THE   BOLAND  RPACTR  SYSTEM

MANAGEMENT REINFORCEMENT

 FOR MEMORY, LEARNING & CREATIVITY   

BRIEF EXPLANATION TO ENCOURAGE YOU 

TO DO THE  FULL MLC PROGRAM

     AS  PART OF EVERY LEARNING SYSTEM  

(30 Minutes)

1.
MEMORY

a.
Memory is the impact of an observation, which makes a mind-trace.

b.
The observation may come from combinations of: seeing, hearing, feeling, sensing etc. 

c.
In 60 minutes. most memory mind-traces disappear,  as they become over-written by new observations -  unless they are reinforced!

d. To improve memory, we must be able to change some of our old habits and mental systems with a strong  EI (Emotional Investment) in  memory reinforcement.

2.
LEARNING

a.
Learning involves memory and recall.

b.
Every manager needs memory and learning reinforcement to cope with the mass of new KSA (knowledge, skills and attitudes)..

c.
The manager must learn and remember so many changes and developments in new:  language,  finance,  communication, organisation, technology, marketing, production,  human resource management, strategy etc.  We must go on learning new things!   

c.
Continuous memory and learning reinforcement may well become the key to management survival!

3. 
CREATIVITY


a. Creativity is Memory plus Energy (M + E = C). If we are willing to search for new ideas, then nothing may be  “impossible”. 

b. For creativity “Learn to dream” (Einstein).

c. Get into a “helicopter”.  Diagnose the problem from a higher CONCEPTUAL viewpoint  before getting into details. 

d. Decide whether the problem is  “peanut” or a “coconut”! Never polish peanuts (however satisfying that may be). Leave them to the monkeys …  Invest your time in more important problems. 

e. Seek SEVEN (yes!) alternatives for EVERY problem, before making a decision.

f. Do a PFD and set up a “post-audit” system.

g. Creativity is the skill to develop solutions to old and new problems. with, imagination, new associations, strong motivation and above all, a freedom from EI (emotional investment).

h. Keep a record of your creative ideas for possible use in the future.

4.   THE RPACTR SYSTEM

a.
RPACTR is a system for continuing reinforcement of your memory and learning capacity.

b.
Old memory and learning habits can always be improved with new techniques and (above all) with new attitudes.

c. RPACTR involves six steps:

 R  -   Reward                  P   -  Priority

 A  -  Association           C  -  Concentration
 T  -  Testing                   R -   Reward

d. RPACTR is aided by a series of  supportive exercises which are fully explained in a four hour group-based AGL (reference 00 on the CD).  Here are three of them:  

1. Word substitutes -  for foreign languages, find a phrase of similar  sounds and associate it as a memory  “hook”:



        Example:   French - la porte   English - the door 

                                                 Tap on the door with a bottle of port.

2. Ridiculous associations – for unrelated facts, numbers etc., make up a ridiculous unforgettable stories. 

Example:

Abdul aged 33 was the son of the Emir of Arabia, who arrived in downtown Paris with 450 sheep and 40 dogs to control them; he was accompanied by his wife aged 89 and 82 of his children.



        
        Telephone: 33 450 40 89 82

3. Names – when meetings a new person, try to repeat the   

several times in the initial conversation and then use “word substitutes” to remember the name.

        Example:  Alex Gartinski – Alex has a tin garden in the      

        sky …

e. Now we apply  RPACTR to your current memory and learning reinforcement, which we shall call the  MLC “PROJECT”. 

5.  RPACTR APPLICATION TO YOUR MLC PROJECT

a. R – Relaxation

 First, a necessary exercise.  Relax every muscle from the hair to the toes.  Let negative stress evaporate. Then feel a new power for coming from your toes to fill your body with enthusiasm. Thus you are energising both your conscious and your unconscious mind and ready for a PACT demonstration ...

OK?  DONE IT?  OK, ON WE GO...

   b.       P - PRIORITY

Convince yourself that the PROJECT is really important. Identify five rewards for success and five punishments for failure. Make it a priority in your mind.  Make it the most important thing you must do for the next few hours. Convince your conscious and unconscious mind that you CAN do it NOW.  This is a spring-cleaning of your mind to wash out some poor memory habits, that have been limitations in the past.

OK?  DONE IT?  OK, ON WE GO...

 
  c.
A - ASSOCIATION


Associate the PROJECT with a room in your home; visualise the room in your mind and touch something; this is the physical mind-space association. 


Then allocate a "mental room” in your mind, associated with the physical mind-space in your home.  Decide that this physical/mental mind-space is now private and can be occupied only by the PROJECT data. It cannot be used or be over-written by other observations!  This is now a reserved physical/mental mind-space!  


Then associate the PROJECT with a melody or a song, that you love; hum it now and "hear" continually.  Then make a simple design on the top of your note pad. Associate the melody, the touch of something in the room, and the simple design, as symbols of your new physical/mental mind-space. 

                    
OK? DONE IT?  OK. ON WE GO...


d.
C - CONCENTRATION



Now use more auto-genic training. Tell your conscious and unconscious mind that you WILL concentrate on the PROJECT.  Allow no interruptions to interfere.  Convince yourself that you can indeed do it. Convince yourself that regardless of your age and perhaps some poor past experiences, you can now learn and remember with greater success.


OK?  DONE IT?  OK. ON WE GO ...  


e.
T - TESTING



Visit your PROJECT physical/mental mind-space frequently, with the melody, always humming or playing it in the background. Touch something in the room. Continually test your memory and learning.  Use relaxation, melody or song and your symbol to reinforce your recall.  



OK?  DONE IT?  OK. ON WE GO ...

f. R - REWARD 

           Reward and punish yourself gently, for your progress. Be positive and be happy in setting and achieving targets. Keep up the mind-jogging.  Review the PROJECT each night just before going to sleep and let your unconscious mind do some of the work.  Make frequent PROJECT reviews as presentations to your unconscious mind. 



OK?  DONE IT?  OK. ON WE GO ...

6.
CONCLUSIONS

a. You have absorbed” the RPACTR system and its application to your MLC PROJECT.

b. Now make it work for you in this program, and share your results with everybody.  

c. Good luck! 

EXHIBIT A

SUMMARY OF  SUPPORTING  EXERCISES

(Deliberately Repetitive)

1.
Word substitutes -  for a new word in a foreign language, find a phrase of similar sounds and associate it as a  memory “hook”:



Example:   French - la porte          English - the door 

                                        Tap on the door with a bottle of port.

`2. 
Numbers 1-10 - learn these ten visual object associations, and use them  to dramatise any list you want to remember in the future:

                      1.  
gun


6. 
sticks



2.
shoe


7.
heaven



3.
tree


8. 
gate



4.
door


9. 
wine



5.
hive

           10.        pen

Example: for each item in a list, make a ridiculous association with the number and object  e.g.  man (man in the barrel of a huge gun), car, clock, butter, ball, paper, train, bill, TV,  shirt etc.

3. 
P-V system - to absorb a text rapidly, use the following steps:  

                      P  -  preview the material to get a general idea

                      Q -  question yourself on the points you want to answer  



            R -  read and be sure to understand




 S -  summarise




 T -  test yourself on it



 
 U -  use and apply what you have learned




 V -  visualise the key ideas in your mind





   Example: Study one page from any book you want to learn, using the P-V system

4.      Names – when meetings a new person, try to repeat the name     

                     Several  times in the initial conversation and then use “word      

                     substitutes” to remember the name.

Example:  Alex Gartinski – Alex has a tin garden in the sky …

5.      Ridiculous associations – for numbers or unrelated facts, 

           make up a ridiculous story. 

Example:

Abdul aged 33 was the son of the Emir of Arabia, who arrived in downtown Paris with 450 sheep and 40 dogs to control them; he was accompanied by his wife aged 89 and 82 of his children.



Telephone: 33 450 40 89 82

6.      Faces – choose an outstanding personal facial feature and 

          exaggerate it into a ridiculous visual image.

Example: 

George had a huge moustache – so imagine him with three moustaches on different parts of his head. 

7.
Mnemonics – use a series of letters to remember a system.

  facts.  Academic psychologists used to sneer at mnemonic   

  devices, but artificial associations may sometimes be the only 

   way of connecting disconnected facts:

a. Simple mnemonics (HOMES – Huron, Ontario, Michigan, Erie, Superior - great lakes of America) 

b. Rhyming jingles (Columbus sailed the ocean blue in fourteen hundred and ninety two).

c. Associative mnemonics (with ants in the pants, mites go up and tights come down – stalactites and stalagmites)

d. Play on words (spring forward, summer back – summer time)

 are all methods of programming the human computer. 

8.      Word numbers – learn the following code and then represent a      

                     number by the consonants of a phrase (not the vowels):


no.
word
letters

association


0 
saw
s or z


soft


1. 
day
d or t  

one stoke down


2.
Noah
n 


two strokes down)


3.
Ma
m


three strokes down


4,
Raw
r


four - last letter


5.
Law
l


one stroke roman


6.
Jaw
j or sh or ch

j looks like a reverse 6


7.
key
k or g


K looks like three 7’s


8
Fee
f or v


f  written has two loops like 8

9.
bay
b or p


b & p are like 9 reversed
 


           Example:     94 05 21 …  BR  ZL NT   …  Brazil nut

 Note:  To advance from 100 – 1000, choose a symbol for 

 each hundred with the key 0-10 letters:  Zero (0), Dinosaur (1), 

 Nobility (2), Moonlight, raVine, Lightning, CHurch, Concorde,           

 Fire and  Painting  (9). 

Thus 826 would be:  Fire  NotCH.

