Boletim Sectorial de Operações N.º 8
A Todos os Membros de Projectos OT.

210582-03 (TELEC)

Bill Franks via Sub-Comodoro Capitão Bill 

(Coordenador de Projectos OT, Terra (Mundial))

Caro Bill -

Gostei muito de ter notícias tuas.

Agora sabes como é usar o “chapéu” de Dir. Executivo. Int. em todos os seus aspectos. Eu afastei-me há alguns anos e as mesmas acusações me foram feitas pelas entidades estatais e malquerentes. Parece haver aqui uma lição em qualquer sítio, hem? Bom, é muito simples:

 Primeiro,
um jogo é jogado e observado neste universo em muitos níveis ao mesmo tempo, a fim de permitir “randomity” (grau de acaso) e interesse.

 Segundo,
ao assumir-se uma identidade ou posição num jogo, tem de se assumir responsabilidade por cada nível e pelos efeitos criados nele pelos próprios postulados.

 Terceiro,
uma análise dos vectores em curso (direcções das intenções dos jogadores e peças em relação à meta e à meta de oposição) tem de ser feita regularmente.

 Quarto,
os efeitos dos vectores na história futura são vistos de uma posição exterior (Pan-Determinada).

 Quinto, 
o ponto chave ou centro de pressão dos vectores está localizado onde o exercício de um  mínimo de força, comunicação, etc., provocarão um máximo efeito.

 Sexto,
este ponto é ocupado e usado para originar o novo postulado ou o vector de resolução determinado em três e quatro acima.

 Sétimo,
o ponto, e a manutenção da propagação do vector a partir dele, é delegado num companheiro do grupo.

Oitavo,
outro ciclo é feito.

Esta é a lei natural dos jogadores bem sucedidos nos jogos deste universo (e de outros também). Como vês, de acordo com isto, os OTs têm vantagem sobre os seus oponentes em quase todos os casos, visto poderem exteriorizar, mudar de ponto de vista, postular e percepcionar, permear e penetrar melhor do que qualquer oponente não OT ou menos OT.

A maior quebra de ARC para um jogador, pode surgir no passo Sete, quando não existe um companheiro de grupo, ou quando este é traiçoeiro - não duplicando, alterando, parando ou invertendo a propagação do vector que lhe havia sido confiada. Isto fixa a atenção e prende o jogador nesse ponto exacto do ciclo impedindo-o de continuar o ciclo correcto do jogo. Daqui vem a minha política de nunca usar uma linha quebrada.

Contudo, uma resolução superior é apanhar o Passo Sete, reavaliar os Passos Três a Cinco com ele, e introduzir o resultado no Seis com um novo Sete. Feed-back, Controlo de Qualidade ou revisão, são os vários nomes para esta acção.

Trata-se de um pequeno segredo que tenho mantido desde que analisei os jogos no princípio dos anos 50. Está agora disponível para uso pelos projectos OT.

Provavelmente, viram-me usá-lo no Navio Flag, surgindo depois com uma solução tremendamente bem sucedida e rápida aos ataques inimigos.

O único sítio em que pode falhar é no Três com dados omitidos, falsos ou com outros pontos fora. Portanto, usada em conjunto com as PLs sobre Análise de Informação, esta fórmula é quase à prova de bala. Digo “quase” porque às vezes os jogadores fazem de “tolos” e não observam (Passo Um) todos os níveis de jogo. Parece familiar? É um erro comum aos jogadores recentes.

De facto, os jogadores oponentes ou inimigos com baixa realidade podem ser inteiramente eliminados pelo uso deste dado: “O incrível está tão escondido quanto menos jogadores acreditarem nele.” Uma palavra de aviso, contudo, visto que, quando usam um “incrível” para enganarem o oponente no Passo Um, este também se pode tornar invisível, ou não real, aos vossos próprios companheiros ou, pelo menos, para alguns deles. Tenham portanto sempre isto em consideração quando o usarem.

Uma solução feliz é optimizar o “incrível” de modo a terem um quadro de companheiros com uma alta realidade, tendo assim um número suficiente para utilizarem no Sete e continuarem quase sem tempo para respirarem.

Assim, quer se trate de níveis de jogo galácticos, de sector, planetários ou de organizações, eu tenho os meus amigos nos Projectos OT. Bem-vindo a bordo e diverte-te! Tenho a certeza de que isto nos ajudará a todos a avançarmos com o trabalho muito mais depressa.

(Nota: CB emitirá esta TLC como Boletim de Operações de Sector N.º8.)

Quanto à Igreja, trata-se de o inimigo nos ter exactamente onde queremos que ele nos tenha - num nível de jogo OT superior, incrível, rápido e devastadoramente eficiente. A força dos vários níveis da Igreja também foram testados com a ajuda do Capitão Bill nos últimos anos. O passo Sete deste ciclo iniciou-se agora.

Com muito amor – Ron

***

No Boletim Sectorial de Operações N.º 8, LRH menciona a utilização de análise vectorial.

O seguinte relatório de posto é fornecido a fim de ajudar à compreensão da análise vectorial.

Relatório de Posto por David Griffin – Só como ajuda – Não é emissão de LRH
Um vector é um movimento dirigido.

Uma Quadro de Análise Vectorial (QAV) é um quadro no qual as várias metas, barreiras, jogadores e peças estão representadas com ícones ou objectos, junto com os vários vectores empregados. Por exemplo, um pequeno modelo de edifício pode representar mesmo um edifício, um pequeno modelo de um cruzador representa um verdadeiro em movimento, etc. Setas de vários tamanhos são utilizadas para representarem vectores, sendo o seu tamanho representativo da sua força. Cores também são utilizadas para identificação e diferenciação das várias forças, objectos e vectores.

Um QAV é muitas vezes usado em jogos grandes e complexos, contendo vários níveis, ou no planeamento e monitorização de planos e cenários amplos e complexos.

As forças militares existentes neste planeta, utilizam correntemente uma rude forma disto.

Um QAV raramente tem um único nível. Os QAVs  são feitos de maneira a que, à medida que as complexidades do jogo aumentam, novos níveis lhe possam ser adicionados. Os  quadros, em si mesmos, são transparentes e, com a utilização de espaçadores, pode-lhes ser adicionada camada após camada. Deste modo, os jogadores podem ser representados num nível, os assistentes e jogador noutro, as peças noutro, etc. Já vi pilhas com oito níveis ou mais. Muitas vezes, os vectores de um nível podem estar a incentivar uma meta noutro nível.

Um bom manipulador do jogo é capaz de jogar em vários níveis simultaneamente. Contudo, um jogador realmente bom, não necessita de um QAV visto ser capaz de seguir todas estas coisas na sua mente sem necessidade de representações físicas.

No entanto, quando é feito correctamente, pode dar a visão simultânea de todas as forças que foram movimentadas, das metas que se tentam alcançar, dos vários vectores que estão a ser utilizados pelo próprio e pelos oponentes, etc. O QAV é assim um modelo do jogo real em curso e, quando correctamente executado, dá uma visão Pan-Determinada do jogo a decorrer.

                                                          - - - - - 


This is my current estimate of the VABs as they are presently arrayed related to Earth. Note that they will not long be like this:


VAB 0

The Masses. On the lowest level VAB is the vast majority of people on the planet who know nothing of what we are talking about, and are simply pieces and broken pieces in a game they don't even know they are a part of. They punch the time-clock everyday, and sit on the couch drinking a beer and watching the game as a spectator.

There is a tremendous industry on this planet built around keeping people on this level which includes entertainment and control of the media, recreation, current fashions, "making money", buying the latest toys, "the american dream", etc., etc. Anything to keep them active at and focused on this level.


VAB 1

Just above the "masses" you find various groups which, although seeking enlightenment and spirituality, have been infiltrated and corrupted over the years, just like all religions on the planet. While much true and useful data can be found in these areas, it is also intentionally riddled with false data designed to keep people from moving any higher.
Much of the New Age movement is in this category, as well as various UFO
investigation groups.

Also on this level are critics and debunkers. These are active and dupe agents who constantly invalidate these various "movements" and the data within them, trying to get people to go back down to the lower level and accept the "reality" of the masses. Various debunking and disinformation projects are run on this level from above.

For those who remain on this level, there is also a burgeoning industry built around this area which includes feeding false data into the area and convincing people they are on a much higher level than they are. The end product would be "love and light" people, who believe that simply by thinking happy thoughts, meditating with crystals and feeling love for everyone, the world's problems will be solved.


VAB 2

Here we have the lower level rank-and-file within the church who discovering the truth in Scientology, believe that they have risen above the trap, that everything is wonderful, that management is on-source, and that they are all going happily up the Bridge and clearing the planet. They are, of course, being deluded and are currently PTS to a suppressive management.

Due to the Enslavers currently controlling the church, many inside who try to make it to OT, end up going down the tone scale instead, and no one ever makes it to OT.


VAB 3

Someone who manages to see what is currently going on in the church and rise past it will inevitably encounter this level. This is a critical point in the game at which the Enslavers must stop people and turn them back. This is the "freezone", and in this area we find a great many operations all designed to keep a person from progressing any further. We find altered, destructive "tech" being actively promoted as "improved" and "beyond" Scientology, massive deprogramming operations, rabid critics, etc.

On this level we also have lower level church management and people like "Freddie T from RTC" who know that things are not as they appear to the "common folk", but are trying to hide that fact and keep it covered up by defending the current management, justifying their suppressive overts and whitewashing what has been exposed. They are trying to maintain the status quo within the church.

Also on this level, but apparently opposed, we find the agents who are happy to talk about all the alterations of the tech and how the current management has corrupted the tech and the Bridge, as it suits their purpose as a part of the overall Black Propaganda campaign against Scientology in-general. However, discussion on certain topics is forbidden by their handlers.

On this particular VAB, we see much public activity which is intended to keep people's attention focused here or below.


VAB 4

Next is the first governmental layer. On this level we find various governmental agencies which carry out investigations and prosecutions, and run the "public" agencies. Also on this level are the lower-level Masons and members of other fraternal organizations.


VAB 5

The second governmental VAB contains various intelligence agencies and military intelligence. This is the level at which we find remote-viewing projects and fairly well-known "secret" projects. Here also are the higher-level Freemasons and others in the lower to mid-level ranks of the Illuminati. Many on this level are aware of extraterrestrial involvement in Earth's planetary affairs. Very advanced and exotic technology exists on this level. Use of limited psychotronics, implanting and mind-control projects are carried out at this level. Oddly enough, this appears to be the level where the upper level of International Management is as well.


VAB 6

The third governmental VAB is the real government - the shadow government. Here you find an odd mix of various secret society types, highly-placed military and intelligence personnel, and junior-level Marcabians. This is also the upper level of the Illuminati. On this level we find certain "royal" and "illuminated" families and bloodlines. This would be what is referred to by many as the "New World Order". Extraterrestrial intelligence data and technology is widely used on this level. The upper management of CST appears to be at this level.


VAB 7

Marcabian heirarchy. This is the ruling body for the planet that pulls the strings for all of the lower level VABs, and certain of the "special directors" for CST appear to exist at this level. And sitting at the top of all this is the Council of Three, currently consisting of Malehedrek (aka Malek), Sarduk, and Jordain who filled the vacant post left by Devaklor.


VAB 8

Marcabian Council. This is the ruling body back on Marcab which controls all of the planets, outposts, and installations which are a part of their federation. They also secretly oversee Marcabian implant stations. Other Marcabian-controlled planets have similar administrative and control structures as Earth.


VAB 9

Helatrobus


VAB 10

Implanters. This is actually an incredibly complex layer. On this level we have all manner of beings - beings in bodies; black thetans out of bodies; and beings such as those that you find in the OT 3 and OT 7 case. This is actually the real controlling layer for much of our society and Marcabian societies as well. The implanters run operations on all VABs below them, and their operations are what we call spiritual warfare. The implanters are currently running the Marcabian Council and the Marcabian heirarchy on Earth, as well as most below. The junior level implanters currently on Earth, located on VAB 5, are also run from this level.

There is also a heirarchy within the implanters organizations. At the lowest levels are the beings such as those found in the OT3 and OT 7 case. Above that we have beings such as those found in Rons Org Excalibur tech. Above this we find monitors who are, like the name implies - monitoring. They provide intelligence to the implanters by monitoring (in an exterior state) beings on the lower VABs. Above this we have actual implanters and those directing implant facilities (not those running the machines) such as Xenu. There are also facilities in which bodies-in-pawn are kept for remotely influencing beings located elsewhere in other bodies.

The reason Scientology is so ruthlessly fought, is because it puts a being at-cause over this layer of the game. On the OT levels, a being begins to discharge and take apart the organization of beings in his space and in his valence which are used to secretly control him. As a being progresses up through OT III and Excalibur, he begins to be able to actually address and audit the beings on this VAB.


VAB 11

Gatekeepers

VAB 12

Game board in another universe

VAB 13

Councils

                                                           - - - - - 


Introduction to Vector Management

A vector is a directed movement. Proper analysis of your opponent's arrayed vectors is crucial if these movements are to be utilized to advantage against him.

All movements have intention and energy behind them, and often much force as well. It is foolish to oppose these vectors when they can be used. Opposing vectors result in large energy usage and output with no appreciable gains, and should never be used as a main activity. Opposition moves should be utilized for the purposes of misdirection only, when one can afford to waste the energy that is required to initiate and maintain them.

The goal one should always strive for, of an opponent's vector is: reinforcing your opponent's vector to drive him towards your goal. Use his motion, do not fight it. There are four main vector movements that are employed: Reinforced Vector, Parallel Vector, Redirected Vector, and Circular Vector.


Reinforced Vector

If your opponent wishes to occupy point A, and you wish him to occupy point B, do not push him towards point B. Rather, occupy point A yourself and control it, and then, "help" your opponent to achieve his goal of occupying point A (which you have now changed to duplicate point B). This requires practically no energy output to attain, and if done properly, your opponent will believe that he has achieved his goal and not yours. Naturally, moves such as these must be coordinated with the proper Perception Control and PR assets to be completely successful.

Parallel Vector

Similar to the Reinforced Vector is the Parallel Vector. This is where one sets up a vector paralleling your opponent's which also mimics your opponent's vector, but it is heading towards your goal and not his. In order to be successful, the two goals must look identical to the untrained eye. Thus, one's vector and goal take on the color and appearance of your opponent's, and capitalize on it's strengths. This is most useful when your opponent's vector and position are very strong and well-known. Use this strength and popularity to bolster and reinforce your own vector. The two vectors and goals must be continually promoted as being the same, until the required flow has been diverted over onto your vector, away from your opponent's goal.

Redirected Vector

If neither of the above is possible, the third action one should strive for is a subtle redirection of your opponent's vector. On a vector analysis board, this would be a minimal change in vector accomplished by a slight adjustment at one point. The smaller the degree of change, the more effective it is. This requires minimal energy outlay, but often requires additional time.

There is a formula for determining the expected energy outlay versus the degree of change and expected time to completion, which will be covered later in the section on Redirection of Vectors. By knowing one element of the formula, one can solve for the unknowns, and so arrive at a base model scenario. For example, given the same time to completion, a change in vector of 30 degrees requires much more energy expenditure than a change in vector of 10 degrees. Likewise, a change in vector of 20 degrees accomplished in 1 year, requires much more energy outlay than a 5 degree change accomplished over 10 years, which both arrive at roughly the same point.

Circular Vector

Similar to the Redirected Vector above, this is also accomplished by the application of a steering vector, but the steering vector must be applied continuously while the arc is being formed. This type of vector management is most applicable to political operations requiring delicate and subtle maneuvers. By the intricate use of multiple steering vectors at different points, a complex sinous path around various obstacles can be obtained. While the outlay in raw energy can often be small, the requirement for continuous intelligence reassessment and multiple vector sources is crucial. While the most flexible and malleable of the three, this one requires the most work and attention to detail to complete successfully.

Opposing Vector

The last maneuver one would resort to would be the Opposing Vector, and if one has arrived at the use of this move, one has already failed at the game. This could possibly be used as a temporary holding action, but this is the only valid use in extreme situations only. One should immediately employ one of the above vector management techniques in order to move your opponent into a more desired direction.

By thoroughly understanding proper vector management and it's application in real-world scenarios, the Intelligence Manager will be able to properly utilize all of his opponent's movements and actions. 

 

