRACTISE RETRACE REHEARSE REFER RELAY TRANSMIT REPLACE RESTORE REVIEW RECOUNT DUPLICATE COPY PRINT QUOTE RELATE PORTRAY REPRINT DEPICT REMIND REPRODUCE MULTIPLY RECAPITULATE REITERATE REPEAT RECORD TRANSCRIBE REDUPLICATE INFILTRATE STEAL ENSNARE FETTER TRAP SEIZE MANACLE CHAIN TRUSS KIDNAP REQUISITION COMMANDEER BESIEGE TORMENT TRICE GOAD GRAB GRASP RAVAGE PERSECUTE PLAGUE PESTER PLUNDER FIX WRENCH WREST WAYLAY WORRY STICK BIND TIE VEX SWEAT ASSAIL ATTACK BELABOUR BESET BOMBARD MOB MAUL SAVAGE IMPOUND DESPOIL DRAG CHARGE ABIDE DWELL SOJOURN OSSIFY BASK NESTLE SIT POSE PERCH IMPAWN PIN FREEZE SECURE STICK LOCATE RESIDE DESERT DECAMP ENTWINE CLING REUNITE REJOIN BETROTH WED MARRY HANG HECKLE HEW HOUND HARRY INDENT STRADDLE INFILTRATE INFEST INDISPOSE TRESPASS INFRINGE INHIBIT CONTEND COAX DISSENT HARP GROPE REMONSTRATE PROTEST BICKER CONTRADICT HAUNT TUCK SHACKLE TIE SEIZE SIEGE RECOMMIT LATCH HUMOUR BOGGLE FASTEN PREVENT FETTER SECRETE RESIST SNARE ARREST DEBATE SURROUND STRIVE FIDGET FAMILIARIZE PROVE EXHUME DESPAIR DESPOND WAIT DELAY LANGUISH ENFORCE CACHE SUBMIT MIRE CAGE ENTRAP REMAIN PARK CLAIM TUG CLUTCH BOLT BIND BESIEGE ACCUSTOM ENCUMBER EKE ENDURE PREVAIL DEVOLVE INSURE STRUGGLE WITHSTAND BOUND
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SET HOLD SHUT STOP HALT FOSSILIZE PIN QUIESCE ABIDE OSSIFY FREEZE RELAX RUSTICATE BECALM LOAF DESIST PICNIC SOJOURN IMPAWN STICK REPOSE NESTLE POSE POISE SQUAT SIT SPRAWL RECLINE BASK PERCH RESIDE DWELL BATTEN CAMP PARK LOCATE BELAY SITE SECURE FIX PILLORY BECALM MAROON IMPALE CRUCIFY CRIPPLE IMPOUND SPREADEAGLE STUN TIE BRAND IMMOBILIZE STICK NAIL STALL FLOOR IMPRISON PARALYSE TRICE BESIEGE SIEGE TRUSS TRAP SEIZE MANACLE CHAIN FETTER PLACE PLANT INCARCERATE ANTICIPATE KNIT ENTWINE HANG IMMURE IMPALE ZONE INHUME SHACKLE GARBLE BOGGLE HESITATE PAWN ARREST SWADDLE SUSPEND STILL SETTLE DISABLE ABIDE HITCH DISSUADE CATCH ENTRAP ENERVATE CHECK MIRE SUBMIT SUBSIDE BOLT CUMBER WITHSTAND NO MOTION

41 — E N D U R E 

DRUDGE EXIST PREVAIL ENDURE EKE ENCUMBER ACCUSTOM ADAPT LAST INSURE INURE TOLERATE WITHSTAND UNDERGO STRUGGLE STRIVE SUBSIST SUFFER BEAR BROOK TRAVAIL SUSTAIN UPHOLD REVIVE RESUSCITATE REFIT REPAIR REJWENATE REGENERATE FACE CONFRONT DRILL SITUATE REIGN CONTINUE PERSEVERE MAINTAIN PERPETUATE PERSIST PROLONG SURVIVE MATURE GROW RECUR TOIL LABOUR COPY PRINT QUOTE RELATE PORTRAY REPRINT DEPICT REMIND REPRODUCE MULTIPLY REPLACE RESTORE REPLENISH REMEMBER PRACTISE RETRACE REHEARSE REFER RELAY TRANSMIT ENACT SKETCH SUBSTANTIATE CHARACTERIZE ITERATE TESTIFY RECOGNIZE IMITATE EMULATE RECAPITULATE REITERATE REPEAT RECORD TRANSCRIBE REDUPLICATE REVIEW RECOUNT DUPLICATE DETERMINE OSSIFY PARK CAMP SOJOURN DWELL PICNIC ABIDE RESIDE LOCATE SITE STICK SECURE FREEZE BELAY BATTEN PIN BECALM IMPAWN REUNITE REJOIN KNIT SPLICE ATTACH CONSORT CONNECT LINK PERVADE PERMEATE JOIN COMBINE WED MARRY CLING ENTWINE YOKE ACCOMPANY CLEAVE STRADDLE SHAKE INHABIT BICKER CONTEND IMMERSE HUMOUR RESORT RISK WISH STOP BOTCH EDUCATE RESIST FORBEAR STAGNATE ABSTAIN TRANSPORT TRAMP TRUDGE ADVANCE SHRUG IMMORTALIZE PROTRACT CONFRONT FIDGET FRET FAMILIARIZE DESPOND ENTRAP CURTAIL COERCE COMPEL EXERT
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RETCH AVOID SUCCUMB NAUSEATE PANT PERISH PUFF DRAIN CAPITULATE HATE SAG CRY VOMIT SWOON ROT FALTER TIRE PUTREFY UNFIT WINCE SQUIRM WRITHE WAVER WRIGGLE WOBBLE SUBMIT STAGGER SUBSIDE BLANCH SWERVE PALE SHIVER WHIMPER WEAR RESPOND APPEAL DISCIPLINE PUNISH RULE RECALL CORRECT STOP HUSH EMEND EDIT ALTER REMAND SHUT HOLD SUBDUE UNTANGLE HALT BREAK SHOUT PLEA FEEL THROB PULSATE SMART SLIP STINK SLOUCH SLAVE REACT SLUMP SWELTER TINGLE DRIP SLACK SHIFT EXTINGUISH TERMINATE FINISH IRRADICATE LIQUIDATE TOPPLE DOOM DISPOSE DEVASTATE DESTROY DESPATCH CRUSH DEMOLISH DELETE EXTIRPATE EXPUNGE EXECUTE PURGE ERASE ERADICATE OBLITERATE SLAY SLAUGHTER ANNIHILATE ABOLISH ANNUL ELIMINATE EFFACE DISINTEGRATE RUIN ENGULF EXPIRE EXPURGATE DEPRECIATE FAIL LAPSE ELAPSE VIVISECT WILT WITHER FLAME ERODE EXPEND EXPLODE DEODORIZE CRUMBLE CRUMPLE ESTRANGE ADJOURN SWALLOW EMBOWEL DEVOUR CONSUME EAT SWILL SWIG GUZZLE GOBBLE GNAW TOPPLE QUAFF SUP DRINK DODGE YIELD SICKEN REVOLT REBEL WRECK DESERT MUTINY SURRENDER CAPITULATE BREAK DISABLE INCAPACITATE DISMAY DEPOSE FOLD SQUEAL FALTER FLAG QUIT ROUT STAMPEDE STRAY STREW STRAGGLE BURST DISPERSE BITCH HORRIFY HARASS HURT IMPAIR AGITATE DIVIDE DIVERGE UNLOAD UNCLASP SUNDER OUTLAW ZONE CLEAVE EXCOMMUNICATE SPATTER CRUNCH DISROBE DETACH EXCLUDE SEPARATE DIVEST DIFFER INDISPOSE EXTRICATE GO EMERGE REBOUND EVADE SHATTER LOATHE INJURE SCRATCH HAUNT HUNT DEBATE DECLINE DEAFEN BICKER CONCEDE PROTEST QUARREL REMONSTRATE HARP DISSENT CONTRADICT QUAIL RECEDE EVADE EXTRACT HIBERNATE HIDE SHUN SECLUDE SHIRK RISK SEGREGATE THREATEN WISH SLOP BOGGLE PROHIBIT PREVENT PIECE LOSE AMPUTATE DISCARD PETITION WARD RETRACT YELL AGONIZE PALPITATE MOAN MOURN DISGUST DISLIKE GROAN POUT GRUMBLE FAINT DREAD NAG YELP YAP MADDEN CRY ENTREAT DESPAIR DETEST EMBITTER BOLT SHRUG SHOVE SHEER LEAP SHAMBLE TURN PANT FORGET YIELD GASP SQUEAL SHRINK DUCK SHRIVEL QUIVER TREMBLE FALTER FADE WANE SUPERANNUATE REJECT ABANDON CEASE FORSWEAR RESIGN RETIRE RETREAT VACATE FORSAKE SCATTER DISCONTINUE SKIP RELAPSE SCRAM SHED BETAKE ABHOR MOPE END CULMINATE OUTCRY WAIL WEEP OUTRAGE WHOOP SLOBBER ABOMINATE ANGER ANNOY INFURIATE BETRAY PANIC GRIEVE DISTRESS SHUDDER SHATTER COLLAPSE FLINCH CRINGE PERSPIRE SURRENDER DECOMPOSE SIGH FADE FAG REGRET MEDICATE DISTRACT DISHEARTEN DISCOURAGE ENFEEBLE SAP EMBARRASS MORTIFY ENTRAP ENERVATE SCREAM SHRIEK HOWL SOB WHINE RUN DEPRIVE SNIVEL SQUAWK BAWL DISMAY BREAK RECOIL FAILED ENDURE
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PROVE FAMILIARIZE EXHUME PRY WANT TO KNOW INTERVIEW CONSULT TEST CIVILIZE EXPLAIN VOUCH VALIDATE VERIFY RELIEVE RECOMMEND REASSURE ENLIGHTEN ADVISE ASSURE INSTRUCT TIME PROVOKE RECONNOITRE SCOUT PICKET PATROL INFILTRATE QUERY QUIZ EXTORT EXTRACT SQUEEZE PRY QUIZ INVESTIGATE WRING GRILL QUESTION RIFLE SPY INTERROGATE EXPLORE SEARCH PROBE PURSUE TRACK TRAIL TRACE SCOUT DETACH SEPARATE SORT DISROBE REFRACT FILTER SPECIALIZE APPROACH SCOOP DREDGE DARE SNOOP DISCOVER BETRAY
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DISGUISE DUPE CAMOUFLAGE DOGMATIZE DERIDE DRIVEL DISSEMBLE DEPRECATE DEPLORE EXECRATE EXCORIATE EXAGGERATE COZEN CAVIL DISTORT CANT CALUMNIATE HUFF MURMUR DRONE CLAMOUR CAJOLE CACKLE PREJUDICE PRATTLE PRATE MUMBLE PERTURB MOCK MISSPELL MISREPRESENT MISNOMER MISAPPREHEND BUZZ MEW MALIGN BRAY BOYCOTT ALLEGE BOOM BLEAT STIGMATIZE BLARE BEWILDER BEWAIL BEMOAN BELLOW BELIE BEGUILE BEDAZZLE BAWL BANTER BANDY BAMBOOZLE BAFFLE BACKBITE BABBLE VILIFY GRUNT SUBVERT STUTTER STARE STAMMER SQUINT OBVIATE OFFSET OBSCURE OBSTRUCT SPURN SPUTTER SQUAWK SPY SQUEAK SQUABBLE SPOUT SPLUTTER SOUR SPAR SOB SOLICIT SNUFFLE SNIGGLE SNUB SNIVEL VAGUE SNOOP SNORT SNEAK SNEER SNICKER SNIGGER SMUT SNAP SMUGGLE SMIRCH SNARL SLUR SMIRK SLANDER SIMPER RETORT WHIMPER UNBELIEVE WHEEZE SWEAR WHEEDLE WHINE WHISPER OBTRUDE OVERHEAR ROAR RIDICULE RIB FOOL FLOUT FIB SIBILATE FEIGN FALSIFY REHASH REFUTE REFUSE PROFANE RECRIMINATE POLLUTE REBUKE REBUFF PERJURE RAVE RATTLE RANT RAG GIBE GAPE GABBLE TITTER TWITTER QUIP HOWL DEFILE DEFAME DECRY DAMN JEER INVESTIGATE JIB INVEIGH KID JIBE INVALIDATE INVEIGLE TITTLE SHRIEK INTERRUPT INTERPOSE INTERFERE LEER INSINUATE LIE SHADE SHAM SERMONIZE SEEM SCRAWL SCOWL SCRIBBLE ARGUE TATTLE HOOT HISS SCREECH SCREAM INFER SCORE SCOFF SCOLD SATIRIZE IMPEDE HINT HAGGLE TAUNT INVERTED COMMUNICATION PERSUADE EXHORT REPAY ALLUDE DISPUTE SUGGEST LECTURE TEACH PREACH SPEAK INTRUDE STOP CHALLENGE HALT HOLD SHUT SET SUBDUE DISABUSE GAG POISON SHOOT BOMBARD BOMB SHELL MOTIVATE INSTIGATE CONTRIVE INVOKE TINGLE THROB SPARKLE SWISH PATTER PULSATE STINK REACT SMART SLUMP SWELTER JINGLE GLISTEN REVERBERATE RING RIPPLE PEAL CLINK CLANG CLACK DRIP GOSSIP FIB PREVARICATE STIMULATE STIR PROVOKE FORGET DEAFEN BLIND INVOLVE GAG ENGULF RUIN DISINTEGRATE EFFACE ELIMINATE ANNUL ABOLISH ANNIHILATE SLAUGHTER SLAY OBLITERATE ERADICATE ERASE PURGE EXECUTE EXPUNGE EXTIRPATE DELETE DEMOLISH CRUSH DESPATCH DESTROY DEVASTATE DISPOSE TERMINATE FINISH IRRADICATE LIQUIDATE TOPPLE DOOM GUZZLE SWIG SWILL SWALLOW GOBBLE GNAW TIPPLE QUAFF SUP EMBOWEL DRINK DEVOUR CRUNCH CONSUME NIBBLE EAT ADJOURN ESTRANGE CRUMPLE CRUMBLE DEODORIZE EXPLODE EXPEND ERODE FLAME WITHER WILT VIVISECT ELAPSE LAPSE FAIL DEPRECIATE EXTINGUISH EXPURGATE EXPIRE SMEAR INVENT DUB CONCOCT GRIPE SNIPE ROUSE AROUSE TEASE TEMPT FLIRT WOO ELECTRIFY EXCITE ENKINDLE ALLURE SCINTILLATE TRANCE IMPRESS ATTRACT TANTALIZE TOUT CAPTIVATE FASCINATE QUARREL SMUGGLE PRETEND DUPE FORGE COUNTERFEIT IMPERSONATE COZEN IMPAWN DESIST RELAX REPOSE RUSTICATE QUIESCE LOAF OSSIFY IMPOSE TRICK CONFOUND CHEAT DENOUNCE DELUDE IMPLANT DEFRAUD EXPOSE DAZE DECEIVE EXILE MAROON BOMBARD AGGRAVATE ADMONISH ATTACK STUPEFY STULTIFY STARTLE QUARREL OSTRACIZE WRANGLE PLAGUE GOAD GRILL PESTER INTERDICT INTERROGATE INTIMATE HAZE SHOCK INSULT BITCH INTERSPERSE SPATTER STAMPEDE STRAY STREW BESTREW STRAGGLE DISPERSE HORRIFY HECKLE HIT HARASS IMMURE HATCH HURT HOUND INCRIMINATE IMPLICATE DIVIDE STRADDLE UNLOAD SUNDER SEPARATE OUTLAW ZONE FILTER EXCLUDE EXCOMMUNICATE IMPEACH ACCOST ABUSE ACCUSE SCORE INFILTRATE INDISPOSE LOATHE TRESPASS TUT SENTENCE INJURE INFLICT CONTRADICT CONCEDE COAX PROTEST QUARREL REMONSTRATE HARP BICKER DEAFEN DECLINE DEBATE LISP HAUNT HUNT QUAIL EVADE EXTRACT INSULATE LIMIT HIBERNATE HIDE SHUN SECLUDE SEAL SEGREGATE THWART ISOLATE SHEATHE LATCH GARBLE THREATEN HUMOUR RUMMAGE RESORT RISK JUMBLE WISH SLOP STUMBLE BOGGLE PREVENT BOTCH REFRAIN GAG EXCEED HESITATE EDUCATE SECRETE RESERVE FORGO WARN FORBID WARD RETRACT RESTRICT BAN STILL MUFFLE SHRUG SHOVE SHEER ABSTAIN SHAMBLE TOY TURN SHIFT CONCEAL CLAM MUZZLE FORGET BLAB PEACH DIVULGE PROTECT PET SNARE GLOZE DISDAIN DISPARAGE DEROGATE DISCREDIT DETRACT REJECT CROW POSTURE BRAG BOAST SULK OUTCRY WAIL OUTRAGE SLOBBER ABOMINATE ABHOR ANGER ANNOY SCORN INFURIATE SENTIMENTALIZE CONNIVE COLLUDE BETRAY IMPUGN IMPUTE CONSPIRE PLOT RECANT SIGH QUIBBLE IMPLORE RAGE GLOAT GROWL POUT GRUMBLE FIGHT NAG YELP YAP YELL MOAN PRY EXHUME DISGUST ENTREAT DESPAIR EMBITTER CONVINCE DEMAND DICTATE DISALLOW SWERVE SUCCUMB RETCH WAVER WRITHE SQUIRM VOMIT WINCE NAUSEATE FALTER TIRE HATE PANT PUFF CAPITULATE CRY IGNORE CACHE PUZZLE CURSE CONSPIRE CONNIVE DISSUADE PROVOKE DEPRIVE INTERVENE INTERSECT INFORM SLANT HUSH IMPLICATE SURPRISE DEMUR OBJURGATE AMAZE INCULPATE COMMISERATE FABRICATE TWIST INVERT MORTIFY ESCHEW SHAME DISHEARTEN DISAPPROVE DISTRACT FOUL BOTHER MEDICATE MISCONCEIVE CHIDE COMPLAIN CONDEMN CHEW CENSURE CARP BLAME UPBRAID FULMINATE REPROACH REPREHEND AVENGE ASCRIBE RESENT IMPLY EMBARRASS DECOY EMBROIL MORALIZE MISLEAD DIGRESS CRITICIZE CURSE DISCOURAGE DENY PRAY KID LIE PREVARICATE PRETEND CRITICIZE SUSPECT RANKLE WORSHIP WHOOP INTEND TO NOT COMMUNICATE
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STREW STRAGGLE DISPERSE SPREAD SHOWER RADIATE RANGE BURST SPATTER STAMPEDE BESTREW ROUT INTERSPERSE DIFFUSE DISPERSE DISTRIBUTE DISPENSE DEPLOY SOW PROPAGATE DISSIPATE PULVERIZE SCARE UNSETTLE STRAFE CHARGE DISMEMBER DEMENT UNNERVE LITTER HOUND SCATTER AGITATE SHATTER QUAIL EVADE RUMMAGE JUMBLE BOGGLE BOTCH DISCARD OUTBREAK SCATTER EMBARRASS SHUDDER PANIC SWERVE SQUANDER EXPORT DISPEL VOLATILIZE SPRINKLE DISBAND FLURRY DISTRACT DISTRIBUTE STRAY
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INDULGE INCITE INCULCATE SCANDALIZE ASTOUND INDUCE LIKE LUST INFLAME INFATUATE WALLOW GIGGLE THRILL TITILLATE TITIVATE QUIRK PEEP MYSTIFY ENCHANT PROSTITUTE IMBIBE INEBRIATE INVERTED INTEREST BENUMB BELABOUR MASH MAR MANGLE MAIM BESPATTER BESMIRCH PERFUME BESMEAR BESLOBBER BESLAVER BESET BIND CAMP SOJOURN ABIDE RESIDE DWELL LOCATE IMPAWN REPOSE NESTLE LOAD DISABLE TRUSS TOY PLAY WED BETROTH MARRY PERVADE PERMEATE TOUCH ACCOMPANY REUNITE ATTACH KNIT SPLICE JOIN CONNECT LINK EMBRACE COMBINE CONSORT YOKE ENTWINE CLING MURMUR TWEAK CRAVE PRICK PRESS FRACTURE MOLEST PENETRATE PIERCE MUTILATE PINCH BUTCHER BUTT MOB BRAND BURN BUMP MAUL BRUTIFY AWAKEN AROUSE SATISFY GRATIFY STIMULATE EXCITE BRUISE HABITUATE ENUMERATE DETAIL OPERATE TEST DISCIPLINE MANIPULATE PRESCRIBE PREDISPOSE COMPLY REMAND SUMMON STOP ELONGATE DILATE ENLARGE EXPAND EMPHASIZE CORRECT EMEND EDIT MAGNIFY AMPLIFY ALTER ADJUST SHAPE RIFLE RANSACK SPY INFILTRATE PRY GRILL PERSECUTE PERSEVERE MAINTAIN PERPETUATE PERSIST PROLONG RESPIRE NURTURE NOURISH RECONSTRUCT RENOVATE REINSTATE MATURE FIX MARTYR SURVIVE BULLY PREDESTINATE DROOL SLAVER VIOLATE REACT STINK SLUMP SMART SLAVE SWELTER SLIP SLOUCH PULSATE PATTER SWISH SPARKLE THROB TINGLE DRIP CLACK CLANG CLINK PEAL RIPPLE RING REVERBERATE GLISTEN REPRODUCE RETRACE QUOTE COPY REMIND SKETCH CHARACTERIZE IMITATE MIME PORTRAY DEPICT REPLACE RECOGNIZE REMEMBER TESTIFY SUBSTANTIATE RECORD RECOUNT ENACT PRINT EMULATE RESTORE DUPLICATE RECIPROCATE RECEIVE REPLENISH TRANSMIT PRACTISE REHEARSE MULTIPLY REITERATE REPEAT RECAPITULATE REVIEW REDUPLICATE BANG SCREW RUIN STIMULATE STIR PROVOKE MAKE GUZZLE SWIG SWILL SWALLOW GOBBLE GNAW QUAFF SUP EMBOWEL FRATERNIZE DRINK DEVOUR CRUNCH CONSUME NIBBLE EAT ADJOURN ESTRANGE CRUMPLE CRUMBLE DEODORIZE EXPLODE EXPEND ERODE FLAME WITHER WILT VIVISECT ELAPSE LAY INHALE GROW CONJURE JINGLE TIPPLE LAPSE FAIL DEPRECIATE EXTINGUISH EXPURGATE EXPIRE ENGULF RUIN DISINTEGRATE EFFACE ELIMINATE ANNUL ABOLISH ANNIHILATE SLAUGHTER SLAY OBLITERATE ERADICATE ERASE PURGE EXECUTE EXPUNGE EXTIRPATE DELETE DEMOLISH CRUSH DESPATCH DESTROY DEVASTATE DISPOSE DOOM TOPPLE LIQUIDATE IRRADICATE FINISH TERMINATE ENSNARE DISPLAY ENGROSS ENKINDLE CAPTIVATE EXCITE FASCINATE FLIRT ROUSE AROUSE ATTRACT IMPRESS TRANCE SCINTILLATE ALLURE GOGGLE MARVEL ELECTRIFY TANTALIZE WOO TEASE TEMPT INTOXICATE SMUGGLE DEPRAVE FETTER FORCE WINE BED SLEEP LIE UNDRESS DRESS DIVERT CULTIVATE DELIGHT COMFORT EXHILARATE ENLIVEN SUCKLE WILE SOOTHE SOLACE OBLIGE RELIEVE REJUVENATE INNERVATE SATISFY PERFUME PERMIT PLEASE ENCOURAGE ENDEAR ENHANCE BESTOW SURFEIT CONSOLE BEDEVIL ATTACK BEAT BEFOUL BATTER ASSAULT BASH ASSAIL SWEAT SULLY SUFFOCATE SUBJUGATE STUPEFY STUN STRAIN STRANGLE STRIKE STIFLE STALK SPOIL STAIN VIOLATE SPRAWL LOLL VICTIMIZE SOCK SOIL UNDERMINE HANDCUFF MANACLE FETTER CHAIN SMEAR GRASP COERCE POUND POKE REVENGE GRILL PLAGUE PESTER PERSECUTE RIP GRAB GOAD PARALYSE RACK GASH TORMENT END TOLERATE IDOLIZE PET FORGET PHILANDER CLOY PINION CLUTCH CRAVE HANKER PANT MASTURBATE JOLT RETALIATE FORCE FLAY FLAGELLATE SLASH SLICE SLAP SLIT TYRANNIZE EXHAUST WHACK WHIP WOUND OVERWHELM OVERPOWER WARP WRENCH WRING TWIST WRY ROUGH WALLOP OPPRESS OFFEND NIP NICK SMACK SMITE SLAM NEUTER EMASCULATE SPAY SMOTHER DROWN DOPE DRUG SMASH NIBBLE SNIFF STROKE RUB APPEAL ATTRACT ENTICE FRIG COHABIT FUCK FORNICATE COPULATE LAY MAKE JAZZ DRUG JERK PLAY TEASE TWITCH DESPAIR DELIVER COME TRIFLE TRICE JAB SICKEN INTIMATE INTERROGATE TWIST BRUTALIZE HAMMER HAZE SHOCK INSULT SPATTER STAMPEDE STRAY BESTREW BURST DISPERSE HANG HORRIFY HECKLE HIT HARASS IMMOLATE HURT HOUND HARRY SCAR AFFLICT IMPALE AGITATE ZONE DISROBE EXCLUDE OUTLAW SEPARATE DOPE SUNDER UNLOAD DIVERGE TOSS ROLL WRITHE DIFFER DIVIDE DIVEST LASH ACCOST ABUSE INFILTRATE LOATHE TRESPASS LYNCH LAME LACERATE LICK INJURE SCUFFLE SCRATCH INFLICT INJECT INHUME PENETRATE ADMIT INVITE INOCULATE INSERT SIP HAUNT YANK EXTRACT HIDE SHUN SECLUDE SHACKLE SEIZE THWART TIE COLLIDE GARBLE THREATEN THRASH THRALL IMMERSE RUMMAGE RESORT RISK SLOP STUMBLE PROHIBIT REFRAIN GAG EXCEED TRY FETTER FRUSTRATE SECRETE GO COVET EXACT CONSERVE LOSE PETITION AMPUTATE DISCARD WANT FORBID REPRESS SPECIALIZE SNARE TWEAK TONGUE ENJOY LOVE LIKE SUCKLE SQUEEZE TARNISH TAINT SCREW KINDLE INVERT INTENSIFY HUMILIATE DEGRADE REGRET NIP COMMISERATE LURK JUMBLE FONDLE NUZZLE SUCCUMB SWOON BURY EJACULATE COME STAY SLEEP PROCURE COVER PAW CACHE DEFILE DALLY DISLIKE DISTRESS DESIRE DISGUST SIGH GLOAT GROAN AGONIZE MADDEN PALPITATE MOAN EAT EXHUME COLLUDE RECANT TRADUCE BETRAY SENTIMENTALIZE CONSPIRE PLOT CONNIVE SHUDDER SUFFER CONCLUDE ACHIEVE ATTAIN WAIL OUTRAGE WEEP SLOBBER CULMINATE ENDURE SHIVER TRANSPORT SHAMBLE SUSPEND BIND TURN TUSSLE LIMP PROWL DABBLE ENFEEBLE FONDLE ABUSE CORRUPT TUG EMBARRASS SHAME MORTIFY ENTRAP ALLURE PINCH REVEL SQUIRT SOPHISTICATE PUCKER CRITICIZE CONTORT BOTHER FOUL DEFORM DEVIATE BEWITCH SEDUCE SENSUALIZE CATCH ENERVATE INSINUATE LEER DEFILE TITTER POLLUTE TOY WHISPER DEPRIVE SMIRK SMIRCH CORRUPT SNIGGER SMUT SNEAK SOLICIT RAPE RAVISH PASSION PERVERT FOREBODE FOREWARN YEN OBSESS SUCK BESOT BEWARE BITE BAN PROCURE BEGUILE CREEP STRIP INITIATE FEEL BARE PRY PAINT KISS LICK TATTOO FLOG CASTRATE HYPNOTIZE WHIP SEDUCE CARESS TICKLE DISABLE BIND TORTURE IMPLICATE IMPOSE SCALP SAVAGE INCISE SCOURGE SKIN KNOCK SIN TRICK WRIGGLE KICK SMUDGE DAZZLE SNATCH EMBROIL CRIPPLE DEMORALIZE CRIMINATE EXPLOIT COMMIT SCRATCH CLAW CHOP TRANSGRESS CHEAT DISSECT DISMEMBER DISGRACE DISHONOUR DRAG DESPOIL DERANGE DISEMBOWEL EVISCERATE DISLOCATE DEPRAVE CRUCIFY CROP DEMENT DEMEAN DELUDE DEGRADE ERECT DEFACE DISSIPATE EXPOSE DECEIVE CANE DEBAUCH DEBASE EXCRUCIATE EXTORT CAPTURE CONQUER CUT PUNISH PUNCTURE PUNCH DETRACT CLEAVE

59 — T H I N K 

CONSTITUTE COMPRISE CONSIST NEOLOGIZE SCHEME WONDER OUTLINE JUSTIFY NUMERATE THEORIZE GENERALIZE THINK PARTICULARIZE RATIONALIZE PERCEIVE REALIZE CONCUR CONCERN CONCENTRATE CONCEIVE COMPARE COGITATE DOUBT DISTINGUISH DISPROVE DISQUALIFY CALCULATE PRESUPPOSE PRESUME PREPENSE PREJUDGE PREFER PREDICT EDUCE PREDICATE PRECONCEIVE PHILOSOPHIZE METHODIZE BETHINK BEMUSE BELIEVE ASSUME SYMBOLIZE SYSTEMATIZE ANALYSE SURMISE SUSPECT SUPPOSE SPECULATE EXCOGITATE VISUALIZE SOLVE WEEN EQUATE AMOUNT COMPUTE INFLECT DERIVE DENOTE DEFINE DEEM COUNT CONTEMPLATE CONSTRUE CONSIDER ASCERTAIN ASSESS TRANSCEND ASSOCIATE LIST DECIDE DEDUCE QUALIFY ITEMIZE QUANTIFY PLAN RECKON PONDER RECOLLECT POSTULATE RECONSIDER PREDETERMINE REFLECT FORECAST RESOLVE RUMINATE TOT TYPIFY DISCERN TABULATE TALLY IMAGINE PUZZLE THINK UNDERSTAND RECALL REVISE SIMPLIFY IDENTIFY ASSORT STIPULATE DETAIL ENUMERATE GRASP RECOGNIZE REMEMBER REMIND RECORD REVIEW RETRACE RECAPITULATE MULTIPLY REPRODUCE DEPICT COMPREHEND REFER FORGET ELIMINATE MANUFACTURE CONCOCT CONSTRUCT INVENT ESTABLISH DEVISE EVOKE PROBE PURSUE EXPLORE DETERMINE APPEND ADJOIN INTERSECT COMBINE LINK CONNECT PERMEATE PERVADE CONJUGATE STULTIFY STUPEFY DAZE BENUMB DEMENT DERANGE DIVIDE DIFFER EXCLUDE SORT SEPARATE EXTRACT WISH BOGGLE EDUCATE MISCONCEIVE FUMBLE BOTHER REGRET CLASSIFY CRITICIZE INFER INFORM RECALL WORRY REGARD GRADE RATE RANK VALVE ADJUDGE ADJUDICATE PROVE DESPAIR MUSE SUMMARIZE APPREHEND ESTIMATE TROW IDEALIZE CONCLUDE CONFUSE INSPIRE ADDUCE
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GENERATE ISSUE MOTIVATE EMIT EMANATE ENGENDER PERPETRATE INVOKE TRANSACT COMMENCE CONTRIVE PREDESTINATE CONJURE INSTITUTE NOMINATE DESIGN ORIGINATE PRECIPITATE INSTIGATE PROPAGATE BEGET POPULATE PROCREATE INBREED BREED IMPREGNATE GEMINATE DEVISE INCUBATE VIVIFY ORDAIN VITALIZE DECORATE INVENT MANUFACTURE CONSTRUCT SPROUT INCREASE DUB CONCOCT ESTABLISH ANIMATE GLOW ATTRIBUTE INNOVATE WAGE CREATE WRITE PEN DISCOVER EXPRESS ENDOW RECREATE REGENERATE PLANT MATERIALIZE BUILD MAKE PRODUCE SOW SPAWN CREATE STAY PLACE CLING JOIN EMBRACE LINK MEET LOCATE FOMENT IMPROVISE IMAGINE ERECT NARRATE
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DISAVOW DISBELIEVE DISCLAIM DUMP DISOWN EMACIATE EMBEZZLE YEARN OPPOSE OWE SKIMP STARVE STEAL STINT STRIP SWIPE SURCHARGE BEREAVE MISAPPROPRIATE MISTRUST MOULT ECONOMIZE PILFER PINE LACK REMOVE FAST RATION THIEVE THIRST RID SCRIMP SCAMP SAP SACRIFICE HOG ABORT ROB RETRENCH REVOKE OBSESSIVE CAN’T HAVE DISBURDEN CURE RAID PRE-EMPT SEIZE DEMOLISH CUT GUT TAX GORGE SLAVE STINK SLIP SWELTER SLOUCH REPLACE REACT DUPLICATE REHEARSE PRACTISE REDUPLICATE REPRODUCE MULTIPLY CROP DOCK DEPRIVE STEAL OBLITERATE DEMAGNETIZE TERMINATE FINISH IRRADICATE CRUSH LIQUIDATE TOPPLE DOOM DISPOSE DEVASTATE DESTROY DESPATCH DEMOLISH DELETE EXTIRPATE EXPUNGE EXECUTE PURGE ERASE ERADICATE OBLITERATE SLAY SLAUGHTER ANNIHILATE ABOLISH ANNUL ELIMINATE EFFACE DISINTEGRATE CENSOR RUIN ENGULF EXPIRE EXPURGATE EXTINGUISH DEPRECIATE BATTEN FAIL LAPSE ELAPSE VIVISECT WILT WITHER FLAME ERODE EXPEND EXPLODE DEODORIZE CRUMBLE CRUMPLE ESTRANGE ADJOURN EAT NIBBLE CONSUME CRUNCH DEVOUR DRINK EMBOWEL SUP QUAFF TIPPLE GNAW GOBBLE SWALLOW SWILL SWIG GUZZLE REQUISITION INTERDICT GUT KIDNAP ANNEX IMPOUND OSSIFY LOAF FREEZE QUIESCE CLING ENTWINE YOKE CONSORT LINK JOIN ATTACH ACCOMPANY CRAVE EMASCULATE NEUTER ALTER SPAY RIFLE RANSACK TAX SACK IMPOVERISH SCALP FLAY SKIN SNATCH RUSTLE EXPLOIT CHEAT DESPOIL CROP DECORTICATE DEFRAUD CAPTURE EXTORT POACH PINCH BEHEAD SWINDLE SPOIL WRING WREST OSTRACIZE PLUNDER GRASP RAVAGE RAZE PAUPERIZE DECAPITATE BESIEGE SIEGE COMMANDEER SHRED LOOT SHOWER STREW BESTREW STRAGGLE DISPERSE IMMOLATE EXCOMMUNICATE EXCLUDE FILTER SEPARATE ZONE OUTLAW SUNDER STRADDLE UNLOAD DETACH DIVERGE DIFFER DIVIDE DIVEST PURLOIN DISMISS EVADE SHATTER INFRINGE REMONSTRATE BICKER GROPE DECLINE DEBATE HUNT HAUNT DISSENT CONTEND CONTRADICT CONCEDE PROTEST QUARREL HARP RECEDE RECOIL YANK EXTRACT DISMISS INSULATE LIMIT HINDER SHUN SEGREGATE THWART ISOLATE SEIZE LATCH COLLIDE GARBLE IMMERSE RUMMAGE RISK RESORT JUMBLE WISH SLOP STUMBLE BOGGLE BOTCH PROHIBIT PREVENT REFRAIN TRY HESITATE EDUCATE WANT DISCARD PAWN FRUSTRATE RESIST SECRETE AMPUTATE LOSE COVET CONSERVE FORGO FORBID WARN RESTRICT WEAN BAN ABSTAIN SHOVE SHEER LEAP SHAMBLE TUG SHIFT FORGET RETARD REDUCE DISDAIN CRIMP DEVEST REJECT FORSWEAR VACATE FORSAKE EKE REPUDIATE RENOUNCE RELINQUISH SHED ENCUMBER INURE WAIL WEEP SORROW ABHOR ABOMINATE RECANT SIGH GRIEVE FRET DREAD MOAN MOPE MOURN ENVY DISGUST DISLIKE DESPAIR SUCCUMB PUTREFY ROT NAUSEATE VOMIT ABDUCT DISARM SURRENDER SACRIFICE DEPOSIT AMASS POSSESS ACQUIRE RETAIN CAUTION CACHE BEGRUDGE ESCHEW CONDEMN SHEAR SOAK DEDUCT TAKE DEMUR CURTAIL PLUCK PRUNE BOB DISAPPROVE DISHEARTEN DENY DISCOURAGE CLIP CRITICIZE FOUL BEGRUDGE MIRE DESICCATE ENFEEBLE ENCROACH CADGE CAGE DISCARD DISPOSE POACH PURLOIN IMPOVERISH RUSTLE ENTRAP ENJOIN ENERVATE HAGGLE CATCH DEPRIVE DISSUADE COZEN DISABLE CASTRATE CHEAT DESIRE DESPOND ENFORCE RETCH
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EFFECT REACT SLOUCH SLUMP SLIP PULSATE SMART TINGLE THROB SWELTER STINK SPARKLE GLISTEN PATTER SWISH CLACK CLANG CLINK PEAL JINGLE REVERBERATE RIPPLE RING DRIP SLAVE RESPOND THUMB CONSOLE SURFEIT REPLETE ENLIGHTEN ENHANCE ENERGIZE PREPARE ENCOURAGE EDIFY PERK PERFUME HABILITATE SALVE HEAL INNERVATE INSTRUCT LEAD REASSURE REFORM REFRESH REGENERATE REHABILITATE REJUVENATE RELIEVE REPAIR RESPITE RESCUE RESUSCITATE RETOUCH REVIVE SMOOTH SOLACE SOOTHE STRENGTHEN SUCCOUR SURCEASE SUPPORT EXHILARATE ENLIVEN CHEER COMFORT DELIGHT CULTIVATE DEVELOP DIVERT DRESS DRIVE WINE CALM CIVILIZE BURNISH CURE INVIGORATE SMELL FEEL WILL ORDAIN IMPOVERISH SCALD INCAPACITATE SCORCH INCISE KNOCK KICK SMUDGE CRIPPLE DEMORALIZE CONFOUND CHOP DRENCH DRAG DISAFFECT DERANGE DEPRESS DISMAY DISLOCATE CUT DEPRAVE DENT CROP DEMENT DEJECT DEGRADE DEFLATE DEFACE DAZE DEBAUCH DEBASE EXCRUCIATE EXTORT CAPTURE CONQUER DOUSE DISTURB PULVERIZE PUNISH PUNCTURE PUNCH PROSTRATE CAPSIZE PRICK PRESS PIERCE MUTILATE MOLEST BUTT BURN BUMP MASH BRUISE MAR MANGLE MAIM BREAK BOIL AGGRAVATE BESET BENUMB BELABOUR BEDEVIL BEFOUL BEAT BATTER BASH APPAL SWEAT SULLY SUFFOCATE SUBJUGATE SWAMP STRAIN STORM STRANGLE STIFLE STARTLE SQUEEZE SQUELCH STAIN SQUASH SPOIL SPRAIN SPLASH SPRAWL SPLIT SPILL VICTIMIZE VEX SOIL SMOKE UNDERCUT UNDERMINE SMEAR SMOTHER SLAM SINK SIZZLE TYRANNIZE WEARY ULCERATE UNNERVE WORRY WOUND WRY WRING WRINKLE OPPRESS JOSTLE JOLT FLOOR PLAGUE PESTER PERSECUTE GOAD RASP RAP TERRORIZE THUMP TICKLE QUELL QUENCH QUASH IRK DAMAGE JERK SICKEN TROUBLE HOUND HARRY HURT HARASS HIT HECKLE HORRIFY INSULT SHOCK HAZE HAMMER AFFLICT SCAR IMPAIR AGITATE ABUSE ACCUSE INDISPOSE SHATTER SHAKE LACERATE LAME INJURE QUAIL THREATEN MORTIFY COMMISERATE REGRET FOUL MEDICATE MIRE DISTRACT DISHEARTEN DISCOURAGE CURSE EMBARRASS SHAME BLANCH
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VANISH MINIMIZE OMIT NO EFFECT PARDON EXCUSE PARRY CONTRACEPT VITIATE PETRIFY ABIDE FREEZE STICK SECURE BECALM IMPAWN DESIST QUIESCE OSSIFY STAVE DUCK EVADE INSULATE HIBERNATE SECLUDE THWART HUMOUR PREVENT REFRAIN TRY CONSERVE WARD DENY ENFEEBLE WITHSTAND DESPAIR DESPOND SHRUG WAIVE REJECT FORSAKE RETREAT RETIRE FORSWEAR RESIGN DISSUADE
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BUILD MAKE PRODUCE MATERIALIZE PLANT EFFECT AFFECT SOW ERECT SPAWN BEATIFY STIMULATE SPARK NECESSITATE PROVOKE INVOLVE WILL CAUSE PROJECT PURPOSE DISCOVER EXPEDITE INVIGORATE CIVILIZE DRIVE DIVERT DEVELOP CULTIVATE DELIGHT EXCEL ENLIVEN EXHILARATE ENABLE STRENGTHEN SPONSOR VERIFY VALIDATE UPHOLD UNDERTAKE REVISE FURTHER REPAIR REHABILITATE FACILITATE RE-ENFORCE RECTIFY RAISE LEAD INSTRUCT ASSIST HEAL SUSTAIN ASSURE ALLEVIATE PREPARE ENERGIZE SUPPLY REPLETE SURFEIT FILL FULFIL EXTEND CONTRIBUTE CO-OPERATE COMMAND PRESIDE RULE REIGN JUDGE JOCKEY JUGGLE USHER NAVIGATE PILOT OFFICIATE REGULATE DIRECT UNTANGLE ORDER ORIENTATE ORGANIZE OPERATE ADMINISTER SUPERINTEND SUPERVISE MANAGE MASTER CONSTITUTE INSTITUTE ORIGINATE GENERATE CONTRIVE CONJURE DESIGN ENGENDER MOTIVATE SUFFUSE ORDAIN ATTRIBUTE INVENT INNOVATE INITIATE LOCATE SITE TEMPT INSPIRE PERVADE PERMEATE FOMENT TROUBLE SICKEN DAMAGE QUELL TORMENT TERRORIZE RAID PARALYSE PAUPERIZE PENALIZE PERSECUTE PROSECUTE FORCE OFFEND OPPRESS WORRY WHELM WEARY TYRANNIZE UNSETTLE VEX VICTIMIZE SPOIL VITIATE SUBJUGATE APPAL BELABOUR AGGRAVATE PRESS DISTURB DISSIPATE DEPOSE DEPRESS DERANGE DESPOIL DEMORALIZE DISAFFECT DISGRACE COMMIT CONFOUND EXPLOIT INUNDATE INVADE IMPOVERISH INCAPACITATE IMPOSE RADIATE SHOWER SPATTER BURST FILTER EXCLUDE ZONE SEPARATE OUTLAW SUNDER DIVERGE DIVEST DIVIDE INDISPOSE INFLICT COAX BOTHER FABRICATE DICTATE DEMAND DISALLOW CONVINCE EXERT DOMINATE COMPEL ENFORCE COERCE INAUGURATE FOSTER PREDETERMINE POSTULATE CONCEIVE DIFFER SORT STIR
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HCOB 5 JUNE 1961
PROCESSES ALLOWED

(Cancels earlier Process directives)

(D of P Re-evaluate all cases, staff and public, on the basis of this bulletin and apply this bulletin at once to all cases.)

As of this date only the following processes may be used in HGCs, Central or City Offices, excepting only Academies where any process may be used for training.

Process Routines

Routine One

For all cases that show one or more points near the very bottom of the graph on Traits A, B, C, D, E, F, and G regardless of other test or meter criteria, and for all cases that show all points within 25 points of the top of the graph, again regardless of other meter or test criteria:

1. CCHs.

2. Joburg Processing Checks.

1. The CCHs are to be run by their earliest criteria—London '57—which is to say CCHs 1, 2, 3, 4, are run in rotation and each only so long as it produces change and no longer. Change is measured by Comm Lag or alterations of pc in doing process.

Do, for instance, CCH 1 only so long as it is producing changes in pc's responses to doing it. Twenty minutes of no-change of response should be regarded as nul for the moment. One then goes on to CCH 2. The same rule applies. Only if pc's responses are faster or slower or different each time, continue the process. Test for twenty minutes, again all of which must produce no marked difference of response to the process. If process is now nul, go on to CCH 3. Same rules apply. Go on to CCH 4.

Same rules apply. Go to CCH 1. Same rules apply. Etc, etc. It is a Code Break (Clause 13) to change the process while the pc is giving differences of timing (comm lag) or attitudes of response. It is a Code Break (Clause 13) to fail to change the process when the pc is not giving any differences in timing or attitudes of response.

If done this way and with good Tone 40 wonderful results are achieved by the CCHs.

The case criteria is meant to embrace the “no auditor” case at the bottom and the “Theetie Weetie Case” (sweetness and light) case at the extreme top of the graph (who will go to graph bottom before the case starts up again as though the profile were a cylinder which when it goes off the top, then appears on the bottom when people are in “serene” valences [meaning they are wholly overwhelmed as a thetan].)

2. The Johannesburg Processing Check is the same as the Joburg Security Check only it is now being used for processing purposes with great results. I have rewritten it in HCO WW Form 3 as the Joburg Security Check and will rewrite it as HCO WW Form 4 calling it “HGC Gain Control Check” or some such name, but the questions are about the same. Meanwhile use Form 3 as is in HGCs. Don't rewrite or omit.

The directions are on the Check form. The difference is that in using the Joburg in Processing, these rules apply: 

1. Clear all needle reaction from any question before going on to the next question. By-pass no reaction you see on the meter to the question. If you do let one slide, the pc will shortly complain about being given the check. If a pc starts complaining about the check, you have either passed a hot question without getting the withhold, or he has a hot withhold. Remedy: if pc complains continually while being checked during processing (not in pure Security Checking for the Org but in using the check in processing) you go back to the beginning and start over.

2. The Joburg used in processing only is done in Model Session only.

However on the question, “Are you withholding anything?”, don't spend more time than needed to clear PT withholds on the auditor as the whole check is devoted to withholds.

3. If pc refuses check altogether and you can't get on, return pc to CCHs, do them a few more hours and try the check again.

This is all there is to Routine One. CCHs and Joburgs. And the graph is now the full criteria of when you use Routine One.

Routine Two

This is covered very fully in HCO Bulletin of May 25, 1961, “Releasing and Preparing a Case for SOP Goals” and other current HCO Bulletins.

Routine Two consists of two steps only.

1. Joburg checks, given as above in Routine One.

2. General Runs on Pre-Hav Scale without terminal, using Primary and Secondary Scales.

3. On PT Problems of Long Duration (years or within this lifetime only) assess on meter for terminal and nul the Tone Arm for each level, level after level, using mainly the Primary Scale.

4. Find the pc's Havingness and Confront Processes and use them briefly early in each session and at each session's end and where needed.

For every general level flattened fully on the Pre-Hav Level found, do a Joburg.

For every PTP of Long Duration, completed, run a Joburg.

The Hav and Confront Processes can be found at any time but are better found after one Joburg and one general level flattened.

Why all these Joburgs? As a case gains it gains in responsibility. As it gains in responsibility, the pc remembers more withholds and considers the things he has done more in the light of having been overts. If the case isn't given a chance to get rid of these, it stalls. Or the pc is half killed by realizations that he has been bad when the targets of his overts unlessen from pigs to people. Therefore it is brutally unkind to improve a case without then removing the withholds now realized. This is also an excellent therapeutic mechanism. It is also an excellent test of a pc's progress, i.e: if he has no more withholds on a new Joburg that weren't found on his last, the pc isn't progressing. On successive Joburgs if no new overts and withholds show up that weren't there before, the pc is not progressing. Yes, I've found why cases stalled and gained only so far and then blew. Your thanks are in order.

This Routine Two, closely followed and carried out, will bring out the state of Release in from 50 to 75 hours.

Routine Three

1. SOP Goals Assessments for goals and Terminals;

2. Running SOP Goals Terminals Flat on every level;

3. Joburg Processing checks (as in One and Two above);

4. Use of Hav and Confront Processes as in Routine Two or finding new Hav and Confront Processes as case gets more able.

This is the full extent of the things used in Routine 3.

Routines 2 and 3 are not crossed or intermixed.

Routine 3, if one is expert indeed, can be done on any case but one can make mistakes, find the wrong goal or terminal, and so, until fully briefed and flawless in TRs, E-Meter, Model Session and Assessing, an auditor will get more case gains per unit of time by using Routine Two. When he or she is a Release, it is much easier some day to have Routine 3 then completed if the person is Released first.

In short, for sure gains until you are sure of your tools, as listed above, use Routines 1 and 2. When you are perfect in handling SOP Goals, do Routine 3 on pcs.

W A R N I N G

On running general runs and SOP Goals Terminals on Pre-Hav Levels, the most serious mistake that can be made is not flattening a level before reassessing.

On a rough case, the TA motion required to end is present at the beginning and so auditors leave the level and leave it unflat.

If two or more levels are run and left unflat, the pc can feel he is spinning! 

Flatten levels in this wise:

1. Run until TA is showing better motion.

2. Run until needle is practically stuck for the whole of 20 minutes.

3. Reassess.

Example on a sticky meter case:

Level Assessed: “Build”

First three hours of running:

Tone Arm dial reads:

4.2, 4.3, 4.1, 3.9, 4.2.

Second three hours of running:

4.2, 4.4, 4.1, 4.6, 4.0, 3.75, 4.9, 3.5, 4.3, 3.25.

Third period of two hours:

3.25, 3.5, 3.2, 3.6, 3.9, 4.1, 4.0, 3.0, 3.5, 4.7, 3.6, 4.8, 5.0, 4.7.

Last twenty minutes:

4.7,5.0,5.0,5.0,4.9,5.0,5.1,5.0.

Note that the “Leave it when the TA moves less than a 1/4 of a TA Dial in 20 minutes” seems to apply to first three hours. Actually the TA, on a rough case (sensitivity 2 to get a 1/3 dial drop) does not begin to move for quite a while. Then it begins to move. Then it nuls.

So be careful. It is better to have a TA stuck for 20 minutes than to leave a level unflat.

SUMMARY

Since February, 1961, I've been teaching auditors close up and far away how to clear.

I have now a pretty good grip on what they can and will do. I have been modifying the tools to fit hands more than to fit cases. They already fit the cases and have since February.

The auditor who can do CCHs and has a fair command of Routines 1 and 2 and who “keeps the Rudiments in” and doesn't Q and A and who has a good D of P behind him to see that he does, can get wonderful case results with Routines 1 and 2.

Only the auditor who has perfect TRs, a total command of the E-Meter, Perfect Model Session, a good grip on assessing, and whose case is in excellent shape, should attempt SOP Goals—and that right now isn't two dozen and aside from Peter and Eliz Williams, their two new ACC Clears and a few of their ACC Students, aside from the South African Clear Jean Kennedy and a very few S.A. ACC Students, the rest are right here at Saint Hill. At this moment there are none in America and there will only be one there by July 30th, 1961. There are none in England outside the boundaries of Saint Hill who could clear and only one genned in on Routine Two at HASI London.

So there's what I've found out after an awful lot of work with you guys. I've found most of you can do Routine One, some of you can do Routine Two. None save the above named can (not by permission but by actual fact) do Routine Three.

I've also found out that all this is very easy to remedy and that your willingness is superb.

Our work is cut out for us, but boy, do we know where we're going.

We have to get all auditors perfect on the TRs, Model Session, E-Meter, Security Checking, Pre-Hav Assessing and SOP Goals. And it can be done very easily. When we've got that we'll have loads of Clears.

And what do you think that will do to this society?

LRH:jl.bh L. 
RON HUBBARD

 [See also HCO PL 24 August 1961, HGC Allowed Processes.]

HCOPL 24 AUGUST 1961
HGC ALLOWED PROCESSES

Until further notice the HGC allowed processes shall be:

Routine 1

Routine 1A

Routine 3.

Routine 1A is preferred on all pcs and should be begun as early as possible and flattened fully before a Routine 3 Assessment is attempted.

Routine 3 has failed only where rudiments are flagrantly out during assessment or in running.

Routine 1A inhibits out rudiments and ARC breaks. It flattens in from 25 to l00 hours. It speeds goals assessment to as little as 2 1/2 hours if 1A is flattened.

Routine 1A consists of any version of problems and all HCO WW Form Security Checks.

Not know, unknown version of Problems Processes and Security Checks are allowed.

It is policy that no preclear on staff or in the HGC be assessed for goals or run on goals or run further on goals until Routine 1A is flat in all versions.

This guarantees clearing if auditors are also technically expert and flatten all processes begun by them.

Saint Hill Tapes of recent date and other materials cover and will continue to cover this subject.

This is policy. It must be followed.

L. RON HUBBARD

LRH:jl.rd

HCOB 24 AUGUST 1961
VALENCES KEY TO CLEARING

If you aren't running in the direction of Valences, you aren't clearing.

That is the lesson proved by the recent DC course and by this summer's gathered knowledge.

All summer, indeed spring and summer, I have been working to speed up clearing.

And I have finally cut away a great deal of extraneous data.

It boils down to this:

Goals made by a person take the person away from areas he or she doesn't want to be in and therefore does not as-is. Goals are an escape. One must have them. But when one uses them to be where he or she can't stand to be, then goals are an escape.

The basic escape is into another being. Thus one acquires beingnesses to escape.

Therefore Routine 3, as it exists, is the fundamental road to clear.

When you are running anything else except Routine 3, you are not going toward release of valences. Unless you alter a valence, you can do little for a case.

All processes then should be addressed to finding valences.

The fastest road is to find a goal that is a lasting one and then find the valence that matches up with that goal and then run the valence out. This alone changes and improves the pc.

All other processes not addressed to separating valences are addressed to a valence and try to make the valence better. One cannot improve a valence. One must improve the pc not the valence.

Routine 3, used with good technical skill, is the road to clear. There are faster ways to get goals, faster ways to get valences.

But the fundamental is, get the goal, get the valence off For that valence is the way the pc used to prevent experience of an environment he never as-ised.

Not know, forget, unknown, used in security questions and in assessing are the key to the speed-up. But more of that later.

I want lots of clears, not an isolated few.

L. RON HUBBARD

LRH:jml.rd

HCOB 31 AUGUST 196l
ADVANCES IN TECHNOLOGY

It became obvious earlier this year that clearing was now entirely dependent upon auditing quality.

Clearing is not dependent on state of case. We have cleared people since February who had very poor cases to begin—in fact some were almost famous for no gain before this year.

Clearing is not for only a certain case type. The people cleared had widely varied case types.

The common denominator of all clearing was good auditing, exactly according to the principles of auditing. The less the auditor departed from these, the more rapid was the clearing.

The following data was that data which was known and used by auditors who accomplished clearing:

TRs 0—4

Model Session

E-Meter Essentials

Rudiments

CCHs

Assessment

Security Checking

Routine l

Routine 1A

Routine 2

Routine 3

Pre-Hav Scale

If an auditor knew these he or she could clear people.

It is lack of knowledge of these elements that prevents clearing.

Therefore since last spring my attention has gone to auditing quality and how to improve it. As an example, the most clears exist in the area where I spent the most time.

My time in that area was mainly devoted to improving auditing skill. As of this moment, the best auditors in the world exist in South Africa, and the most clearing being done is in South Africa.

Next in rank is Australia, spear-headed by Peter Williams who was trained in South Africa

To do this for all continents, I started Saint Hill training rather than Saint Hill clearing. Organizations sending people to Saint Hill, or auditors coming to Saint Hill, can obtain this necessary grooming. And thus continental clear.

But I am not trying to force this, I am letting areas wake up to it on their own.

Thus a sense of accomplishment is preserved.

Major advances have occurred, of course, in processing and processes since spring.

Many of these are quite startling. Our advance in the theory of Scientology has been more rapid since January AD 11 than in any other time except perhaps 1950. The bugs are being taken out of processing to increase speed of advance, not to reach more cases.

These advances are summed up in Saint Hill tapes. I give three hour and a half lectures to the students each week and these contain the best current record of bettered technology. These tapes go to Central Organizations for use on HGCs and in Special Courses. Made at Saint Hill with a Neumann Microphone and now on an Ampex 601 Professional recorder, the tapes are flown to Washington DC and copied there, 1 for 1 speed on a battery of Ampex 600s on 1 mil Mylar tape. These copies are then flown to Central Organizations. This is working very smoothly now, thanks to the staff members concerned.

What is discovered by myself is known to Central Orgs within two weeks for use in HGCs and Courses. This is no substitute for hand grooming at Saint Hill but it is a major data record forwarded at high speed with high quality. This is data at the rate of 27,000 words a week! Or 108,000 words a month! A small river in itself since that is close to a Modern Science of Mental Health per month! The data is sorted and re-sorted in the lectures and, rather than new data, it is mainly an amplification and clarification that keeps the unknowns out.

In the past 15 days (tapes of the last half of August) some startling breakthroughs have occurred.

A brand-new speed-up for Security Checking; Why auditors won't let pcs into session; Why pcs don't gain; Why pcs ARC break; Why many old-time teams are achieving no gains; How to run a session with full gains; Why Routine 3 assessment was taking forever instead of ten hours; How to do a fully accurate assessment in ten hours.

All these and a great many more breakthroughs are on the Saint Hill tapes of the last half of August of this year.

Essential data also finds release in these HCO Bulletins in a briefer form.

But all this data depends on the essentials listed above.

Before a person can become a clearing auditor he or she must know, cold, cold, cold, the items on the first list in this bulletin. Without these known, data never gets applied to the pc.

L. RON HUBBARD

LRH :jl. rd

HCOB 7 NOVEMBER 1961
ROUTINE 3A

I have found a way to undercut the speed of a goals terminal run.

This consists of a discovery of a new piece of the puzzle—The Modifier.

By use of the Modifier the basic terminal of a goals chain may be isolated without running off the upper terminal.

Routine 3 consists of finding a goal, finding a terminal and running it on the Pre-Hav Scale, combined with sec checking. Then one finds a new terminal for the goal, etc, etc.

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

ROUTINE 3A consists of:

1. Having pc write a goals list.

2. Adding various types of goals to the list (Secret, etc).

3. Assessing the list and locating the goal by elimination.
(The above steps are unchanged from Routine 3.)

4. Compiling a list of MODIFIERS by asking the pc what would make the goal impossible to attain, what would keep it from happening, what would be its consequences if attained, etc.

5. Assessing Modifier list by elimination. (Assess Modifiers without repeating goal.)

6. Combining goal and Modifier as the question for terminal (who or what would [goal & modifier] ) and compiling a terminals list.
(Otherwise same as Routine 3)

7. Assessing terminals list by elimination to obtain the terminal.
(Same as Routine 3)

8. Assessing Pre-Hav Scale for level.
(Same as Routine 3)

9. Forming multi-bracket commands and running or using a packaged command.
(Same as Routine 3)

Routine 3A is also combined with ordinary sec checks as well as a Dynamic sec check gained from a Dynamic Assessment.

Havingness and Confront are also found and used during auditing of terminal on levels.

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

The resulting terminal will be found to be more fundamental than the Routine 3 type terminal and should run much faster.

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

I developed this by deducing that if a goal is held in suspense in time, it must have another side to it like a problem.

A problem is postulate-counter-postulate.

To stay fixed, a goal must have a counter-postulate.

Both goal and Modifier must be contained in one basic terminal, otherwise the postulates would not be out of reach of the pc.

This terminal may be far more real to the pc and the whole package may blow more rapidly.

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

In those cases where a goal has been found, do Routine 3A Steps 4 through 9.

Get Modifier and terminal checked out when found.

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

So far the Modifier list has been very short, the pc getting it on the first question in some cases and half a dozen in others. Ten would seem a fair number.

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

Definition: A Modifier is that consideration which opposes the attainment of a goal and tends to suspend it in time.

In practice all Modifiers so far found have Dianetic type denyers in them which put them semantically out of sight.

Example: Goal: To be a Willow Wand. Modifier: So as never to be reached.

Accordingly, the pc also never reaches the Modifier in his thinking but dramatizes it.

Goal + Modifier for terminal use would be “Who or what would be a willow wand so as never to be reached”. Terminal assessed from list: “A bending reed”.

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

In those cases that have gone Clear, the Modifier ran out, almost unnoticed. In those cases that haven’t gone Clear, the pc is still dramatizing the Modifier while running the goal and cleaning off one terminal from a chain.

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

I suppose we may find in some cases that we have the Modifier but not the goal. In such a case the question would have to be (in Step 4 above) “What goal would make one eventually decide to be that way”. I do not know positively of any such cases as yet, I am only providing for the possibility. Where the person’s “goal” seems to be a defeat, I would suspect it was the Modifier with the goal before it not yet found.

Nothing in this means that all terminals are wrong. Some may be found to be the same terminal as before. Others will be found to be more basic. A few will seem not to compare.

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

All cases now running on a goals terminal as per Routine 3 should be reassessed at once as per Routine 3A to save time in auditing.

L. RON HUBBARD

LRH:esc.rd

HCOPL l2 SEPTEMBER l961
CURRICULUM FOR CLEARING COURSES

(Note: LA and Melbourne are to begin Special Clearing Courses at the end of this month. This gives data to be stressed.)

(This data may be used in HGCs.)

In the last DC and Melbourne courses, goals assessments were reported to be taking so long that very few goals were found in Melbourne and none in the DC course.

This condition also existed elsewhere and on my very careful research, in all cases where goals assessment exceeded 150 goals, the actual goal was to be found in the first 150 goals given by the pc. Out rudiments had buried it. As soon as rudiments were put in, the goal reappeared, the terminal was found and all went off routinely.

On all long, arduous runs on the goals terminal rudiments were out, a chronic PTP or heavy withhold had stopped clearing.

Plainly, auditors are in a games condition on goals and prevent the pc from having one or attaining one. This and unreality on track is the probable source of all long or bad auditing.

The general remedy for this is to flatten Routine IA on all auditors, flatten the games condition process where the auditor won't let the pc win and get every auditor to have a reality on own track.

Several cases have been found stalled on “treatment”, the pc being wildly allergic to any and all “treatment” and thus taking forever to run.

All bad auditing is done by auditors who have no reality on the track, and the thenness of pictures. These are seeking to escape and thus pull the pc into escaping, whereas clearing lies in confronting. Auditors whose pictures flick in and out and who never linger are “out of valence” on the track or are otherwise seeking to escape. The remedy is to make such, as pcs, run pictures with unknown when found, not escape from them.

Several lectures cover this.

Q and A with the pc is entirely taking what the pc suggests or taking orders from the pc. One order taken from the pc by the auditor and bang, ARC breaks. This is the source of ARC breaks.

All this and more is covered in the Saint Hill lectures of the last half of August and early September.

The exact lectures are being listed and examinations prepared for them. This list and the examinations will be sent for these two courses.

It is suggested that the students get at least two of these lectures per day.

To make your students into auditors, skip the TRs in these advanced courses, relegating TRs to the Academy and Saint Hill. Instead, start the course cases as follows:

Find if the pc has ever been “in himself” or herself in a picture. Unbury and run that picture with Unknown with this command:

 “What was unknown about that incident?” Keep the pc in the incident.

If the pc has never had a picture 3D in his own valence, run either or both of the following:

“What was unknown?” and another process, “What unknown should you escape from?” “What unknown should you attack?”

“What unknown should another escape from?” “What unknown should another attack?”

These last two processes also handle problems, treatment and the other factors mentioned above and class as 1A processes.

Omit Routine 2 out of all instruction.

Rewrite your Pre-Hav Primary Scale to include all emotions from “serenity” to “hide”.

Include on the scale in the place of “No Motion”, PROBLEMS. Include also UNKNOWN, FORGET, NOT KNOW. Add also DISLOCATE. Omit anything that is a brother to “No Motion”. Include DENY.

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

Get assessment going only when 1A is flat. 1A can be considered flat when Escape-Attack on Unknown produces no TA motion after this or other 1A processes have been run.

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

Get ordinary security checking going at once on HCO WW Sec Form 6. When students do this well, shift to the Not Know version of Security Checking on Form 3. Do the last two pages of Form 3 before the rest.

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

In all auditing done on course (or in HGCs) get daily cross-checks on rudiments.

Let a student (or in HGCs another auditor) check (but not run) the rudiments on every pc and point out to the pc's auditor those that are OUT.

Let students sec check each other evenings, independent of days auditing, but make sure they know how it is done. Don't let them assess evenings. Do all assessment in class auditing time.

Stamp ruthlessly on Q and A (auditor doing whatever the pc says).

Arrange two 2l/2 hour auditing periods a day.

Instructors check out any goal and any terminal found before letting it be run.

A course completion depends on a student:

1. Doing a good Not Know version of Security Checking. 2. Finding the goal and terminal of a pc.

3. Doing a proper Pre-Hav Assessment.

4. Having a Form 3 and a Form 6 Sec Check completed on self.

5. Passing a perfect exam on the book E-Meter Essentials plus Instant and Latent Read.

6. Getting a decent graph change on his pc or clearing.

Any student clearing his pc on either course will instantly be awarded a D.Scn.

Clear status must be checked out by HCO.

Routine l A consists of flattening problems (or unknowns) on the TA and completing a Not Know Sec Check, HCO WW Form 3.

Routine 3 consists of finding the goals and terminals of the pcs and doing any available Sec Checks.

These two routines are the only routines to be used or taught on Special Courses at this time.

The processes to be used to clear rudiments are as follows (supposing the difficulty has been finally stated by pc):

ROOM: TR 10 or pc's havingness process, run only until question about room produces no needle reaction.

AUDITOR: What would you be willing to be? What would you rather not be? (Run TA motion out.) 

PT PROBLEM: (When pc has stated it and who) What is unknown about that problem with ? (Run until needle no longer reacts on terminal, check any other PTP and run it as necessary.) 

WITHHOLDS: To whom wasn't that known? To whom shouldn't that be known? (Run until needle no longer reacts.) 

ARC BREAK: What didn't an auditor do? When? What weren't you able to tell an auditor? When? Alter Model Session Script to include the above.

Limit two-way comm to asking what, where, when questions.

SUMMARY Spend no course time trying to make auditors. Criticise blunders. But give no long lectures of any kind to the class. Just tell them what to do individually, exactly as above, and see that it gets done on an individual basis.

In instructing, confront each student, one at a time. Don't worry about general confronts of the class, not even a seminar period.

Tell the student to do so and so as above with his pc. Show him or her how to do it.

Skip all extraordinary solutions. Just use the above. Get a maximum of solid auditing done.

Spread your teams as far apart as possible.

Dispense with check sheet examination except on Saint Hill tapes.

Make auditors by making them audit. If they goof, assume they have no reality on the track and get the student to confront his bank as above. Subjective reality alone can make an auditor. Routines IA and 3 alone can make clears.

All auditor goofs stem from unreality. Reality is found a. By auditing and b. By familiarity with own bank and track.

If an auditor on your course has already received HPA/HCA and any further training and still has no hang of it, you won't educate them to victory. They just don't have reality on the mind yet. See that they get it subjectively. And so teach them to make clears.

L. RON HUBBARD

LRH:jl.rd 

HCOB 26 OCTOBER 1961
SAFE AUDITING TABLE

I have just isolated the reason why a pc sometimes gets a solidifying bank on Step 6 and at other times.

The reason is that no terminal, except as below, may be run that is not the pc’s goal’s terminal.

A central valence or terminal is built in to demand total attention from the pc. When attention is given another terminal, too much, in life or auditing, the bank reacts to prevent that attention.

This is why some pcs gain weight. A terminal not the goals terminal has been run too long or concentrated upon too hard.

Therefore I have composed a table of safe processes.

SAFE PROCESSES

1. Security (Processing) Checking. As long as O/Ws (times when pc’s attention was fixed on terminals other than goals terminal) are pulled off by Meter properly per standard or composed Sec Checks. Sec Checking a single terminal is less safe than Sec Checking in general which is totally safe unless a question on which pc has withholds is left unflat.

2. The word “you” as a terminal may be run so long as it does not eventually stick any flows.

3. Areas of Prior Confusion (prior to a stuck point or problem) may be run and will free the stuck point that occurs later in time. The run should be done on the Prior Confusion by Sec Checking the period earlier than the stuck point or problem. The questions are by deed rather than by terminal.

4.  Concepts including Rising Scale Processing are perfectly safe as they include no terminals.

5. ARC Straight Wire, ARC Break Straight Wire and Something you wouldn’t mind forgetting? are all completely safe as long as pc is cycled back up to present time at process period end.

6. CCHs.

7. Touch Assists and all Familiarization Processes.

8. Havingness and Confront Processes (The 36 Commands).

9. Rudiments Processes if briefly used.

10. Routine 3, finding pc’s goal and terminal and pre-hav runs and other processes on the goal and terminal, if found and done by an expert. Otherwise process is dangerous as incorrect goal and terminal might be used. By expert is meant a course completion with honors at Saint Hill. The wrong goal and wrong terminal run in any fashion disturbs the bank without release. (No goal or terminal found on any student before that student came to Saint Hill has so far proved correct.)

11. Sec Checking a goals terminal. Running O/W or repetitive commands on a goals terminal is perfectly safe.

12. Running engrams on the goals terminal chain is perfectly safe if well done.

Other processes may on a good percentage of pcs produce a heavy bank reaction and not discharge but only worsen the bank. The bank generally fades down in from three to ten days, and responds well thereafter to the above.

L. RON HUBBARD

LRH:imj.msp.rd 
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ROUTINE 3D

This is the first routine to make Dynamic Clears. Earlier Clears were cleared on only one or two dynamics. Such selectivity also resulted in clearing procedures not working all the way to clear on a large number of cases.

On receipt of this preview of Routine 3D transfer any case you are assessing or running over to this routine at once. Do not bother to end off unflat processes from Routine 3 or Routine 3A. On all persons already cleared go back through this routine completely with them. You may use the first valid checked out goal located on the person to start in all cases. Beyond that use no other material. Naturally those persons who have been audited on a goals terminal or who have had considerable auditing or who have been cleared will go much faster because of that.

You will find that it will be more rapid to do this procedure in full on any person than to complete any existing activity.

There are several new words in this routine. They are obvious in meaning.

After I discovered Modifiers I immediately went on to ease the difficulty auditors were having in finding them. And I found many additional shortcuts to clearing in general.

The skills necessary to use Routine 3D are the same as those needed to run Routine 3 with the addition that there is more assessing. Rapidity and extreme accuracy of assessment are mandatory in using Routine 3D. The selection of a wrong goal, terminal, modifier, opposition or counter-postulate and forcing it off on the preclear and running it can do considerable damage to a case. Any such damage can be remedied by going back over the whole thing and finding the correct item. If a wrong one has been found and used the Pre-Hav Scale will show an increasing number of levels active on each successive assessment. I would prefer that only auditors trained and graduated at Saint Hill use Routine 3D. It is very fast but it demands deadly accuracy.

On the first test assessment in full after the goal had been more or less spotted but not checked, a full first assessment on all parts of Routine 3D required five and a half hours including getting rudiments in, keeping them in and final assessment on the Pre- Hav Scale. This will not be found to be how much time it will averagely take. But is remarked to show that speed of assessment has nothing to do with accuracy of assessment.

The hardest part of Routine 3D is finding the first goal. After that the parts of Routine 3D are so plotted as to make easy completion.

The theory back of Routine 3D is that a goal has the anatomy of a problem and is not only postulate counter-postulate but also terminal counter-terminal.

NO MATTER WHAT HAS BEEN PREVIOUSLY FOUND ON THE PRECLEAR OR CLEAR AFTER THE FIRST GOAL (without Modifier) USE ONLY THE ITEMS TURNED UP BY ROUTINE 3D AS FAR MORE RAPID AND SHORTCUT THAN ANY DATA FOUND ON THE CASE PREVIOUSLY. DO NOT LOCATE THE ITEMS IN ANY DIFFERENT ORDER THAN THAT GIVEN ON THE FOLLOWING STEP LIST. DO NOT FILL IN THE STEP LIST WITH DATA FROM EARLIER ASSESSMENTS. USF. ONLY 3D DISCOVERED DATA.

EACH TIME AN ITEM IS FOUND IT WILL BE DISCOVERED TO HAVE THE SAME NEEDLE PATTERN AS THE LAST ITEM. ALL PARTS FOUND WILL HAVE THE SAME NEEDLE PATTERN THROUGHOUT. THIS IS FOR CHECKING BY THE AUDITOR ONLY. IF SOME PART HAS A DIFFERENT NEEDLE PATTERN THAN THE ORIGINAL GOAL IT IS WRONG.

ALL PARTS OF ROUTINE 3D SHOULD BE CHECKED OUT BEFORE BEING RUN.

ROUTINE 3D

USE SEPARATE SHEETS OF PAPER. NUMBER EACH SHEET SO USED WITH THE SECTION NUMBER OF THE FOLLOWING. WHEN THE ITEM BEING ASSESSED HAS BEEN PROVED OUT WRITE IT ON THIS SHEET. DO NOT DESTROY ANY OF YOUR EXCESS SHEETS BUT STAPLE THEM TO THIS SHEET WHEN COMPLETE. ALL ASSESSMENTS LISTS AND RESULTS FOR ANY ONE PC MUST BE CAREFULLY PRESERVED TO PROVIDE FOR RECHECK IF ANYTHING GOES WRONG.

PC’S NAME______________________________ DATE______________________

AUDITOR________________________________ LOCATION_________________

1. GOALS ASSESSMENT. (Make sure that any goal found and used is something the pc has really wanted to do, not a difficulty or something that came in a dream.)

a. Write or have pc write a complete list of goals.

b. Add to the list by meter any secret or additional goals the pc may have.

 
Add to list any time pc adds another goal during assessment.

c. Get rudiments in well before and during assessment.

d. Assess goals list by elimination.

PC’S GOAL__________________________________________________________

Checked out by______________________

2. OPPOSITION ASSESSMENT.

a. Ask pc “Who or what would oppose that goal?” and carefully list every reply.

b. Add to list by meter any additional opposition terminals.

c. Get rudiments in well before and during assessment.

d. Assess opposition list by assessment by elimination.

OPPOSITION TERMINAL_______________________________________________

Checked out by_____________________

3. OPPOSITION GOAL.

a. Ask pc “What would be a ______(Opposition Terminal above)______’s goals that would be in opposition to (pc’s goal)______?” You want to know what ideas the opposition would have that would directly counter the pc’s goal. This must be in the form of a sort of goal. It is not the basic goal of the opposition terminal, but the goal that opposes the pc’s goal.

b. Add to list by meter.

c. Get rudiments in well before and during assessment.

d. Assess Opposition Goals List by elimination.

OPPOSITION GOAL___________________________________________________

Checked out by________________________

4. MODIFIER. (In this you want to know what phrases are missing at the beginning or ending of the pc’s goal. These will be found to be bouncers, denyers, down bouncers, call backs, etc, in old Dianetic terminology. Pc can skid all over track while giving these.)

a. Ask pc “If your goal consistently failed what ideas would you add to it?” Make full list.

b. Add to list by meter.

c. Get rudiments in well before and during assessment.

d. Assess by elimination. NOTE: Several of these phrases may modify the pc’s goal. This is the only part of a goal’s assessment that does not reduce to just one. These remaining phrases will have to be added up and stacked in various ways to make sense with the pc’s goal and to give a smooth meter check out.

PC’S GOAL MODIFIER_________________________________________________

Checked out by________________________

5. GOALS TERMINAL FOR PC’S GOAL + MODIFIER. (Sec 1 + Sec 4 Abv.)

PC’S GOAL TERMINAL + MODIFIER ____________________________________

_____________________________________________________________________

a. Ask pc “Who or what would (pc’s g +m)______?” and list every goals terminal the pc gives you.

b. Complete g.t. list using meter.

c. Get rudiments in well before and during assessment.

d. Assess list by elimination.

PC’S GOAL TERMINAL (Term for g + m)__________________________________

6. PRE-HAV LEVEL.

a. Using goals terminal, reversing the flow every question by asking “Would (goals terminal)_____you?” for one level and “Would you_____(goals terminal)?” for the next, assess by elimination (without repeater technique and repeating only levels which fell on subsequent coverage of scale) and obtain the one level that still reacts.

FIRST LEVEL SEVENTH LEVEL

SECOND LEVEL EIGHTH LEVEL

THIRD LEVEL NINTH LEVEL

FOURTH LEVEL TENTH LEVEL

FIFTH LEVEL ELEVENTH LEVEL

SIXTH LEVEL TWELFTH LEVEL

FURTHER LEVELS:

7. COMPOSE COMMAND.

a. Using goals terminal and opposition terminal compose command:

COMMANDS _______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

_______________________________________________________

b. Clear commands with pc to make sure they make sense to him. (It is not whether he finds them easy but whether they can be answered by him despite duress caused.)

CLEARED COMMANDS

c. Run command against TONE ARM, using only a TEN MINUTE test on an eighth of a TA Division.

d. When commands flat as in c, reassess on Pre-Hav as in 6 above.

Compose new commands as in 7 on a separate sheet.

8. GOALS TEST.

a. When the goals terminal is flat from having been run on levels of the Pre-Hav Scale and out the bottom, recheck all sections above from I to 5 inclusive for any reads on the needle.

b. If a new goals terminal can be found on the goals list or newly added to the goals terminal list, use it in Section 6, noting it at the end of Section 5 above that you have done so.

c. When no goals terminal can be found that reacts, form up pc’s goal and opposition terminal and run one against the other. When flat, make new form.

VOCABULARY

GOAL—Something the pc wanted to be, to do or to have, whether the pc abandoned it, failed in it or not, just as in Routine 3.

MODIFIER—The unseen modification the pc has placed before or after his goal to insist upon winning or threaten with if he does not win, or to keep the goal in a games condition unknown even to himself. The Modifier is difficult to directly reach as it is full of bouncers, denyers, down bouncers, call backs, etc (see Dianetics). When the opposing factors are relieved by assessment the Modifier is more easily exposed.

Described in Routine 3A. One never asks for the Modifer when doing step.

OPPOSITION TERMINAL—The person, group or object that has consistently opposed pc’s goal, making it a terminal counter-terminal situation of long duration.

OPPOSITION GOAL—The idea that is interlocked against the pc’s goal, making it a postulate counter-postulate situation of long duration. It is not actually the goal of the Opposition Terminal as the Opposition Terminal would see it, but only what the pc believes it was as it affects him.

GOAL PLUS MODIFIER—The visible goal is added to the heretofore invisible modifier. This is the G + M, being the true whole track desire of the pc plus the threat to self or others if that desire is not accomplished.

GOALS TERMINAL—That valence into which pc has interiorized and which carries the goal, modifier and aberration which the pc attributes to self. This is the most important single item and is the “pc’s terminal”. It is this for which we are searching and which was the whole target of Routine 3 and which is the primary target of Routine 3D. This “is” the pc as he exists at the moment of the start of processing.

PRE-HAV LEVEL—That dominant doingness or thinkingness at the moment of the goals terminal, as taken from the Primary Pre-Hav Scale.

CAUTIONS

No part given above is valid if it has been forced off on the pc by suggestions by the auditor. One never suggests any goal, terminal, opposition goal, opposition terminal, modifier or Pre-Hav level to the pc. To do so is to prevent the pc going clear.

Helpfulness stems from doing excellent TRs, Model Session and Meter Handling. In Sec Checking one suggests. In assessing one never suggests. Many case failures can be traced to the auditor “knowing” better than the pc or the meter on these matters. An auditor can suppose all he pleases so long as he doesn’t suggest it to the pc. It would be kinder to shoot the pc than to disobey this rule.

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

The pc’s goal must be the pc’s goal, see above definition. It must not be a difficulty. To invalidate something the pc has given you as a goal (or other part) is to break down the whole activity of 3D. Out Rudiments alone make pc’s goal, etc, hard to find. The fastest way to drive them out is by invalidation or non-acceptance. A pc will accept the result of an assessment if correct. The pc will not accept, though appear to accept, the auditor’s suggestion or even suggestion for assessment.

If the pc gives a difficulty (as different than a goal, a difficulty being a get-rid-of desire, a goal being an actual desire) the auditor may not reject it as a “goal” but, putting it down as a “processing goal” (not to be assessed), the auditor can make up a get-ridof list as a Processing Goals List and write all get-rid-of goals on it as Goals which will be reached in processing. He can even explain this to pc. He then appears to accept this goal, writes it down on something, acknowledges it and goes on. But the auditor can explain that he is listing for assessment “things to be attained in life and livingness”.

This keeps the pc from feeling invalidated.

Beware of get-rid-of type goals (get rid of my fear of height) because they will assess out, being a whole problem—pc vs height, pc vs bank. But the goal could be missed. So use “Processing Goal” for “Get-rid-ofs”, and “Life and Livingness Goals” for what you will assess and in the body of which list the pc’s goal is going to be found.

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

Modifiers are sometimes given as goals. This only happens with an incomplete goals list. Of course, the Modifier will assess out. Usually this happens when the goal is discreditable. When this happens the auditor flubbed in getting all the meter needle actions off the questions about secret, withheld or discreditable goals. Example: “Goal” assessed was “not to be found out”. This is, of course, a Modifier just by inspection.

When an effort was made to find “the thing that would Modify that goal”, the actual goal came up which was “To tell lies”. The G + M was “To tell lies and not to be found out”. The goal, being discreditable in the pc’s eyes (even though every pro playwright would have it), was missed by an inexpert auditor when the secret-withheld goals were being asked for. Surely it showed on the meter during the goals listing but was missed.

Modifiers threaten, give consequences, modify. They are not something the pc ever wanted to be, to do or to have.

Do R 3D by definition and accuracy and you’ll obtain accurate results.

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

When a pc gets the idea he or she can “beat the meter” all listing and assessing can go to pieces. 

Rudiments are hard to keep in, ARC breaks are frequent.

The primary sources of ARC breaks are, of course, all under the heading of “no auditing”. Auditing is considered scarce and valuable by the pc—valuable to the point of not being able to have it at all. Bad auditing, slipshod auditing and even no auditing at all, come under this heading.

When the meter is seen to apparently flub, always by reason of poor auditing, the pc sees (down deep where he lives as a thetan) a betrayal of himself and a win for his valence. The pc hates this.

Just miss a withhold and see the eventual fireworks.

The pc who feels guilty will try to beat the meter. If he or she does, then it’s an invalidation of auditing and disappointment causes chop and upset. The pc then proceeds to express the ARC break in invalidation of the auditor and, sometimes, the meter.

If a pc can force off a goal or the rest on the auditor by twitching a finger on the cans or convulsing each time a goal or whatever is mentioned and the auditor then “buys” it in assessment, the whole case runs thereafter like a 1918 tank. It doesn’t.

It’s a sloppy auditor who gets into this trouble but, such are the powers of persuasion of a valence, even a good auditor sometimes “buys” a goal, terminal, etc, the pc “sells” him or her by a convulsion every time or a shift of a finger. Study body reaction patterns as per E-Meter Essentials until they can be detected and make a convulsing pc sit ramrod still when being checked out. About 5% of all pcs seem to try to “sell” with body convulsion. It’s uniformly dangerous to “buy” a result accompanied by a convulsion. Even if it’s right, the pc can still be made to sit still, you know. “It makes me double over” may be true, “It makes my hand twitch” may be a fact, but don’t buy it until it’s assessed and checked without the convulsion.

It’s good practice to find out periodically on a pc if any withholds have been missed. And it’s good practice to do the lot of rudiments and assessment at highest sensitivity if you can. If not, do it at least at a dial drop.

And when the pc ARC breaks a lot or seeks to invalidate the auditor, clear up two definite points: 

1. Does the pc think auditing will happen? Not if auditing works, but just if the pc can believe that the auditor will work his very hardest at it.

2. Has anything invalidated metering to the pc?

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

You want only Instant Reads that occur right after you finish question. You do not want latent reads that occur 1/2 to one second after you end. You want the instant read on what you’re looking for, not the natural read on the goal or already known item or items. Don’t sit staring at a meter waiting for it to finally read. Get on with the job.

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

When you obtain an item, a secondary method of checking before getting it checked out, is to find if the item drops the same as the other items already found. If a goal rock slams, then finally, all other items in turn will rock slam. If a goal theta bops, then all other items of 3D will theta bop.

This is not used in selecting items. It is used to double check after they’re found.

If one is of a different needle reaction than the rest, it is probably wrong.

PROCEDURE OF ASSESSMENT

In assessing:

Get Rudiments in at highest sensitivity.

With sensitivity at 16, complete list by making sure that pc is nul on your asking for more terminals or items. Say “Who or what would_____” and get items until needle is nul.

Get Rudiments in at highest sensitivity.

Assess list by elimination with meter set for a 1 dial drop, on can squeeze. Read an item only 3 times.

Acknowledge pc as though pc spoke, which pc didn’t. (Pcs are silent during assessment unless they have cognitions or wish to add to list.) Cover list often. Be rapid, accurate, sure. Tell pc if item is still in or is out. Go on to next. Read it three times. If it’s still reacting on needle, leave it in by putting 1/2 of a cross beside it. If it didn’t react, complete the X. Always acknowledge. Always tell pc if item was in or out. Barrel right along. The more chat, the more chance of out Rudiments.

Get Rudiments in any time it looks like they’re out.

If whole list nuls, add new ones to it by meter. Get Rudiments in. Check whole list again even the “out” ones.

When adding to list use secret, discreditable, unworthy in questions about new items as well as just asking for them.

If a list is still nul and even though all Rudiments are in and you are very sure they are and there are no more items by meter, go back to the beginning of the 3D form and check it out. The whole thing may have blown. Start again at any point where you get a consecutive read and do it all again. Example: Goal still in. Opp Term still in. OK, do an Opposition Goal list again. Anytime the goal is gone, get Rudiments in, check goal out. If it’s still gone do a new goals assessment and continue.

Toward the end of clearing, this happens frequently that subsequent lists blow the goal and all. Eventually, not even a goal will stay in.

When looking for new goals always use the original list all over again and as added to from time to time. Always nul meter at sensitivity 16 on question asking for new goals.

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

SECURITY CHECKS

A pc should be security checked throughout being run on Routine 3D, by another auditor or frequently a session on a Security Check form only. Use standard forms.

Also do a Dynamic Assessment on pc and dream up a Security Check for that dynamic found or use eventual Dynamic Sec Check forms 11 to 18 inclusive when they have been created and issued.

Sec Checks should be given more time earlier on case than later. Whole track type checking will eventually become necessary.

COMMANDS

Command patterns for R 3D have not been completely worked out in formula at this writing.

RUDIMENTS

Slow or unsuccessful assessments occur because of:

1. Unskilled auditing.

2. Out Rudiments.

Before we learned it was Out Rudiments that hid goals and terminals, it was taking 3 months to find a goal! As it usually took me an hour or two, this long time for assessment exceeded my reality. I eventually pinned it down. It was Out Rudiments.

As soon as I found that, I had auditors locating goals within 2 weeks of 2 1/2 hour per day sessions and sometimes both goal and terminal in that time.

R 3D is easier to do as it removes invalidation to a large extent even while assessing. But Rules 1 and 2 above are extremely important.

First in assessment is Accuracy.

Second in assessment is Speed.

Don’t waste time in assessing but take all you need in getting Rudiments in and Sec Checking. That’s saved time.

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

SUMMARY

Here is Routine 3D.

It takes a skilled auditor to use it. Be one. And make Clears!

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

L. RON HUBBARD

LRH:esc.rd

20 November 1961
ROUTINE 3D COMMANDS

I hasten to give you advanced information on Routine 3D Commands and use.

Do not be discouraged on 3D. The routine behaves in a most disconcerting way after Steps 1 to 5 are completed.

The preclear should experience an enormous case gain just by reason of assessment. However, the Tone Arm may, by assessment end, be reading higher than usual or the needle stickier than usual. Don’t let this worry you as long as you’re sure Ruds are in. You have, by assessment, brought into view the Goal Problem Mass.

If the pc has never had any mental masses before, he will have them now.

THE GOAL PROBLEM MASS

The goal has been baulked for eons by opposing forces. The goal pointed one way, the opposing forces point exactly opposite and against it.

If you took two fire hoses and pointed them at each other, their streams would not reach each other’s nozzles, but would splatter against one another in mid air. If this splatter were to hang there, it would be a ball of messed up water.

Call Hose A the force the pc has used to execute his goal. Call Hose B the force other dynamics have used to oppose that goal. Where these two forces have perpetually met, a mental mass is created.

This is the picture of any problem—force opposing force with resultant mass.

Where the pc’s goal meets constant opposition, you have in the reactive mind, the resultant mass caused by the two forces—goal=force of getting it done, opposition= force opposing it getting done.

This is the Goal Problem Mass. When contacted it raises the Tone Arm and sticks the needle.

In Routine 3 you did not run head on into this mass. You pushed around, more or less hit or miss, and may have keyed it out (on which you would have made a first dynamic clear) or you may have run into it and not keyed it out or erased it (at which time the case would have bungled along until it did key out).

In Routine 3D, the Goal Problem Mass is thrown into view in the assessment itself.

The running of the case keeps banging away at the Goal Problem Mass.

In Routine 3D, the Goal Problem Mass is erased, not keyed out.

METER BEHAVIOUR ON COMMANDS

In assessment, the relief afforded the case by discovery of the items of the Goal Problem Mass tends to keep the Tone Arm more or less down most of the time, even though assessment heads the pc more and more at the mass.

You may not be aware of this until you start to run your first Pre-Hav level. And then you may not get more than two or three commands in before the Tone Arm rises and sticks.

In any event, finish the bracket. By that time you will be sure the arm is stuck. The needle may still twitch in the pattern of the 3D Items. Ignore it. Except for that the needle too will look stuck.

Reassess the G + M terminal on the Pre-Hav Scale (never assess an opposition terminal) and form another bracket.

Once more stick the arm. It may go more or less commands than the earlier level.

In any event the arm will shortly stick, the needle freeze and only the twitch characteristic of the level or the goal will be seen.

Reassess the G + M terminal on the Pre-Hav Scale. Once more form a bracket. Once more run it. And once more stick the Tone Arm and needle as above.

Continue to do this level by level. You will find pc’s Tone Arm goes high and sticks. This is the Goals Problem Mass doing this. It is one of the bogs of the reactive bank. However, on subsequent runs you will notice that the pc’s needle loosens faster after a level is finished and that the TA comes down quicker and lower after the level is flattened (even though the level appeared to stick it very hard indeed).

Eventually the G + M terminal is flat and levels if found produce neither a TA stick nor Tone Arm action.

Using the goal again, assess for a new 2, 3, 4 and 5 for that goal and try to run the result on the Pre-Hav Scale.

It is important to complete any 3D assessment started.

Get all 3D items. If you can find opposition terminals that react, you can find all subsequent items even if they are reacting minutely, for a Goals Problem Mass exists.

Assess on the Pre-Hav and run any item found just as above, no matter how minute the reactions are, level by level.

When you can no longer find even minutely active opposition terminals for the goal, with meter sensitivity at 16, assess for a new goal and repeat the whole procedure as above.

Do not be fooled into thinking that as there is a tiny reaction on a goal it can be left. Any reaction left must be run into a complete 3D, all steps.

The by-word in 3D is once started, complete it all on all items.

Also, there is no other process known that runs on the Auxiliary Pre-Have 3D Scale (HCO Bulletin of 23 Nov ‘61 or as amended) that will free a Goals Problem Mass.

TIPS ON ASSESSMENT

The task of assessment is to get the rudiments in, keep them in and make sure the pc is in session before assessing anything (or later, running anything).

Out rudiments stem from:

1. Withholds.

2. Present Time Problems.

3. Invalidation of Items.

4. Slow Assessment.

5. Distrust of Auditor.

All in that order of importance.

An ARC breaky pc is best handled by flattening Routine 1A (or as amended) complete with Sec Checks, before a 3D is attempted. This handles (I) Withholds and (2) Present Time Problems. It also handles to some extent (5) Distrust of Auditor.

In actuality the items, 3, 4 & 5 are dependent upon the auditor doing a fast, expert job of listing and assessing by elimination.

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

In assessing, the less chat with the pc the better. You want the lists. In goals and other items you want the discreditable ones by meter. In goals listing you want the withheld, anti-social, secret goals by meter. In others you want the “unseemly” or “discreditable” items by meter.

Once you’ve got a complete list by meter, that’s the list. You don’t add to it every time you cover it. You add, of course, things the pc asks you to add when he asks you, but always at the bottom of the list.

You always add to lists, using the oldest known list. You don’t make brand-new lists, discarding the old.

If rudiments out have killed all reads (the whole list nuls) you cover the whole list again, every item, when you’ve got the rudiments in again. Because a list nuls does not mean the wanted item isn’t on it. It means the rudiments were out. Get them in by Sec Checks and various means and do all items on the list newly as though never before nulled.

You can copy lists. You never discard them.

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

Keep present time or present life names off opposition terminals lists. They foul up the reading.

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

When you assess, do so briskly, saying the item three times, acknowledging the pc, saying if it’s in or out, marking it and going on to the next. You should be able to do 400 items per hour, new or old. It takes about 8 seconds to cover an item.

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

During nulling a pc should be made to sit back, relax and be silent. He can originate new additions. If he does, add them to list end, ack and go rapidly on. Don’t ask pc what he’s thinking about or looking at during assessment. An attitude of relaxed irresponsibility should be cultivated in the pc during nulling.

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

The target of the auditor is the pc’s Reactive Mind.

Once a list is made and complete by Meter, the auditor has the meter, himself and the reactive bank of the pc. That’s all he or she works with. Don’t ask any help from the pc. Never ask him for the answer. That makes him “help” and wrecks the nulling. The pc who has been brought by inexpertness to “help” is put on a self-audit of anxiety and the whole operation goes to pieces.

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

In “bleeding the meter” for more items on a list, beware of mistaking a reaction denoting ARC Break for more items present. Check by eliminating out all ARC Breaks.

Remember that when a pc has an ARC Break he is out of auditor control and an ARC Break question does not always react because the “rudiments are out”. To be sure you have to vary the ARC Break question. To be very sure, run a few ARC Break process commands varied to “Have you been unable to tell me something” and see if these react on the meter.

When a heavy ARC Break is present, the meter can remain inactive until the ARC Break is out. An ARC Break is the only rudiment that can be undetectable on the meter, as then the pc is totally undetectable to the auditor who is auditing him or her. Hence, nul rudiments, nul lists.

Best detection method for an ARC Break is to talk with the pc in a friendly way for a moment. Friendliness is greeted by friendliness, easy and unfeigned = no ARC Break.

Friendliness greeted by no answer = ARC Break.

Pc not setting goals for session denotes heavy ARC Break. It will be heavy enough to nul the whole meter.

This is the only real frailty of an E-Meter. But it’s humanly detectable. Other 3D items are not humanly or spiritually detectable by any means other than a good meter.

Telepathy and intuition used to locate 3D items are disastrous! Use the meter!

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

In end rudiments, for all sessions of assessment, or that had any session or level to be found, always add “Have you done anything to influence the E-Meter?” And clean it.

Pcs, even Scientologists, try to throw assessments and sell items.

If you buy what the pc thinks it is, you’re sunk. So’s the pc. If you purchase sells done by finger flicks, etc, the pc is sunk indeed. 100 hours of wasted auditing has been traced to this on one pc.

25% of pcs will do “selling” by efforts to influence the meter, and wreck a 3D assessment in an effort to “help”.

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

Short session restive pcs. 2 sessions in 2 hours gives you 4 cracks at rudiments! 

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

If you’re going to run 1A or Sec Checks or Problems Intensives on a pc, do it before you start Routine 3D. Only Sec Check when a 3D is in progress and before you start running levels.

A Sec Check question that always works when ordinary questions fail is “What have you done that______doesn’t know about?” And use various known proper names involved with the pc. This runs on any pc. Don’t abuse it. It’s the last shot in the locker.

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

TIPS ON RUNNING LEVELS

The Auxiliary Pre-Have Scale (HCO Bulletin 23 Nov ‘61 or as amended) is the correct 3D list of levels.

This is assessed by reading each item only once to the pc and reversing flows, terminal to pc, pc to terminal. Several levels can be called off on one flow without mentioning the terminal except on the first level of that flow.

Cover the whole list, one read each level. Use a symbol on each level that reacted.

Go back up the list on only those levels that did react, reading levels only once each time. Come back down, reading only those that reacted the second read, etc, until only one level is left.

Let the pc have his own Aux Scale in his folder. Note the level symbols and date on it each time it’s used. Use different symbols each time you use it.

The Model Command (and the only one used for 3D) is:

WHAT HOW WHY (whichever makes the most sense for the level)

YOU---------------------> 
LEVEL---------------> 
TERMINAL

TERMINAL------------> 
LEVEL---------------> 
YOU

TERMINAL------------> 
LEVEL---------------> 
OPPOSITION TERMINAL

OPPOSITION TERMINAL-----> 
LEVEL---------------> 
TERMINAL

TERMINAL------------> 
LEVEL---------------> 
SELF

Always use MIGHT in Commands.

Example: Pc’s Terminal—Waterbuck.

Opposition Terminal—Tiger.

Level—Interest.

Commands:

How might you interest a Waterbuck?

How might a Waterbuck interest you?

How might a Waterbuck interest a Tiger?

How might a Tiger interest a Waterbuck?

How might a Waterbuck interest self?

In running 3D commands be as careful to get your rudiments in as if you were assessing.

RULES OF USING THE PROCESS

1. If an auditor can’t assess accurately and quickly the obvious auditing error is that he or she can’t read an E-Meter fully. Bad or slow assessments are best countered by (a) Getting the auditor the know-how to read a Meter and stop covering up his or her ignorance and (b) Getting the auditor through 3D on his or her own case.

2. The pc’s goal and the opposition goal, taken together, look like a problem to anybody. The pc’s terminal and the opposition terminal taken together look like a conflict.

3. Never suggest a 3D item to a pc or lead him by suggestion into one. Let the meter, listing and assessment find it. An auditor who suggests is covering up an inability to read a meter with confidence or is dramatizing.

4. Always complete a full 3D on anything you start, even when the needle is floating too free to be read. This applies to clears, half clears, new people, late in clearing and always. Complete a 3D in all sections. Always complete all 3D actions on any item that has been started on 3D, particularly past goals from Routine 3.

5. Don’t take clearing for granted. Only when you, the auditor, have assessed and run out everything you can think of and have been unable to find any further way to halt a floating needle, should you state you’ve cleared someone and only then when you have watched the Life and Livingness activity of the case for three months after the end of auditing.

6. Until an auditor can do a perfect Class II auditing job, he or she should not attempt a 3D. All the skills needed in 3D are to be found in Class II activities—Sec Checking, rudiments, a Problems Intensive. When an auditor can do these flawlessly, it’s time to permit him or her to run 3D. Yank a certificate if you find an unqualified auditor using Routine 3D. He’ll kill somebody.

7. Always get a 3D item (sections 1, 2, 3, 4, 5) (except Pre-Hav levels) checked by another skilled auditor.

8. The moment you find the Pre-Hav Scale getting more items alive on any one assessment than it did on the previous assessment, scrap the run. Go back and complete everything from section 1 forward. There’s an error of magnitude.

Example: In assessing Interest, 10 other levels were alive. Next assessment, Withdraw, finds 38 levels alive. Wrong 3D Assessment or pc self-auditing on other terminals at home. If not latter, scrap the run.

ADMINISTRATION AND RECORDS

In doing 3D keep a pc’s papers all in one folder. Don’t be sloppy about it.

Keep the goals lists, Sec Checks, all 3D lists, a 3D form for the pc (filled in) and a Pre-Hav Scale for this pc only and auditor’s reports and check sheets all together.

To lose a pc’s records, not to make a proper clean copy of the goals list all in the pc’s own words, to fail to keep the pc’s 3D form or forms filled in to date, failure to keep all added assessment sheets, can result in a case ball-up of magnitude. You need these things.

The pc’s own Pre-Hav and Have Scales must be marked in so anyone can tell if more levels came alive on subsequent runs.

One can’t straighten out a pc’s 3D run case without records. We have to do it on elsewhere assessed pcs all the time. (We have yet to find a correct assessment on Routine 3 here at Sthil where the pc was assessed elsewhere.)

Further, in filling out auditor’s reports, use correct terminology. Don’t call the Opposition Goal “The goal” or the Opposition Terminal “The terminal”. Shorthand it if you wish, but so it can be understood. Opp goal, Opp term, Pc’s Goal, Mod, G + M, are all valid symbols. Call an Opp goal a “goal” and a case reviewer can’t figure out what you were doing.

Keep good records. It will save the cases of a lot of pcs even if they’re mis-run.

And you yourself will need them to run 3D.

L. RON HUBBARD

LRH:esc.rd

HCOB 23 NOVEMBER 1961
AUXILIARY PRE-HAVE 3D SCALE

For immediate assessment use on running 3D terminals. Do NOT use early scales for 3D assessment.

If you run out of levels, use secondary scales or Hartrampff’s Vocabularies.

Do not abandon search for a level if the TA is high.

Always run a level to a stuck TA and needle. Never overrun a stuck TA by more than 20 minutes.

Do not leave a level that still shows TA action and needle movement. Do not consider the twitching of the otherwise motionless needle, when 3D items or the level is mentioned, a still moving needle.

Later in runs after many levels flat, when TA will no longer stick (or move) on levels, still look for a new level that will produce TA motion.

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

65. FAITH IN

64. CAUSE 
30. SURVIVE

63a. PREVENT KNOWING 
27. FAILED IN IMPORTANCE TO

63. NO EFFECT ON 
26. IMPORTANT TO

62. EFFECT 
25. PROPITIATE

61. OBSESSIVELY CAN’T HAVE 
24. ATTENTION FOR

60a. MAKE SOMETHING OF 
23. SEPARATE FROM

60. CREATE 
22. FAILED TO WITHHOLD FROM

59. THINK ABOUT 
21. WITHHOLD FROM

58. PECULIAR INTEREST IN 
19. DESTROY

57. DISPERSE 
18. MOTION OF

56. INTEND TO NOT COMMUNICATE 
17. FAILED TO ATTACK

55. BADLY CONTROL 
16. ATTACK

54. BETRAY 
15. DISLIKE

53. COLLECT FOR 
14. LIKE

52. SUBSTITUTE FOR 
13. COMPETE WITH

51. WITHDRAW FROM 
12. FAILED TO HELP

50. DUPLICATE 
11. HELP

49. ENTER 
10. FAILED TO CONTROL

48. INHIBIT 
9. CONTROL

47. DISAGREE WITH 
7. FAILED TO COMMUNICATE

46. ENFORCE UPON 
6. COMMUNICATE

45. AGREE WITH 
5. FAILED TO INTEREST

44. DESIRE 
4. INTEREST

43. KNOW 
3. CONNECT WITH

42. FAILED TO ENDURE 
1. HAVE

41. ENDURE 
FAIL

38. ABANDON 
REASON WITH

36. WASTE 
CHALLENGE

35. FAILED TO PROTECT 
POSTULATE

34. PROTECT 
MAKE BEAUTIFUL

33a. MAKE NOTHING OF 
TORTURE

MAKE UGLY 
IDOLIZE

PANIC 
LIFT

TERRORIZE 
DROP

HORRIFY 
PUSH

MAKE SUCCUMB 
PULL

FEEL AFFINITY FOR 
RAISE

NO AFFINITY FOR 
LOWER

START 
CLOSE WITH

TRY TO STOP 
EXPOSE

CHANGE 
SCORN

TRY NOT TO CHANGE 
PUNISH

CALM 
CRUSH

WIN 
MAKE EAGER

UNDERMINE 
MAKE RESPONSIVE

LOSE 
MAKE CONTENT

CIVILIZE 
SCANDALIZE

DISTRUST 
BE INDIFFERENT

IMAGINE 
LOVE

SHOW CONTEMPT FOR 
SPURN

MAKE TRUE 
NEGLECT

BELIEVE 
SUPPLICATE

NOT BELIEVE 
EVADE

OWN ALL 
IDENTIFY

DENY 
ASSOCIATE WITH

OWN NOTHING 
IMPRESS

MAKE RESPONSIBLE 
GET NO RESPONSE FROM

NOT RESPONSIBLE FOR 
KILL

MAKE RIGHT 
REVIVE

MAKE WRONG 
RESIST

TRY TO STAY WITH 
CONTRIBUTE TO

ESCAPE FROM 
CONTACT

THROW OUT OF CONTROL 
DEPRIVE

ACCEPT 
MOVE

REJECT 
HUMBLE

DRIVE CRAZY 
RUIN

UNBALANCE 
ENNOBLE

DEGRADE 
CONFUSE

TRY TO MAKE GUILTY 
DISABLE

BRUTALIZE 
EDUCATE

EXHIBIT 
SICKEN

BURY 
SHUN

PAIN 
SLANDER

WOUND 
INJURE

MAKE APATHETIC 
BE WITH

MOURN FOR 
TAKE AWAY FROM

PLEAD WITH 
PART FROM

CONTINUE 
ENTRANCE

CRITICIZE 
FEEL

PITY 
TOUCH

AVOID 
SMELL

PRESERVE 
PERCEIVE

LOSE 
HEAR

FIND 
SPEAK TO

USE 
ENJOY

DEFY 
HOLD OFF

ADJUST 
ATTRACT

THREATEN 
DEFEND

MAKE SERIOUS 
HARASS

HURT 
NAG

MAKE IRRESOLUTE 
HEAL

DOUBT 
DISTRUST

CONSIDER 
DESPISE

REMEMBER 
PROBLEM ABOUT

OCCLUDE 
DISLOCATE

RECEIVE 
DENY

MAKE UNCONSCIOUS 
UNKNOWN

DIFFERENTIATE 
FORGET

IDENTIFY 
NOT KNOW

DISASSOCIATE FROM 
HIDE

EAT 
NEED

SEXUALLY SATISFY 
APPROVE

SEXUALLY AROUSE 
OWN

SEXUALLY REPRESS 
SHAME

CREATE A MYSTERY FOR 
BLAME

TROUBLE 
REGRET

WORRY 
FAIL

FOOL 
MAKE AMENDS

GET INTO 
GRIEVE

GET OUT OF 
SYMPATHIZE WITH

APPROACH 
FEAR

FORCE 
RESENT

ENERGIZE 
FEEL NO SYMPATHY FOR

FREE 
ANGER

DREAM ABOUT 
ANTAGONIZE

ASSOCIATE WITH 
BORE

SATIATE (SATISFY) 
CONSERVE

LOOK AT 
ENTHUSE

CONVINCE 
EXHILARATE

LIE TO 
TRUST

FIXATE 
MAKE SERENE

ENTHRALL

L. RON HUBBARD

LRH:esc.bh

27 November 1961
ROUTINE 3D COMMAND SHEET

(Use No Other Commands for Routine 3D)

Preclear___________________________________ Date_______________________

Auditor___________________________________

LEVEL________________ TERMINAL____________ OPP TERM___________

1. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH AN (term)__________.

2. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

3. TELL ME A PROBLEM (term)________MIGHT HAVE HAD WITH YOU.

4. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

5. TELL ME A PROBLEM AN (term)_______MIGHT HAVE HAD WITH AN (opp term)_______.

6. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

7. TELL ME A PROBLEM AN (opp term)______MIGHT HAVE HAD WITH AN (term)_______.

8. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

9. TELL ME A PROBLEM AN (opp term)_______MIGHT HAVE HAD WITH YOU.

10. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

11. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH AN (opp term)______.

12. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

RUN LIBERAL QUANTITIES OF PC’S HAVINGNESS PROCESS

WHENEVER THIS PROCESS OR SESSION IS ENDED.

Run to a stuck Tone Arm and test for 15 minutes. Or run all motion out of the TA. Use a new sheet for every pre-hav level.

Mark all pre-hav levels found into the pc’s 3D form.

Get rudiments in before every session. It is as important to get rudiments in and keep them in for a 3D run as it is for 3D assessment.

Note: This process can be overrun for an hour without damage to the pc. It cannot be overrun by a session or two and still have the needle loose for assessment. TA motion may be slow and sluggish long before process is flat.

Note: So far on all tests I have made this is the only process that will bring the Tone Arm down in anything like a reasonable time. IF OTHER LEVELS HAVE BEEN PREVIOUSLY RUN ON OTHER PROCESSES, RUN THEM CONSECUTIVELY IN THE ORIGINAL ORDER AGAIN, USING THIS PROCESS. The first run on another process did no damage to the pc but will help this one flatten faster.

L. RON HUBBARD

LRH:lrh.rd

 [To be deleted per Routine 3D Improved Commands of 28 Nov 61.]

ROUTINE 3D IMPROVED COMMANDS OF 28 NOV 61

(Discard or delete all earlier command data)

Preclear________________ Date_____________ LEVEL_____________________

Auditor ________________ TERMINAL_________________ OPP TERMINAL ____________

Note: RUN ONLY AFTER ARC PROCESS IS FLAT TO A STILL ARM, NEEDLE AT SET, 20 MINUTES TEST. RUN THESE COMMANDS TO A STILL ARM, NEEDLE AT SET, 20 MINUTES TEST. GET RUDIMENTS IN THOROUGHLY BEFORE RUNNING, EVEN BETTER THAN IN ASSESSMENT. RUN PC’S HAVINGNESS COMMAND LIBERALLY DURING PROCESS, AFTER PROCESS, AFTER END RUDS.

Info: 3D LEVELS CAN BE RUN CONSECUTIVELY OVER AND OVER ON DIFFERENT PROCESSES.

1. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH AN (term)__________.

2. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

3. TELL ME A PROBLEM (term)________MIGHT HAVE HAD WITH YOU.

4. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

5. TELL ME A PROBLEM AN (term)_______MIGHT HAVE HAD WITH AN (opp term)_______.

6. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

7. TELL ME A PROBLEM AN (opp term)______MIGHT HAVE HAD WITH AN (term)_______.

8. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

9. TELL ME A PROBLEM AN (opp term)_______MIGHT HAVE HAD WITH YOU.

10. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

11. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH AN (opp term)______.

12. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

13. TELL ME A PROBLEM OTHERS MIGHT HAVE HAD WITH A (term)________.

14. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

15. TELL ME A PROBLEM A (term)________MIGHT HAVE HAD WITH OTHERS.

16. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

AFTER ASSESSING CLEAR THE LEVEL WITH THE PC FOR USE IN THE COMMANDS AND MAKE SURE THE VERSION OF THE LEVEL THAT YOU USE ALSO REACTS ON THE METER LIKE THE ASSESSED LEVEL DID.

L. RON HUBBARD
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 [To be deleted per Routine 3D Improved Commands of November 30, 1961.]

ROUTINE 3D IMPROVED COMMANDS OF NOVEMBER 30, 1961

(Discard or delete all earlier command data)

Note: RUN ONLY AFTER ARC PROCESS IS FLAT TO A STILL ARM, NEEDLE AT SET, 20 MINUTES TEST. RUN THESE COMMANDS TO A STILL ARM, NEEDLE AT SET, 20 MINUTES TEST. GET RUDIMENTS IN THOROUGHLY BEFORE RUNNING, EVEN BETTER THAN IN ASSESSMENT. RUN PC’S HAVINGNESS COMMAND LIBERALLY DURING PROCESS, AFTER PROCESS, AFTER END RUDS.

Info: 3D LEVELS CAN BE RUN CONSECUTIVELY OVER AND OVER ON DIFFERENT PROCESSES .

1. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH AN (term)__________.

2. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

3. TELL ME A PROBLEM (term)________MIGHT HAVE HAD WITH YOU.

4. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

5. TELL ME A PROBLEM A (term)_______MIGHT HAVE HAD WITH A (opp term)_______.

6. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

7. TELL ME A PROBLEM A (opp term)______MIGHT HAVE HAD WITH A (term)_______.

8. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

9. TELL ME A PROBLEM A (term)_______MIGHT HAVE HAD WITH ANOTHER (term)_______.

10. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

11. TELL ME A PROBLEM ANOTHER (term)_______ MIGHT HAVE HAD WITH A (term)______.

12. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

13. TELL ME A PROBLEM (oppterm)_______ MIGHT HAVE HAD WITH YOU.

14. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

15. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH A (oppterm)________.

16. HOW MIGHT (phlev)_______HAVE BEEN A SOLUTION TO THAT PROBLEM?

(Note: Commands 13 & 15 may be term-others or oppterm-you, a tougher version.)

AFTER ASSESSING CLEAR THE LEVEL WITH THE PC FOR ORDER OF MAGNITUDE OF LEVEL AND MAKE SURE THE VERSION OF THE LEVEL THAT YOU USE ALSO REACTS ON THE METER LIKE THE ASSESSED LEVEL DID AND MAKES SENSE TO THE PC IN THE COMMAND.

L RON HUBBARD

LRH: esc.rd 

HCOB 3 DECEMBER 1961
RUNNING 3D LEVELS

To run a terminal found by 3D, you use ONLY the commands of 30 November 1961. Use NO OTHER Commands. 

The old 5-way bracket, any other bracket system, a two-way bracket WILL ONLY GET YOUR PC IN TROUBLE. 

You are sending the pc up against the core of the reactive bank, the Goals Problem Mass, and so far as auditing commands are concerned, only the commands of 27, 28 and 30 Nov are able to get him through. The 30 Nov commands are best.

The Goals Problem Mass is a problem in structure. It is so tough you have to run the top off of it. This is done by 3D level runs. Dating bits of it might work. Prior confusion will not work early in it. All other known command routine combinations in Scientology do not phase it at all. Clears went unclear because the Goals Problem Mass could come back in. So we can only run it. And so far only 30 Nov commands run it out. To use other previous command combinations, as used in Routine 3, can get your pc in trouble because you must use the opposition terminal and keep the mass in to be run.

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

To run levels on 3D terminal and “oppterm” (opposition terminal) do this:

1. Be sure the 3D items you are running are right by careful cross-checking and various two-way comm and height of PH level tests.

2. Be sure the “story” is right and that you really have the pc running his own terminal, not the oppterm. The story is logical. The oppterm can be run but it subjects the pc to more duress than needed and turns on the “winds of space”.

3. Use the Auxiliary Pre-Have Scale for 3D only, or as supplemented. Use for test the first 65 levels for “height of terminal”. Use the whole Auxiliary Scale for assessment of level to be run.

4. Check out 30 Nov commands for “problem” “situation” etc as will be released (the exact original version will work anyway).

5. Check out the found item for intensity and wording. Make sure the command will be answerable by the pc.

6. Run the level to a stuck needle, stuck TA and test for 10 or 20 minutes. (TA shifts because of body motion don’t count.)

7. Regardless of any needle action the level already run still gets, assess again on Aux PH and run the next level.

8. Run 6, 8 or 12 levels in this fashion, disregarding the fact that the needle may still twitch when a past level is mentioned. The rule here could be to run to “difficult Aux PH assessment”. I don’t know this yet; I do know you need lots of levels run to stuck TA, stuck needle. This early first run can stick fast (sometimes in 2 commands, but you always complete a bracket. It does no harm to do 2 or 3 more brackets, though the pc will get uncomfortable). (It sometimes takes a session or two to get the pc to approach the Goals Problem Mass. You always run it muzzled. The pc will get there.) (If nothing sticks, on this first run of levels in a series, your 3D assessment is for the loons and cormorants. You should know this when the first level won’t stick.)

RERUNS

9. Now having run a series of levels, you stick the final one and then go back and test the first level you found and ran. You see if it twitches on the needle. If it does, you run it again to a stuck TA, stuck needle, you leave it and check the next level. You take, in sequence, each level you can get to react by observing the needle as you say it and rerun it. You complete all levels this way.

THIRD RUN OF LEVELS

10. You now go back and repeat 9 as a Third run of levels.

11. You now assess for more Aux PH levels. Each time, however, before you run a new level, you recheck all former levels for an already run level still kicking.

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

This is a sort of wash out by levels in sequence. You must always run levels in sequence. On the second and third run you can skip nul levels, but always test and run in sequence. It doesn’t matter how many times a level gets run. It does matter if you leave it before the needle and TA stick on the first and second and third run. You leave a level too live and it upsets the pc. You kill it too dead (by running a stuck TA and needle for a session or more after it sticks) and either way you get trouble.

Eventually all levels assessed will have to be flat, nul and went.

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

Stable data on 3D level runs:

Accurate assessment of items and levels makes Clears. Inaccurate assessment gives you a bad reputation and will sow all the trouble germs you’d ever want.

Always complete whatever you start. If an R3 was started, complete it by 3D using all existing parts that check out (use as much of an R3 as you can) (this contradicts the 1st B. on 3D but is right, I find). If a person was cleared on R3, use all R3 items used or run to assemble a 3D and run it according to book.

Only the assembly of the “story” is subject to judgment on 3D. A11 other 3D actions are by the book.

Me, you and the Mark IV Meter got it licked.

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

L. RON HUBBARD

LRH:esc.rd

7 December 1961
COMMAND SHEET FOR ROUTINE 3D

Preclear________________ Date___________________ TERMINAL___________

Auditor________________ Level__________________ OPP TERMINAL ______

Level Number___________ Levels alive this time on PHSc ____________________

RUN COMMANDS CONSECUTIVELY. MAKE SURE EVERY ONE IS ANSWERED. RUN WITH THE RUDS IN, DO NOT RUN WITH RUDIMENTS OUT. Use plenty of havingness. Flatten to still TA and still needle for 20 minutes if TA goes up and sticks. If TA does not stick, run to a completely inactive Tone Arm and be sure neither goal nor modifier react on retest. Carefully keep rudiments in during run.

Carefully keep pc’s havingness up.

METER TEST THE FOLLOWING WORDS AND USE MOST REACTING WORD AFTER “TELL ME” AND “THAT”. PROBLEM SITUATION DIFFICULTY CONFUSION MESS TROUBLE OTHER:

METER TEST THE FOLLOWING AND USE MOST REACTING WORD AFTER “MIGHT” IN EVEN NUMBERS. SOLUTION SOLVED MADE OKAY CURED FINISHED ENDED OTHER:

(Make Commands make sense. Add ING to ph level if necessary in clearing command.)

COMMENTS AND ASSESSMENT
TELL ME A____________YOU MIGHT HAVE HAD WITH A (term)____________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A______________A (term)__________MIGHT HAVE HAD WITH YOU.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?
TELL ME A_______________A (term)________________MIGHT HAVE HAD

WITH ANOTHER (term)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________ANOTHER (term)________________MIGHT HAVE

HAD WITH A (term)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________A (term)________________MIGHT HAVE HAD

WITH ANOTHER (oppterm)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________A (oppterm)________________MIGHT HAVE HAD

WITH A (term)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________A (term)________________MIGHT HAVE HAD

WITH OTHERS (term)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________OTHERS (term)________________MIGHT HAVE

HAD WITH A (oppterm)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________A (term)________________MIGHT HAVE HAD

WITH OTHERS.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________OTHERS________________MIGHT HAVE HAD

WITH A (term)__________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________YOU MIGHT HAVE HAD WITH A

(oppterm)_________________.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________A (oppterm)________________MIGHT HAVE HAD

WITH YOU.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________YOU MIGHT HAVE HAD WITH YOU.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________YOU MIGHT HAVE HAD WITH OTHERS.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

TELL ME A_______________OTHERS MIGHT HAVE HAD WITH YOU.

HOW MIGHT (phlev)______________HAVE_____________ THAT____________?

L. RON HUBBARD

LRH:esc.vmm.rd

HCOB 7 DECEMBER 1961
SEC CHECKS VITAL

It has been brought home to me by careful study of many cases that Security Checks and Problems Intensives are vital to easy assessment and accurate clearing by the new and very important Routine 3D.

The command value of the auditor over the pc, the response value to life and present time of the pc have been so low in all cases studied who have not had Sec Checking that it is a waste of auditing time not to give a pc at least a Sec Check and a Problems Intensive before attempting assessment.

It may take up to 200 hours to assess some ‘raw meat’ accurately on Routine 3D, and that with a magnifying glass on the E-Meter.

It may take up to 75 hours to assess on Routine 3D a Scientologist or processed person who has not been given 1A or a Problems Intensive or a thorough Security Check on a standard Pol Ltr form.

I can state, and your experience will bear out, that it is wasted time and causes agony to the pc to do a clearing 3D assessment on a person who has not had:

1. Sec Checks Standard Forms.

2. A Problems Intensive.

3. The ARC Process 1961.

4. Countless cracks at the rudiments through being given 1 and 2.

To do these may require up to 100 hours of auditing. To try to assess accurately through the messes of withholds, hidden standards and PTPs of the preclear will require up to 100 hours and may arrive at an improper assessment which will waste all the preclear’s auditing—and painful auditing it was.

Now the Scientologist with his prior processing moves into his or her own. It all counts. Scientologists are easier to assess by half. Raw meat is either unassessable or assessable with difficulty unless the auditor has enormous altitude.

If anyone thinks he is saving time getting assessed for clear at once, let him or her think again. The whole period may be wasted and nothing comes of it because:

The whole of the preliminary steps may have to be done anyway after assessment if not done before to let the pc survive ‘going through the knothole’, which is to say, running Routine 3D levels.

These are very hard to get through. Only one pat set of commands (Nov 30, 1961) get a pc moving through to Dynamic Clear.

Now as to auditor training, no auditor who does not have a quick enough eye and Meter experience enough to Security Check and run a Problems Intensive will ever be able to do an accurate Routine 3D Assessment.

Therefore it is economy to train an auditor to Class II level before permitting him or her to assess.

Class II requires a high ability on the Meter, perfect Model Session, TRs and a perfect knowledge of Sec Checking.

Sec Check Meter reactions are larger than 3D Assessment reactions. If an auditor cannot Sec Check, he or she surely can’t read a 3D Meter Assessment.

A pc being given a Routine 3D Assessment for clear by an auditor who has no perfect rating on the Meter is in for endless wasted hours of upset and misery. These might better be spent on Rising Scale or Class I processes (all processes up to February 1961, really). ARC Straight Wire, ‘Something you wouldn’t mind forgetting’ or even old Dianetic Engram running would do more for the pc than fumbling assessment.

Accurate fast assessment does marvels for a case, but only if done by an accurate fast auditor.

Class II skills of Sec Checking, Problems Intensives, or even Routine 1A, produce definite plus gains for the pc, greater than those obtainable by Class I if done by an expert Class II auditor.

A Class III auditor can only become one if he or she has already become a Class II by examination and you have a rapid assessment on new Routine 3D toward a high stability as clear—providing that the pc has also had Sec Checks and other preparatory processes.

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

So there it is. Economy in auditing time entails the auditor becoming a Class II by examination and the pc becoming fit to be assessed through Class II skills. Very neat.

Micawber, a creation of my old friend Dickens, used to claim that twenty shillings earned, nineteen and six spent brought happiness, but that twenty shillings earned and twenty-one spent brought MISERY. I can paraphrase him broadly by saying, Class II skills reached by auditor and attained by pc bring happiness. Class I skills on Class III processes bring misery to auditor and pc alike.

In signing up anyone for auditing, in delivering any auditing, please point out these facts, please?

L. RON HUBBARD

LRH :esc.cden

26 December 1961
COMMAND SHEET ROUTINE 3D

Pc__________________Date____________ level No.___________LALV_________

1. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH A (term)__________

2. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

3. TELL ME A PROBLEM A (term)_________MIGHT HAVE HAD WITH YOU.

4. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

5. TELL ME A PROBLEM A (term)__________MIGHT HAVE HAD WITH ANOTHER (term)__________.

6. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

7. TELL ME A PROBLEM ANOTHER (term)__________MIGHT HAVE HAD WITH A (term)__________.

8. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

9. TELL ME A PROBLEM A (term)__________MIGHT HAVE HAD WITH A (oppterm)__________.

10. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

11. TELL ME A PROBLEM A (oppterm)__________MIGHT HAVE HAD WITH A (term)__________.

12. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

13. TELL ME A PROBLEM A (term)__________MIGHT HAVE HAD WITH OTHERS.

14. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

15. TELL ME A PROBLEM OTHERS MIGHT HAVE HAD WITH A (term)__________.

16. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

17. TELL ME A PROBLEM YOU MIGHT HAVE HAD WITH YOU.

18. HOW MIGHT (phlev)__________HAVE SOLVED THAT PROBLEM?

3D COMMANDS WHOLE TRACK O/W

NOTE: USE ON TERMINAL ONLY. BEFORE THIS CAN BE USED MANY LEVELS SHOULD BE RUN AND IT MUST BE PROVED BEYOND ANY POSSIBLE DOUBT BY ROUTINE TESTS THAT PC IS RUNNING HIS TERMINAL. THIS IS NOT A SUBSTITUTE FOR PH LEVEL RUNS BUT IS USED BETWEEN LATER RUNS.

1. WHAT ACTION OR ATTITUDE HAVE YOU HAD TOWARDS A (term)__________.

2. WHAT ACTION OR ATTITUDE HAS A (term)__________HAD TOWARD YOU?

3. WHAT ACTION OR ATTITUDE HAS A (term)__________HAD ABOUT OTHERS?

4. WHAT ACTION OR ATTITUDE HAVE YOU HAD ABOUT OTHERS?

5. WHAT ACTION OR ATTITUDE HAVE OTHERS HAD ABOUT A (term)__________.

6. WHAT ACTION OR ATTITUDE HAVE OTHERS HAD ABOUT YOU?

7. WHAT ACTION OR ATTITUDE HAVE YOU WITHHELD FROM A (term)__________.

8. WHAT ACTION OR ATTITUDE HAS A (term)__________WITHHELD FROM YOU?

L. RON HUBBARD

LRH: ph.mw.rd

HCO INFO LETTER OF 9 JANUARY 1962
3D CRISS CROSS

To prevent misassessment I have been developing some new methods of obtaining a 3D package. Because goals lists get lost there is need also for ways of getting a 3D package without having the goal.

One of these is to run O/W on self, list the pc’s answers and then ask the pc, “Who would you treat like that?” Bleed the meter and nul and you will find an item of the 3D package you can then use, either as criss cross or to get a goal and modifier.

This is very workable and useful. It is most useful in 3D Criss Cross.

Further, if a pc blows clear on assessment, you can do the above, find his goal and modifier and get the Goals Problem Mass keyed back in again. The GPM will always key back in by finding the modifier to a goal.

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

Criss Cross, complete, consists of the following steps:

1. Ask the pc “What kind of person or being haven’t you liked?” and make a complete list.

2. Nul the list and locate one item that remains in (or was the last in). (Make sure ruds are in in all nulling.) (There may be more than one item staying in. If so take strongest read.)

3. Ask the pc “What kind of person or being have you liked?” and make a complete list.

4. Nul the list and locate one item as in 2.

    The two resulting items are called TEST ITEMS. They are not necessarily 3D package items.

5. Write the item found in 2 at the top of a sheet of paper. Ask the pc “Who or what would oppose (item)?” Make a complete list. (Never suggest any item to a pc ever.) Bleed the meter for all items.

6. Nul this list down to one item (assessment by elimination as always, of course).

7. Write the item found in 4 down at the top of a sheet of paper and proceed as in 5.

8. Nul this list down to one item.

9. Write the item found in 5 at the top of a sheet and proceed as before.

10. Nul the list to one item.

11. Write the item found in 8 at the top of a sheet and proceed as before.

12. Nul down to one item as before.

Continue to do lists and items as in 9, 10, 11 and 12.

BE VERY ACCURATE IN FINDING THE RIGHT ITEM EACH TIME.

The two lists will eventually collide as a solid package. It will not be easy (or perhaps even possible) to find anything else on the case. When this condition is reached, you have 3D package items of high level, capable of being run.

When doing listing and nulling, carefully note whenever an item gave the pc a painful somatic or a dizziness. It will be the painful somatic type of item that is the terminal, the dizzy or “winds of space” item that is the oppterm.

13. Select which is terminal, which is oppterm by usual tests.

14. Find the goal, oppgoal and Modifier for the package.

15. Run with 3D type commands.

When this package is well discharged or blows, do another 3D Criss Cross using the items that were being run in 15 as the starting points for steps 5 on.

You will be rather amazed how much this type of assessment does for the case and how low a level case it can be done upon.

You’re welcome.

L. RON HUBBARD

LRH:cw.rd

HCOB 11 JANUARY 1962
SECURITY CHECKING
TWENTY-TEN THEORY

All valences are circuits are valences.

Circuits key out with knowingness.

This is the final definition of havingness.

Havingness is the concept of being able to reach. No-havingness is the concept of not being able to reach.

A withhold makes one feel he or she cannot reach. Therefore withholds are what cut havingness down and made runs on havingness attain unstable gains. In the presence of withholds havingness sags.

As soon as a withhold is pulled, ability to reach is potentially restored but the pc often does not discover this. It requires that havingness be run to get the benefit of having pulled most withholds.

Therefore on these principles, I have developed Twenty-Ten. Providing the following items are observed and the procedure followed exactly, Twenty-Ten will appear to work miracles rapidly.

REQUISITES

1. That the auditor is Class II (or Class IIb at Saint Hill).

2. That a British HCO WW Tech Sec approved meter is employed and no other.

3. That the auditor knows how to find the pc’s havingness process (36 Havingness processes).

4. That the havingness process is tested for loosening the needle at the beginning of each time used.

5. That standard HCO Policy Letter Form Sec Checks are used. The last two pages of the Joburg and Form 6 for Scientologists, the childhood check and Form 19 for newcomers, the remainder of the Joburg and other checks for all 

6. That the procedure of Twenty-Ten is exactly followed.

TWENTY-TEN

A Class II Auditor’s Skill

1. Use Model Session HCO B of 21 December 1961 or as amended.

2. For every Twenty Minutes of Security Checking run Ten Minutes of Havingness.

3. If the Security question is not nul when the Twenty Minutes period is ended, say to the pc, “Although there may be withholds remaining on this question, we will now run Havingness.”

4. If an unflat question is left to run havingness, return to it after Ten Minutes of havingness and complete it.

5. Run by the clock, not by the state of the question or meter on both security questions and havingness.

6. Be prepared to have to find a new havingness process any time the one being used fails to loosen needle after 8 to 10 commands. Do can squeeze test before first havingness command and after 8 to 10 questions every time havingness process is used.

7. Do not count time employed in finding a havingness process as part of time havingness is to be run.

8. Use “Has a withhold been missed on you?” liberally throughout session. Use it heavily in end rudiments.

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

Application to Goals Problem Mass

The GPM is often curved out of shape by present life enturbulence to such an extent that only lock valences are available for assessing. This gives “scratchy needle” and also can lead to finding only lock valences.

Lock valences are appended to a real GPM 3-D item. They register and even seem to stay in but are actually impossible to run as 3-D items. An item found by an auditor and then proven incorrect by a checker was usually a lock item. If this happens, even the new item found by the checker may also be a lock item.

To uncover correct 3-D items it is better to run Twenty-Ten and other preparatory processes for 75 to 200 hours before attempting to get a 3-D package.

If the whole GPM keys out, one need only find a goal and MODIFIER to key it in again.

Preparatory time is not wasted as the same or greater amount of time is all used up anyway, at a loss to the pc, if a pc has a twisted GPM with earlier lock circuits abundantly keyed in in present time. In such cases (the majority) the preparatory time would be eaten up in keeping the pc in session, let alone improper items.

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

Twenty-Ten is urgently recommended for immediate use in all HGCs.

L. RON HUBBARD

LRH:ph.cden

HCO INFO LETTER OF 22 JANUARY 1962
3D CRISS CROSS
METHOD OF ASSESSMENT

The proper sequence of action in a 3D Criss Cross Assessment is as follows:

(1) LIST LIST

However the test item of a list is determined, the essence of the first step is to list a list. This can be the list to determine a test item or an opposition list.

There are several LINES in 3D Criss Cross. Each line is derived from a test item and is thereafter continued by opposition items. LINES are lettered. Each line is an independent zig-zag of opposition items. A line can begin by using any terminal established in old Routine 3, 3A or original 3D. Or it can begin by a test item derived from an arbitrary list such as Dislike, Like, Who by O/W, Dynamic Assessment, a Prehav level assessment on the pc and Who or what would________, a list of withholds or outflows.

The essence of all this is that one takes a button and pushes it to get a list.

The List is always derived from the pc, without suggestion by the auditor. It is the pc’s list and what happens to it is up to the pc.

The auditor pushes the button and thereafter is an interested writer of a list (while keeping the pc in session).

We do not care how short or how long this list is. The average list is about 25 items. If less than 12, we consider the pc is ARC broke. If more we only know that the “can’t reach phenomenon” has set in. In the “can’t reach phenomenon” the pc keeps listing because he “can’t quite say exactly what it is”. This is an actual sensation. The answer is to go on listing until the pc has expressed it to his satisfaction. The phenomenon is: the pc couldn’t reach the right wording as it is too heavily charged and only by giving more and more items is the charge bled off and then the pc, able to reach it, can say it.

The essence is to get a list as thorough as possible without putting the pc under a strain. Pc must remain interested. Forcing pc to list more and more and more when he’s had enough wrecks the value of 3D Criss Cross.

The list should be numbered, should be on legal (foolscap) in two columns.

Readable. You don’t recopy lists.

Date the list, put the pc’s name on it, and the full question the pc is being asked to get it at the top of the page. The back side of the paper can be used.

Additional sheets can be used. But if so, name, date and item from which list is coming must be written at the top of second sheets.

Numbering the items has little value but it may be done.

Do not keep pc on meter while listing.

(2) RUN HAVINGNESS

You will see a pc getting dopey or drowsy while listing or nulling. It is good auditing to run the pc’s havingness process each time you notice this. Nulling is accurate even when the pc is anaten, but things blow much faster if havingness is run.

After listing (or during listing if, as rarely happens, pc goes drowsy) run some havingness.

Put pc on meter while running havingness. Test havingness process each time used.

(3) DIFFERENTIATE THE LIST

Assessment in 3D Criss Cross is aimed at straightening up the bank as much as obtaining items.

Lists which won’t nul on repetitive assessment by elimination have not been differentiated, or the ruds are out, or the list is incomplete in that the wanted item isn’t on it. A 3D item is heavily charged and when mentioned discharges much of the list.

The essence of this Differentiation Step is to read each item to the pc and have pc briefly explain how the item__________(whatever the list came from).

This is done easily and in a friendly and interested fashion. It’s the pc’s list. The answer that must be ascertained by the auditor is whether the pc wants the item left on or taken off the list. This makes the pc look. And it blows charge rapidly.

This step is done with the pc off the meter. The atmosphere is easy and pleasant.

When the differentiation is in progress pc may want to add to the list. Let the pc add what he or she likes. Put whatever is added always at the bottom of the list.

Pc is taken off the meter for this step.

(4) NUL LIST

Put the pc on the meter. Make sure there are no session invalidations or withholds (as different from life invalidations and withholds) and begin nulling out the list.

This action is done in a brisk, business-like, staccato fashion. Each item on the list is said exactly three times with only enough pause to see if there is an instant read (about l/2 second between speaking the item each time). The auditor then acknowledges and says, “It’s in” or “It’s out.” Patter would be, “Tiger, Tiger, Tiger. Thank you. It’s in.” Mark.

“Cat, Cat, Cat. Thank you. It’s out.” Mark. No interval between items read except the split second necessary to mark.

Pc is expected to be silent during nulling. One does not consult the pc unless the ruds go out. One answers the pc if the pc originates but then only TR 4. One doesn’t enter into discussions with the pc. If ruds go out all will go nul. If this happens, quickly pull session invalidations or withholds, and get going with nulling.

If the item clearly reads in any one of the three reads leave it in. If in doubt leave it in.

Nul with sensitivity at 16.

If consecutive items which have heretofore been live vanish, suspect session invalidations and withholds, clear them, and pick up the earliest consecutive X where this might have happened and carry forward with nulling as before.

Treat the list as a wheel. When you arrive at the bottom begin at once at the top.

Use a slash mark / before the item if it is in. Use a cross if the item goes out. If whole list goes bad and you have to re-nul it, use other side of item (to right of item), then use a different coloured ball-point. Black for original and second nulling. Red for third nulling. Green for fourth nulling. A second nulling goes after the item. This code applies only to flubbed lists as a whole—for instance whole list goes nul.

You can be left with two items in a list derived from a test item. Use both, but only if they are clearly of opposite character, not the same thing in another form.

At the end of nulling a test item list (first item of a line), you should have one or two live items. If one, put it under the line you’re doing on a Line Plot. If two, put one under the line you are doing and use the other for a new line. There are rarely two left on opposition lists.

(5) CHECK ITEM

When the item is found, check it out.

Get ruds in, run a bit of havingness.

See if item is still registering. If not get the ruds in better and do so until item reads well.

Now read an already nulled item on the list, then read the found item, then read a nulled item, then the found item.

Do this until you are sure all items on the list except the found item are nul.

If found item goes out, get the ruds in.

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

When you have found the item and checked it out, put it under its proper Line on the Pc’s Line Plot.

The Line Plot is a sheet of white foolscap (legal) with three columns across the top of each side, Line A, Line B, etc, with an indication of how each line was derived (Dislike, Like, Who O/W, Dynamic Assessment, etc).

Every one of these lines is itself. It does not cross over to other lines.

A Line is a list of found 3D items each in opposition to the last item on that Line.

The Line is a series of zig-zags, with an item at each zig and at each zag. Any pair, a zig plus a zag, could be a 3D package that would run. We want at least five lines. We want all the items we can get on one line.

Inevitably, sooner or later, all lines will either coincide into a 3D package that will only derive itself when listed or the pc goes to OT by assessment.

There is a basic problem between every pair of items on one line in a Line Plot.

Getting the pc to describe that problem helps blow charge.

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

When listing, differentiating or nulling, every time the pc gets a pain, write “PN” after the item. Every time an item makes a pc feel dizzy or he gets winds of space, write “SEN” after that item. When you finally come to run a package you could tell what is the pc’s term (pain) and what is the pc’s oppterm (sen) by studying the lists to see what type of item consistently gives the pc pain or sensation. Thus no error is made on selecting the terminal or further test needed.

ERRORS IN ASSESSMENT

The whole action 1 to 5 above is called Assessment.

The first error is poor E-Meter skill.

The second error is just lousy, ARC breaky auditing.

The third error is carrying a line by oppterms too deep beyond the other lines. Do lines one at a time in rotation. Don’t keep oppterming a line on and on and forget the other lines.

Fourth error is failing to note the ruds going out and getting off session invalidations and withholds.

Fifth error is not getting a long enough list to include the 3D item you’re after.

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

You can unburden a case of hundreds of found 3D items (thousands of list items).

This makes terrific case gains, item by item found. You have never seen such fast case gains as a well done 3D Criss Cross by assessment alone providing the auditing is well done and these steps are followed.

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

Use only a Mark IV E-Meter. The others don’t register well enough to detect 3D Criss Cross reads.

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

Chanting a Modifier is not done in 3D Criss Cross.

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

Don’t let anybody not a Class II even attempt to learn 3D Criss Cross.

L. RON HUBBARD

LRH:sf.rd

HCO INFO LETTER OF 1 FEBRUARY 1962
3D CRISS CROSS
ASSESSMENT TIPS

LISTING: To get a list to Differentiate and Nul rapidly, the list must be complete.

It is assumed there will be one or more heavily charged items on a list. Unless this charge is blown, a SCRATCHY NEEDLE, DISINTEREST IN DIFFERENTIATION and HARD NULLING may result. The bulk of the list consists, not of errors, but of LOCK VALENCES. When the lock valences are off the top of the Item, the pc can state the item.

There is a phenomenon here wherein the pc “can’t quite say it”, “can’t reach it”, “hasn’t said it right .. “ All this adds to an actual feeling of distance from the item, or wrongness. It is a feeling. It has flows connected with it. So long as the pc hasthis feeling of not quite right, the list does not contain the actual item. And if it doesnot, then disinterest in Differentiation, hard nulling and scratchy needle may result.

The answer to this phenomenon (call it Incompleteness) is to get more items listed. Do not let the pc just sit and comm lag and reject wordings. Take them all down.

Every one rejected is really a lock valence, so get it down on the list. Keep the pc giving items, “trying to phrase it right”. And put down whatever pc says.

If pc is on meter during listing, you’ll see a heavy fall when the item comes on.

Don’t consider a list complete until the pc can answer an unequivocal “Yes” to this question: “Are you sure that you’ve stated the correct item yet?” or “Are you satisfied we’ve got all the things that would______?” or “Have you phrased the item to your complete satisfaction?”

This is the complete list. It is better to complete a list by questioning the pc about its completeness than by bleeding meter, as an unskilled auditor can get a read on ARC Break and keep asking for items each time he gets the ARC Break read caused by asking for items.

A poor list can be caused by: 

1. Line being started is of no possible interest to pc. (True only of the start of a line and for the question being used to get a line.)

2. A dissatisfaction on the part of the pc as to having stated the item correctly.

METHODS FOR LINES

The best ways to start a line in order of workability are:

1. Assessment of the 8 flows for the pc’s chronic flow and use it for a line “Who, what would (flow)”. This can be done over and over, getting one flow, then another, each time by assessment of remaining flows.

2. Assessment of Pre-Hav Scale on “You” for a level and getting items for that PH Level. (Aux PH Scale.) Listing “Who—what would______” or appropriate wording. Then doing new PH assessment for next line.

3. A Problems Intensive to locate chronic problems, etc, and listing “Who— what would oppose _______”.

4. Dynamic Assessment.

Finding Dynamic, listing “Who or what would represent (dynamic)”.

Finding new Dynamic when first items found.

5. The direct question, “What do you really consider is wrong with you?” or “What are you being audited to change?” (Best for new HGC pcs on their first intensive.)

6. Assessing whole Know-to-Mystery Scale for most reaction. Then “Who or what would_______?”

7. Arbitrary selection, dislike, like, first dynamic o/w, etc.

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

DIFFERENTIATION

There is no pat wound-up doll question for Differentiation. The more the woundup doll repetitive question approach is used the less good the pc gets out of Differentiation.

In Differentiation of a list, we want the pc to:

1. Look.

2. Decide if item belongs or doesn’t.

3. What the item named is in relation to the item the list came from.

To do Differentiation, the pc must be in session.

Differentiation blows the lock valences. A pc with ruds out blows nothing.

Therefore, there is no substitute for ruds in and pc in session.

Auditors who interpret this on their own flow patterns, think In session means different types of flow from pc. It’s just “Willing and able to talk to the auditor”. And “Interested in own case”.

An auditor who’s interested in the pc is also interested in the list. Stiff, rugged, mechanical formality and Differentiation just don’t go together.

During Differentiation remove any item from the list that the pc says to remove, add any new item pc wants added.

Don’t suggest any item to pc ever or suggest the removal of an item.

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

Nulling and Checking are covered earlier.

LRH:sf.rd 
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HCO INFO LETTER OF 3 FEBRUARY 1962
3DXX FLOWS ASSESSMENT

Assess the following by elimination (as in nulling).

List “Who or what would (line found)”. Complete list. (Continue listing until pc knows he’s said it.) Find item by usual steps.

Do whole operation twice for two items. Both go on same line.

All items on a flow line are done by assessing flows not by oppterming as in other lines. You can continue to repeat the same operation for item after item:

PERMISSIBLE OUTFLOW

ENFORCED OUTFLOW

PROHIBITED OUTFLOW

INHIBITED OUTFLOW

PERMISSIBLE INFLOW

ENFORCED INFLOW

PROHIBITED INFLOW

INHIBITED INFLOW

PERMISSIBLE OUTFLOW FROM SELF

ENFORCED OUTFLOW FROM SELF

PROHIBITED OUTFLOW FROM SELF

INHIBITED OUTFLOW FROM SELF

PERMISSIBLE INFLOW ON SELF

ENFORCED INFLOW ON SELF

PROHIBITED INFLOW ON SELF

INHIBITED INFLOW ON SELF

PERMISSIBLE OUTFLOW FROM ANOTHER

ENFORCED OUTFLOW FROM ANOTHER

PROHIBITED OUTFLOW FROM ANOTHER

INHIBITED OUTFLOW FROM ANOTHER

PERMISSIBLE INFLOW ON ANOTHER

ENFORCED INFLOW ON ANOTHER

PROHIBITED INFLOW ON ANOTHER

INHIBITED INFLOW ON ANOTHER

PERMISSIBLE OUTFLOW FROM OTHERS

ENFORCED OUTFLOW FROM OTHERS

PROHIBITED OUTFLOW FROM OTHERS

INHIBITED OUTFLOW FROM OTHERS

PERMISSIBLE INFLOW TO OTHERS

ENFORCED INFLOW TO OTHERS

PROHIBITED INFLOW TO OTHERS

INHIBITED INFLOW TO OTHERS

There are thirty-two flows on a flows assessment for sec checks, or 3DXX.

LRH:sf.rd
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HCOPL 13 FEBRUARY 1962
3D CRISS CROSS ITEMS

All items found by 3D Criss Cross must be checked out for consistent read by an Instructor before being placed on a pc’s Line Plot.

The item must be checked out by the pc’s auditor first as usual before being checked out by an Instructor.

An Instructor is only to see if Item reads consistently on meter and to instruct student appropriately if it does not. The Instructor is not to find the correct item but direct that it be found.

Completeness of list is not to be otherwise checked or checked separately.

LRH:sf.rd L. 
RON HUBBARD

HCOB 21 MARCH 1962
PREPCHECKING DATA
WHEN TO DO A WHAT

Prepchecking can be defeated by failing to ask a What question at the proper time.

If you ask the What question when a pc gives you a vague generality, you will find yourself doing a “shallow draft” Prepcheck that never gets any meat.

When you obtain a generality early on after the Zero question, you make it a Zero A.

You never ask a What question until you have managed to get a single specific overt.

Only when the pc has been steered into stating an actual overt, do you ask the What question and write it down.

And when the pc gives you a specific overt, you frame the What question so as to take in the whole possible chain of similar overts. A chain is a repetition of similar acts.

Example: Wrong: Pc says, “I used to disconcert my mother.” Auditor says and writes down, “What about disconcerting your mother?” as his What question. Of course the prepchecking goes lightly nowhere.

Right: Pc says he used to disconcert his mother. Auditor steers pc into a specific time. Pc finally says, “I jumped out on her and startled her one time and she dropped a tray of glasses.” Now the auditor has a specific overt. The chain will be startling his mother. The What question, then, which is written down and asked is, “What about startling your mother?” and the first incident the pc gave is worked over. If the needle doesn’t fall when this What is asked, then the auditor asks for an earlier time he startled his mother.

This What question is worked on different startlings of mother and only on startlings of mother until the needle is cleaned on that What question.

Then one asks the Zero A, “Have you ever disconcerted your mother?” The needle reacts. The auditor fishes around for a specific other incident. Finally gets, “I used to lie to her.” Now it would be an awful goof to give the What question on this one, as the pc has given no specific incident. But the needle reacted, so the auditor writes a Zero B, “Have you ever lied to your mother?” and then nags away at the pc until a specific time is recovered: “I told her I was going out with boys when in actuality, I dated a girl she hated.” Now write the What question: “What about lying to your mother about dating girls?” and work over that one time the pc gave with the When A11 etc. If the needle reacts on the What question after a couple times over the When A11 etc, ask for an earlier time. Get another specific incident, work it over.

Test the What question, work over exact withholds and find more incidents earlier until that What question is clean on the needle. Then ask the Zero B. If it’s clean write nul after it. If not find a new What on that subject as above.

When the Zero B is clean, ask the Zero A. If that’s clean, write nul after it. If not, find a new chain. And that’s the way it goes.

Working only generalities and never specific incidents wrecks all value of prepchecking and upsets the pc with missed withholds.

If the pc does come up with a withhold not on the chain (example: while doing above What, pc says, “I also lied to my father”) write notation (“Lied to father”) on margin for later reference and leave it alone. Don’t pursue it. Work only one chain at a time.

Q and A is a serious thing in Prepchecking.

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

Moving Tone Arm

If you fail to get tone arm action while working a chain of overts on a pc (less than .25 division per 20 minutes) you are working a profitless chain. Clean it up a bit and leave it. Your Zero A is probably quite wrong. Be sure and ask, “Have I missed a withhold on you?” and clean it before so abandoning a chain.

You want TA motion in Prepchecking. Find Zero and Zero A questions that do move the TA.

It is a violation of the Auditor’s Code to continue to audit processes that do not produce change. Or to stop processes that do produce change. This applies to chains and subjects selected for Prepchecking.

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

Social Mores

The criteria of what is a hot withhold depends utterly on the pc’s idea of What Is An Overt. It does not depend on what the auditor thinks an overt is.

The pc is stuck in various valences in the Goals Problems Mass. Each has its own Social Mores. They may m t agree with or apply to current life morality at all. This can cause trouble in Prepchecking.

Example: Pc is stuck in the valence of a Temple Priestess. Auditor is a bit fuddy on being a school principal. Auditor keeps looking for sexual misconduct with small boys. It isn’t on pc’s case. Result, no TA action. Finally almost by accident, knowing nothing about the pc’s GPM yet, the auditor disgustedly asks, “Have you ever failed to seduce anybody?” and bang! That’s a Zero A to end all Zero A’s and the pc gives up “overt” after “overt”, failed to seduce her husband’s friend, her sister’s boyfriend, her kindergarten teacher, etc, etc, etc, with two divisions of TA motion.

“Have you ever tried to cure anyone?” is a fine Zero question for all killer types.

Prepchecking is at its best after one knows some GPM items from doing 3D Criss Cross.

What are the mores of a Temple Priestess and how has the pc violated them in this life?

Prepchecking is wonderful at any time but it really soars when one knows some of the pc’s terminals.

This lifetime hasn’t added anything to the GPM. It’s just keyed it in. We live in quiet times.

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

Don’t Forget “Guilty”

A fine Zero question is “making others guilty”.

“Have you ever tried to make anyone guilty?” Pc says Policemen, he guesses.

Needle reacts. Auditor writes Zero A, “Have you ever tried to make a policeman guilty?” He fishes for an actual incident, finds the pc bawled out a traffic officer, writes the What, “What about bawling out cops?” and we’re away.

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

Add Appear 

In the Withhold System, add “Appear, Not Appear” after All.

The question sequence becomes for any one incident:

When?

All?

Appear?

Who?

The next time around use “Not Appear”

When?

All?

Not Appear?

Who?

The phrasing of this is, “What appeared there?” or some such wording. And “What failed to appear?” for the next round.

This injects “Afraid to find out” into Prepchecking with great profit and knocks the Not-Is off the withhold.

This will run a whole track incident.

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

Whole Track 

If the pc goes back of this lifetime, let him or her go back. Now that Appear is part of the Withhold System, it’s unlikely the pc will hang up and get stuck. But the golden rule of Prepchecking is to always work specific incidents, work them one at a time, and go to an earlier incident if an incident doesn’t clear easily on the needle.

Two times through When, All, Appear, Who should free locks, ten times through should clean any engram.

If the chain you’re working isn’t moving the TA, you’re up to your neck in red herrings. Clean “Have I missed a withhold on you?” and abandon it.

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

Unknown Pins Chains 

There is always an unknown-to-the-pc incident or piece of incident at the bottom of every chain. Only an unknown incident can make a chain of incidents react on the needle.

You will always find that a chain will be sticky until the unknown incident or piece of incident at the bottom of it is revealed. When you’ve got it fully revealed, the chain will go nul. The chain will not go nul until its basic is reached. It can be this lifetime or a former life. But it sure is unknown to the pc. That’s “Basic on a Chain”.

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

Recurring Withholds 

The pc that gives the same withhold over and over to the same or different auditors, has an unknown incident underlying it. All is not revealed on that Chain.

Missed Withholds 

If you ask a pc if another auditor has missed a withhold on him or her and find one, you have a profitable chain to work in many cases.

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

Rudiments in Prepchecking 

When you are running a chain and in the next session you find rudiments out and use any form of withhold question, the pc throws the session into a new chain and you will find yourself unable to get back to yesterday’s session.

This utterly defeats Prepchecking. Do not let it happen. In a Prepcheck session, when getting rudiments in, avoid any suggestion of withhold questions. Use only processes that avoid O/W entirely. See early Model Sessions.

Example: Pc has Present Time Problem. It won’t resolve with two-way comm. Don’t ask for withholds about it or you’ll ruin your control of what’s to be Prepchecked. Use Responsibility or Unknown on the problem. For Room use Havingness. For Auditor use “Who would I have to be to audit you?’.’ Exception: In a Prepcheck Session Ruds ask for Withholds since last session. Ask this pointedly. “Since the last session, have you done anything you are withholding from me?” If you get a needle reaction, ask the same question again, very stressed. Buy only an exact answer to that question.

If you use any version of O/W in the rudiments in a Prepcheck session you open the door to a new chain and you’ll spend the whole session on new chains without completing yesterday’s session. This results in a scrambled case. You have lost control of the session.

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

Prepchecking is a precious tool.

This bulletin covers errors being made or material evidently needed for successful Prepchecking.

I can tell you that if Prepchecking doesn’t make a case fly for you, you need training on meters and auditing. This is one process that’s a doll and if you can make it work you can do more for a case per session than any being in history.

L. RON HUBBARD

LRH:phjh

HCO INFO LETTER OF 29 APRIL 1962
ROUTINE 3G (EXPERIMENTAL)

(A preview of a Clearing Process)

We are engaged in piloting through fast clearing.

Using the data and experience of 3D Criss Cross (which remains valid and all mistakes of which can be cleaned up as per this Info Letter) we should get faster results and, more important, obtain a continuing gain on the pc until the pc is clear.

The best locator of the Goals Problem Mass is from goals. On any pc (whose rudiments can be kept in), even pcs being run on 3D Criss Cross, the fastest road to clear is probably as follows:

ROUTINE 3G STEPS IN BRIEF

1. Do a goals assessment.

2. List and nul for an item obtained from the goal found, by complete listing.

3. Oppterm the item found by listing, nulling and finding the oppterm by complete listing.

4. Repeat 1, 2 and 3 many times.

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

New data which makes this possible is as follows:

1. Listing is auditing.

2. Goals locate more deeply in the Goals Problem Mass than any other line.

3. Other types of line are less accurate and can give the pc more discomfort than goals items.

4. Finding a goal was blocked by out-rudiments, invalidations and missed withholds.

5. What a complete list is has been discovered and tests developed conditionally.

6. Pcs can become upset (given heavy somatics) by incomplete lines and by oppterming wrong items.

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

In theory if an Item list is handled as a process, it must be completed.

All charge probably does not bleed off a goals list and these tests do not apply to a goals list as (in goals) a pc is facing no mass, only ideas. In items he faces up to mass.

Items are charged, not goals. The following conditional tests are applied to Lists of Items (not a goals list) to establish if a list is complete.

(a) All tone arm action has ceased by list end, but was present and adequate at list beginning, just as in any repetitive process.

 (b) By reading the first 12 items of the list back to the pc, as differentiation, no Tone Arm Action is produced. (Use the second 12 for next test.) (No thorough differentiation is done on the list.)

(c) The first 12 items of the list produce no great needle action in nulling and all but one or two go out on reading them the first time. (Use the second 12 for next test, third 12 for third test, etc.)

(d) Almost all the list vanishes on the first nulling of it. No items grind out.

(e) The meter does not respond to a question: “Are there any more terminals?”

Coax the pc into completing the list by these tests. Keep off ARC break reactions by asking for missed withholds and invalidations.

In theory, when the terminal is attained by a goals assessment and a resulting list of items, and when the opposing item is obtained, if both lists were complete, the two items should “blow” and the goal cease to react. This then would make repetitive auditing unnecessary.

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

The safest action on any case that has been run on 3D Criss Cross is to take any goal ever found on the case and check it out. If it checks out, ignore the former terminal and complete the goals terminal list as per the above five tests and then oppterm it.

3D Criss Cross is a good training ground.

Any new auditor on Routine 3 processes should be put on 3D Criss Cross with Pre-Hav Levels as a source and be made to complete his list, find an item and do a complete oppterm list.

Incomplete listing, invalidations and out-rudiments are the main faults of Routine 3 processes. A new auditor should be cured of them before messing with a goals assessment, which is the touchiest to do and hardest on a case.

Values gained in receiving or giving 3D Criss Cross are great. Values from Routine 3G are probably much greater and much more comfortable.

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

In doing 3D Criss Cross or Routine 3G omit Differentiation as a step except to stir up the pc for more items or to test the completeness of a list.

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

A goal is checked (whether new or old) by:

1. Nulling down to one goal.

2. Getting rudiments carefully in.

3. Taking off any invalidations (invalidations when present read the same as the goal or item while the goal or item does not read).

4. Reading the goal, then a goal that went out only after a second nulling of the list, then the goal found, then a nul goal, etc. The goal should continue to read.

A goal or item reads constantly, each time it is said. It reads tick, tick, tick, always the same and every time, providing invalidations are off and rudiments are in.

An item is checked out the same way as a goal.

No item on a complete list should have more than one or two nulling marks after it.

If an auditor has to cover a list 25 times to get it nul, it’s laughably incomplete. An auditing supervisor can simply look at a list’s nul marks and tell if it’s complete or not.

Too many nul marks equals an incomplete list always.

A complete list, in theory, just fades away and leaves an item.

Perhaps an oppterm list will just fade out and the original item and goal will vanish.

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

Routine 3G is an effort to exploit the assess to clear phenomena without auditing any items and to keep the pc continually gaining without slumps.

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

Routine 3 failed only because of out-rudiments, poor meter handling, bad TRs and Model Session. It never failed because of its theory or technology.

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

It is recommended that, when an auditor is skilled, the pc be placed on Routine 3G regardless of anything found by 3D Criss Cross.

Ignore all previously found or run items. Take up only a goal found (that still checks out as above) or a new goals list.

If a goals list has been lost, reconstruct it by taking invalidations off the subject of goals and having the pc list newly.

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

Goals lists run from 100 to 1000, sometimes more.

Item lists seldom run less than 300, usually more.

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

Use the same goals list for Step 4 of Routine 3G. Add to it. Nul the whole thing again. Don’t try to get all TA action and charge off a goals list.

Always get all action and charge off an items list.

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

The steps of Routine 3D Criss Cross now are:

1. Get a Pre-Hav Level by usual Pre-Hav Assessment.

2. List for the item.

3. Test for completeness with above Completeness tests.

4. Complete if not complete.

5. Nul list to one item.

6. Check out item (as above).

7. Oppterm the item at once.

8. Test oppterm list for completeness.

9. Nul oppterm list.

10. Check out item.

Put anything found on a Line Plot.

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

The steps of Routine 3G are:

1. Do or recover a goals list.

2. Nul the list to one goal.

3. Check out the goal.

4. List for an item from the goal. (Use the wording: “Who or what would want to [goal] ?”)

5. Test for completeness (as above).

6. Complete list if not complete. (Do 5 and 6 until the list is complete.)

7. Nul the list to one item.

8. Check out the item.

9. Oppterm list the item. (Use: “Who or what would oppose [item] ?”)

10. Test for completeness of list.

11. Complete list. (Do 10 and 11 until list is complete.)

12. Nul list.

13. Check out item.

14. Assess for a new goal as above and do each of these steps in order.

Keep an accurate Line Plot record of all goals and items found.

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

Repairing a case that has had bad or erroneous assessment or running of items on Routine 3 or 3A or 3D or 3D Criss Cross is done by the Routine 3G steps above. The errors should vanish.

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

Note that the word “want” is used to get an item list from a goal. “Who or What would want to .......(goal) .......?” (Not “Who or What would [goal] ?”)

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

A pc can be coaxed into completing a list by differentiation, which consists of asking him “Would a (item) want to (goal)?” for each item he or she has listed. But only differentiate a few until pc is going again.

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

Don’t Tone 40 ack items or goals a pc gives you. It stops the pc by completing the cycle. Just murmur at him or her when you get a goal or item. Ask the question that is getting items only as a prompt when pc runs down. Not while a pc is talking goals or items. Try to get several goals or items for one question. Coax the pc. Keep the missed withholds picked up.

If the pc gets a “dirty needle” in listing 3D Criss Cross, an earlier item is wrong.

(This is a pc “needle pattern”.) A wrong item found constitutes a missed withhold.

Backtrack to earlier items. A wrong goal found can cause a “dirty needle”. Otherwise a “dirty needle” is caused by missed withholds. If you can’t clean up a “dirty needle” with missed withhold questions, a goal or item was wrong and you had better backtrack to it at once, no matter what else you were doing.

The way to do it is re-check all items on the Line Plot and correct the earliest item that won’t now check out (unless it and its oppterm blew, of course).

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

You will receive more data on Routine 3G as it is found.

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

The Modifier is part, it seems, of the oppterm so its use is dropped. It is not found now.

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

CAUTIONS

DO NOT LET ROUTINE 3G BE RUN AS THE FIRST ROUTINE 3 PROCESS BY ANY INEXPERIENCED AUDITOR. LET AUDITORS BECOME PERFECT USING ROUTINE 3D CRISS CROSS AS CONTAINED HEREIN. A goals assessment is tougher than 3D Criss Cross and goals are more easily invalidated than items. Further Routine 3G should clear off any errors run into a case by 3D Criss Cross. Therefore don’t train with the only cure. 3D Criss Cross does well with cases too! Train Auditors to do Routine 3 processes with Routine 3D Criss Cross from Pre-Hav Levels. Only when they’re perfect, let them go to more advanced routines. Routine 3D Criss Cross can be run on staffs and HGC pcs with great advantage to the pc and no unremediable risk to the pc.

Requisite to run Routine 3D Criss Cross is good gains with Prepchecking and the CCHs.

We have developed a good process to graduate the auditor to clearing without fouling up pcs too badly in Routine 3D Criss Cross. And the pcs will win too if it is well and thoroughly done.

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

All this should be good news to people whose goals have been found.

L. RON HUBBARD

LRH :jw.rd

HCO INFO LETTER OF 10 MAY 1962
ROUTINE 3GA (EXPERIMENTAL)

(A Clearing Procedure

Intended to Handle the GPM

Accurately without Liability)

As the commonest difficulties auditors are having and the greatest errors that can be made on a Routine 3 process are the same, I have been working to get around these and may have done so in Routine 3GA.

The difficulties are:

1. Getting a pc to complete a list.

2. Getting the right item.

The greatest liabilities in a Routine 3 process are:

1. Incomplete list.

2. Wrong item.

As you can see (aside from getting the correct goal), the greatest dangers in the processes are unfortunately the most difficult for an auditor to do correctly by recent experience.

Therefore in Routine 3GA we have the same end product as in Routine 3G (as per HCO Information Letter of 29 April 1962) but, if it works smoothly, without the liabilities.

As listing can be considered processing, I have made it follow the rules of processing in Routine 3GA, to wit, plus and minus and possible stuck flows should be regarded.

The principle of the four basic flows is therefore used in Routine 3GA (HCO Bulletin of 25 January 1962).

ROUTINE 3GA

This has four steps only:

1. Find a goal (done as in Routine 3 and Routine 3G).

2. List four lists simultaneously to no TA action on any list.

3. Nul each list once in rotation, then twice in rotation, then three times, etc, to try to locate items.

4. Find a new goal and repeat 2 and 3.

STEP ONE

This is the most difficult and is done exactly as in Routine 3 or 3G. The goal must check out to a constant instant tick.

If the goal has an instant “Dirty needle” get the missed W/Hs off it before checking. It will probably vanish as a goal and another goal is the correct one.

Goal finding is made easier by keeping the subject of listing, auditing, the session and the goal free of missed withholds, including the overt of missing withholds on others.

A good, clean instant ticking, constantly reacting each time it is said goal is what we want in Step One.

Once it is checked out as THE GOAL we don’t check it again until Step 3 is complete.

STEP TWO

This is the innovation. We do not oppterm an item. We oppterm the goal itself. Thus we never really have to find an item in order to oppterm. And even if we found a wrong item, it would not further upset the case.

Further, we use FOUR versions of the goal for our lists. And we do Four lists at the same time.

We take items down on one list until the pc seems draggy. Then we pick up any missed withhold and go to the next list. And so on through four lists, around and around until each list shows no TA action on a few items being read to the pc.

The words “Who or What would WANT ....” inserted before the original goal for the first list, the words “Who or What would oppose ....” for the second list. The words “Who or What would not oppose ....” for the third list. And the words “Who or What would not want ....” for the fourth list.

Example:

Goal: To Catch Catfish.

List One: Who or What would want to catch catfish? (Outflow.)

List Two: Who or What would oppose catching catfish? (Inflow.)

List Three: Who or What would not oppose catching catfish? (Restrained Inflow.)

List Four: Who or What would not want to catch catfish? (Restrained Outflow.)

Use four sheets of paper or four double sheets, legal (foolscap) length, ruled or not.

Put the page number and the list question, the date and pc’s name at the top of the first sheet, and the page number and list question on subsequent pages. Don’t tangle up on labelling and numbering as it will be a trick keeping four lists going anyway. And if you fail to label them right or list on wrong sheets, you’ll confuse the session horribly. So be neat and try to shift paper quietly in the session to reduce pc’s getting attention on auditor. When a sheet is full drop it on a common pile on the floor, do a new sheet for that list. Separate the floored lists afterwards.

List a list as long as the pc does it easily. Whether this is 3 items or 30 on one list.

Then check for missed withholds: “In this session have I missed a withhold on you?”

Clean it as necessary and go on to the next list.

Give the pc the list question only often enough to keep the pc going, not for every item he or she gives.

Put anything on the list the pc wants on it. Don’t let pc mutter and claw around for “the exact item”, just keep the pc naming items.

Try to keep the lists vaguely equal in length.

If the “winds of space” turn on (if pc is getting his or her face pushed in) go a little stronger on Lists l and 3. That takes the pressure off.

If pc thinks they’re all complete, pull any session missed withhold, test one or two lists for TA action by reading a few items to pc, and if TA action is present or if the list question reacts (or other tests including finding if the pc still has somatics or pressures), continue listing.

When lists do not produce TA action, etc, the listing can be considered complete.

Do NOT test goal for complete list as a test.

Lists may go to several hundred items each.

Learn to list rapidly. Don’t upset the pc by calling for repeats of earlier items you missed. The pc probably will have forgotten them and get confused.

Don’t pretend you’ve heard an item when you haven’t. Get it correct from pc. He or she will only feel more acknowledged.

Pcs go groggy, lose interest and refuse to list only when session withholds are missed. Running too long on one flow, however, is conducive to withholds developing.

STEP THREE

Nul each list with three repeats of the item. Mark it with a slant for “In”, use an X for “Out”. Tell the pc it’s in or out and go on.

If a list is at all live, listing is incomplete. This is not likely to happen in Routine 3GA unless the auditor has made very short lists.

Nul all lists. Try to isolate an item on each.

Be fully prepared to find, with all rudiments well in, no items and to have the goal vanish. You will have made a long step toward clear if all goes out.

If all doesn’t go out and items and goal hang, lists are incomplete.

The goal may also fail to react on only partially completed lists using Routine 3GA, so make sure the TA action is out of the lists before nulling is begun.

Nul List One once down, List Two once down, List Three once down, List Four once down. Then nul List One through any items still reacting, List Two similarly, etc.

It may be found on further data that nulling one page of each list at a time in sequence, List 1, 2, 3, 4, is easier on the pc than nulling a whole list. This is permissible.

STEP FOUR

Find a new goal as in Step One. You may have to add more goals. You may only need to get missed withholds and invalidations off goals lists and various goals to have a new one pop up.

Repeat Steps 2, 3 and 4.

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

If the pc has been run extensively on 3D Criss Cross, Routine 3GA should push off all such charge without further attention according to preliminary findings.

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

A good auditing maxim applies hard to 3GA. When the auditor is faced with the unusual, do the usual.

Use Routine 3GA in preference to any other Routine 3 activity.

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

Lengthy as this may seem, it is far shorter than finding and auditing items on processes.

L. RON HUBBARD

LRH :jw.rd

HCOB 14 MAY 1962
CASE REPAIR

We, for some time now, have been moving in spheres of higher level auditing which reached deeper into a case than old processes could repair. The definition of a master process would be one which ran out all other processes and processing. We now have such processes.

As there have been several Routines run on various cases, and as there is a new way of Sec Checking called Prepchecking, it is time I issued data on case repair in case any of these routines were done wrong by auditors or left unflat.

Routine 1a

The best remedy for any bracket process on problems is to flatten the exact process that was run and left unflat.

The auditor should explore this and get the exact version.

Only the exact problems process that was left unflat will flatten that problems process.

Sec Checking

Unflat Sec Checking, where material was overlooked, is best remedied by a combination of CCHs and Prepchecking, using the exact Sec Check form originally left unflat and covering it completely again, but using HCO Bulletin of May l0, 1962 which combines Sec Checking and Prepchecking. This will get off all the rough edges that are left over from Sec Checking only. It is quite revealing how much auditors left untouched during the Sec Checking days. And how many missed withholds were generated.

CCH Blowy Pcs

Pcs who give an appearance of blowing while being run on CCHs or who are nattery to their auditors are best run on the CCHs in complete Model Session form, with full beginning and end rudiments on the meter. The body of the session is, of course, run without a meter when Model Session is used on the CCHs.

Never ask the pc if you’ve missed a withhold on him or her with the pc off a meter. Don’t ask it socially either. You can lose more friends that way!

Prepchecking Repair

When a pc has been getting a lot of Prepchecking from one or several auditors and the pc has begun to look withdrawn or misemotional in life, a lot of What questions have been left unflat.

The best remedy, and the proper one, for this is to take all the pc’s Prepcheck auditors’ reports and, in session, test every What question from the earliest one ever asked for needle reaction.

If a What question reacts, no matter what it was, clean it up by the routine Prepchecking system until the original What question is nul, then ask for missed withholds in the session and go on to the next What question in the reports. Don’t vary the What questions you find in the reports. Just work the chain until you get the chain fully blown.

This cleaning up of every What question left not nul can do wonders for a pc.

Some What questions will be found to be silly. Clean them up anyway.

If another auditor did it, ask, after a What question is nul, “In that session, did the auditor miss a withhold on you?” and clean it off the needle.

CCHs

Where the CCHs have been done wrong or have been left unflat, just do more good CCHs with proper two way comm about Physical originations by the pc. The CCHs done right flatten CCHs done wrong.

SCS

Where SCS has been done wrong or left unflat, just do it right with two way comm about physical originations by the pc and it should come right.

In one case SCS was never flattened on Start because the pc considered the body already started and thus the pc could never execute the command. The remedy was to flatten Stop much better.

Op Pro by Dup

Old Opening Procedure By Duplication has been left unflat on a lot of Scientologists.

One way is to just flatten it.

Another way is to add it to the CCHs as a fifth CCH in sequence and run it only until it ceases to produce change and then go to CCH l. However, I think it’s best just to grind it flat, as it was and is a test of endurance in duplication unlike the CCHs.

Routine 2

If left unflat just ignore. There are things you can do with it such as to add want, not want, oppose, not oppose to the level and list four lines with You or Your as the terminal.

Example: Original level found was “blame”.

Who or what would want to blame you?

Who or what would oppose blaming you?

Who or what would not oppose blaming you?

Who or what would not want to blame you?

Only if a worsening of case was directly traceable to having had a Pre-Hav level run would one recover that level and treat it as above.

The listing would have to be complete on every one of the four lists and it would be done as in Routine 3GA, Information Letter of May l0, 1962.

As the auditor might not have had the right level at the time, repairing Routine 2 should be done only after careful review and probably not even then.

Routines 3, 3A and 3D

The original Routine 3 began with finding the pc’s goal. This also applies to Routine 3A and 3D.

All these are repaired the same way.

You ignore everything but the goal. You skip the terminal or oppterm or the modifier or oppgoal. You use only the goal. Choose the First Goal Ever Found. The FIRST, FIRST, FIRST, no matter who found it or where.

All invalidations, suppressions and missed W/Hs on:

(a) The routines,

(b) The auditor or auditors who did any assessments on the pc,

(c) Scientology,

(d) Listing in general (goals, items),

(e) Nulling any list (including Pre-Hav Scale),

(f) The goal found,

are carefully picked up. The goal itself is worked over hardest. When the goal is clean, it is carefully checked against the rest of the goals list.

If the goal checks out, you then use the current goals routine on it (Routine 3GA at this time of writing) and go on from there.

If the goal does not check out even after the most careful cleaning up of its invalidations, suppressions or missed withholds, add to the goals list and start in to find the right goal and then use it in the current routine and continue with that routine.

This repair is highly specific, is very important, and will have to be done on every person on whom a goal was ever located.

THIS INCLUDES ALL CLEARS.

There is no other method of salvage.

If more than one goal was found, take the first and treat it as given here, then take the second goal ever found, clean it up and so forth.
Routine 3D Criss Cross

Because auditors had so much trouble getting lists completed, Routine 3D Criss Cross is the most important to patch up.

In fact, many cases run on it will not progress on a current Goals Routine until 3D Criss Cross is cleaned up.

The process was powerful and only cleans itself up. But, cleaned up, it gives fantastic case resurgences.

Take all the items found and scrap them.

Take a list of the lines from which the items came, written in the sequence they were used. With the pc on a meter in Model Session, query the pc for his or her reactions on each line at the time it was done.

Take the earliest line source that was done on the pc that gave the pc sensation, pain, heat or cold. In other words, the earliest line source that produced somatics. It must be the earliest. In some cases a goal was the earliest thing from which a list was taken but the listing of a goal, if it was not productive of somatics, can be left, just as any other line source can be left alone on repair—no somatics, neglect the line.

Now comes the only tricky part. Convert the line source into four line sources by entering into its wording want, oppose, not oppose, not want, in that order. These four lines must include the original source line that was listed.

Now list the three hitherto unlisted lines up until they are in even length with the original line done and then, as in Routine 3GA, keep the four abreast of each other. List all TA action out of all lines. Use 3GA tests to find this out.

When no charge of any kind is left, skip the lot. No need, so far as I know at this writing, to nul them as this is just a repair job. When all lines that were formerly active (had somatics during listing) are so repaired, get on with the current Routine 3 Process.

(At this writing, Routine 3GA.)

The case gain you’ll get on the pc from this alone will be startling—providing the four lines you list from any single 3DXX source formerly used are now complete.

Note: If pc confused as to which was it, the lines probably aren’t complete. Pull missed withholds on assessments, listing, items and get pc to list further.

Note: Unless you do this repair well, the case may bog when you try to get a goal.

Note: In case you missed it, you throw away all items ever found before doing anything else and you oppterm no items.

On Pre-Hav levels used for 3DXX see Routine 2 above. For flow lines do the expansion with want, oppose, not oppose, and not want as contained herein.

General Repair

Repair of earlier auditing than those processes specifically mentioned here is best done by Prepchecking combined with CCHs. The best Zero question for such repair is any one of those calculated to unearth missed withholds.

A general process on missed withholds, repetitive, will be the subject of another HCO Bulletin and it is permissible to use this to repair all earlier sessions in which the above-mentioned routines were not run.

In general repair you can get nice gains by Prepchecking all rudiments, beginning and end, in a general way. You will be amazed how many have been out on old pcs. I found one who had not answered even one havingness command although auditors had given the pc thousands. That’s thousands of failures to answer the auditing command—and no havingness worked on this pc until I’d discovered and remedied this.

Case repair is a task for a skilled auditor. No case will repair if it continues to be audited badly.

If you want to be sure you can repair cases—and audit them—take an Academy retread or apply for Saint Hill—or both.

LRH:jw.aa .rd 
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HCOB 27 JUNE 1962
RUNDOWN ON ROUTINE 3GA

3GA has cleared or is clearing everyone on whom it has been run. It’s a clean sweep. These include several famous rough cases so this one is really there.

Procedure is to get a goal and then make awful sure it is the goal. A goals list is at least 850 long and shows, if complete, no TA action when nulling (aside from a slight drift of the TA normal in any session). Thirty or forty goals that persisted in and didn’t go out are then separately listed and done at sensitivity 16. You have to catch this point in the session.

Then the goal found is checked. This is done by giving the pc a full prepcheck on the Middle Rudiments. Then the Mid Ruds are also done against the goal itself with great care. If the goal remains in solidly ticking every time except when read against a swooping needle, that’s it. It’s best for another auditor to do the checkout.

Then the lines are phrased up as per HCO Information Letter of May 10, 1962. A negative goal can be phrased “Not want the goal quote, etc”, for example, “Who or what would not want the goal quote not to be detected”, “Would oppose the goal quote not to be detected”, etc.

Now here’s an important datum. As many as twenty-five hundred items per line, or ten thousand items in all, have been listed before a needle went free on every line.

This was Halpern. Others are of similar length. It won’t do any good to stop short and in fact would lose everything; you have to list to free needle on the first goal found.

The goal doesn’t vanish utterly during listing. The tick read of it transfers off to one or another of the lines in turn.

Ten thousand items means about 200 hours of auditing at the slowpoke rate of 100 items found per two hour session.

So you see there’s considerable listing to be done, and also it’s fatal to list a bum goal.

The cure for listing a bum goal is just to find the right goal and list it.

Listing a bum goal results in a pc’s getting sick and dizzy. The bank goes solid after a dozen hours of listing and the pc has motion sensations or the winds of space.

So we really got it. What we need is accurate auditing to find the pc’s goal in the first place and accurate checkout to make sure that is the goal, and then you’ve got easier clearing than we have ever had and you’ve got 100 per cent clearing.

More and more pcs are getting into listing here and it’s all going by the book.

L. RON HUBBARD
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HCOPL 19 JULY 1962
CLEARING—FREE NEEDLES

Any auditor running a Routine 3 process and obtaining a free needle on an E meter should, on the Saint Hill course, have an Instructor observe and verify that condition and in a Central Organization should have it observed by an HCO Area Secretary.

Any auditor obtaining a free needle on all lines continuously (the state of a first goal clear) should, on the Saint Hill course, demonstrate that condition to an Instructor and, in a Central Organization, to an HCO Area Secretary.

An Instructor or HCO Area Secretary should make a statement on the auditing report testifying to the fact and existence of the free needle.

In short, there are two stages of observation—the first free needle obtained on one line and the state of continuous free needle on all lines.

No verbal statement by an auditor, not otherwise confirmed as above is to be given credence or be used to establish the condition of a case.

The early observation on one line being difficult to maintain for observation is not mandatory, but if not verified as above may not be claimed.

The state of a “first goal clear” is established by:

1. A free needle on each line listed from the goal.

2. No reaction of the goal on the meter after a final prepcheck on that goal as per HCO Policy Letter 15 July 1962.

3. Tone Arm near Clear Read.

A free needle is not a stage 4 needle or an inverted stage 4. It is floating and free.

In Routine 3GA we have actual, lasting clearing. It is accomplished by expert and exact auditing. There is no reason to fake the condition or rumour that someone is clear when he or she is not, or to tell someone he or she is clear when they are not.

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

We are on solid ground with technology and procedure. Let’s keep it that way.

The goal has been sought on Earth for 2,500 years. We have achieved 8 first goal clears on the Saint Hill course in the last two months. People, with reason, trust a clear.

We have attained the state of clear in Man. We must not upset that Trust.

LRH :gl.cden 
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HCOPL 22 JULY 1962
ROUTINE 3GA
LISTING WORDING

(Changes HCO Policy Letter 17 July 1962, “Listing Prepcheck” and HCO Policy Letter 15 July 1962, “Goals Prepcheck Form”)

The wording of the four lines for listing out a goal should be as follows:

Line One: “Who or what would want to (goal) ?”

Line Two: “Who or what would oppose (goal -ing form) ?”

Line Three: “Who or what would pull back opposition to (goal -ing form) ?”

Line Four: “Who or what would pull somebody or something back from (goal –ing form) ?”

It will be noted that lines One and Two remain the same.

Also it should be noted that there is no alternate to “pull back” (restrain, retard, give different vectors).

It should be noted also that the goal changes in form on three lines to the “ing” form of the verb in the goal. Example: Goal—”to fish” changes to “fishing”.

These changes are for all goals. If a goal is currently being listed, change the list wording to the above.

L. RON HUBBARD
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HCOPL 24 JULY 1962
R3GA
HCO WW FORM G3
FAST GOALS CHECK

(Keep completed form in pc’s folder)

This is a rapid check out of a goal for use by Auditors and particularly Instructors and Auditing Supervisors. By an Auditor it is done in Model Session. By an Instructor or Supervisor it is done as a simple check out.

ALWAYS COMPLETE WHOLE CHECK.

___________________________________________ 
_____________________
Pc’s Name 
Date

___________________________________________
Org Location

Goal_________________________________________________________________

A: Read goal rapidly to pc three times __________ 
__________ 
___________

Note reaction and inform pc if in or out.

B: Repetitive Ruds. (Early reads are acceptable as instant reads on ruds, not on goal which must be instant only.)

On the goal _______________________________________________________

has anything been

Suppressed______________ Invalidated ______________

Suggested_______________ Withheld ________________

Only when each is clean, go to next and when all clean go to C.

C: Read goal rapidly to pc three times Note reaction and tell pc if in or out.

D: Do fast ruds: Is there anything you have suppressed, suggested, invalidated, failed to reveal. When all nul, go to E.

E: Do fast ruds plus goal with no pause between ruds and goal.

On the goal _______________________________________________________

is there anything you have suppressed, suggested, invalidated or failed to reveal.

(Goal)___________ (Goal) ____________ (Goal)____________

If none of ruds read in this section and goal did read, providing the meter reading of the check was flawless it is the right goal.

This section must be read all in one sweep to be valid, with no read on any rud and a sharp downward tick each time exactly at end on the goal read. Don’t add in the goal until all four ruds items read nul in one sweep. Then read the ruds line and the goal 3 times in one breath.

Goal checked out_______________ ________________________________

Auditor

Goal didn’t check out____________

LRH:dr.rd 
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HCOB 18 OCTOBER AD 12
3GA
LISTING BY PREHAV

If your pc is not doing well in listing the goal on any earlier system (particularly the 114 lines which haven't done well at all in auditors' hands) the following line system should work. Prehav levels were the original breakthrough on clearing.

Take the old Auxiliary Prehav Scale. Just do an ordinary Assessment by Elimination (no reference to the goal). (It is possible some change will be made in this but it will do for now.)

Fit the resulting level into the following lines. Make sure it makes sense and makes sense to the pc. Any alteration of the word must register as well as the original word found when you add (ing) or vary its participle:

(System of Marking Cards same as 114 Line HCO Bulletin)

(Blanks refer to Prehav Level)

1. Who or what would________(goal)?

2. Who or what would not________(goal)?

3. Who or what would (goal)________?

4. Who or what would (goal) not________?

5. Who or what would oppose________(goal)?

6. Who or what would not oppose________(goal)?

7. Who or what would________opposition (goal)?

8. Who or what would not________opposition (goal)?

(Omit effect wording lines of goal if no effect wording exists.)

9. Who or what would________(effect wording of goal)?

10. Who or what would not ________(effect wording of goal)?

11. Who or what would (effect wording of goal)________?

12. Who or what would (effect wording of goal) not________?

13. Who or what would oppose________(effect wording of goal)?

14. Who or what would not oppose________(effect wording of goal)?

15. Who or what would________opposition (effect wording of goal)?

16. Who or what would not________opposition (effect wording of goal)?

17. Who or what would help________(goal)?

18. Who or what would not help________(goal)?

19. Who or what would (goal) help________?

20. Who or what would (goal) not help________?

21. Who or what would help oppose________(goal)?

22. Who or what would not help oppose________(goal)?

23. Who or what would help________opposition (goal)?

24. Who or what would not help________opposition (goal)?

25. Who or what would want (goal)?

26. Who or what would not want (goal)?

27. Who or what would oppose (goal)?

28. Who or what would not oppose (goal)?

(Effect wording lines may be omitted if none exist for goal.)

29. Who or what would want (effect wording of goal)?

30. Who or what would not want (effect wording of goal)?

31. Who or what would oppose (effect wording of goal)?

32. Who or what would not oppose (effect wording of goal)?

Directions

Flatten every level found by going over and over lines until TA action stops.

Use strike marks as in 114 Line HCO Bulletin. Four slants and a long cross.

Don't use fully written down lists of things pc gives.

Don't demand more than pc has. Don't prevent pc from giving what he has (such as stopping automaticities of flow). Don't Q and A. Be Permissive with Presence.

Don't get the pc into Protest as Sen will turn on. Fix lines so pc can answer cleanly, without confusion.

If pc is being shifted from another system of lines, give auditing on goal a rapid Prepcheck before using this system.

L. RON HUBBARD
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HCOB 7 NOVEMBER AD12
ROUTINE 3-21
THE TWENTY-ONE STEPS
FINDING GOALS

I have been doing considerable research auditing and case inspection and have worked out the following method of clearing.

THE TWENTY-ONE STEPS

The first reliable clearing method, 3GA, is to be found, improved, in 3-21, carrying the pc who can be handled this way, all the way to OT goal by goal. For the difficult pc it is only varied in Step 4 below, which is changed on difficult pcs to 3GA XX or variations of it.

Clearing has been improved by the advent of Tiger Drilling and Goals Prepchecking and by new data on finding goals and on listing. The greatest hold-up in clearing was lack of an adequate Prehav Level finding system. I have now developed this in HCO Bulletin 7 November, Issue III. This will be of enormous help both in finding Rock Slams to find goals and running out goals when found.

There is, however, no substitute for a well trained, accurate auditor out to help the pc. This is a fully understood requisite to this method.

The method is briefly as follows:

1. Tiger Drill or Prepcheck out of the way any earlier found goals in accordance with HCO Bulletin 7 November AD12, Issue I.

2. Prepare the pc with a Problems Intensive, new style.

3. Have pc do a goals list 850 long.

4. Tiger Drill goals from goal 1 on forward. (Do not preselect goals to be TDd ever on any list just do the list.) Stop at that goal which won't go out by TD, and which can be made to Rocket Read occasionally. (Only this step (4) is changed on a tougher pc when it includes different goal finding methods.)

5. Prepcheck that goal until it Rocket Reads with consistency.

6. Take the basic four lines

1. WHO OR WHAT WOULD WANT______________________

2. WHO OR WHAT WOULD NOT WANT _________________

3. WHO OR WHAT WOULD OPPOSE_________________ING

4. WHO OR WHAT WOULD NOT OPPOSE ____________ING

and list and nul each one to an Item.

Do a list of around 100.

Do a routine assessment on each. If more than one stay in, take the one that reads best as the Item. (If the pc's early lists, on a pc whose goal has been found for some time, are missing or unavailable do this step just as above.

Otherwise use old written lists as in footnote below.)

7. Repeat 6 above.

8. When pc's tone arm ceases to be active (with all rudiments in and goal firing on 6 and 7) do a Roll Your Own Prehav Assessment (see next HCO Bulletin) on the goal.

9. Use the lines

1. WHO OR WHAT WOULD (GOAL) (LEVEL)?

2. WHO OR WHAT WOULD (GOAL) NOT (LEVEL)?

3. WHO OR WHAT WOULD (LEVEL) (GOAL)?

4. WHO OR WHAT WOULD NOT (LEVEL) (GOAL)?

and do a written list for each and assess as in 6 above. The lines must make sense to the auditor as well as the pc and be answerable without distorting goal. If the PH Secondary Level is changed in prefix or suffix or tense make sure it reads as well as the original.

10. When TA ceases to move on 9 do a new Roll Your Own Prehav and repeat 9.

11. Continue as in 9 and 10 until pc is having no trouble whatever in spotting and blowing items.

12. When last PH Level has taken all motion out of TA by 9, 10, and 11 is evident, get a new Roll Your Own Prehav and proceed using the lines of 9 but no longer writing down items, using the pages of composition book and four slant marks with a fifth crossing them out as a tally.

13. When neither old nor new Prehav Levels can any longer be made to react on the goal and the needle is free, Prepcheck the auditing on the goal.

14. When the auditing is clean, Prepcheck the goal.

15. Test all previous Prehav Levels for the goal and have somebody qualified inspect and attest the absence of goal read and the freeness of the needle.

This is a first goal clear.

16. Repeat all above steps for the second goal.

17. Repeat steps 1 to 15 for the third goal as feasible.

18. Repeat steps 1 to 15 for the fourth goal as feasible.

19. Repeat steps 1 to 15 for the fifth goal as feasible.

20. Repeat steps 1 to 15 for the sixth goal as feasible.

21. Find consecutive goals as feasible and run them out.

Tips: The cardinal rule of listing is to never demand more than the pc has and never prevent the pc from giving items he or she does have.

Keep the pc in session, but don't use the Mid Ruds to punish the pc every time the pc originates.

If the pc gets very ARC Breaky and missed W/Hs don't cure it, then in Step 4 you have passed the pc's goal in the last page or two, so get Suppress and Protest clean and redo them.

In Tiger Drilling the goal is always ahead of you, never behind you. You leave nothing behind you on the goals list.

Keep a careful record of the PH Primary and Secondary Levels run or used in any way.

Treat a pc's goals and Items lists like jewelry. Don't lose them.

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

Above, we have a highly standard clearing procedure, the best of everything that has worked. Only the four lines in 6 and 9 are subject to change.

On the easy case this is the best rundown for finding goals and clearing.

More difficult cases are characterized by two things—(a) pc's needle is occasionally very dirty, or (b) goals go out hard on Tiger Drilling. These are the only two guiding points which dictate a change. Even so only Step 4 above is changed (finding the goal).

Even if some other method than Step 4 is used to attain the goal, the rest of the above is still followed. I surmise that on less easy pcs only the first goal will require other goal finding than Step 4 and that the above holds good for all second goals onward for all pcs. This however is only a surmise and other means than Step 4 may be needed on some second goals.

Therefore, today, we have no variation from the above except in actually finding the goal. Further about 50% (at a guess) of one's pcs require no variation from the above to find or run a goal.

As more data becomes available some of the above can be expected to be modified in the interests of speed and positive results. But the Twenty-One Steps are based on vast quantities of experience and data.

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

Note: Where a pc has had his goal found some time ago and written lists exist for the first four lines, recover these lists and take them in consecutive sections of 100 and nul them by usual means to an Item.

Then, again in rotation, take the next 100 and nul each to an Item. The lists however must be from the correct wording of the goal, not an earlier variation as they then would not apply. In the latter case do only the steps as above.

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

ROCK SLAMMING ITEMS

Note: Items in the Twenty-One Steps which Rock Slam when found in listing the goal may have to be opposed or otherwise handled to discharge them. (See forthcoming HCO Bulletins on 3GA XX.)

LRH :jw.rd L. 
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HCOB 7 NOVEMBER AD12
Issue III
"ROLL YOUR OWN" PREHAV

(Cancels all earlier HCO Bulletins on how to do a Prehav Assessment)

Roll Your Own Prehav Assessment has been developed:

(a) To avoid lengthy Prehav Assessments,

(b) To get much more accurate levels for the pc for use in both finding and listing out goals, 

and

(c) To enter the Rock Slam channel easily.

The assessment is done on any available or special Prehav Scale for the purpose of the assessment. (For instance the 1st 65 levels of the Auxiliary Prehave Scale.)

The assessment follows the exact steps below:

HOW TO DO ONE

It is very easy to do a Prehav Assessment. It is not so easy to do a completely accurate one.

When clearing is going hard, the most likely source of error is the Prehav Assessment. It is ridiculously easy for an auditor to make a bad one. The Preclears attention hangs up on a button he tells himself isn't it and the invalidation makes it stay in and voila you have a wrong assessment.

Like goals, a Prehav Assessment must be kept clean of Tiger Drill buttons.

You get a wrong assessment if the pc has invalidated or protested a button. Or if he or she has suppressed the right one. Also if too many levels are staying in or too many are going out, the Mid Ruds are out.

A Prehav Assessment requires careful auditing. Only experience can give an auditor the full data.

TERMS

Prehav Scale = Any scale giving degrees of doingness or not doingness.

Level = Any doingness or not doingness on the scale. Any word in the scale itself.

Assessment = Any method of discovering a level on the scale for a given pc.

Read = Any reaction of the needle different from its regular action for the pc, occurring during or slightly after a level has been called.

Mid Ruds = The middle rudiments of the current model session.

Tiger Drill = That series of buttons which are capable of preventing a right goal or level from reading or making a wrong level read, combined in an appropriate exercise.

THE MOST ACCURATE ASSESSMENT

Realize that the most accurate assessment of a Prehav Scale would be by the Tiger Drilling of each level in turn.

By average, on a rough pc, this would require about one minute per level. This would be three hours for a 180 level scale.

Unless scales are shorter, assessment by elimination would normally be faster, if done with due care.

But Tiger Drilling a scale to find a level cannot be ruled out as a means of finding the real level with superb accuracy.

DOING THE ASSESSMENT

One puts the pc in session, gets the Mid Ruds in, takes a Prehav Scale and calls out each level once, noting its reaction on the meter.

If the auditor was not sure or didn't see it, the level is called a second or a third time.

If too many levels go out consecutively, there is a suppress. If too many levels are staying in, there is another Mid Rud out.

One marks only those that read. Those that do not read are not marked.

A pc has his own Prehav Scale mimeo copy in his folder. This is used over and over.

The pc's name and date of the first assessment is written at the top of the mimeo sheet.

A new symbol is used for each consecutive assessment and the level found on the mimeo sheet and that symbol is marked at the top at the end of the assessment.

The list is covered once. Those that read are marked in.

The Mid Ruds for the session are put in at the end of the first nulling.

The list is covered again but only those that stayed in the first time are now read. If they read again they are again marked in, using the same symbol.

The list is covered a third time but only those that stayed in the second time are read and marked in, using the same symbol.

When the list has not more than eight (on a rough pc) and not less than three levels left in, the remaining levels are Tiger Drilled.

One level will remain—or will react better than the others. Take this as the PRIMARY LEVEL and mark it in at the top of the mimeo sheet with its symbol.

ROLL YOUR OWN

In times past, this Primary Level would have been enough, but using the Prehav to locate the Rock Slam Channel or to list out goals requires a SECONDARY LEVEL.

To "Roll Your Own" is to get the pc to give you a secondary scale that is in its turn assessed.

This is done as follows:

Take the Primary Level, found as above. Put it in the sentence "If somebody were fixated on (or 'wanted to' or 'intended to' or 'wished to')_______ (Primary Level) what would that person do?" Or use the sentence "What would ________(Primary Level) represent to you?" The sentence must cause the pc to give doingness. Otherwise it must be changed, using the Primary Level, so that the pc does give doingness.

The auditor, as in any assessment, lists down the pc's answers on a 13" (foolscap or legal) sheet with the pc's name, the date and the question at the top of it.

When the pc says that's all, the auditor puts in the Mid Ruds and lists the question against the meter. If the meter reads on the question, the list is incomplete and must be completed.

When the question gives no read with Mid Ruds in, the list is complete. This list is now handled exactly as the original scale above.

The resulting level is the pc's level and is used for finding Items in 3GA-XX or in listing out goals. The Primary Level is not otherwise used.

The Secondary List is not used again. A new Primary Assessment is done for the next full operation. Only these Secondary Levels are actually used in auditing.

Various Primary Prehav Scales may from time to time be developed for various purposes.

LRH:gl.bh
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HCOB 15 MAY AD13
THE TIME TRACK
AND
ENGRAM RUNNING BY CHAINS
BULLETIN 1

It has been so many years since engram running was a familiar tool of the auditor that it is hard to know where to begin to teach this skill all over again. Actually, millions of words have been written or spoken on the subject of running engrams.

However, oddly enough there was not one condensed, summary HCO Bulletin on the subject. Engram running, developed, was never then summated. I will therefore attempt to remedy the matter.

ENGRAM RUNNING SIMPLIFIED.

No recapitulation or summation of materials was ever done on engram running.

Therefore while all lectures and books on it are true, not one contains a final survey of engram running including everything vital to this skill and the laws which govern it.

The material in books and tapes should be reviewed. But the material in these HCO Bulletins should be learned thoroughly as it takes precedence over all earlier material.

WHY PEOPLE HAVE TROUBLE RUNNING ENGRAMS.

I have gotten very impatient with the constant plea for a rote set of commands to run engrams. The need for such commands is a testimony to the Auditor’s lack of knowledge of the mechanics of the Time Track and the pc’s behavior during an engram running session.

An auditor must know the basic laws and mechanics of the Time Track in order to run engrams. There is no rote procedure and never will be that will be successful on all cases in absence of a knowledge of what a Time Track is.

There is no substitute for knowing what engrams are and what they do. Knowing that, you can run engrams. Not knowing that, there is nothing that will take the place of such knowledge. You have to know the behavior of and data about engrams. There is no royal road that avoids such knowledge. If you know all about engrams you can run them. If you don’t, you’ll make a mess regardless of the commands given for use.

Therefore the essence of engram running is a knowledge of the character and behavior of engrams. This is not a vast subject.

However, these three things stand in the way of learning about engrams: 

1. Engrams contain pain and unconsciousness; fear of pain or inflicting pain causes the auditor not to confront the pc’s engrams and unconsciousness is after all a not knowing condition; and 

2. The auditor is so accustomed to projectionists reeling off movies and TV programs for him or her that the auditor tends to just sit while the action rolls forward, acting like a spectator, not the projectionist.

3. Failure to handle Time in Incidents.

On (1) you can remedy this just by knowing about it and realizing it and surmounting it, and on (2) you can remedy the attitude by realizing that the auditor, not the pc (or some installed movie projectionist), is operating the pc’s bank. (3) is covered later.

Take a pocket movie projector and any bit of a reel of film and wind it back and forth for a while and you’ll see you are moving it. Then give a command and move the film and you’ll have what you’re doing as an auditor. Many drills can be developed using such equipment and (2) will be overcome. (1) requires just understanding and the will to rise superior to it.

THE TIME TRACK.

The endless record, called the TIME TRACK, complete with 52 perceptions, of the pc’s entire past, is available to the auditor and his or her auditing commands.

The rules are: THE TIME TRACK OBEYS THE AUDITOR; THE TIME TRACK DOES NOT OBEY A PRECLEAR (early in auditing).

The Time Track is a very accurate record of the pc’s past, very accurately timed, very obedient to the auditor. If motion picture film were 3D, had 52 perceptions and could fully react upon the observer, the Time Track could be called a motion picture film. It is at least 350,000,000,000,000 years long, probably much longer, with a scene about every 1/25 of a second.

DEFINITIONS.

That part of the Time Track that is free of pain and misadventure is called simply the Free Track, in that the pc doesn’t freeze up on it.

Any mental picture that is unknowingly created and part of the Time Track is called a FACSIMILE, whether an engram, secondary, lock or pleasure moment.

Any knowingly created mental picture that is not part of a Time Track is called a MOCK-UP.

Any unknowingly created mental picture that appears to have been a record of the physical universe but is in fact only an altered copy of the Time Track is called a DUBIN.

Those parts of the Time Track that contain moments of pain and unconsciousness are called ENGRAMS.

Those parts of the Time Track which contain misemotion based on earlier engramic experience are called SECONDARIES.

Those parts of the Time Track which contain the first moment an earlier engram is restimulated are called KEY-INS.

Those parts of the Time Track which contain moments the pc associates with Key-ins are called LOCKS.

A series of similar engrams, or of similar locks, are called CHAINS.

A BASIC is the first incident (engram, lock, overt act) on any chain.

BASIC BASIC is the first engram on the whole Time Track.

Incidents are not in piles or files. They are simply a part of the consecutive Time Track.

By INCIDENT is meant the recording of an experience, simple or complex, related by the same subject, location or people, understood to take place in a short and finite time period such as minutes or hours or days.

A CHAIN OF INCIDENTS makes up a whole adventure or activity related by the same subject, general location or people, understood to take place in a long time period, weeks, months, years or even billions or trillions of years.

An incident can be an engram, secondary, key-in or lock. A chain of incidents can therefore be a chain of experiences which are engrams, secondaries, key-ins and locks.

A chain of incidents has only one BASIC. Its BASIC is the earliest engram received from or overt act committed against the subject, location or beings which make it a chain.

THE INFLUENCE OF THE TIME TRACK.

Shakespeare said all life was a play. He was right in so far as the Time Track is a 3D, 52 perception movie which is a whole series of plays concerning the preclear. But the influence of it upon the preclear removes it from the class of pretense and play. It is not only very real, it is what contains whatever it is that depresses the pc to what he is today. Its savageness relieved, the preclear can recover, and only then. There is no other valid workable road.

There are valences, circuits and machinery in the reactive mind, as well as Reliable Items and Goals. But these all have their place on the Time Track and are part of the Time Track.

The preclear, as a thetan, is the effect of all this recorded experience. Almost all of it is unknown to him.

There are no other influencing agencies for the preclear than the Time Track and Present Time. And Present Time, a moment later, is part of the Time Track.

THE CREATION OF THE TIME TRACK.

The preclear makes the Time Track as time rolls forward. He does this as an obsessive create on a sub-awareness level. It is done by an INVOLUNTARY INTENTION, not under the pc’s awareness or control.

The road to clear by making the preclear take over the creating of the Time Track was long explored and proved completely valueless and chancy.

The road to clear by making the preclear leave the Time Track (exteriorization)

lasts only for minutes, hours or days and has proven valueless.

The road to clear, proven over 13 years of intense research and vast numbers of auditing hours and cases, lies only in an auditor handling the Time Track and removing from it, by means governed by the Auditor’s Code, the material, both motivators and overts, which, recorded on it, is out of the control of the pc and holds the pc at effect.

Listing for goals and reliable items, engram running, Prepchecking, Sec Checking, recall processes and assists all handle the Time Track successfully and are therefore the basis of all modern processing.

APPARENT FAULTS IN THE TIME TRACK.

There are no faults in the recording of the Time Track. There are only snarls caused by groupers, and unavailability and lack of perception of the Time Track.

A Grouper is anything which pulls the Time Track into a bunch at one or more points. When the grouper is gone the Time Track is perceived to be straight.

Unavailability is caused by the pc’s inability to confront or BOUNCERS and DENYERS. A BOUNCER throws the pc backward, forward, up or down from the track and so makes it apparently unavailable. A DENYER obscures a part of track by implying it is not there or elsewhere (a mis-director) or should not be viewed.

Groupers, bouncers and denyers are material (matter, energy, space and time in the form of effort, force, mass, delusion, etc) or command phrases (statements that group, bounce or deny). When a grouper, bouncer or denyer are enforced by both material and command phrases they become most effective, making the Time Track unavailable to the pc.

Unless the Time Track is made available it cannot be as-ised by the pc and so remains aberrative.

The Time Track is actual in that it is made of matter, energy, space and time as well as thought. Those who cannot confront Mest think it is composed only of thought.

A grouper can make a pc fat and a bouncer thin if the pc is chronically stuck in them or if the track is grouped or made unavailable through bad auditing.

THE ORIGIN OF THE TIME TRACK.

Through a great deal of study, not entirely complete, the following surmises can be made about the Time Track, the physical universe and the pc.

The tendency of the physical universe is condensation and solidification. At least this is the effect produced on the thetan. Continued dwelling in it without rehabilitation causes the thetan to become less reaching (“smaller”) and more solid. A thetan, being a static, may become convinced he cannot duplicate matter, energy, space, or time or certain intentions and so succumbs to the influence of this universe. This influence in itself would be negligible unless recorded by the thetan, stored and made reactive upon the thetan as a Time Track, and then maliciously used to trap the thetan.

Recent researches I have done in the field of aesthetics tend to indicate that rhythm is the source of present time. The thetan is carried along both by his own desire to have, do or be and by having been overwhelmed in the distant past by a continuous minute rhythm. This is a possible explanation of a thetan’s continuous presence in Present Time. Present Time, then, can be defined as a response to the continuous rhythm of the physical universe, resulting in a hereness in nowness.

In response to this rhythm, undoubtedly assisted by overts and implants and convictions of the need of recording, the thetan began to respond to the physical universe in his creations and eventually obsessively created (by means of restimulatable involuntary intentions) the passing moments of the physical universe. But only when he began to consider these pictures important could they be used to aberrate him.

These are only partly permanently created. Other moments of the past become recreated only when the thetan’s intention is directed to them, on which these parts spontaneously appear, the thetan not voluntarily creating them.

This forms the Time Track. Some parts of it, then, are “permanently” in a state of creation and the majority of it becoming created when the thetan’s attention is directed to them.

The “permanently created” portions are those times of overwhelm and indecision which almost entirely submerged the thetan’s own will and awareness.

Such parts are found in implants and great stresses. These parts are in permanent restimulation.

The mechanism of permanent restimulation consists of opposing forces of comparable magnitude which cause a balance which does not respond to current time and remains “timeless” .

Such phenomena as the overt act-motivator sequence, the problem (postulate counter-postulate), tend to hold certain portions of the Time Track in “permanent creation” and cause them to continue to exist in present time as unresolved masses, energies, spaces, times and significances.

The intention of the physical universe (and those who have become degraded enough to further only its ends) is to make a thetan solid, immobile and decisionless.

The fight of the thetan is to remain unsolid, mobile or immobile at will, and capable of decision.

This in itself is the principal unresolved problem and it itself creates timeless mass which accomplishes the basic purpose of a trap.

The mechanism of the Time Track can then be said to be the primary action in making a thetan solid, immobile and decisionless. For without a record of the past accumulating and forming a gradient of solidification of the thetan, the entrapment potential of the physical universe would be negligible and the havingness which it offers might be quite therapeutic. It probably requires more than just living in the physical universe to become aberrated. The main method of causing aberration and entrapment is therefore found in actions which create or confuse the Time Track.

A thetan has things beyond Matter, Energy, Space and Time which can deteriorate. His power of choice, his ability to keep two locations separate, his belief in self and his ethical standards are independent of material things. But these can be recorded in the Time Track as well and one sees them recover when no longer influenced by the Time Track.

As the thetan himself makes his own Time Track, even if under compulsion, and commits his own overts, even on provocation, it can be said, then, that the thetan aberrates himself. But he is assisted by mammoth betrayals and his necessity to combat them. And he is guilty of aberrating his fellows.

It is doubtful if another type of being built the physical universe and still lurks within it to trap further. But older beings, already degraded, have continuously been about to help newer beings to go downhill.

Each Thetan had his own “Home Universe” and these colliding or made to collide, probably are the physical universe. But of this origin and these intentions we are not at this time certain.

It is enough for us to resolve the problem of the aberrative nature of this universe and provide a technology which assuages that aberration and keeps one abreast of it.

This is practical and we can already do it. Further insight into the problem will be a further bonus. And further data is already in view.

(Bulletin 2 on The Time Track and Engram Running will follow.)

L. RON HUBBARD

LRH: dr.rd
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THE TIME TRACK
AND
ENGRAM RUNNING BY CHAINS
BULLETIN 2
HANDLING THE TIME TRACK

Although finding and curtailing the development of the Time Track at genus is not improbable, the ability of the preclear to attain it early on is questionable without reducing the charge on the existing track. 

Therefore, any system which reduces the charged condition of the Time Track without reducing but increasing the awareness and decisionability of the preclear is valid processing. Any system which seeks to handle the charge but reduces the preclear’s awareness and decisionability is not valid processing but is degrading.

According to early axioms, the single source of aberration is Time. Therefore any system which further confuses or overwhelms the preclear’s sense of time will not be beneficial.

Thus the first task of the student of engram running is to master the handling of Time on the preclear’s Time Track. It must be handled without question, uncertainty or confusion.

Failing to handle the Time in the pc’s Time Track with confidence, certainty and without error will result in grouping or denying the Time Track to the pc.

The prime source of ARC break in engram running sessions is by-passing charge by Time mishandling by the auditor. As a subhead under this, taking and trying to run incidents which are not basic on a chain constitute an error in Time and react on the pc like By-Passed RIs or GPMs.

An ARC break-less session requires gentle accurate time scouting, the selection of the earliest Timed incident available and the accurate Time handling of the incident as it is run.

There are only a few reasons why some cannot run engrams on pcs. These are:

1. Q and A with the pain and unconsciousness of incidents;

2. Failing to handle the Time Track of the pc for the pc;

3. Failure to understand and handle Time.

2 and 3 are much the same. However, there are three ways to move a Time Track about:

(a) By Significance (the moment something was considered);

(b) By Location (the moment the pc was located somewhere);

(c) By Time alone (the date or years before an event or years ago).

You will see all three have time in common. “The moment when you thought _____” “The moment you were on the cliff______” “Two years before you 287 put your foot on the bottom step of the scaffold” are all dependent on Time. Each designates an instant on the Time Track of which there can be no mistake by either auditor or pc.

The whole handling of the Time Track can be done by any one of these three methods, Significance, Location, Time.

Therefore all projectionist work is done by the Time of Significance, the Time of Location or Time alone.

The track responds. Those auditors who have trouble cannot grasp the totality and accuracy and speed of that response. The idiotic and wonderful precision of the Time Track defeats the sloppy and careless. They wonder if it went. They question the pc’s being there. They fumble about until they destroy their command over the Time Track.

“Go to 47,983,678,283,736 years 2 months, 4 days 1 hour and six minutes ago.”

Well, a clear statement of it, unfumbled, will cause just that to happen. The tiniest quiver of doubt, a fumble over the millions and nothing happens.

Fumbled dating gets no dates. One must date boldly with no throat catches or hesitations. “More than 40,000? Less than 40,000?” Get it the first read. Don’t go on peering myopically at the meter asking the same question the rest of the session.

Accurate, Bold, Rapid. Those are the watchwords of dating and Time Track handling.

In moving a Time Track about, move only the track. Don’t mix it and also move the pc. You can say “Move to .” You don’t have to say (but you can) “The somatic strip will move to .” But never say “You will move to .” And this also applies to Present Time. The pc won’t come to Present Time. He’s here. But the Time Track will move to the date of present time unless the pc is really stuck. In getting a pc to Present Time (unimportant in modern engram running) say “Move to (date month and year of PT).”

I n scouting you always use To. “Move To_____.” In running an engram or whatever, you always use THROUGH. “Move through the incident_____.”

If an auditor hasn’t a ruddy clue about the Time Track and its composition, he or she won’t ever be able to run engrams. So, obviously, the first thing to teach and have passed in engram running is Time Track Composition. When the auditor learns that, he or she will be able to run engrams. If the auditor does not know the subject of the Time Track well, then he or she can’t be taught to run engrams, for no rote commands that cover all cases can exist. You couldn’t teach the handling of a motion picture projector by rote commands if the operator had never imagined the existence of film. An auditor sitting there thinking the pc is doing this or that and being in a general fuddle about it will soon have film all over the floor and wrapped about his ears. His plea for a rote command will just tangle up more film so long as he doesn’t know it is film and that he, not the preclear, is handling it.

If an auditor can learn this, he will then be able to learn to run those small parts of the Time Track called engrams. If an auditor can’t run a pc through some pleasant Time Track flawlessly, he or she sure can’t run a pc through the living lightning parts of that Track called Engrams.

An auditor who cannot handle the Time Track smoothly can scarcely call himself an auditor as that’s all there is to audit besides postulates, no matter what process you are using, no matter what process you invent and even if you tried what is laughingly called a “biochemical approach” to the mind. There’s only a Time Track for the bios to affect.

There’s a thetan, there’s a Time Track. The thetan gets caught in the Time Track.

The job of the auditor is to free the thetan by digging him out of his Time Track. So if you can’t handle what you’re digging a thetan out of, you’re going to have an awful lot of landslides and a lot of auditing loses for both you and preclears.

Invent games, devices, charts and training aids galore and teach with them and you’ll have auditors who can handle the Time Track and run engrams.

CHARGE AND THE TIME TRACK 

Charge, the stored quantities of energy in the Time Track, is the sole thing that is being relieved or removed by the auditor from the Time Track.

When this charge is present in huge amounts the Time Track overwhelms the pc and the pc is thrust below observation of the actual Track.

This is the State of Case Scale. (All levels given are major levels. Minor levels exist between them.)

Level ( 1 ) NO TRACK — No Charge.

Level (2) FULL VISIBLE TIME TRACK — Some Charge.

Level (3) SPORADIC VISIBILITY OF TRACK — Some heavily charged areas.

Level (4) INVISIBLE TRACK — Very heavily charged areas (Black or Invisible Field) exist.

Level (5) DUB-IN — Some areas of Track so heavily charged pc is below consciousness in them.

Level (6) DUB-IN OF DUB-IN — Many areas of Track so heavily charged, the Dub-in is submerged.

Level (7) ONLY AWARE OF OWN — Track too heavily charged EVALUATIONS to be viewed at all.

Level (8) UNAWARE — Pc dull, often in a coma.

On this new scale the very good, easy to run cases are at Level (3). Skilled engram running can handle down to Level (4). Engram running is useless from Level (4) down.

Level (4) is questionable.

Level ( 1 ) is of course an OT. Level (2) is the clearest clear anybody ever heard of.

Level (3) can run engrams. Level (4) can run early track engrams if the running is skilled. (Level (4) includes the Black V case.) Level (5) has to be run on general ARC processes. Level (6) has to be run carefully on special ARC processes with lots of havingness. Level (7) responds to the CCHs. Level (8) responds only to reach and withdraw CCHs.

Pre-Dianetic and Pre-Scientology mental studies were observations from Level (7) which considered Levels (5) and (6) and (8) the only states of case and oddly enough overlooked Level (7) entirely, all states of case were considered either neurotic or insane, with sanity either slightly glimpsed or decried.

In actuality on some portion of every Time Track in every case you will find each of the Levels except (l ) momentarily expressed. The above scale is devoted to chronic case level and is useful in Programming a case. But any case for brief moments or longer will hit these levels in being processed. This is the Temporary Case Level found only in sessions on chronically higher level cases when they go through a tough bit.

Thus engram running can be seen to be limited to higher level cases. Other processing, notably modern ARC processes, moves the case up to engram running.

Now what makes these levels of case?

It is entirely charge. The more heavily charged the case, the lower it falls on the above scale. It is charge that prevents the pc from confronting the Time Track and submerges the Time Track from view.

Charge is stored energy or stored or recreatable potentials of energy.

The E-Meter registers charge. A very high or low tone arm, a sticky or dirty needle, all are registrations of this charge. The “chronic meter of a case” is an index of chronic charge. The fluctuations of a meter during a session are registering relative charge in different portions of the pc’s Time Track.

More valuably the meter registers released charge. You can see it blowing on the meter. The disintegrating RR, the blowing down of the TA, the heavy falls, the loosening needle all show charge being released.

The meter registers charge found and then charge released. It registers charge found but not yet released by the needle getting tight, by DN, by a climbing TA or a TA going far below the clear read. Then as this cleans up, the charge is seen to “blow”.

Charge that is restimulated but not released causes the case to “charge up”, in that charge already on the Time Track is triggered but is not yet viewed by the pc. The whole cycle of restimulated charge that is then blown gives us the action of auditing. When prior charge is restimulated but not located so that it can be blown, we get “ARC Breaks”.

The State of Case, the Chronic Level, as given on the above scale, is the totality of charge on the case. Level (I) has no charge on it. Level (8) is total charge. The day to day condition of a case, its temper, reaction to things, brightness, depends upon two factors, (a) the totality of charge on the case and (b) the amount of charge in restimulation. Thus a case being processed varies in tone by (a) the totality of charge remaining on the case (b) the amount of charge in restimulation and (c) the amount of charge blown by processing.

Charge is held in place by the basic on a chain. When only later than basic incidents are run charge can be restimulated and then bottled up again with a very small amount blown. This is known as “grinding out” an incident. An engram is getting run, but as it is not basic on a chain, no adequate amount of charge is being released.

Later than basic incidents are run either (a) to uncover more basic (earlier) incidents or (b) to clean up the chain after basic has been found and erased.

No full erasure of incidents later than basic is possible, but charge can be removed from them providing they are not ground out but only run lightly a time or two and then an earlier incident on the chain found and similarly run. When the basic is found it is erased by many passes over it. Basic is the only one which can be run many times. The later the incident is (the further from basic) the more lightly it is run.

There is no difference in the technology required to run a basic or a later incident.

It is only the number of times THROUGH that differs. Basic is run through many times.

A somewhat later engram is run through a couple of times. An engram very late on the chain is gone through once. Otherwise all engrams whether basic or not are run exactly the same.

Engrams are run to release Charge from a case. Charge is not released to cure the body or to cure anything physical and the meter cures nothing. Charge is released entirely to return to a thetan his causation over the Time Track, to restore his power of choice, and to free him of his most intimate trap, his own Time Track. You cannot have decent, honest or capable beings as long as they are trapped and overwhelmed. While this philosophy may be contrary to the intentions of a slavemaster or a degrader it is nevertheless demonstrably true. The universe is not itself a trap capable only of degradation. But beings exist who, beaten and overwhelmed themselves, can utilize this universe to degrade others.

The mission of engram running is to free the charge which has accumulated in a being and so restore that being to appreciated life.

All cases, sooner or later, have to be run on engrams, no matter what else has to be done. For it is in engrams that the bulk of the charge on the Time Track lies. And it is therefore those parts of the Time Track called engrams which overwhelm the thetan.

These contain pain and unconsciousness and are therefore the record of moments when a thetan was most at effect and least at cause. In these moments then the thetan is least able to confront or to be causative.

The engram also contains moments when it was necessary to have moved and most degrading to have held a position in space.

And the engram contains the heaviest ARC Break with a thetan’s environment and other beings.

And all these things add up to charge, an impulse to withdraw from that which can’t be withdrawn from or to approach that which can’t be approached, and this, like a two pole battery, generates current. This constantly generated current is chronic charge. The principal actions are:

(a) When the attention of the thetan is directed broadly in the direction of such a track record the current increases.

(b) When the attention is more closely (but not forcefully) and accurately directed, the current is discharged.

(c) When the basic on the chain is found and erased, that which composes the poles themselves is erased and later incidents eased, for no further generation is possible by that chain and it becomes incapable of producing further charge to be restimulated. The above are the actions which occur during auditing. If these actions do not occur despite auditing, then there is no case betterment, so it is the auditor’s responsibility to make sure they do occur.

As the Time Track is created by an involuntary response of the thetan, it is and exists as a real thing, composed of space, matter, energy, time and significance. 

On a Level (8) Case the Time Track is completely submerged by charge even down to a total unawareness of thought itself. 

At Level (7) awareness of the track is confined by extant charge to opinions about it. 

At Level (6) charge on the track is such that pictures of pictures of the track are gratuitously furnished, causing delusive copies of inaccurate copies of the track. 

At Level (5) charge is sufficient to cause only inaccurate copies of the track to be viewable. 

At Level (4) charge is sufficient to obscure the track. 

At Level (3) charge is sufficient to wipe out portions of the track. 

At Level (2) there is only enough charge to maintain the existence of the track. 

At Level (1) there is no charge and no track to create it. 

All charge from Level (1) and up into higher states that is generated is knowingly generated by the thetan, whose ability to hold locations in space and poles apart results in charge as needful. This would degenerate again as he put such matters on automatic or began once more to make a Time Track, but these actions alone are not capable of aberrating a thetan until he encounters further violent degradation and entrapment in the form of implants. 

Aberration itself must be calculated to occur. The existence of a Time Track only makes it possible for it to occur and be retained. Thus a thetan’s first real mistake is to consider his own pictures and their recorded events important, and his second mistake is in not obliterating entrapment activities in such a way as not to become entrapped or aberrated in doing so, all of which can be done and should be.

Engram running is a step necessary to get at the more fundamental causes of a Time Track and handle them.

So it is a skill which must be done and done well.

LRH: dr jh 
L. RON HUBBARD
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ROUTINE 3
ENGRAM RUNNING BY CHAINS
BULLETIN 3
ROUTINE 3-R
ENGRAM RUNNING BY CHAINS

Given a knowledge of the Composition and Behaviour of the Time Track, engram running by chains is so simple that any auditor begins by overcomplication. You almost can’t get uncomplicated enough in engram running.

In teaching people to run engrams in 1949, my chief despair was summed up in one sentence to the group I was instructing: “All auditors talk too much.” And that’s the first lesson.

The second lesson is: “All auditors acknowledge too little.” Instead of cheerily acking what the pc said and saying “continue”, auditors are always asking for more data, and usually for more data than the pc ever could give. Example: Pc: “I see a house here.” Auditor: “Okay. How big is it?”

That’s not engram running, that’s just a lousy Q and A.

The proper action is: Pc: “I see a house here.” Auditor: “Okay. Continue.”

The exceptions to this rule are non-existent. This isn’t a special brand of engram running. It is modern engram running. It was the first engram running and is the last and you can put aside any complications in between.

The auditor is permitted ONE question per each new point of track and that is ALL.

Example: Auditor: “Move to the beginning of the 88 plus trillion year incident. (Waits a moment.) What do you see?” Pc: “It’s all murky.” Auditor: “Good. Move through the incident.”

Wrong Example: Auditor: “Move to the beginning of the 88 plus trillion year incident. (Waits a moment.) What do you see?” Pc: “It’s all murky.” Auditor: “Can you see anything in the murk?” FLUNK! FLUNK! FLUNK!

The rule is ACKNOWLEDGE WHAT THE PC SAYS AND TELL HIM TO CONTINUE.

Then there’s the matter of being doubtful of control. Wrong Example: Auditor:

“Move to yesterday. Are you there? How do you know it’s yesterday? What do you see that makes you think ....” FLUNK FLUNK FLUNK.

Right Example: Auditor: “Move to yesterday. (Waits a moment.) What do you see? .....Good.”

Another error is a failure to take the pc’s data. You take the pc’s data. Never take his orders.

Right Example: Auditor (meter dating): “Is it greater than eighteen trillion, less than eighteen trillion (gets contradictory reads or a DN). (Off meter.) Are you thinking of something?” Pc: “It’s less than 18 trillion.” Auditor: “Thank you. (On meter.) Is it greater than seventeen trillion five hundred billion. Less than ....” Pc: “It’s seventeen trillion, nine hundred and eight billion, four hundred and six million, ninety-five thousand, seven hundred and six years ago.” Auditor (having alertly written it all down):

“Thank you.” (Ends dating.)

Wrong Example: Auditor: “Is it greater than eighteen trillion, less than eighteen tr....” Pc: “It’s less than eighteen trillion.” Auditor: “OK. Is it greater than eighteen trillion, less than eighteen ....” FLUNK FLUNK FLUNK.

In dating, the pc’s contrary data unspoken and untaken can give you a completely wrong date. Your data comes from the pc and the meter always for anything. And if the pc’s data is invalidated you won’t get a meter’s data. If the pc says he has a PTP and the meter says he doesn’t, you take the pc’s data that he does. In dating, an argument with the pc can group the track.

So take the pc’s data. And if the pc is a dub-in, you should be running the ARC processes not engrams anyway as the case is over-charged for engrams. If the pc isn’t a dubin then the pc’s data is quite reliable.

Also, minimize a pc’s dependency on a meter. Don’t keep confirming a pc’s data by meter read with, “That reads. Yes, that’s there. Yes, there’s a rocket read ....” Just let the pc find his own reality in running an engram. “All auditors talk too much.” You can date on a meter but only so long as the pc doesn’t cognite on the date. You can help a pc identify or choose an area of track but only if he specifically asks you to. Example: Pc:

“I’ve got two pictures here. Can you find out which one is the earlier? One is of a freight engine, the other is a whole train.” Auditor: (on meter) “Is the freight engine earlier than the whole train? Is the whole train earlier than the freight engine? (To pc) The whole train reads as earlier.”

Now, however, if the pc has two facsimiles, your problem is only that you’ve missed something.

RULE: WHENEVER CHARGE IS MISSED THE TIME TRACK TENDS TO GROUP.

This does not mean the Auditor has to do something about it unless the pc gets confused and asks for help, at which time the only action is to spot on the meter what charge has been missed and tell the pc.

ARC BREAKS All Routine 3 ARC Breaks, including R3-N and R3-R, are handled the same way, an exact way. There is no deviation from this.

If the pc becomes critical of anything outside the engram (room, auditor, Scientology, the technology) it is an ARC Break. ARC Breaks are of greater and lesser magnitude ranging throughout the misemotional band of the tone scale.

The handling of ARC Breaks always follows this rule:

ARC BREAK RULE l: IF THE PC ARC BREAKS, ISSUE NO FURTHER AUDITING COMMANDS UNTIL BOTH PC AND AUDITOR ARE SATISFIED THAT THE CAUSE OF THE ARC BREAK HAS BEEN LOCATED AND INDICATED.

Do not issue more orders, do not run a process, do not offer to run a process, do not sit idly letting the pc ARC Break. Follow this rule.

ARC BREAK RULE 2: WHEN A PC ARC BREAKS OR CAN’T GO ON FOR ANY REASON, DO AN R3-R ARC BREAK ASSESSMENT AND LOCATE AND INDICATE TO THE PC THE BY-PASSED CHARGE.

The only harm that can be done in R3-R (or R3-N) is issuing further orders to the pc or trying to run something before the by-passed charge has been located and indicated.

Given this handling of ARC Breaks and an exact adherence to the rote of R3-R, all former problems of engram running vanish!

EARLY ENGRAM RUNNING No auditor who knew earlier than June 1963 engram running should consider he or she knows how to run engrams.

Routine 3-R is itself. It has no dependence on earlier methods of running engrams.

Failure to study and learn R3-R “because one knows about engram running” will cause a lot of case failure.

Early engram running was often attempted on cases below Case Level 4. The technology, further, was too varied. Too much was demanded of the pc. Too little effort was put into finding the basic on a chain. Too many forcing techniques were used. Too often the auditor ran just any engram he could get. These and other faults prevented engrams from being run.

R3-R is a rote procedure. That is a victory in itself. But it is a better procedure.

If you know old-time engram running, there is no attempt here to invalidate you or that knowledge or make you wrong in any way. Those are all ways to run engrams and gave you a better grasp on it. I only wish to call to your attention that R3-R is not oldtime engram running but is a Scientology Routine designed to achieve the state of OT and is not designed for any other use than freeing the spirit of man.

Therefore, study and use R3-R and don’t mix it with any earlier data on engram running. Anything you know about engram running will help you understand R3-R. But it won’t help your pc if mixed in with R3-R. I couldn’t put this too strongly. You’ll trace any failure in the auditor with R3-R to:

1. Inability to execute the auditing cycle;

2. Inability to run a session;

3. Failure to study and understand the Time Track;

4. Failure to follow R3-R exactly without deviation;

5. Failure to handle ARC Breaks as above;

6. Using R3-R on lower level cases not prepared by pre-engram running processes.

ROUTINE 3-R Engram Running by Chains is designated “Routine 3-R” to fit in with other modern processes.

It is a triumph of simplicity. It does not demand visio, sonic or other perception at once by the pc. It develops them.

The ordinary programming of the lowest level case would be Reach and Withdraw Processes, CCHs, Repetitive Processes, R3-R, R3-N, R3-R.

Routine 3-R is the process that leads to Case Level 2. Only some additional exercises are needed, then, to attain the next level, OT.

So R3-R is the fundamental bridge step to OT. And we’re going only for OT now for various reasons including political. We have by-passed clear which remains only as a courtesy title denoting one or more GPMs run.

Many cases, even the Black V, can begin at once on R3-R.

R3-R BY STEPS R3-R is run in the 3N model session.

PRELIMINARY STEP.

Establish the type of chain the pc is to run by assessment.

STEP ONE.

Locate the first incident by dating.

STEP TWO:

Move pc to the incident with the exact command, “Move to (date).”

STEP THREE:

Establish duration (length of time) of incident.

(An incident may be anything from a split second long to 15 trillion trillion years or more long.)

STEP FOUR:

Move pc to beginning of incident with the exact command, “Move to the beginning of the incident at (date).” Wait until meter flicks.

STEP FIVE.

Ask pc what he or she is looking at with the exact command, “What do you see?”

(If pc’s eyes are open, tell pc first, “Close your eyes.”)

Acknowledge whatever pc says.

Do not ask a second question, ever.

STEP SIX:

Send the pc through the incident with the exact command, “Move through the incident to a point (duration—) later.”

STEP SEVEN:

Ask nothing, say nothing, do nothing (except observe meter or make quiet notes)

while pc is going through the incident. If the pc says anything at all, just acknowledge and let him continue, using this exact command softly, “Okay, Continue. “

Do not coax, distract, or question pc during this period.

Exception: only if the pc ARC Breaks, take action and then only do the R3-R ARC Break Assessment.

If the pc gets stuck, bounces, gets into another incident or if the somatic strip sticks or refuses to obey the auditor, only do an ARC Break Assessment. Do not force the pc onward by any command or question.

STEP EIGHT:

When the pc reaches the end of the incident (usually pc moves or looks up) say only, “What happened?”

Take whatever pc says, acknowledge only as needful. Say nothing else, ask nothing else. When pc has told little or much and has finished talking, give a final acknowledgement.

STEP NINE:

Repeat exactly and only Steps Two to Eight.

Continue to do so until pc either (a) Spots an earlier incident or (b) Gets no change on a run through the incident from the run just before.

In event of either (a) or (b) do Steps One to Eight exactly and only on the new incident.

STEP TEN:

At the end of any session of R3-R leave the pc where he is on the time track. Do not attempt to bring the pc to present time or take the pc to a rest point, as these actions may very well by-pass charge. End any R3-R session with very careful goals, gains (as the pc is usually rather anaten) and any needed havingness, but keep the havingness very brief, only enough to restore can squeeze. Do not end a session on a boil-off or ARC Break.

STEP ELEVEN:

At the beginning of any new R3-R session, if you finished the last engram you were working on, begin precisely and anew with Step One. If you are still working on an engram already found, begin precisely with Step Four and carry on.

STEP TWELVE:

If the pc gets into trouble in the session do not use Mid Ruds or ask for missed withholds. Mid Ruds will mush an engram. Missed withholds, unless found as part of the ARC Break Assessment, may move the pc violently about through recently found engrams.

Do only the ARC Break Assessment, and locate and indicate charge accordingly if the session goes wrong.

(Since the last time I audited you Mid Ruds and missed withholds are permissible at session start before any R3-R action is taken in that session.)

STEP THIRTEEN:

When encountering a goals engram such as the Helatrobus Implants lay aside R3-R and use R3-N.

When encountering a goals engram prior to the Helatrobus Implants or subsequent to them use R3-M2 but only when such an engram has RIs.

STEP FOURTEEN.

When Basic on any chain is found flatten it fully and permit it to be stripped of any lock engrams or earlier incidents that appear. (In finding basics remember that the Time Track by my most recent measurements considerably exceeds a trillion, trillion, trillion years.

Basics may occur as early as they occur but seldom nearer PT than 200 trillion years ago, and quite ordinarily at 15 trillion, trillion years ago.)

END OF STEPS 

There is no variation of these steps for any reason. This is the most exact procedure known. And there you have it, rote engram running, superior to any engram running ever done and giving superior and faster results.

Future HCO Bulletins will expand the reasons for these steps, give exact methods of dating, give the ARC Break Assessment for R3-R, the assessment for types of chains, and the administration.
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PRELIMINARY STEP

The R3R Preliminary Step is done to assure that the correct incident chain is run on the pc for that pc.

Many chains, locks, secondaries and engrams, are available on any pc. But some of them are beyond the pc's reality and ability and some of them are too featherweight to get any case gain.

The basic problem in starting a case on R3R is to run the pc on a chain that will (a) improve the case, (b) hold the pc's interest, (c) be within the pc's current ability to handle.

The establishing of the correct chain was a missing element in all earlier engram running. Almost any pc from Level 7 upwards could have run engrams if the exact chain necessary to resolve the case could have been established. This is accomplished now by an accurate assessment using a sensitive E-Meter and the following form and procedure.

It does not matter if the pc begins on a chain of locks, secondaries or engrams so long as running it does (a), (b) and (c) above. You do not have to specify in R3R whether you are running engrams, secondaries or locks. The word "Incident" covers all.

Also, it does not matter if the pc stays within this lifetime or goes whole track so long as the assessed chain is followed and a basic eventually discovered for it. The chain leads where the chain leads.

But once having found the proper chain the auditor must follow that chain, not skip about. To do this, the auditor, when asking for an earlier incident in later R3R steps always specifies the proper chain found in this assessment by the Level + Item result of this Preliminary Step Assessment. For example, if the chain found here in the Preliminary Step is "Decisions to die" (Level found = Decided + Item Found = To die), one obtains earlier incidents by always saying, "Is the next earlier decision to die more than .......years ago? Less than .......years ago?”

Thus the result obtained in the Preliminary Step is used on and on until an actual basic is reached. This may be fifty or more engrams run and perhaps even some R3N in the middle of the chain if the chain leads into a GPM by normal rote use of R3R.

When a basic is reached and discharged and the chain being run now gives little or no TA action (or even free needle), a new Preliminary Step is done. But until that happens, this Preliminary Step is not repeated with the other steps. Once it has happened (a basic found and run), however, a new Preliminary Step is done exactly as given here for the first chain assessment.

You find the chain.

You run engram after engram on that chain (or lock after lock or secondary after secondary) .

You find a basic.

You run the basic thoroughly.

With TA action now gone on the chain found you do a new Preliminary Step.

RULE: TA ACTION EXISTS ON THE CORRECT CHAIN.

RULE: A CHAIN ONCE ASSESSED MUST BE FULLY RUN.

RULE: TA ACTION CEASES ON A DISCHARGED CHAIN.

RULE: A NEW ASSESSMENT IS DONE ONLY WHEN A CHAIN IS DISCHARGED.

RULE: ANY PROPERLY ASSESSED CHAIN WILL PRODUCE TA ACTION.

RULE: IF A CHAIN ASSESSED DOES NOT PRODUCE IMMEDIATE TA ACTION WITH SKILLED R3R THE ASSESSMENT (OR THE RESULTING QUESTION FORMED) IS INCORRECT.

The exact procedure of assessment is:

1. Assess pc by elimination as below for a R3R Form Level.

2. List the Form Level found to a completed List.

3. Nul the completed list to a single subject.

4. Use the Form Level plus subject to designate the character of the incident to be found every time an incident is looked for.

All rules of listing as developed in R2-12 apply to this Preliminary Step. They are not repeated here.

One is not looking for RRs or RSes in the Preliminary Step Assessment. Any type of read is valid.

ARC BREAKS 

When doing this step of R3R use the ARC Break Assessment for Listing Form, not the R3R ARC Break Assessment Form. The main sources of ARC Breaks in the Preliminary Step are:

1. Wrong level assessed.

2. The listed list incomplete.

3. The wrong Item taken from the list.

4. A former chain or engram abandoned to do a new assessment.

5. Earlier levels restimulated (old Pre-Hav auditing).

6. Earlier listing restimulated.

Such forms will be published from time to time as they tend to change and improve.

EARLIER ASSESSMENTS DONE 

The very earliest assessment (1948) used was “What the pc could see” when he closed his or her eyes. This was then run.

This was followed by an arbitrary method of assigning necessary incidents to be run such as birth and prenatals.

The next earliest assessment ( 1949) was to ask each time for “the incident necessary to resolve the case”. An automaticity known as the “File Clerk” was depended upon, impinged into action by finger snapping.

The next period ( 1951) concerned whole track exploration running whatever you could get to read on a meter.

The next period (1952) concerned overt engrams located by what the pc seemed to be doing physically.

This ended the Dianetic period where engrams were run to clear but mainly to cure psychosomatic illnesses.

Variations of these assessments were revived from time to time in Dianetic uses culminating in the 5th London ACC where overt engrams were run with confront and great stress was laid on getting the postulates out of them. The meter and shrewd guesses played their part in assessments.

Up to this time there was a great dependence on “insight” and judgment. We were barred to some degree by my own ability to see other people’s pictures which made engram running very easy for me to do, along with my general knowledge of the whole track and the mind. This led me to be very hard to convince that engram assessment was a subject at all or that most auditors couldn’t do it.

With the advent of Scientology with its complete shift from Dianetic goals, healing went out as a reason for running engrams and concern about the body vanished as an auditing target. This led to stresses on exteriorization of the spirit, moving it away from the body. As the reactive bank was thought to be part of the body, its engrams received no further attention.

Eventually I discovered that the thetan had engrams and that these were being automatically (involuntarily) created by him.

Engram running has vanished as a healing process. Engram handling by chains has emerged as an entirely reoriented subject, not even vaguely connected with the body and with the target not of a human clear but of Operating Thetan.

The assessment for engram chains (or any kind of chain) emerges finally in Routine 3R. This assessment technology from beginning to end is Scientology. None of it was ever heard of in Dianetics. Therefore we have crossed a bridge. I have finally understood that precise assessment is vital for an auditor and that an auditor can learn the exact chain to be run on the pc without any intuition or second sight and that even my own auditing is bettered thereby, and that the thetan cannot be freed and re-empowered without an assessment and rote technology for engram running. This is R3R.

The earliest R3R assessment for chains was done by pc interest and the button Protested. The pc was merely asked, “In this Lifetime what have you protested?” and with no listing, whatever the pc said and seemed interested in was taken.

This however did not often produce adequate TA action when the chain was then run.

The next improvement was using the 18 Prepcheck buttons. This drew a blank on some pcs, no level reacting.

Accordingly, I then developed a new Pre-Hav Scale, based mainly on flows. It is Protest that is basically responsible for making a mental image picture. However, very few cases are up to this level. In order to bring more levels of case under engram running and to get more TA action for any case, I developed this Preliminary Step Scale.

The present scale takes some account of (1) The old Pre-Hav Scale, (2) The Knowto- Mystery Scale, (3) The Chart of Attitudes, (4) The 18 Buttons and (5) The Flows Scale, as well as some old well-known buttons.

Several possible levels (such as Create) have been left out because they would go at once into the GPM or Implant Goals. It may not be important that they do. Indeed, with experience we may even come to guide the pc at them. But for the moment they are left out.

There would be nothing wrong in borrowing further from these sources to draw up a longer Preliminary Step Scale, but I think this should cover most pcs.

The three most important visible factors in R3R are:

(a) Pc’s interest.

(b) Tone Arm Action.

(c) The ability of the pc to run the incidents.

If the auditor can see these he knows his Preliminary Assessment was right.

Interest does not mean happiness and joy. Interest is only absorbed attention and a desire to talk about it. Tears, terror or agony may be present without the Interest factor being absent. A chain of engrams is expected to produce pain and anaten. A chain of secondaries is expected to produce misemotion. These have nothing in them to head an auditor off a chain.

Equally, significance and story content have no bearing on the rightness or wrongness of a chain selected. They are entirely incidental to judging the correctness of a chain.

All the auditor is interested in is whether (a) the pc is interested; (b) the TA action is good and (c) can the pc run the incidents on the chain with correct and exact R3 R.

That careless auditing and bad R3R can influence (c), leaves us with only two exact criteria for a correct assessment:

(a) Pc’s Interest and (b) TA Action while running incidents.

Only these two things tell us the assessment was right. The assessment can be right and unskilled R3R can wreck both in the later steps, a fact which has to be taken into account in reviewing cases in progress.

R3R ASSESSMENT 

This is the Assessment for R3R Preliminary Step.

In this form will be recognized the old Pre-Hav Scales and others, but improved for the purpose of engram chain assessment.

This assessment must be done accurately. It is hard to do if the pc doesn’t understand a level during assessment, is startled by one or disagrees. These will make the assessment inaccurate. If the assessment is inaccurately done, the pc will ARC Break or the resulting engram chain will not give TA action when being run.

The final level assessed will probably give TA action at once when found if right.

The key sentence in assessing is “In this lifetime have you mainly .......(level).”

This is repeated for each level called. Levels are called once, as in ordinary elimination.

Those that stayed in are reassessed the same way. The one form can be used for many additional assessments on the same pc as chains are run out.

The use of this form brings R3R down to Case Level 7 in workability. A chain of engrams being run must give TA action. If none is present in running engrams and the TA stays high or low the assessment was wrong.

The level found here is used to make and complete a list with the question, “In this lifetime what have you .....(level found)?” “In this lifetime” is used not because we only want chains in this lifetime but to keep pc from going all over the track during the preliminary assessment, this making it too long. The chain you want comes into this lifetime. All rules of listing apply as in R2-12A in doing this list.

In event of an ARC Break while doing the Preliminary Step, use the ARC Break Assessment for Listing.

If needle dirties up in assessing this form, give form to pc and ask “What happened?” and if that fails, get in BMRs “On this Assessment”.

SUPPRESSED 
WITHHELD
FAILED TO SUPPRESS 
FAILED TO WITHHOLD
NOT SUPPRESSED 
NOT WITHHELD

INVALIDATED 
PROTESTED
FAILED TO INVALIDATE 
FAILED TO PROTEST
NOT INVALIDATED 
NOT PROTESTED

BEEN CAREFUL 
WITHDRAWN
FAILED TO BE CAREFUL 
FAILED TO WITHDRAW
NOT BEEN CAREFUL 
NOT WITHDRAWN

SUGGESTED 
CONVINCED
FAILED TO SUGGEST 
FAILED TO CONVINCE
NOT SUGGESTED 
NOT CONVINCED

PROVEN 
AGREED
FAILED TO PROVE 
FAILED TO AGREE
NOT PROVEN 
NOT AGREED

HIDDEN 
DISAGREED
FAILED TO HIDE 
FAILED TO DISAGREE
NOT HIDDEN 
NOT DISAGREED

REVEALED 
IGNORED
FAILED TO REVEAL 
FAILED TO IGNORE
NOT REVEALED 
NOT IGNORED

MADE MISTAKES 
DECIDED
FAILED TO MISTAKE 
FAILED TO DECIDE
NOT MADE MISTAKES 
NOT DECIDED

ASSERTED 
PROPITIATED
FAILED TO ASSERT 
FAILED TO PROPITIATE
NOT ASSERTED 
NOT PROPITIATED

CHANGED 
HELD OFF
FAILED TO CHANGE 
FAILED TO HOLD OFF
NOT CHANGED 
NOT HELD OFF

DAMAGED 
PULLED IN
FAILED TO DAMAGE 
FAILED TO PULL IN
NOT DAMAGED 
NOT PULLED IN

REMAINED 
HELPED
FAILED TO REMAIN 
FAILED TO HELP
NOT REMAINED 
NOT HELPED

PREVENTED 
KNOWN
FAILED TO PREVENT 
FAILED TO KNOW
NOT PREVENTED 
NOT KNOWN

PRESSED ON 
CAUSED
FAILED TO PRESS ON 
FAILED TO CAUSE
NOT PRESSED ON 
NOT CAUSED

BEEN RIGHT 
BELIEVED
FAILED TO BE RIGHT 
FAILED TO BELIEVE
NOT BEEN RIGHT 
NOT BELIEVED

BEEN WRONG 
CURED
FAILED TO BE WRONG 
FAILED TO CURE
NOT BEEN WRONG 
NOT CURED

WON 
LIKED
FAILED TO WIN 
FAILED TO LIKE
NOT WON 
NOT LIKED

LOST 
AVOIDED
FAILED TO LOSE 
FAILED TO AVOID
NOT LOST 
NOT AVOIDED

BLOCKED 
BEEN BORED
FAILED TO BLOCK 
NOT BEEN BORED
NOT BLOCKED

 
BEEN ANTAGONISTIC
RETREATED 
NOT BEEN ANTAGONISTIC
FAILED TO RETREAT
NOT RETREATED 
ENDURED
 
FAILED TO ENDURE
REACHED 
NOT ENDURED
FAILED TO REACH
NOT REACHED 
ABANDONED

ATTACKED 
FAILED TO ABANDON
FAILED TO ATTACK 
NOT ABANDONED
NOT ATTACKED

 
GIVEN UP
STOPPED 
FAILED TO GIVE UP
FAILED TO STOP 
NOT GIVEN UP
NOT STOPPED

 
BEEN SANE
CONFRONTED 
FAILED TO BE SANE
FAILED TO CONFRONT 
NOT BEEN SANE
NOT CONFRONTED

 
BEEN CURIOUS
COMMUNICATED 
FAILED TO BE CURIOUS
FAILED TO COMMUNICATE 
NOT BEEN CURIOUS
NOT COMMUNICATED

 
DESIRED
BEEN PRIDEFUL 
FAILED TO DESIRE
FAILED TO BE PROUD 
NOT DESIRED
NOT BEEN PRIDEFUL

 
ENFORCED
SYMPATHIZED 
FAILED TO ENFORCE
FAILED TO SYMPATHIZE 
NOT ENFORCED
NOT SYMPATHIZED

 
INHIBITED
RECOVERED 
FAILED TO INHIBIT
FAILED TO RECOVER 
NOT INHIBITED
NOT RECOVERED

HAD 
BEEN ANGRY
FAILED TO HAVE 
FAILED TO BE ANGRY
NOT HAD 

 
RESENTED
LOOKED 
FAILED TO RESENT
FAILED TO LOOK 
NOT RESENTED
NOT LOOKED 

 
FEARED
BEEN SERENE 
FAILED TO FEAR
FAILED TO BE SERENE 
NOT FEARED

BEEN ENTHUSIASTIC 
BEEN IN GRIEF
FAILED TO BE ENTHUSIASTIC 
FAILED TO CRY

BEEN CONSERVATIVE 
BEEN APATHETIC
FAILED TO BE CONSERVATIVE 
FAILED TO BE APATHETIC

INFLOWED 
THOUGHT
FAILED TO INFLOW 
FAILED TO THINK
STOPPED INFLOW 
NOT THOUGHT

OUTFLOWED 
EVALUATED
FAILED TO OUTFLOW 
FAILED TO EVALUATE
STOPPED OUTFLOW 
NOT EVALUATED

HAD OPINIONS ABOUT
FAILED TO HAVE OPINIONS ABOUT
NOT HAD OPINIONS ABOUT

In nulling this scale the pc may suddenly break down emotionally or get an overpowering reaction. (Not just a twinge or an interest in a level, since the pc will not know the real level until it is found.) If so, STOP, don’t go on. Go back to above the point where pc was all right and then carefully null back down to where you stopped. Go over this area getting in suppress and invalidate if needful and you’ll have the pc’s level found. You may lead into ARC Breaks if you persist in going on as you have by-passed charge. But the pc’s reaction must be large for you to use this mechanism. Beware of a “sell” by the pc. A pc doesn’t know the level until it is actually found. Some pcs will decide on a level and it will then read. In such a case get in Protested and Decided with “On this scale have you ......” by fast check. Don’t let your pc mess up an assessment by a “sell” or decision. But don’t keep on down a long assessment of this scale with the pc shattered by pain or emotion as the pc will suppress the right level.

When you have found the pc’s level on the above scale by elimination, then list the following question, using that level found: “In this lifetime what have you ...... (level found)?”

List the list to a clean needle so that it nuls very easily, leaving a very few in on the first nulling, only two or three in on the second nulling of what has been left in. Put mid ruds in on these if necessary. Nul out to the final Item.

Combine the Level found and the Item found. This is a very simple step. The wording may have to be altered in tense but not in sense. “Decided” may become “Decision”. “Failed to think” may become “Failure to think”. In the Item found some shift of the pc’s wording may be needful. But be very careful that you get a combination of Level and Item that makes sense to the pc and reads on the meter without protest reading too. These reads are often not very large and at best assume steep falls with TA action. So be careful to add up the Level and the Item found to a sensible statement that does not alter the sense. For instance you can err greatly if the Level was “Fear” and the Item was “Entrapment” if you vary it to “Fear of Traps”. That won’t give you the same chain at all. The correct one is “Fear of Entrapment” of course.

You can have a correct Level, a correct Item and then fail to combine the two sensibly. If so you will get (a) A confused pc and (b) A wrong chain. Either way you’ll get little TA action and no R3R done.

The Level “Failed to Convince” and the Item “Father” had better be left just that way. It gives a short chain, this lifetime, soon done. By changing the Item “Father” to “Fathers” you would go whole track but the significance is wildly altered and might not run at all. The less alteration the better. And never alter the sense of it.

Use the question: “Is the first available (Level) (Item) incident earlier than five years ago? Later than five years ago?” And using times to suit, go on with Step One of R3R.

(Note: The above scale is in random order of arrangement at this time and positions of levels on the scale have no significance.)
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(UNPUBLISHED)

Attach to this HCOB, HCOB 17 April AD 13 A COMPLETE GPM PATTERN. 

Correct HCOB 17 April 1963 as follows: 

Omit introductory paragraphs and Points of Interest. Substitute the text of this HCO Bulletin. 

In the pattern, change "Beings (People) (Those) who never goal" to BEINGS WHO NEVER GOAL. 

Change "A Being (someone) who never goals." to A BEING WHO IS NEVER GOALING. 

Omit "(Someone)" wherever it appears in the pattern. 

Change "Fervent Believers in Goaling" to ANY FERVENT BELIEVERS IN GOALING. 

Change "No Goalishness" to NO BEING GOALISHNESS for the BE form of goal. 

Change "Some Bad Condition Dependent on next goal" to THE NEXT GOAL PLUS NO or NOT PLUS THIS GOAL. 

In the example "To Create" change oppterm "Creationishness" to CREATINGISHNESS and make other pattern changes as indicated above. 

TEXT FOR HCO BULLETIN
THE AIRCRAFT DOOR GOALS
This goal pattern (HCO Bulletin of 17 April 1963 as changed) was in use in an aircraft-type set between 315 trillion years ago and 216 trillion years ago and less, and is the pattern which precedes the Helatrobus Implants in this galaxy. It remains to be seen if all preclears have it. 

The goals were given with one or more goals in a series, usually one, and that goal was To Create. The preclear possibly has this goal several times during this period. 

It was given in the mocked-up fuselage of an aircraft with the thetan fixed before an aircraft door. (There are also two or more aircraft fuselages used in the Helatrobus Implants, but the preclear moved through them, was not fixed in them.) The date is the way to tell the pattern. The Helatrobus Implants existed only between 52 trillion and 38 trillion years ago, the total life span of the Helatrobus government. If the goal is found to lie earlier, between 315 trillion and 216 trillion or later, up to 52 trillion years ago, then it is probably this pattern. 

The goal items were laid in with explosions. 

THE GORILLA GOALS
This same pattern, but given in an amusement park with a single tunnel, a roller coaster and a Ferris wheel, was used between about 319 trillion years ago to about 256 trillion trillion years ago, a long span. 

The symbol of a Gorilla was always present in the place the goal was given. Sometimes a large gorilla, black, was seen elsewhere than the park. A mechanical or a live gorilla was always seen in the park. 

This activity was conducted by the Hoipolloi, a group of operators in meat body societies. They were typical carnival people. They let out concessions for these implant "Amusement Parks." A pink-striped white shirt with sleeve garters was the uniform of the Hoipolloi. Such a figure often rode on the roller coaster cars. Monkeys were also used on the cars. Elephants sometimes formed part of the equipment. 

The Hoipolloi or Gorilla goals were laid in with fantastic motion. Blasts of raw electricity and explosions were both used to lay the items in. 

The series is always five goals. These are very simple goals, no long words. To End, To be Dead, To be Asleep, To be Solid, To Create, To Find, To be Visible, To be Sexual (not To have Sex as some pcs give it), To be Invisible, To Postulate and a very few more were used, always five goals in a series. The series usually started with To be Dead, but To End, To Sleep and To be Asleep must also be investigated as the first goal of each series. 

The pattern in HCOB 17 Apr. AD 13 is correct for all of these goals, as changed in this HCO Bulletin. 

THE BEAR GOALS
From about 256 trillion trillion years ago to about 370 trillion trillion years ago the GPMs are the Bear Goals. 

These use the same pattern, similar amusement park arrangements, the same type of goals as the Gorilla Goals. 

The only real difference is that instead of a mechanical gorilla a mechanical or live bear was used, and the motion was even more violent. 

There is, however, a change of pattern in the Bear Goals in that TWO RIs were added. These come as a pair just below "The Vast Value of Goaling." They are oppterm "Any worries about being _________ or goaling" opposed by terminal "A worried goaler." Aside from this addition, the pattern is the same as the Gorilla Goals. 

Mostly raw electric sprays are used in the Bear Goals to drive in the items. 

The Bear Goals were handled by a group called, I think, "The Brothers of the Bear" and were the ancestors of the Hoipolloi. 

THE BLACK THETAN GOALS
From about 390 trillion trillion years to 370 trillion trillion years ago, the Black Thetan goals were given. 

These were given in a glade surrounded by the stone heads of "black thetans" who spat white energy at the trapped thetan. The trapped thetan was motionless. 

The pattern is the earliest "To" form of GPM now known. 

There were six RIs per goal, consisting of: 

· Accomplished 

· Not Accomplished 

· Action (ing) 

· Never Action (ing) 

· Goal 

· Not Goal 

There were from 15 to 18 goals in the series, all of a simple nature such as To End, To be Dead, To be Asleep, etc. 

The full series will be published at a later date hut is easily reconstructed, always following the same pattern of six. 

THE INVISIBLE PICTURE GOALS
From somewhere around 110,000 trillion trillion years ago or earlier to 390 trillion trillion years ago, the most difficult GPMs on the track were given. These contain four RIs per set, positive-negative in dichotomy, (example: Wake, Never Wake, Sleep, Never Sleep), the four given five times for every one picture shown. This makes 20 firings per picture. 

But the first picture is invisible and the thetan afterwards is not expected to find then the first twenty firings of RIs (four in a row, repeated five times). This makes a "vacuum" for a picture and groups the bank. This type of implant is probably the source of vacuums in the reactive mind. 

The remaining pictures vary during different periods of the sequence, but consist usually of a scene of a cave, a railway, an airplane, a view of a sun and planets. The first "picture" making the total number of five is invisible and is no picture. 

The pictures have a moving object in each (except the invisible one) which backs up halfway through the series. 

The trick is to get the RIs out of the invisible picture, particularly the basic first four. 

The RIs also fire right left, then left right so that the "Never" RI the next time has swapped sides. They go positive, negative, then, with swapped sides, positive negative. 

They are simple aberrative words. Start, Never Start, End, Never End are always the first firings, followed by Begin, Never Begin, Stop, Never Stop for the second whole series of firings. The same four run through all five pictures. Then the next four go through all five, etc. 

There are many words used. 

Early in the series 3-dimensional sets were used, late in the series only 2-dimensional pictures were employed. 

_____________

There may be earlier GPM-type implants but the Goal idea does not go back earlier evidently than 390 trillion trillion years -- in the "Black Thetan" Implants. Earlier material is only positive, negative and dichotomies according to present data. But the earlier ones are more aberrative to the pc. 

_____________ 

PROGRAMMING
The trick is to run a full series through on any of these as found, no matter how late it is in the period, then find the first time the series was given the pc and run the complete series. Then get the next earlier type of series and do the same thing. 

Your pc may not have been in the areas where these patterns were used and may have different types of implants. If so, make sure first that the implant you have found does not contain one of these patterns before going to the hard labor of trying to make one up with the pc. 

LATER DAY IMPLANTS
Between 38 trillion years ago and present time a lot of off-beat implants can be found. They sometimes have only pictures, sometimes only items, sometimes items and pictures both. They are usually short, often have no goal in them, only positive -- negative commands, and are not hard to work out. The pc can usually get them easily if they're on his assessed R3R chain. 

_____________ 

WARNING
In a complex GPM pattern almost anything can be made to fire until the exact RI is found. Then no RR is left. 

Wrong RIs leave white mass and eventually crumple up the engram. Missed RIs leave black strips or patches. Partially discharged RIs leave gray patches. Restimulated but not run RIs turn everything black in the picture. 

Scan a pc through RIs you don't suspect and it all goes black. 

Get a wrong date or wrong duration and the pc has no visio or pictures that don't belong there. 

_____________ 

SUMMARY
This is a rapid resume of principal GPMs on the track. Where the pattern applies it must be done exactly as given. 

(Note: All trillions used are US trillions which are 1,000 million.) 

L. RON HUBBARD
Founder 

HCOB 20 AUGUST AD 13
SCIENTOLOGY THREE & FOUR
R3R—R3N
THE PRECLEAR’S POSTULATES

We have long known that the preclear’s postulates made at the time of the incident contained charge.

As the preclear is moved back on his time track beyond Trillions Three, you will find that incidents and Reliable Items contain less charge proportionately to the pc (who was stronger then) and that the pc’s postulates made then contained more charge.

In short as you go earlier on the Time Track, the incidents seemed weaker to the pc then and the pc, being more capable, had stronger postulates.

Thus it is not uncommon to find a GPM on the early track producing only falls on the pc and the pc’s postulates made at that time rocket reading (or falling).

This, in fact, gets even more disproportionate so that on the very early track you might find that running RIs out of a GPM produces no TA motion, but taking the pc’s postulates out produces a TA blow down that “goes through 7” (around the whole TA dial and back up).

In my recent surveys of the Tone Arm and its relationship to auditing, it became apparent that three types of charge existed in a GPM.

1. Charge as an engram.

2. Charge as Reliable Items.

3. Charge as postulates.

All three must be removed from a GPM.

Any incident, wherever it is on the track, contains postulates (comments, considerations, directions) made by the pc at that time.

Thus in all incidents the pc’s postulates must be called for and removed.

To remove a postulate from any incident, have the pc repeat it until it no longer reacts on the needle of the meter. If it comes down to a persistent tick get suppress off it and get it repeated again, just as in the case of any RI in a GPM.

DON’T LEAVE POSTULATES CHARGED.

Treat them like GPM Items whether in a GPM or an engram.

Add to your ARC Break L lists L3 and L4, “Have we by-passed any postulates?”

There are implants which tell the pc not to erase his own postulates. There is also a Bear Series Goal “To Postulate”

Sometimes the postulate lies ahead of the actual engram in R3R. Example: A man decides to get hurt, then enters into an engramic situation. The engram does not wholly free until the postulate is removed.

Occasional calling for “any postulates, considerations or comments you had in this incident” while running R3R engrams or R3N will keep the incident going well.

When the pc says one, have him or her repeat it until it no longer reacts on the needle.

I bring this up at this time as I have found a case that got no TA action on engrams or GPMs or RRs on RIs until the postulates were given special attention, at which time TA action of an excellent kind occurred.

SUMMARY

A stuck TA is always caused by running the pc above the pc’s tolerance of charge. You can stop any TA by ramming the pc into incident after incident without cleaning them up. A postulate is only one kind of charge.

At any position on the Time Track also look for the pc’s postulates. Early on the Time Track expect them to occasionally “blow the Meter apart”.

Flatten any postulate found by getting it repeated until the reaction is gone off the needle. And all charge, of course, on anything, whether falls or RRs, must be removed from engrams or GPMs.

L. RON HUBBARD

LRH: dr.bh

HCOB 23 SEPTEMBER 1963
SCIENTOLOGY 0 TO V
TAPE COVERAGE OF NEW TECHNOLOGY

Due to certain pressures in the world at the end of 1962, I deemed it advisable to speed up research as a means of handling developing situations.

This activity proved fruitful beyond any expectations for the period devoted to it.

To increase an already burdened personal time schedule was not without repercussion. It was in the first place impossible to crowd more action into the crowded hours but somehow I did so. I cut out all social engagements, almost all appointments and even reduced time spent talking to students. I canceled all lecture appearances abroad. I let my cars and motorcycles rust and my cameras gather dust. I kept Mary Sue up all night auditing or being audited. And somehow, through the devotion of staff, everywhere, kept the show on the road and handled the legal front also.

The stepped up schedule period has not ended but the golden knowledge has been gathered in and all targets hoped for have been exceeded.

This period has also been hard on staff, students and all Scientologists due to shifting technology.

One of the ways of reducing research time is omitting written records. Therefore I have relied on the Saint Hill Course Lecture tapes to bear the burden of collecting the data together.

On these tapes over a certain period we have a full record of the results of this stepped up period of research.

What one is greeted with, in listening to these tapes, is a whole new clarification of Scientology including breaking it into progressive classes or levels of data.

Hardly any HCO Bulletins mirror this period. It is all on tapes.

A full progressive summary of Modern Scientology from the lowest to the highest levels is to be found on the following tapes:

24 July ‘63 — ARC Breaks and the Comm Cycle.

25 July ‘63 — Comm Cycles in Auditing.

6 August ‘63 — Auditing Comm Cycles.

7 August ‘63 — R2-H Fundamentals.

8 August ‘63 — R2-H Assessment.

14 August ‘63 — Auditing Tips.

15 August ‘63 — The Tone Arm.

20 August ‘63 — The Itsa Line.

21 August ‘63 — The Itsa Line (continued).

22 August ‘63 — Project 80.

27 August ‘63 — Rightness and Wrongness.

28 August ‘63 — The TA and the Service Facsimile.

29 August ‘63 — Service Facsimile (continued).

3 September ‘63 — R3SC.

4 September ‘63 — How to Find a Service Facsimile.

5 September ‘63 — Service Fac Assessment.

10 September ‘63 — Destimulation of a Case.

11 September ‘63 — Service Facs and GPMs.

12 September ‘63 — Service Facs.

17 September ‘63 — What You Are Auditing.

18 September ‘63 — St Hill Service Fac Handling.

19 September ‘63 — Routine 4M-TA.

24 September ‘63 Summary— 25 September ‘63 (These three lectures not yet given at time 26 September ‘63 of writing this HCO Bulletin.)

Additionally we have some earlier tapes that amplify the material of the pc’s Actual GPMs and the theory behind them in:

20 November ‘62 — The GPM.

28 March ‘63 — The GPM.

2 April ‘63 — Line Plot, Items.

4 April ‘63 — Anatomy of the GPM.

16 April ‘63 — Top of GPM.

Other tapes made up to 24 July 1963 carry the full story of Implant GPMs, their patterns and handling and the Whole Track. These have only passing importance as a pc’s Actual Goals and GPMs are a thousand thousand times more aberrative and important than Implants. But one has to know the extent and nature of Implant GPMs in order not to get them confused with Actual GPMs.

The road into Scientology, the road to Clear and the road to OT are all delineated on the tapes listed above between 24 July ‘63 and 26 September ‘63, a total of 25 tapes. (I anticipate 3 of these lectures for this week in order to get out this HCO Bulletin. )

Thus in 25 1/2 hour tapes we have a summary and clarification and new data on Modern Scientology for all levels and classes.

Auditing has been redefined, comm cycles have been inspected, Service Facsimiles have been unearthed and clarified. Most old auditing problems have been swept away and the road has been opened.

This has been a fantastic and dramatic period in the history and development of Scientology and I’m proud that it came off.

And I thank you from the bottom of my heart for the floods of congratulations that have been pouring in from everywhere as these tapes have been released.

History has been made. Scientology is capable of fully freeing Man.

L. RON HUBBARD

LRH :jw.cden

HCOB 17 OCTOBER 1964
Issue III
CLEARING
WHY IT WORKS
HOW IT IS NECESSARY

The wrap-up of Level VI this last year brought about a full explanation of why clearing works at lower levels. And it also brought about why some could not be run at once on R6.

The reasons are quite simple.

The basis of the reactive mind is the actual Goals Problem Masses (GPMs).

Life has pulled these out of position and thrust the pc into the mess.

When you find what lock words have been tied into the GPMs in this or even an earlier lifetime and key them out (destimulate them) (untie them from the main mass) the GPMs sink back into proper alignment and cease being effective.

This makes a Key-Out Clear.

This condition is valuable because the GPMs are now confrontable one by one (not dozens by dozens) and Routine 6 can be run easily on the preclear.

Once Routine 6 auditing has begun one can only handle the derangements of masses by List 6 By-Passed Charge Auditing by Lists or, in an ARC Break, by using List 6 as an ARC Break Assessment.

(If you seek to return to Clay Table Clearing after beginning R6, you get only locks on the Item the pc has been left in and cause only upset. So you never return a pc to Clay Table Clearing once he has begun R6. Moral, don’t begin R6 too soon. Clear first.)

That the state of Clear is transient and impermanent does not make it less worth while. In itself it is of enormous mental value and the full results never fade—only some of the bloom. That’s because the main bank is brought back into restimulation by Life or the pc’s overts, etc.

It is easiest to run R6 on pcs who have at some time or another been cleared. It is also possible to run R6 immediately on some rare pcs because they are just about clear anyway. It is risky to attempt R6 on the average pc who has not been cleared. Some pcs can’t be audited at all on R6 until they are cleared.

That is because they have too many lock words (words not in the GPMs but close in meaning) keeping the large chunks of the reactive mind in present time. When these lock words are handled by being found and understood the reactive mind drops out of restimulation and one can then run it out in an orderly fashion, Item by Item and GPM by GPM.

Those are the mechanics of the reactive bank itself, the real use and value of clearing in auditing, and the conditions necessary for the successful handling of Routine 6.

From the first moment he starts being audited, the pc is heading first for orientation in his environment (fewer PTPs and conflicts with others around him), second for release (from the feeling he will only get worse and can’t progress—done by giving him small wins), third by getting rid of his physical problems, fourth by clearing away the locks on the reactive bank and fifth and sixth by running out the reactive bank itself. (Note: Fifth is mentioned as it is also encountered in the form of whole track, not always necessary to handle.)

Once the reactive mind is vanquished, the pc is again capable of his full potential as a being.

If you try to short-cut it you get failed cases.

So that’s the why of levels and their design and even if unpopular they are the necessary steps across the bridge.

If somebody comes along and says it can be done with a needle and syringe or whirling until one is dazed or sitting on a mountain top gazing at his navel, he has a perfect right to say it. But the road out, whatever the process followed, must overcome the obstacles listed above or it is no road but a trap.

My responsibility has been to find the way, to develop the processes by which it could be walked safely and to communicate what I know about it to the best of my ability even across barriers erected to communication and against the wishes of those who place value in slaves.

There could have been a thousand other ways, a million variations, a billion reasons why one should not go. But if there are other ways, Man has not found them and indeed has only laid more difficulties by his past efforts.

That is the way.

It can be travelled. Truth is not always popular. That is why there is so little truth for men are commonly frightened things. One can’t rush from nowhere to the stars. But there is a way.

L. RON HUBBARD

LRH :jw.rd

HCOB 22 SEPTEMBER 1965
URGENT URGENT URGENT
RELEASE GRADATION
NEW LEVELS OF RELEASE

Further research has revealed additional data concerning Releases which makes it necessary to rename the types of Release, or else deny preclears all the benefits available from states of Release.

As mentioned in earlier lectures there are several intermediate stages of Release between Level Zero and Level Five. I have finally isolated these and they agree with the Gradation Chart of Levels.

This changes also in some degree the upper levels of Academy training materials without actually adding any but only reassigning the same materials to different levels.

This discovery came out of a survey of the only things that could balk a case. These also are the main things an auditor has to be careful about in pcs. Further study revealed the state of Release to be available on each of these points and therefore, both to make Releases and better trained auditors, these were fitted in to the Gradation Chart in natural sequence as the dominant points stressed on each level.

The points are the same as those covered in the current “Out Tech” Bulletins and lecture.

They are:

Communication

ARC Breaks

PTPs

O/Ws

Continuous Overts

So as to minimize any upset in introducing these additional levels of Release we will cease to call Release by stages and call them by Grades. 

In earlier material and lectures the terms “1st Stage Release” indicated a person released anywhere between Level Zero and Level IV, a “Second Stage Release” indicated a Power Process Release, a “Third Stage Release” was one made by orientation processes and a “Fourth Stage Release” meant one made by R6 EW. This was before I found that the additional levels were important or obtainable. Without wiping out the meaning of these “stages”, we will simply cease to use them to designate Releases and designate by GRADES. We will then use the exact processes of the grades that obtain the state of Release for the preclear and thus keep things straight.

This then is the new Grading:

Type of Release Type of Process

Grade VII — 
CLEAR

Grade VI Release — 
R6 EW

Grade V Release — 
Power Processes

Grade IV Release — 
Service Facsimiles

Grade III Release — 
ARC Break Processes (old R-4-H renamed R-3-H)

Grade II Release — 
O/W Processes (including the “Joburg”)

Grade I Release — 
Problems Processes (such as Probs Intensive or CCHs)

Grade 0 Release — 
Communication Processes

Any one of the above group of processes can (and should be) run to a Floating Needle (and not one command beyond it).

With auditors warned of the consequences of running beyond the state of Release and people easily rehabilitated to the state even if it is overrun, it will be found that the state is attainable at each level with smooth auditing.

This ties smoothly into training as a class of auditor is capable of making a class of Release.

Knowing why people Roller Coaster (Potential Trouble Source) and what an SP (Suppressive Person) is and by carefully handling training of auditors in accordance with the “Out Tech” materials we can easily attain these states for preclears.

The discovery is actually contained in the first material issued that calls attention to not further auditing Releases. They could have their ARC Breaks, PTPs and Overts handled. This when I followed it up showed that additional Release states existed for these types of phenomena.

There are some additional processes that can be run at certain levels and as these are proven out they will be added as alternate processes to the level. However, it will be found that when a preclear goes Release at a Grade, it will not be advisable to further audit him or her in that grade on an additional process once the phenomena of Release has been attained for that grade. It may be that if a pc fails to go Release on the recommended process for that grade, another process for that grade included under the type of process for that grade may be used. For instance, on Problems, the pc does not go Grade I Release in the regular buttons of a Problems Intensive. Other buttons may be found and used.

Or the preclear may be run on “Rising Scale Processes” or another process listed for that grade, all toward the goal of making the pc a Release from Problems. You don’t run a pc on the next grade just because you couldn’t Release him on the lower grade. You run the additional processes of a grade until he releases at that grade.

At Grade Zero you run Comm Processes of whatever kind until you have a Grade O Release.

That means a “Communication Release”. Then you do the same at Grade I and run any version of problems, that affects the person’s problems until you have a Grade I Release, a “Problems Release”.

Therefore you are releasing the person on certain subjects at each grade. The scale can then be written like this.

Grade VII CLEAR — 
Bank Erased

Grade VI Release — 
Whole Track Release

Grade V Release — 
Power Release

Grade IV Release — 
Habit Release

Grade III Release — 
ARC Release

Grade II Release — 
Overt Release

Grade I Release — 
Problems Release

Grade 0 Release — 
Communication Release

You can readily spot that under each of these headings we have several effective processes in addition to a principal process.

The most indicated processes for these levels are listed in the first list of grades above.

If a former Release went Release on, let us say, Problems, he can be rehabilitated on the Problems Release and then audited on any of the other Grades from IV down. In short, anyone who went Release on one of these Grades from IV down may not be audited further on that Grade but can be released on any one of the other Grades 0 to IV omitting only Grade I Release, Problems.

Of course from V (Power Processes) on up it becomes improbable to run a lower grade but it possibly could be done on some cases. However, a Grade VI Release (R6 EW) can’t possibly be run below Grade VI. And on a Clear, there’s no bank at all, only freedom.

It’s also noteworthy that it’s all but impossible to do Grade V, Power Processes, on a former Release that has not been fully rehabilitated on the lower grade.

In training it is therefore necessary to put a Meter in the hands of a student at Zero and have him able to clean Tone Arm action well at Level I, be able to detect and clean reads at II and not clean cleans, be able to assess at III and find Service Facs at IV.

This means also that at Zero you teach the student all about Communication, its formula and the Comm Cycle and TRs. At I you teach repetitive commands, Problems Intensives (assessed by an upper class auditor as we used to do) and the CCHs (which pull the person out of problems and into PT). At II you teach a student all about STUDY (the genus of overts is the misunderstood) and O/Ws.

At III you teach the student all about ARC and ARC Breaks and assessment and how to do old R-4-H in full and expertly. And at IV you teach the student all about “Deds” and “Dedexes” (History of Man) and justified O/Ws and Suppressives and PTSs and how to find and run Service Facs. And at V you review the student and classify fully all lower grades. And at VI you teach the student all about R6 and how to do R6 EW and as the student moves to VII you teach Power Processing and give the student the final materials to go on to Clear himself.

As I promised to do some time ago, that neats up all training into a form that can be firm, finally published in eventual book form, and which puts the stress on the most important data in auditing.

Parts of the mind, Codes, scales, other background data can be woven into the proper levels without overloading any.

Obviously then, you teach the student the theory in the Certification course and the drills and key processes for the grade in the Classification course of the proper level.

This neats up both training and processing, releasing and clearing.

This does not prohibit one from handling ARC Breaks or PTPs or overts in rudiments at any level, really. Handling a rudiment is just getting the pc going. It puts the heavy processes that handle ARC Breaks in life and the past, the problems, etc each in its proper level.

The rule applies that you must not overrun one of these heavy grade processes and must halt it the moment a free needle appears on it. Or if the TA goes out of it and it hasn’t released the pc and hasn’t been overrun another process can be run for that grade to handle the subject of that grade.

But I think you will find that the primary process of the grade will do it uniformly if well audited.

Here then is the additional data that belongs on your Gradation Chart and modernizes it.

L. RON HUBBARD

L RH:ml.rd

 [This HCO B is supplemented by HCO B 27 September 1965, Release Gradation Additional Data, on the following page.]

HCOB 27 SEPTEMBER 1965
RELEASE GRADATION
ADDITIONAL DATA

(Supplements HCOB 22 Sept 65)

The Grades of Release as covered in HCOB 22 Sept 65 have been named and will be found, with auditor classes, in the ROUTING CHART of 26 Sept 65 being issued with “Auditor 10” in October 65.

These Grades and names are final, and they designate what is to be run on the pc to obtain the various states of Release.

A table follows:

	Grade
	Name
	Materials
	Former Name
	Where Done

	Grade VIII 
	Operating Thetan 
	R1 Drills 
	Operating Thetan 
	Saint Hill

	Grade VII 
	CLEAR 
	Clearing Course 
	Clear 
	Saint Hill Solo

	Grade VI Release
	Whole Track Release
	R6 EW 
	Stage 4 Release 
	Saint Hill Solo

	Grade VA Release
	Power Plus Release
	Added Power Process 
	Stage 3 Release 
	Saint Hill by Class VII Auditor

	Grade V Release 
	Power Release 
	Power Processes 
	2nd Stage Release 
	Saint Hill by Class VIIs

	Grade IV Release
	 Ability Release 
	Service Facsimiles
	None 
	Saint Hill or HGCs—Any Class IV or above

	Grade III Release 
	Freedom Release 
	R3H ARC Breaks
	 None 
	SH or HGCs— Any Class III or above

	Grade II Release 
	Relief Release 
	O/W Processes Missed w/hs Joburg
	None 
	SH or HGCs— Any Class II or above

	Grade I Release 
	Problems Release 
	Probs Intensive Any Problems Process Hidden Standards Book of Case Remedies
	None 
	SH or HGCs— Any Class I or above

	Grade 0 Release 
	Communications Release 
	Level 0 Processes  (0-0, 0-A, etc) 
	Keyed-Out Clear Book I Clear 
	SH or HGCs— Any Class 0 or above

	Ungraded 
	Scientologist 
	Assists of all types
	None 
	Anywhere—any Qualified auditor or Scientologist


It is obvious then that GRADE CERTIFICATES FOR PRECLEARS lapse and are no longer issued and are replaced by Release awards, awarding “Grade ____Release” when attained.

It is also obvious that as these states all existed before they were discovered then REHABILITATION OF FORMER RELEASE is addressed to rehabilitating these grades. When rehabilitation is done and the state recovered for the pc a “Grade_ Release” for the Grade actually recovered is issued.

The SAME rehabilitation processes as issued are used for every type of Release.

Preclears were sometimes released in more than one grade and Former Release is rehabilitated (and sold) for each grade the pc was formerly released on.

All grades formerly attained must each one in turn be found and rehabilitated and each one is separately declared by Certs & Awards. Therefore a pc going release on a simple Qual Division checkout must be urged to get a rehabilitation as there may be other former release states there and for anyone rehabilitated as a former Release many other grades (as per chart above) are available to be audited up to.

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

REHABILITATION OF FORMER RELEASE

Technically you will find just these phenomena as given in the Routing Chart of Auditor 10 and the 22 Sept HCOB were the subjects of release.

Sometimes a pc was according to him released formerly on some other process or subject than those given on the Chart. You will however find that it relates to one of the Grade Subjects (Comm, Problems, O/W, ARC Brks, Service Facs, as the total of the Grades up to IV).

Example: Pc reads as Released on CCHs. OK, that was a Problems or a Comm Release. Why?

It was because pc came to PT away from his problems of the past or because pc got into comm with the universe. Just decide which.

Example: Pc checks as Released on the button “Importance”, run in brackets or concepts. This wasn’t any Grade Vl Release! It was probably Problems that were cleaned up or even O/Ws; therefore it was a Grade I or II.

You have to see which Release Grade it was and that’s easy since the pc will tell you even without your asking that he “got over his ARC Breaks” or “His problems didn’t worry him”.

On old-time processes, R2-12, Rising Scale, even Engram Running, the point where Release was attained was because a Comm block, a Problem, an O/W, an ARC Break cleaned up. It wasn’t the old process that determines the Grade the pc was formerly released at so much as which of the Grade subjects were relieved at the time.

ERROR

The biggest error you can make in rehabilitation of a former release is to grade him too high and by-pass available charge for further releasing.

In the earlier grades you can go from Grade IV Release to Grade 0 Release to Grade II, etc.

They are not entirely consecutive from 0 to IV. They are from V up.

For instance you rehabilitate a pc as Grade II Release (overts and withholds) by standard rehab approach. He is then declared a Grade II Release of course. However he can be run on Comm Processes to obtain Grade 0 Release or on Problems to obtain Grade I Release and better had be.

As we have formerly released so many on so many different processes the background for rehabilitation is ragged at this time.

New people can be moved up smoothly from Zero to IV. Older Scientologists will go up and down from Zero to IV.

You will find at times that somebody you are trying to audit to a certain Grade suddenly recalls being released at that Grade. The proper action then is rehabilitation of the Grade, not continuing to run the Grade.

All this is really quite simple.

The BIGGEST error is and will continue to be not noticing a state of Release occurring while running a process and then overrunning it and engulfing it. You don’t always see the free, floating needle—it is at times brief.

NERVES

For a while auditors will be very nervy and err by underrunning processes and failing to flatten them. Some auditors will see a floating needle everywhere. Some will remain blind to them and grind on and on.

The thing to do is eventually find the happy medium. Don’t underrun or overrun. Just notice when the process has produced a floating needle and carry on when it has not.

And listen for those big pc upsurges in tone and halt there. And watch for the rising Tone Arm that goes to 5. Mostly it’s an overrun. But some pcs who always were at 5 weren’t ever formerly released and will need Power Processes to get them started.

Power Processing also combines a lot of lower grade results. But it is hard to Power Process pcs who have never had lower grade releasing. The Power Processing becomes very lengthy. However, real tough cases can’t attain lower grade release states and so have to be Power Processed at once instead of after properly attaining the lower grades. These “at once” Power Process cases, who have had no former release grade, are pretty Suppressive. 

However, some pcs’ Tone Arms can be at 5 and the pc can act Suppressive if it all stems from unnoticed lower Grade releasing that was never observed or rehabilitated .

It is interesting that a Grade V Release (Power Process) cannot thereafter be processed below his Grade. But this is a new set of processes. You won’t find any Former Release Grade Vs. They just never made Grade V before, even by accident.

Grade VI Releases (R6 EW) don’t easily respond thereafter to Power Processes. But remember, that’s a Grade VI Release, not somebody who came up with a few bits of R6 EW.

You can’t run a Grade VII (Clear) on anything but he can be drilled on getting about the universe and getting familiar with himself and what he can do.

Grades VI and VII really cannot be successfully audited except by oneself—solo. If somebody else did audit them on a pc, the pc would not prosper. He’d be a fool and quite confused. These Grades (VI and VII) require knowledge. Without it it’s pitiful. Auditors who have tried to audit raw meat pcs on these Grades have gotten into serious messes not with us but in their own activities all stemming from trying to make a baby be vice president in six easy lessons. Two such auditors blew Scientology—they themselves had no real data or release grade or even case gain yet they tried to use VI materials on raw meat and it all went wrong and the pcs today mostly snarl and natter. Their way is barred by their antagonism.

It takes a real thetan to stand up to VI and VII. Ask somebody who has been there.

I trust these new Grades I found will help straighten out a lot of things.

L. RON HUBBARD

LRH: ml.cden

HCOPL 5 MAY 1965
REISSUED 4 JULY 1970
CLASSIFICATION, GRADATION AND
AWARENESS CHART

You will find a chart enclosed in The Auditor Issue 8. It covers many things.

There are about 52 levels of awareness from Unexistence up to the state of CLEAR.

By “Level of Awareness” is meant that of which a being is aware.

A being who is at a level on this scale is aware only of that level and the others below it.

To get a case gain such a person must become aware of the level next above him.

And so on up in orderly sequence, level by level.

If you skip a person on one level several levels up, he or she will experience only an unreality and will not react. This is expressed as “no-case-gain”. On the E-Meter it registers as “No Tone Arm Action” meaning there is no meter registry of change on the meter control lever (tone arm).

A person audited a bit below or at his level of awareness gets “Tone Arm Action”, Case Gain and has cognitions (new concepts of life).

A principal contribution of Scientology is the technology necessary to change people so that they progress into higher states of ability when processed on the exact processes required by an auditor qualified by training to apply the processes expertly.

It is not only general ability that increases, but IQ, renewed livingness and the skill and ability to better self and conditions.

The state of homo sapiens runs from around - 4 down to the bottom. Normal is probably much lower.

As you study the chart you will see it is a road map upward.

On the left we see the Class of the Auditor necessary to take the person up as well as the Grade the preclear reaches.

In the next column we see his certificate name, obtained through his training at an Academy and, later, Saint Hill.

Then we see a very general description of the processes used on that grade.

The next column shows what pcs a classified auditor can audit. He can audit anyone at his Class numeral or below. He cannot audit pcs higher because of course he has not been trained to do so and is likely to have upset pcs.

The final column shows where the certificate and class is obtained.

THE BRIDGE

This is the famous bridge mentioned at the end of Dianetics: The Modern Science of Mental Health.

It is now complete and is functioning. The being enters it from somewhere in the minus regions as a Beginning Scientologist and moves on up. At about Grade II he has definitely reached Homo Novis. He becomes a RELEASE somewhere between II and V. And he becomes CLEAR at the top of VI. The state of Operating Thetan is attained above VI and is a Grade VII.

For Man to have this at all is quite remarkable. He never had it before since we find him improving but still, on the average, well below - 4.

By following this chart one can make RELEASE and then CLEAR.

Up to Grade V one of course has help. But above that technical limitations bar completely the idea of CO-auditing. Some auditors will attempt it, themselves very far from there case-wise, and some have tried to show untrained pcs how to “solo audit” with a meter. The common result is that the pcs eventually collapse in a total overwhelm as they are not trained to handle such forces and so it is a cruel thing to do.

The preclear moves safely on the proper bridge and somewhere along the line must be trained in the classifications that match his Grade. Then (and only then) can he make it all the way.

One can be audited quite a ways. Then he had better get trained from zero on up.

You see here some new certificates. These were made necessary by the gap which existed between the higher-toned public person (- 5) and the beginning of the span. We had to have a longer approach on the bridge. And so we put a certificate ladder there.

Beginning Scientologist is given for a PE and so on up as the chart shows.

The Class material has not been changed. If anyone has a Class Zero he is still a Class Zero but we will give him a new certificate to replace his old one. And so on.

There is no change in Grades and Certificates from Class II up. Class V has been blank for years. Thus there is a proper certificate there, the HUBBARD VALIDATED AUDITOR. It says this auditor has been through a review of all his lower skills plus new ones and can jump off now for Solo and CLEAR.

Previously we not only did not reach into the average homo sapiens awareness but we also had no means of touching cases much below - 4.

You are probably intrigued by Class VII. These Power Processes are what the CLEAR (or Auditor almost there) audits on low level pcs. Auditors below that case level can of course run them a bit but the processes shortly cave him in. These processes are only available at Saint Hill as they have just recently been perfected and an auditor to do them without danger to himself or the pc has to have interned at Saint Hill as a Saint Hill HGC staff auditor, not the same as a Class VI Saint Hiller.

The thing to do is start in your local Academy at Zero on the chart and move on up.

Today that is faster and less expensive than you would think.

There are two courses to one class. First one does the Certificate Course (Theory) and gets his certificate. This takes the average student about two weeks. Then one takes the Classification Course (Practical) for that class and gets his Provisional Classification. Every auditor must be classified now. This again takes the average student about two weeks. All the courses from Class 0 up to IV are arranged that way.

The material has been streamlined. Class V, obtained at Saint Hill, is longer (and remains the same price as always) as it reviews all the classes and retrains where necessary and awards permanent classification for all the lower certificates as well as Class V.

Some auditing occurs in the Classification Course and group auditing occurs daily.

An unclassed auditor cannot charge a fee for auditing a grade he is not classed for and if he is turned in to HCO because of it the pc can regain all the fee from him. We must make it a safe bridge. Our entire Ethics system is formed just to make it a safe passage for the pc and to hold the bridge together so it can be crossed by Man.

Auditors routinely make Releases with Academy courses today.

Auditors graduated from the Saint Hill course can then take the final steps to make themselves Clear and Saint Hill Interns are trained to make Releases of the lowest cases.

Training fees are uniform in the U.S. now at $100 for each course. In all Commonwealth countries the cost is £28 a course sterling (convert to local currency).

There is one course for Certificate, followed by another for Classification.

Field auditors can charge anything they like for HAS and Beginning Scientologist courses. And Hubbard Book Auditors can become HQS through extension courses.

Your org may possibly give the lowest course free and charge very little for the HAS.

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

My job is to give you the materials to make Releases and the skill to make Clear. I have done and will do everything I can to help anyone attain these hitherto unreachable heights of life and ability.

The bridge is not only in, it is functioning every hour right now. Book early. The traffic is heavy already. And auditors are the scarcest and most valued beings on this planet.

L. RON HUBBARD

LRH:nt.aap
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HCOB 18 MARCH 1974
E-METERS
SENSITIVITY ERRORS

An auditor must set the Sensitivity of an E-Meter exactly right for each pc.

The setting is different for almost every pc.

TOO LOW

Too low a Sensitivity on some pcs (like Sens 5-32) will obscure reads and make them look like ticks. It will obscure an F/N. Whereas a Sens 16-128 will show reads and F/Ns.

A pc can be hindered by the auditor not setting the Sensitivity high enough to show reads and F/Ns. Items are missed as well as F/Ns.

TOO HIGH

When auditing a flying pc or a Clear or OT the auditor who sets the Sensitivity too high gets weird impressions of the case.

“Latent reads” on such a case are common. They aren’t latent at all. What happens is that the F/N is more than a dial wide at high Sensitivity and a started F/N looks like a read as its sweep is stopped by the pin on the right of the dial.

In this way uncharged items are taken up, the case is slowed, overrun and general upsets requiring repairs occur.

On one hand electrode an OT VII sometimes has a 3h dial wide F/N at Sens 5-32.

This would mean a 3/4 dial F/N at Sens 2-32 with two cans.

A Clear sometimes has a floating TA at Sens 32-32 instead of an F/N. He would have to be run at Sens 3-32 two cans to keep him on a dial or detect F/Ns.

This is a very important matter as the auditor will miss F/Ns, think beginning F/Ns are reads and as the Pre-OT is off the dial, miss reads.

Thus uncharged areas are run and charged ones are missed.

The result is very chaotic to repair.

Some lower level pcs also have a need for lower Sensitivity settings.

SUMMARY

Sometimes an easy pc looks very difficult just because of wrong Sensitivity settings.

Set the Sensitivity for the pc for a half dial F/N maximum or minimum.

Don’t get repairs.

Get wins.

LRH:ntm.rd L. 







RON HUBBARD
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