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EXTRACTS FROM EARLY BULLETINS  

This Bulletin consists of extracts of interest and application 
to the Standard Dianetic Auditor taken from earlier LRH Bulletins. 

EXTRACTS FROM HCO BULLETIN OF MAY 15 AD. 13.  

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 sucessful 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 in-
flicting 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 programmes 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 real-
izing 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 equip-
ment 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 ob-
server, the Time Track could be called a motion picture film. It is 
at least 350,000,000,Q00,000 years long, probably much longer, with 
a scene about every 1/25 of a second. 
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DEFINITIONS  

That part of the Time Track that is free of pain and mis-
adventure 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 
a 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 al-
tered copy of the Time Track is called a DUB-IN. 

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, under-
stood to take place in a short and finite Ulna ppriod such as min-
utes 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. 

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 
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