Games-Breaks

Our present society is aberrated concerning games. We are facing an affluence of undesirable games and a scarcity of good games. At the same time we have an affluence of broken pieces, and pieces, but a scarcity of players and hardly any active Games Masters, who are ethical.

The biggest liability in these days are those beings, who have done a lot (and some of them -so they say- all) of the steps available to be rehabilitated as a games master, BUT behave, as their products show, like broken pieces, and they seem to allow any player, who comes along, to put them back into their or into his own boxes.

The present state of the game shows that many players are refraining themselves from the doingness of playing any game other than survival games. At the level of caselessness this might look like some static point phenomenon, where the player has decided against playing games right now, and where he instead decides to continue and/or finish up all old games which did not end with OT 16, and are prevailent to his PT survival. In fact, these players are more likely in apathy.

Now, if you only play survival games, you can't but go downtone, as an immortal, eternal being, since when you can't die, you can't survive either. This puts the being, the OT, back  into the behaviour pattern of meat-body, one-lifetime-beings, of humanoids. Or, as CBR put it, back into the box with the other broken pieces.

So, how to rehabilitate the doingness ?

In one of his tapes LRH talks about the triangle of game with its components purpose, freedom and barriers. If there is a triangle, it can be broken, as it can happen with ARC, KRC etc. And since the game triangle is superior to the triangles of ARC and KRC it will influence those as well, if a games-break occurs.

If a player or Games Master has experienced quite some chains of games-breaks he will go into apathy concerning games, since he is liable to reach the conclusion that games are dangerous, you can hardly win, the opposition is too big, etc. This comes about also because of all the interference going on, which takes Wins, Fun and Acceptance out of many Games. 

The result is the player or Games Master changing to a No-Games-Condition.

So, since a no-gamescondition is the native state of a being, it can have the apparency of a high-level state, where in fact he didn't go uptone, but downscale into a Can't have on games. And this means nothing but that he changed from a known games condition into a unknown games condition, or rather not-ised games condition.

Handling: Run off the charge connected to the games a being played. This is done as follows:

1.)

"Is there a games break ?"

"Is it a break in





Purposes ?




Freedoms ?




Barriers ?




Game ?"

"Is it



Known


Unknown


Curious about



Desired


Enforced


Inhibited


No


Refused


Not-ised  ... (of which ever read above)...?"

Handle E/S to clean F/N. 

2.) Is there a games break of LD ?

Cognitions and results from running this process:

Lots of suppression of Freedoms and rights came up, as well as arbitraries and violations of games rules and other barriers. Another result was a beautiful rehab of old purposes, which were discarded, "because it wouldn't work out anyway in this time and place" or "because of all the CI" and so on. 

The EP was the revitalized interest to engage in games to really improve the quality of theta or just for fun. 
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