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Software is comprised of logical branching and switching networks that utilize short and long term memory transactions in order to manipulate the input, analysis, and output of information. By no coincidence, this is also how the neural switching networks of our Brain compile information and how the passage of Time controls the Material world:

	Our Brain is a massively (Parallel <~> Serial) processor of information

	Our Brain is a neural switching network that operates by the principles of logic

	Software is simulating our Brain’s Thought processes

	Software is also simulating the passage of Time

	Therefore, Consciousness IS the passage of Time, flowing through our Brain


The Universe itself contains an Operating System, an invisible “control and feedback” software process hidden in the Space that surrounds us, a process that underlies the passage of Time. The Universal OS’s invisible switching network is also controlling the ability of Atoms to assemble into intelligent Molecular structures and DNA into living things. 

At the pinnacle of Molecular complexity lies the neuron switching systems that comprise our Brain, allowing Engineers to design the software that is modeling the passage of Time itself. Thus, the properties of software will herein be utilized in order to reveal how the Universal OS is controlling the dynamics of the Atoms and Molecules of our surroundings, as well as the Thoughts that pass through our Brain:

	SpaceTime contains an invisible Operating System

	The OS is a structure that is controlling the passage of Time

	The OS structure is also controlling the switching networks of our Brain


	Enabling the resulting Thought processes to create software 


Consequently, the goal of this software manual is to understand how the logic contained within the OS is encoded and how our Brain is able to synchronize with and gain access to the Library of knowledge contained in the OS: 

	During Thought, our Brain and the OS superpose and come into sync

	Our Brain and body are Molecular surfaces that reveal the OS


By utilizing the simplest level of Atomic and Molecular physics, it can be shown that the Universal OS is likely comprised of an invisible Electric field that contains an Electron Valence Timing structure which, in addition to connecting Atoms into Molecules and DNA into living Morphologies, is also controlling the logical switch Timing of the neuron branching structures of our Brain. The reasoning behind this conjecture is that the Brain’s neurostructures are operating on a temporal sequencing principle, a switching network that operates by Electron Valence Timing. This is likely to be the mechanism that comprises the Timing process that synchronizes the neuron switches of our Brain to the passage of Time, both of which are being controlled by the OS: 

	The OS is an Electron Valence switching structure comprising SpaceTime

	The OS and the Brain comprise a simultaneously sequential switching system 


Therefore, the architecture of software will be utilized to reveal how our Brain is accessing SpaceTime. These principles can be summarized thusly:

	Our Brain is comprised of neuron switches, branches and axon delay lines 

	Our Brain’s neurons are Timing structures that synchronize with the OS

	The OS is the software of life, Time, the source of logic and knowledge

	Mathematics is the best display of the logic structure underlying the OS


Of the many concepts within the building blocks of software, the two that are of the greatest interest are data structures and the Pointers that access them. These constructs, plus the following simple concepts, comprise a few of the objects to be utilized in discovering how our Brain is accessing the universal OS: 

	The Electron Valences that create the connections between Atoms that form into Molecules, DNA into living tissues, and the neuron architecture of our Brain

	The similarities between Taxonomic Rank and the OS Valence structure

	Synchronous Multiplexing/Demultiplexing, "strobe lighting", freeze-framing

	The physics underlying Holography

	The Volt/meter and ElectronVolt-second dimensions of Electric fields
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A Pointer is the starting address of a data structure in memory. In software, when a Pointer is “Dereferenced” by prepending an asterisk to that Pointer’s name (*), it allows information to be accessed from out of that data structure. This is likely analogous to how the Brain and the Material world are accessing the logic and structures of the OS.

The OS Valence structure is an infinite-sized random access storage system comprising a massively Parallel memory, while the Pointer process being performed by our Brain is allowing us to access the infinite Library of Knowledge contained in the SpaceTime OS. The outputs coming from the OS consequently flow through our neuron switching networks in the form of Time-sequential Serial data. Usually, the information is recognizable as a “flash of insight”, or a "little voice", as it passes through our awareness.

In many cases, this Serial information comprises a visual data stream, an entire high-definition sequence of dynamic information, often seen behind closed eyes or during a day or night dream. The typedef of this information is of a video or audio stream that is being placed upon the neural structures of our Brain, simultaneously and in Parallel.

In order to access Past events, we utilize a previously recorded and named neural Brain structure Pointer that we place before the OS. The neural Brain Pointer is usually in the form of a visual snapshot of a remembered sequence of events, like the icons adorning a push button or an app. 

The following pseudocode describes a hypothetical access mechanism:

Thought { 

typedef Hologram_struct Ψ; // OS storage Hologram comprising SpaceTime

typedef Brain_struct Φ; // Cortex mapping area of the Brain

extern vid(); // a superposing function that maps Ψ onto Φ cortex

{vid(Φ ,*Ψ)}; Return 0; // mapping function call

} 

	Neural Thought Pointers are presented to the OS, the OS returns data

	OS data passes through the Brain in the form of audio strings or video clips


The OS is an infinite-sized database, a Holographic storage medium in which all the same information is simultaneously distributed throughout the entire Universe. This information appears to be embedded within contextual Corridors, such that upon access, the *Return data of a Pointer arrives in the form of a context-related Parallel Time structure. 

If the information is of a highly creative or Future nature, it will often flash by so fast that it seems impossible to sync up with its content, while recalled Past information comes in slowly enough to be contemplated. Thus, there seems to be a rate of Time aspect to the content of this information flow, depending upon whether it is Future or Past-based, allowing both the Future and the Past to co-exist in the OS Library of Time:

	Data in the OS is likely to be indexed, utilizing a rate of Time mechanism


The Brain seems to be behaving as a "Temporal Diffraction Grating", a temporal Demultiplexing method being utilized as a retrieval mechanism. Like a prism that disperses light into its colors, the Brain seems to be strobing, capturing, decoding, and displaying Thoughts that exist in Parallel temporal data structures, comprised of a spectrum of different data rates. This would mean that the Brain is also acting as a Fast Fourier Transformer:

	Data in the OS is stored as Holograms, structured in rates of Time

	The Brain is a Temporal Diffraction Grating, an information prism

	The Brain is acting as a Fast Fourier Transformer


The Brain is continuously scanning its personal Pointers at the rate of Brain waves (alpha, theta, delta, etc). Yet, it is often difficult for one to distinguish between the exercising of Pointers inside the Brain and the *Pointer data Returns coming from the OS, because the Brain is mimicking half of this process. 

Keep in mind that a *Pointer’s Return data resides in a permanent (static eternal) common memory structure within SpaceTime's OS, while our Brain’s Pointer structures change over Time. We can forget, the OS never does.

It seems as if each of us IS a permanent, personal data structure within the OS, a driver of our daily Timelines, because our Brain is utilizing the personal neural Pointers we create from moment to moment in order to re-access the OS. We have designed our entry and re-entry vectors by utilizing our personalized custom memory Pointers, a process learned from the Time of birth. This overall process comprises our “personality”:

	Our Brain is creating new Pointers from moment to moment

	The Brain’s Pointer probes are often indistinguishable from the Return data

	OS data is (static eternal), our Brain’s data is contained in volatile memory


We are utilizing the Pointer typedefs below to access OS information. The following is only a partial list of possible mental Pointer types:

*SubSensoryAudio: This Pointer output is the usual chatter that continuously passes through the Brain. It is where we get over 90% of our mental information. The audio can range from sub-audio Thoughts, subtle strings of words that form into ideas which are then displayed upon our consciousness, in the same way we see the words emerge from out of the "Magic 8-Ball". Often the information is being interpreted by our Brain in audio, yet few of us will readily admit to “hearing things”.

*Video: This Pointer Returns as a rapid "flash of insight". There is usually no audio associated with this Pointer. It is a complete Thought in a box. The Brain subsequently fills in the blanks utilizing prior knowledge. The video can seem subtly embedded in the dark background of the visual cortex or it can be of a full color, high definition quality.

*TimeLocation: This Pointer is pinned to some event related to a Time and place, and can be of a Past or very recent memory. Utilizing this Pointer, we imagine a Past event, then we place it in front of the OS, then the OS Returns a video of that Pointer. Sometimes we will be wandering around the house, have an idea, and then forget what the idea was. By returning to the original idea place, the idea can be found waiting in its original Time-location context. Most, if not all of our memory Pointers seeking Past information are pictograms of this nature. So if you forget what it was you were going to do next, you can re-locate that Thought in the place you first had the idea.

*SubSensorySmell: This one is usually triggered in a kitchen or bakery. It may even Return a visual of Grandma baking bread in that old wood burning stove.

*SubSensoryTaste: That banana split reminds you of a date you had in high school.

*SubSensoryTactile: Touching fabric may remind you of the Time you were in Ireland at a woolen mill.

*DeepVisual: This Pointer is probably the rarest yet most important one relating to creativity and the extraction of Future events; it is the one that meditators strive to access. To recognize this *Pointer data, you will be looking for a scintillating swirling circle behind closed eyes, looking sort of like the cover of this book, or perhaps a meditation mandala. Once you have closed your eyes and entered this subtle light, it will morph into a swirling tube, then a portal of clear high-definition photographic information will open before you. This is what we see when we have vivid Technicolor dreams.

	Neural structures comprising our Brain are copies of OS structures


The more we learn, the more typedefs and Pointers we create in our Brain, a process we have been doing since birth. The process is very subtle, yet is understood more easily in the context of a software flowchart. When we seek information, we:

	Define that need.

	Allocate a relevant request Pointer (audio, video, etc.).

	Merge this Pointer with the OS (think a Thought).

	Retrieve the resulting *Return through dereferencing.

	Analyze and personalize the Returned information.


The difference that separates humans from all other living things is that we name and categorize our Pointers. Our Brain contains a myriad of named personal neural timing Pointers resulting from our experiences. 

In order to recall information from an earlier experience, we place one of these Pointers upon the face of the OS. The OS responds by feeding back into the Brain a pictorial data stream containing the Timeline of that Past event. Sometimes the OS Returns information at a high rate of speed or perhaps in one single Parallel overlay, but usually it is in the form of a normal speed audio or video clip.

For example, think about how you remember a forgotten name from a familiar face you have just seen in a crowd. First, you snap your fingers a few times, wondering in what context you have met that person. You keep flashing that face image upon the OS until, out pops the name. 

We forget things because our Pointers become stale or over-written after a length of Time, due to our age or from lack of use, or from the re-use of neuron structures, so several attempts at “remembering” are often required as we age.

This Pointer aging effect can also be experienced when we return from an extended vacation, when everything in our home seems a bit strange until our Pointers re-sync with the current Timeline:

	In the Brain, neural timing structures (Thoughts) are Pointers

	Recalling a memory is accomplished by Brain/OS superposition, synchronization

	Our Pointers become volatile with age


When we daydream, memory retrieval takes on the form of a "Floating Pointer". A floating Pointer is also how we "Brainstorm" for new ideas and why precognition and extrasensory perception occasionally pass through our Brain as unsolicited Thoughts. 

In the case of abstract thinking, we are often subconsciously employing a *DeepVisual method of extraction. When we enter the OS in this way, a random Corridor in the OS will often appear. The Dereferenced output will often exceed the speed that our Brain can process it, or that we can record it in writing. Yet, Floating Pointers allow us to go to entirely new places and times and invent new things. This is why some of our

	"Floating" Pointers are the entry portals to creative Thought and ESP






	All possible Futures always exist in the OS

	The Present is not being determined until the last picosecond

	The inertia of the Material world is determining the next branches of the OS




	Time is a continuous process, the Present only solidifies at the last picosecond
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