Tangental control vectors Revision 1.1
Traveling the multiverse by Professor Manfred Von Bek
The sandwiched layers of multiversal traveling work within a schema that Timelines align along progress levels.
In order to truly understand the nature of the multiverse, one must use a concept known as Dimensions.

1st dimensional reality : A point in space. This is a base possible Existence. It exists. But can not be compared to anything.

2nd dimensional reality : A point with comparison. Length, distance ETC. A measurement between 2 points. A comparison

3rd dimensional reality : An object. Something with shape. A collection of many comparative points. Humanoids choose to believe they exist in this dimension. Their small minds of course can not fathom that a 4th dimension must exist for the comprehension of this thought alone.

4th dimensional reality : The reality of the collective unconscious. The plane in which the Gods/Demons/Angels reside. This dimension is the psychic awareness of the communal intelligence of the universal points. It is possible for a Humanoid to transpose their awareness to “visit” this plane or interact with the subconscious of the universe on a personal level with powerful magic / Psion / Tech. However, this is not actual, dimensional, travel.
5th dimensional reality : An object / All objects traveling through time. The change of the many comparative points undergoes. Evolution of the first 3 dimensions of reality. The measure of change itself.

These 5 dimensions represent 1 reality.
Energy expenditure in order to traverse Dimensions is of an order of magnitude greater than traveling within the 5th dimension.
4th dimensional manipulation is easy to acquire at most PL. Mastery of transposition however is usually only found in PL7+ 

5th dimensional travel is only rudimentarily controlled even with PL9

Guidelines for 6th dimensional travel:
Manipulating the 6th dimension is an inconsistent practice at best.

But some points are known to be valid in almost all cases:

There are “clusters” of similar PL realities. Which require less energy expenditure to travel between.

These clusters are , in turn, connected closely to other realities by what can be best described as “Reflective Paradigm” realities. Wherein an entire universe is identical except for a complete PL swap in a major paradigm. (Magic for Technology for instance). The energy expenditure to travel between Reflective Paradigms is often less than 5th dimensional travel. And can be accidentally stumbled upon by even low PLs. (Or caused accidentally by natural forces).
The Universal Garden Theorem:

Within the vast garden are several species:

“Firsts” Unliving objects. But even the unliving matter forms the living.

“Seconds” Those Living who have no sentience.

“Thirds” The most basic and ignorant species. Those who have no power to manipulate anything but mass of objects.
“Fours” Most sentient races of the universe. They can manipulate the forces of the collective unconscious. (Dieties and the powers of belief).

“Fives” Those who have mastered Travel through time. But are still bounded within their own Universe.

“Sixes” True dimensional travelers. Often the survivors of PL10 dimensions, or dimensional anomalies themselves.
“Sevens” 7th dimensional beings. Those who are absorbed by every dimension they travel to. Perhaps they are meant to thread the multiverse together. Their actions are immune to paradox, do not produce tangents, and their actions are not subsumed by temporal tides.
The rule of the three paths to enlightenment:
There are 3 clusters with 3 Vectors which compose the 9 PL genres.
Magic :

Arcane/Faith/Artifice
Discipline:

Psion/Martial/Mutation

Science :

Cyber/Chemo/Bio

Universal attraction:

Within the garden, the species choose their path to enlightenment. This impacts the 4th dimension. Those with matching clusters align with each other and bond. Like attracts like, and the closeness allows for exchange of sevens to pollinate each dimension.
This theory dives into mysticism at this point, But does give the essential basics for the necessary calculations involved if you want to travel to a specific dimension.

Using the MDS Vectors, you can safely Calibrate the power necessary to travel to a nearby Universe.

You begin by mapping your 9 Vectors from your starting position.

Lets Say you were in a Reality known as Oerth. During the great Suel empire’s clash with the Bakluni. During that time, all M vectors were PL9 (9/9/9) , Discipline Vectors were unbalanced at : 6/9/0 and Sci was a mere 0/1/0.
You wish to Travel to right before The Fall of the Jedi Empire. M:0/3/0 D:9/9/0 S:8/8/8
The likely most efficient method of travel at this point, would be to travel back in time to when the Oerth Reality was M vector 8/8/8, Travel to a Reflective Paradigm where M->S ( this reality would have M:0/1/0 D:6/9/0 S:8/8/8)

Travel from this sister dimension would only cost 1 unit of power. And the resultant hop would only cost 5 more units. 6 compared to the 50 unit cost of direct travel. 
Each unit of power is equal to 100 subunits.

Each PL of Magic/Disc/Sci can, for a single person, produce PL^2 worth of subunits. So, a single PL10 Spell/Power/Device can Move 1 person 1 Vector of controlled dimensional travel.
A 9th level spell can only produce 81 subunits. The prior 5 unit hop would cost 500. (7 conjuctive 9th level spells cast in unison by separate casters who had knowledge of dimensional travel). Or the 50 unit hop 5000. (62 casters) Sending an entire group of people can bring these energy costs skyrocketing. 
However, even in the lowest PL vectors, Dimensional travelers can make fantastic devices out of seemingly ordinary components to travel.
If you only have Access to (Science : Cyber PL4) , You can create a personal vehicle which is able to generate 16 subunits. For only 7 days of power storage, or a power supply sufficient to power 7 PL4 vehicles, you can propel yourself 1 Full vector and escape the dimension.

Such stopgap measures should only be used where other methods are unavailable of course. It has been known for some thirds have stumbled across these methods. And often get stuck in a nearby dimension forever unable to reproduce their experiment without their native technology.

5th dimensional travel versus 6th dimensional travel:
Full PL shift in the same dimension is actually a function of 6th dimensional travel along a 5th dimensional vector. It is more controllable and precise than 5th dimensional travel. Some have described it this way: It is easier to sail from island to island than locate a precise wave in the sea between. Not an entirely accurate assessment but one that comes surprisingly close to the mark. Traveling to a distant island is definitely more energy than catching the 4th wave from the shore of your current island, but the level of precision is of a magnitude less.

The 5th dimension within a reality has 3 distinct varieties:

Bounded, Unbounded, and Circular

Bounded 5th dimensional realities are bounded by stasis fields at the beginning and ending of their 5th dimensions. A “beginning of time” where molecules began to move and an “end of time” where the molecules stop moving. If there is a way to travel past a point where a universe is devoid of energy, none has been recorded.
Unbounded 5th dimensional realities have infinite spans in either the past or present where sentient life has been destroyed and normal methods of Sentient PL calibration fail.

Circular dimensions are a fascinating study. Their time stream loops back on itself so that its past is its future and vice versa. Usually these Realities go through an entire progression of PL0-9 of at least 1 vector.
Tangents:

Some confusion has been brought about due to the nature of what is known as a “Tangent”

Tangental realities are not part of a core Schema.

Tangents are simply alternate possibilities within the reality.

Tangents are an anomaly. Perhaps “Dreams” of the 5th dimension of the universe in which they reside. They often re-connect with their parent universe.

Tangents are often the result of paradox caused by time or dimensional travelers. Alternate realities often spin off from the parent dimension.
These can often interfere with normal dimensional travel due to the miniscule power required to travel to these sub-realities.

Reality Paradigms:

Some things exist in all realities:

Humanoids, Animals, Plants, Vermin, Outsiders
Monstrous Humanoids and Oozes are a common occurrence (alien species etc)
Dragons, Magical beasts and Elementals often require Magical Progress Levels

Aberrations are not really tied to any specific reality and can be found almost anywhere. 

As you can see, Classifications of Paradigms is an inexact science at best.

But some of the more unusual distinctions are as follows:

Single-World realities – In the vastness of the universe only 1 habitable planet exists throughout the timeline. Often only 1 dominant sentient species also exists.
Anachronism “Locked” dimensions –

Through the agency of powerful beings, some dimensions are locked.

Any PL technology of higher than the locked level is nonfunctional

Guns fail to shoot, Power sourtces fail to turn on , and spells are impossible to cast.

Dimensional Nexus – Some realities are full of portals to other dimensions. The cause of these dimensional instabilities is often attributed to powerful Aberrations creating a dimensional network for their own design.
