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PART ONE
Suppressed Games Rundown

HCO BULLETIN OF 29 DECEMBER 1978

THE SUPPRESSED PERSON RUNDOWN

A MAGICAL NEW RUNDOWN

At times the results of “ordinary” Scientology tech are extremely impressive, even to me. I am by this time, quite accustomed to miracles as usual, but magic is not quite so commonplace an occurrence, even these days, and is worthy of special note. Many times the suppressive person to whom the pc is PTS exists in present time and is still capable of causing trouble or upset for the pc. It is to this situation that the Suppressed Person Rundown is addressed.

This new rundown, the Suppressed Person Rundown, produces the wondrous result of changing the disposition of an antagonistic terminal at a distance, by auditing the PTS preclear. Where this terminal was antagonistic, invalidative, hostile or downright suppressive, he will suddenly have a change of heart and seek to make peace with the PTS pc.

This rundown is not considered complete until the magic occurs; that is on this rundown, we take a PTS pc and we audit this pc and audit him and audit him on Problems Processes until a major change occurs in the antagonistic persons universe which prompts him to make a friendly overture to or concerning the pc.

This friendly and unprompted origination or attempt at origination from the antagonistic terminal to or concerning the pc will occur in all cases i f Problems Processes are run and are fully flattened. This happens no matter how out of comm the two terminals have been or what length of time has intervened between their last communication .

The rundown is continued until the EP occurs. Each problem process is run to its own EP.

When the PTS Rundown engram running has to be omitted because of Clear or OT this Suppressed Person Rundown can be substituted for the engram part of the PTS Rundown but if so, it is still run to the full EP of the Suppressed Person Rundown .

This is how it works. The pc, due to some act or acts previously committed, has gone the effect of the antagonistic terminal. The terminal then attempts to suppress the pc. The pc, already the effect of the terminal becomes the effect of the suppression. So the pc’s own postulate to improve himself and his conditions is countered by the suppressive terminal’s counter-postulate, and he is thus given a present time problem of sufficient magnitude to prevent case gain, as only a present time problem will halt the progress of a case. To the present time problem are added ARC breaks with the antagonistic terminal, and as only ARC breaks will worsen a case, the result is no gain or deterioration of a case by reason of the suppressive connection in the environment .

A possible simple explanation for what occurs is: the pc, on running Problems Processes, comes up to cause on his problems with the terminal and when he is continued on problems, he will break through and actually run out the antagonistic terminal’s problems which he has given to him.

When this occurs, the formerly antagonistic terminal will get into communication with the pc or by communicating in a friendly way to others about the pc. He will write a letter to make peace, or he will make a phone call to say “All is well,” or he will tell Aunt Sally he feels much better about the pc and has decided to let bygones be bygones. It sometimes occurs that the antago person does not know where the pc is but he will still try to communicate.

This friendly origination by the antagonistic terminal is the EP of the rundown. If the terminal hasn’t yet originated, you haven’t run enough Problems Processes. THE ONLY TIME THIS DOESN’T WORK IS WHEN YOU HAVEN’T RUN ALL POSSIBLE PROBLEMS PROCESSES OR HAVE RUN THEM WITH OUT-TECH SUCH AS A BROKEN METER.

WHEN THE RUNDOWN IS DONE

The Suppressed Person Rundown is done after the education step laid out in HCOB 31 Dec 78 III EDUCATING THE POTENTIAL TROUBLE SOURCE, THE FIRST STEP TOWARD HANDLING: PTS C/S-1, and after a PTS interview or a 10 August interview or an S&D has located the antagonistic terminal and handlings on that terminal have been done, and after the PTS Rundown has been done.

This procedure is run on the antagonistic terminal in all instances, even when the PTS scene has apparently been relieved for the pc on earlier PTS handling. Always run this problems procedure, no matter how successful earlier handlings were. This RD is to repair the relationship.

The pc is given the R-Factor to let the auditor know of any communication he receives from or about the antagonistic terminal. (He should not, however, be told what the EP of the rundown is.)

HOW THE RUNDOWN IS DONE

The Problems Processes used in the Suppressed Person Rundown are given in HCOB 30 Dec 78 SUPPRESSED PERSON RUNDOWN—PROBLEMS PROCESSES and are run Triple or Quad Flow in the order they are given. Each flow is checked for a read before running and each charged flow is taken to the EP of F/N, cog, VGIs.

The EP of the rundown has been reached when the antagonistic terminal originates in a friendly way to the preclear or seeks to communicate to the pc in a friendly manner. It’s not just a cessation of hostilities, it’s more than that. Even if the antagonistic terminal doesn’t know the pc’s address he will find out, or he will put word out and the pc will hear from or about the antagonistic terminal. And it will be a friendly message. Even if the antagonistic terminal doesn’t know the pc’s address, news will reach the pc that the antagonistic terminal wishes bygones to be bygones. That is the EP you are aiming for, and you continue to audit Problems Processes on the pc on the antagonistic terminal until that occurs.

It is very important not to underrun the rundown. Some auditors will be tempted to end off the rundown because the pc has had a major win or ability regained or some such. When the pc has had a major win, you would of course let him have his win and would leave him off auditing until the persistent F/N dies down, but you do not accept as the EP of the rundown anything other than the formerly antagonistic terminal originating, with no coaxing, in a friendly way to or about the pc. You keep running problems until the EP is attained. You do want to see the magic, don’t you? And the only way this rundown can fail is by not continuing to run Problems Processes until this EP is attained.

WHO THE RUNDOWN CAN BE DONE ON

The Suppressed Person Rundown can be done on any PTS person of any case level. It is run with good success on Clears, OTs and Dianetic Clears as well as pcs just beginning their auditing. The only requirement is that any pc who receives the rundown must first have received the PTS C/S-1 per HCOB 31 Dec 78 III and must, if previously unindoctrinated, have been educated into the procedures of Scientology auditing by a Scientology C/S-1 per HCOB 15 Jul 78 SCIENTOLOGY AUDITING C/S-1.

And of course, like any other auditing, it is done with the pc’s rudiments in.

AUDITOR AND C/S NOTE

One of the many advantages of the Suppressed Person Rundown is its simplicity.

There are very few places where it can go off the rails. This rundown does, however, require expert metering and very standard handling, and the C/S should be alert to the following:

1) The auditor must realize that the target of this rundown is not just the pc; the target is the antagonistic terminal the pc is connected to. And the EP is not just a change in the pc, but a change in the antagonistic terminal of a positive, friendly communication to the pc. The auditor and C/S must realize that the above is the target and EP for this rundown.

2) ALL Problems Processes must be run on the antagonistic terminal, and failure to run enough Problems Processes is the only thing that will prevent this rundown from working.

3) METERING. The auditor who does this rundown must be skilled at metering so he doesn’t miss reads and fail to run reading flows or attempt to run unreading flows. Imprecise metering can undermine the results of the rundown as the running of all charged flows on problems is vital. The auditor must be able to read a meter and must take instant reads which occur instantly on calling the command. (Reference: HCOB 5 Aug 78 INSTANT READS)

4) EPs. Each reading flow of each Problems Process must be taken to its full EP which is cog, F/N and VGIs. The C/S should ensure that the processes are indeed taken to EP and should suspect, if there is trouble attaining the rundown EP, that one or more Problems Processes have been left underrun, unflat or unrun.

Some auditors may say they’ve done the rundown and the pc’s in beautiful shape and he’s had tremendous gains and now the Suppressed Person Rundown is complete. Your answer to this is: “Finish the rundown. Continue until the terminal gets in touch with the pc to make peace.” And sure enough, a day or two or three later the pc, in utter amazement, will report that her sister, who hasn’t spoken to her for 10 years has just sent her an affectionate letter or that his father, who disowned him when he got into Scientology, has just called to say “Hello” and that they had a great chat, just like old times.

It always happens when Problems Processes are fully run. So there you have it, the Suppressed Person Rundown, quite an amazing magical feat, and very easily achieved with good standard auditing. Use it well and fully and you’ll get smashing one-for-one successes on PTS pcs.

L. RON HUBBARD

Suppressed Games Rundown

1. Make a list of all games under your management which are rollercoastering.

2. Assess the List, and take the game with the biggest read and interest.

3. Contact the Game-Thetan and find out, which indicates best:

Someone or something tries to unmock his game

The Game-Thetan tries to stop someone or something concerning the game 

The Game-Thetan tries to withdraw himself and the game from someone or something. 

4. Find a Wording.

Example: 

Who or what tries to unmock your ... game ?

Whom or what are you trying to stop ? 

Whom or what are you trying to withdraw from ? ( or to withdraw your game from) 

5. Now you use the wording found in the processes and run all of them to EP, if necessary more that once through, until you get the EP.

6. Blow- Can’t Blow whenever necessary.

7. The EP for THIS Game is reached, when – for whichever reason – all of a sudden expansion takes place and help of something positive come from the side of the suppressive influence.

8. Repeat 2 to 6, until all your games run without interference.

Doro, 15.4.2003

The Problems – Processes

Important: 
You don’t run these processes on yourself as a Games Master or Source, but you audit the Game-Thetan.

Ref: CREATION OF HUMAN ABILITY R2-34

F1: Can you recall a problem about (terminal) which concerned your game?

How did it seem to you then?

How does it seem to you now?

Can you recall another problem about (terminal) which concerned your game?

(Continue, using the above commands) to EP____

F2: Can you recall a problem (terminal) has had with your game which concerned him?

How did it seem to him then?

How does it seem to him now’!

Can you recall another problem (terminal) has had with your game which concerned him?

(Continue, using the above commands) to EP____

F3: Can you recall a problem others have had with (terminal) which concerned their games?

How did it seem to them then?

How does it seem to them now?

Can you recall another problem others have had with (terminal) which concerned their games?

(Continue, using the above commands) to EP____

F3A: Can you recall a problem (terminal) has had with others’ games which concerned him?

How did it seem to him then?

How does it seem to him now?

Can you recall another problem (terminal) has had with others’ games which concerned him?

(Continue, using the above commands) to EP____

F0: Can you recall a problem you have had with your game because of (terminal)?

How did it seem to you then?

How does it seem to you now?

Can you recall another problem you have had with your game because of (terminal)?

(Continue, using the above commands) to EP____

II. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: Tell me your problem with (terminal).

What part of that problem could you confront? to EP____

F2: Tell me (terminal’s) problem with you.

What part of that problem could he confront? to EP____

F3: Tell me others’ problem with (terminal).

What part of that problem could they confront? to EP____

F3A: Tell me (terminal’s) problem with others.

What part of that problem could he confront? to EP____

F0: Tell me your problem with your game because of (terminal).

What part of that problem could you confront? to EP____

III. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: What problem about (terminal) could you confront? to EP____

F2: What problem about you could (terminal) confront? to EP____

F3: What problem about (terminal) could others confront? to EP____

F3A: What problem about others could (terminal) confront? to EP____

F0: What problem about yourself concerning (terminal) could you confront? to EP____

IV. Ref: HCOB 6 Jul 61 ROUTINE 1A

To be run as a bracket (1-10, 1-10, 1-10, etc. to EP).

1. What problem about (terminal) could you confront?

2. What problem about (terminal) don’t you have to confront?

3. What problem about your game should (terminal) confront?

4. What problem about your game wouldn’t (terminal) confront?

5. What problem about (terminal) should others confront?

6. What problem about (terminal) wouldn’t others confront?

7. What problem about others’ games should (terminal) confront?

8. What problem about others’ games wouldn’t (terminal) confront?

9. What problem about your game concerning (terminal) could you confront?

10. What problem about your game concerning (terminal) don’t you have to confront? to EP____

Note: What problem about (terminal) could others confront? (or What problem about others could (terminal) confront can be used instead of should whichever checks out on the meter) .

V. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: What two things about (terminal) can you confront? to EP____

F2: What two things about you can (terminal) confront? to EP____

F3: What two things about (terminal) can others confront? to EP____

F3A: What two things about others can (terminal) confront? to EP____

F0: What two things about your game concerning (terminal) can you confront? to EP____

VI. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: Tell me your problem with (terminal).

How does it seem to you now?

Alternate repetitive to EP____

F2: Tell me (terminal’s) problem with your game.

How does it seem to him now?

Alternate repetitive to EP____

F3: Tell me others’ problem with (terminal).

How does it seem to them now?

Alternate repetitive to EP____

F3A: Tell me (terminal’s) problem with others’ games.

How does it seem to him now?

Alternate repetitive to EP____

F0: Tell me your problem with yourself because of (terminal).

How does it seem to you now?

Alternate repetitive to EP____

VII. Ref: HCOB 19 Nov 65 PROBLEMS PROCESS

F1: What problem have you had with (terminal)?

What solutions have you had for that problem?

(One gets the pc to give his problem then runs TA off solutions. Then a new statement of the problem and more questions about solutions.) to EP____

F2: What problem has (terminal) had with your game?

What solutions has he had for that problem? to EP____

F3: What problem have others had with (terminal)?

What solutions have they had for that problem? to EP____

F3A: What problem has (terminal) had with others’ games?

What solutions has he had for that problem? to EP____

F0: What problem have you had with your game because of (terminal)?

What solutions have you had for that problem? to EP____

VIII. Ref: HCOB 19 Jan 61 ADDITIONAL HAS PROCESSES

F1: Get the idea of solving a problem with (terminal).

Get the idea of not solving a problem with (terminal). to EP____

F2: Get the idea of (terminal) solving a problem with your game.

Get the idea of (terminal) not solving a problem with you. to EP____

F3: Get the idea of others solving a problem with (terminal).

Get the idea of others not solving a problem with (terminal). to EP____

F3A: Get the idea of (terminal) solving a problem with others’ games.

Get the idea of (terminal) not solving a problem with others. to EP____

F0: Get the idea of solving a problem with your game about (terminal).

Get the idea of not solving a problem with yourself about (terminal). to EP____

IX. Ref: CREATlON OF HUMAN ABILITY R2-71

F1: Give me some answers concerning (terminal). to EP____

F2: Give me some answers for (terminal) concerning your game. to EP____

F3: Give me some answers for others concerning (terminal). to EP____

F3A: Give me some answers for (terminal) concerning others’ games. to EP____

F0: Give me some answers for your game concerning (terminal). to EP____

X. Ref: HCOB 3 May 59 SOLUTION TO SOLUTIONS

F1: What solution could you make stick about (terminal)? to EP____

F2: What solution could (terminal) make stick about your game? to EP____

F3: What solution could others make stick about (terminal)? to EP____

F3A: What solution could (terminal) make stick about others’ games? to EP____ 

F0: What solution about your game concerning (terminal) could you make stick? to EP____

XI. Ref: HCOB 14 Sep 61 NEW RUDIMENTS COMMANDS

F1: Find out if the game-thetan has a reading problem with (terminal). If so, run:

Tell me what is unknown about that problem with (terminal). to EP____

F2: Find out if there is a reading problem (terminal) has with the game. If so, run:

Tell me what is unknown to (terminal) about that problem with your game. to EP____

F3: Find out if there is a reading problem that others have with (terminal). If so, run:

Tell me what is unknown to others about that problem with (terminal ). to EP____

F3A: Find out if there is a reading problem that (terminal) has with others’ games. If so, run:

Tell me what is unknown to (terminal) about that problem with others’ games. to EP____

F0: Find out if the game-thetan has a reading problem with his game because of (terminal). If so. run:

Tell me what is unknown about that problem with your game. to EP____

XII. Ref: HCOB 7 Sep 64 II PPS, OVERTS AND ARC BREAKS

F1: Tell me something you don’t know about (terminal). to EP____

F2: Tell me something (terminal) doesn’t know about your game. to EP____

F3: Tell me something others don’t know about (terminal). to EP____

F3A: Tell me something (terminal) doesn’t know about others’ games. to EP____

F0: Tell me something you don’t know about your game because of (terminal). to EP____

XIII. Ref: HCOB 24 Feb 59 TECHNICAL BULLETIN HCOB 3 Jul 59 GENERAL INFORMATION

Run Selected Person Overt Withhold Straightwire on the terminal.

F1: Think of something (terminal) has done to your game.

Think of something (terminal) has withheld from your game. to EP____

F2: Think of something you have done to (terminal).

Think of something you have withheld from (terminal). to EP____

F3: Think of something others have done to (terminal).

Think of something others have withheld from (terminal). to EP____

F3A: Think of something (terminal) has done to others’ games.

Think of something (terminal) has withheld from others’ games. to EP____

F0: Think of something you have done to your game because of (terminal).

Think of something you have withheld from your game because of (terminal). to EP____

XIV. Ref: HCOB 15 Oct 58 ACC CLEAR PROCEDURE

F1: Tell me your problem with (terminal).

What part of that problem could you be responsible for?

Alternate repetitive to EP____

F2: Tell me (terminal’s) problem with you.

What part of that problem could he be responsible for?

Alternate repetitive to EP____

F3: Tell me others’ problem with (terminal).

What part of that problem could they be responsible for?

Alternate repetitive to EP____

F3A: Tell me (terminal’s) problem with others.

What part of that problem could he be responsible for?

Alternate repetitive to EP____

F0: Tell me your problem with your game because of (terminal).

What part of that problem could you be responsible for?

Alternate repetitive to EP____

XV. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: What motion of your game has (terminal) been responsible for? to EP____

F2: What motion of (terminal’s) have you been responsible for? to EP____

F3: What motion of (terminal’s) have others been responsible for? to EP____

F3A: What motion of others’ games has (terminal) been responsible for? to EP____

F0: What motion of your own game regarding (terminal) have you been responsible for? to EP____

XVI. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: Tell me your problem with (terminal).

What part of that problem have you been responsible for? to EP____

F2: Tell me (terminal’s) problem with your game.

What part of that problem has he/she/it been responsible for? to EP____

F3: Tell me others’ problem with (terminal).

What part of that problem have they been responsible for? to EP____

F3A: Tell me (terminal’s) problem with others’ games.

What part of that problem has he/she/it been responsible for? to EP____

F0: Tell me your problem with your game because of (terminal).

What part of that problem have you been responsible for? to EP____

XVII. Ref: PAB 42 24 Dec 54 SIX BASIC PROCESSES

F1: What kind of problems could you have with (terminal)? to EP____

F2: What kind of problems could (terminal) have with your game? to EP____

F3: What kind of problems could others have with (terminal)? to EP____

F3A: What kind of problems could (terminal) have with others’ games? to EP____

F0: What kind of problems could you have with your game because of (terminal)? to EP____

XVIII. Ref: PAB 88 12 Jun 56 THE CONDITIONS OF AUDITING

F1: What problem could (terminal) be to your game? to EP____

F2: What problem could your game be to (terminal) ? to EP____

F3: What problem could (terminal) be to others’ games? to EP____

F3A: What problem could others’ games be to (terminal)? to EP____

F0: What problem could you be to yourgame because of (terminal)? to EP____

XIX. Ref: HCOB 17 Mar 60 STANDARDIZED SESSIONS

F1: Tell me a problem (terminal) would be a solution to. to EP____

F2: Tell me a problem for (terminal) that your game would be a solution to. to EP____

F3: Tell me a problem for others that (terminal) would be a solution to. to EP____

F3A: Tell me a problem for (terminal) that others’ games would be a solution to. to EP____

F0: Tell me a problem concerning (terminal) you your game would be a solution to. to EP____

XX. Ref: CREATION OF HUMAN ABILITY page 51—R2-20

F1: What kind of a problem could (terminal) be to your game?

Could he be that problem?

Can you see yourself figuring on it?

Give me another problem (terminal) could be to your game.

Can he be that problem? and so on to EP____

F2: What kind of a problem could your game be to (terminal)?

Can you be that problem?

Can you see (terminal) figuring on it?

Give me another problem your game could be to (terminal).

Can you be that problem? and so on to EP____

F3: What kind of a problem could (terminal) be to others’ games?

Can (terminal) be that problem?

Can you see others figuring on it?

Give me another problem (terminal) could be to others’ games.

Can (terminal) be that problem? and so on to EP____

F3A: What kind of a problem could others’ games be to (terminal)?

Can others be that problem?

Can you see (terminal) figuring on it?

Give me another problem others’ games could be to (terminal).

Can others be that problem? and so on to EP____

F0: What kind of a problem could you be to your game because of (terminal)?

Can you be that problem?

Can you see yourself figuring on it?

Give me another problem you could be to your game because of (terminal).

Can you be that problem? and so on to EP____

XXI. Repeat same process, using solutions, as follows:

F1: What kind of a solution could (terminal) be to your game?

Could he be that solution?

Can you see yourself figuring on it?

Give me another solution (terminal) could be to your game.

Can he be that solution? and so on to EP____

F2: What kind of a solution could your game be to (terminal)?

Can you be that solution?

Can you see (terminal) figuring on it?

Give me another solution your game could be to (terminal).

Can you be that solution? and so on to EP____

F3: What kind of a solution could (terminal) be to others’ games?

Can (terminal) be that solution?

Can you see others figuring on it?

Give me another solution (terminal) could be to others’ games.

Can (terminal) be that solution? and so on to EP____

F3A: What kind of a solution could others’ games be to (terminal)?

Can others be that solution?

Can you see (terminal) figuring on it?

Give me another solution others’ games could be to (terminal).

Can others be that solution? and so on to EP____

F0: What kind of a solution could you be to your game because of (terminal)? Can you be that solution?

Can you see yourself figuring on it?

Give me another solution you could be to your game because of (terminal).

Can you be that solution? and so on to EP____

XXII. Ref: CREATION OF HUMAN ABILITY R1-11

F1: What kind of a problem can (terminal) be to your game in havingness?

What kind of a problem can (terminal) be to your game in not havingness? to EP____

F2: What kind of a problem can your game be to (terminal) in havingness?

What kind of a problem can your game be to (terminal) in not havingness? to EP____

F3: What kind of a problem can (terminal) be to others’ games in havingness?

What kind of a problem can (terminal) be to others’ games in not havingness? to EP____

F3A: What kind of a problem can others’ games be to (terminal) in havingness?

What kind of a problem can others’ games be to (terminal) in not havingness? to EP____

F0: What kind of a problem concerning (terminal) can you be to your game in havingness?

What kind of a problem concerning (terminal) can you be to your game in not havingness? to EP____

XXIII. Repeat same process using solutions as follows:

F1: What kind of a solution to havingness can (terminal) be to your game ?

What kind of a solution to not havingness can (terminal) be to your game ? to EP____

F2: What kind of a solution to havingness can your game be to (terminal)?

What kind of a solution to not havingness can your game be to (terminal)? to EP____

F3: What kind of a solution to havingness can (terminal) be to others’ games?

What kind of a solution to not havingness can (terminal) be to others’ games? to EP____

F3A: What kind of a solution to havingness can others’ games be to (terminal)?

What kind of a solution to not havingness can others’ games be to (terminal)? to EP____

F0: What kind of a solution to havingness concerning (terminal) can you be to your game?

What kind of a solution to not havingness concerning (terminal) can you be to your game? to EP____

XXV. Ref: HCOB 7 Sep 64 II PPS, OVERTS AND ARC BREAKS

F1: Do you have a problem with (terminal)?

What communication have you left incomplete about that problem? to EP____

F2: Does (terminal) have a problem with your game ? What communication has he left incomplete about that problem? to EP____

F3: Do others have a problem with (terminal)?

What communication have they left incomplete about that problem? to EP____

F3A: Does (terminal) have a problem with others’ games?

What communication has he left incomplete about that problem? to EP____

F0: Do you have a problem with your game because of (terminal)?

What communication have you left incomplete with yourself about that problem? to EP____

XXVI. Ref: HCOB 21 Jul 59 HGC ALLOWED PROCESSES

F1: From where could (terminal) communicate to you? to EP____

F2: From where could you communicate to (terminal)? to EP____

F3: From where could others communicate to (terminal)? to EP____

F3A: From where could (terminal) communicate to others? to EP____

F0: From where could you communicate to your game concerning (terminal)? to EP____

PART TWO
Excalibur for Games

The Original Thesis

Today it’s the 6th of May 2002. This is a new level. The title is Excalibur for Games.

1st There is a Games Bank.

2nd In this Games Bank there are engrams.

3rd The engrams contain pain and unconsciousness which equals, for games, not know and arbitraries.

4th These engrams run earlier similar in chains.

5th The basic will be found at the source of the Games Master.

6th The basic is a consideration concerning how games have to run.

7th There is always a violation of sanity, certainty, perseverance which is a triangle which sums up to logic.

8th The source is being made to make a faulty basic creation of its games.

9th The Games Master represents the management of the source concerning the games.

10th So you have the sequence of: “Source” monitors “Games Master”, monitors “CVP”, monitors “Body”.

11th Another violation which comes out of the games engrams is the harm of Q1 self-determinism.

12th Basically, when we are dealing with other determinism, every time we find wrong concepts in the determining of space and/or time, and/or energy, and/or matter, which seam to be caused by the self determined decision of the source. Like in the classic Dianetics, the top lock in the chain is relatively close to present time, which means it is a game that has been created by the source, which was started by the games master and it is being umpired by the games master and which doesn’t run well in present time. When you go on this chain, earlier similar, to the basic, you arrive at the source point where there has been a other determined violation of Q1. 

That’s it at this point.

Thanks

6th of May 2002

DR
Excalibur for Games – Procedure

1. D of P – Interview

a. How are your games going? (Dynamics 1-12)

b. Which games give you the idea that they

i. Are insane 

ii. Have uncertainties

iii. Contain Q and A

c. Which games have too much or not enough

i. space

ii. time

iii. matter

d. where do you have difficulties to

i. Start a game?
ii. End a game?
e. concerning which games do you feel

i. in apathy

ii. Exterior

iii. Under an undefined threat

iv. Too much randomity

v. Out int or unable

2. work out a Stacklist from this

3. word the first Stack

4. with this Stack-name you run:

a. is there a game concerning ... ?

b. Itsa, until you know everything about this game –time, place, event, Terminals.

c. Find an earlier, similar game.

d. Find an earlier, similar game etc., etc.

e. When you have reached the earliest game, find the „unconsciousness“, (in this case unknowns), and „pain“, i.e. arbitrary, by which the Source was made to create unlogical games – and illogical Games masters.

f. Change this consideration.

g. Go back the chain and itsa using the new consideration. 

h. Handle any Gamesmaster stuck in there, Clones of yourself, players etc. with the respective Processes. (V.I.P., V/I-R/W, PrPr 1, 2, 3, 4, 5, 6, 10, 11, 12 or which ever applicable.)

i. thorough B/CBs 

j. as-is any playing fields not needed any longer by blowing the space-mocos.

Doro, 6.5.2002

De: fr [fram@netcabo.pt]

30 de Abril de 2002 23:28

Assunto: nothing

Dear Doro,

For a long time I've been meaning to talk to you waiting for things to be better.

But Exteriorization and Havingness don't fit very well.

Looks like a big fight is comming in the heavens and bealieve it or not I think "they" have a much higher oppinion of us than we ourselves do. Thus "they" will have to make us inoperative first.

Looks a bit psicotic, doesn't it? But "those guys up there mean business"(LRH)...

Anyway, how are you? Hope the fight on your side is at least funny...

(Just uncover finnally a very ocluded piece of track: through Marcab! And finnally uncover a lot of people that came from there also... But me, I was "condemn" for doing the atrocity of teaching to the “lower class”, "upper class” stuff. Looks familiar?

De: doro@knights-of-eternity.de

6 de Maio de 2002 16:41

dear francis,

congratulations for your perceptics! yes, there is a new, bigger fight ahead! after quite some months of try and error i finally found the real next step. attached is a short note on whast it's all about.

love, doro

De: fr

 7 de Junho de 2002 0:01

Thanks!
Great stuff I've been handling! Looks like xcal for games brings up all tanglement points in the track and the true history of games also.
Xenu, metalics and crooks are falling in their true place!
(reports following soon)
De: ketern [ketern@netcabo.pt]

11 de Junho de 2002 0:40

I think this is worth telling you some of my adventures!

I was going to give you a long report but I prefer to give it straight away.

1- On running xcal for games went into the game of gods stuff and the thing was not solving until I had to accept that nobody! wanted to be stuck into this thing over here! All "Gods" wanted really to play, experience, have fun and learn! So we put up this scenario to make Xenu get elected and do the job for us! That established a pattern (at least for me) for latter games and was the biggest overt of all! I also had, for 48 hours to clean continuously the mocos put on me and, imagine!, withheld within me, in order to shit the voting! That was, of course very well hidden even from myself so that I could have a nice chain of motivators during my stay in here.

Nice, ham? It would me good to check that on other people. I think one has to be in this level to accept such a responsibility, but it would be nice if one could earlier really make the as-is of what is really the role of Xenu in this GUM. He actually was the most stupid of all (can this be a motivator also?).

2- Another thing, just to end the implant scenario we run into. Actually in this level I encountered a lot of implants. That makes sense since they establish a pattern for future games and are in the games bank.

Apparently (this has absolutely to be confirmed!) implant stations form a network all over this sector (at least)! We have main implant stations dealing with major BL implants and minor implant stations dealing with sector implants. One is implanted at a major station and then hand over to a sector that gives false tracks adjusted to it's sector, and a sort of bank that makes sense to the area. The purpose is to have a well adjusted citizen and to have him report back, to reinforce the control...during sleep!

Sector implant stations are responsible for nationalistic ideas being at least one for each country or etnic group.

Now my own scene was that, if you remember, I endded off in Maroco after the implant. Well, I was not suitable for an arab so they contacted sector IS at Serra da Estrela and I was sent there, got implanted with a "portuguese" way of thinking and sent to find a body in Lisbon. It is not yet clear if I had a body in pawn or not there. 

Now, another chity thing about this is that, aside from the implant itself, you meet people there who are being "treated" with the same stuff and latter on you have a tendency to associate with them...if you know what I mean.

Enough of good news. Enjoy yourself.

I also encounter what might be an explanation for the metalics...But that goes into another chapter.

De: ketern [ketern@netcabo.pt]

13 de Agosto de 2002 22:17

Hello!

Sorry for the non-comm. Have you been in holidays?

Have a lot of data to share with you and a tremendous EP for NED for Games or xcal for Games.

Phisically things are not so well and amazing enough also Louis Lazaro called for help. He was operated to the coronaries and he had 3 by-passes done. Operation OK but he asked me if I could help him since, as he says, he's beeing "atacked" with fever, etc and, of course, he is very weak. He is in an hospital in Paris. 

I Thought that 2 KE instead of 1 could give him a better hand...mother theresa...

De: ketern [ketern@netcabo.pt]

16 de Agosto de 2002 23:09

I'm still alighing data with this but so far, I consider it an EP for the level

ML

Francis

7 Aug 02

(Basic on NED for Games)

In the beginning and now there is the basic MU of the thetan and that is also the first unsolved situation: the thetan is ONE and ALL. The image could be of a stack of copy machine paper: there is one stack and every sheet is individual but is also the whole stack. Of course the comparation is an alter-is because there is an individuality which is also a manifestation of the individuality of the whole. 

In the beginning the whole of thetans (or this awareness that Ron once called the main body of theta) were being cause (a cause) and what it caused was caused and agreed by all. That was OMNI state and all were acting as one. 

When the question of authorship arose, everybody "knew" they did it. They didn't understand they all did it or that it doesn't matter who did it, since there was no question of "who".

That was "solo" state and it came as a shock to see that all others were creating also the same thing.  Comparison came in and then not-is: "I don't want to know what others are doing" Than the service fac: "I'm the best"

So, the first unconsciousness was the activities of others. And the first arbitrary (for me) is "I 'm perfectly capable of playing with myself or alone"

Only that, being still in a very much OMNI state, all had the same thought at the same time.

Being time a lie, we are still playing the same OMNI game that is responsible for this Virtual Reality. And being created by all in an unaware manner, all perceive it the same way and nobody can change it unless all agree. 

Persistence is achieved by this impossibility to understand the true authorship of this reality, this mystery of how can a source be at the same time one and all.

But at the same time theta, in a solo state, tried to individuate even further and the solution was to create it's own private games field. He than invented "the mind", where he could play his own private games without being dependent from agreement from others.

The mind had none of these "mysteries", can be understood and things can be as-ised without the help of others.

Only problem is that, having not solved the first MU, a thetan is apt to accept BTs and Clusters as a dramatization of his own native state.

Buddhism considers as the first aberration to think in terms of "me". They don't know how right they are!

Now, Cause (let's call it this way to the native state of thetans), like someone getting too much involved in the action of a film, finds itself suddenly being one of the characters in the action of what it created: it experiencing it's own effect. 

These are CVPs and GMs. All arbitraries are caused by solo CVPs and GMs since, being self-determined, they are the unprogramed factor that is not shared by this wholeness of theta.

De: ketern [ketern@netcabo.pt]

22 de Setembro de 2002 10:40

Assunto: an EP

Somewhere along the line there is this EP:

"To be or not to be is not a question."

De: doro@call-us4help.de

22 de Setembro de 2002 12:01

WHAT ?????

De: doro@call-us4help.de

27 de Outubro de 2002 11:40

BTW: I had quite a cognition on the GOT3:

Of course we have to clean out the body and the MEST-U first on this level before we can expand further into HGC2, the MEST-U WAS the dumping-ground for the game from the metallic interference, this is why the games in the MEST-U are so confused...

Love, Doro

De: fr [fram@netcabo.pt]

28 de Outubro de 2002 21:29

Yes!

I did already 2 sessions on solo and they went terrific! Lots of data that I'm confirming tru the materials. But had simptoms of too steep gradient. Sensation too much data and too much handling in very few time.

Yesterday, after a session, Rita got sudenly very ill, vomiting and fainting, sensation she was going to die. Somehow I conected that to my session, decided finally to handle it, put my hand over her head and send everything away. She got imediatly alright, went to sleep and had to after efect this morning, what so ever. Interesting, isn´t it? Anyway this level "feels" a power much stronger than previous ones.

Got some more wordings from the Inc2 implant: never compromise, don´t acept coordination, don't cooperate. Looks like a really GOT2 is still needed since it takes too much time to handle the implant part of it. (Though about putting in it the games conditions and no-game conditions. Haven't tryed yet)

Also seams that the Games Thetan was really before Inc1 just a Goal Thetan. The incident added barriers and freedoms giving the ingredients for a game.

I also got the idea Games were dumped in either U3 or another place of Loop 3, but it sure looked like THIS U3!

Another crazy idea I got is that this U3 is just a "metalic universe", I mean, their space....

De: doro@knights-of-eternity.de

29 de Outubro de 2002 8:10

I also had a couple of sessions, first off meter, because Picasso had been biting my hand pretty badly when I tried to brush him, but after 24 hrs I got fed up with this and just addressed this injury with GOT3 like an assist. The result was a strange feeling of "crack" in the bone, and then I could watch the swelling go away in about 3 seconds, the hand stopped hurting, and everything was back to normal. The playingfield I ran was the body as a playingfield for a thetan. Very funny.

I did already 2 sessions on solo and they went terrific! Lots of data that I'm confirming tru the materials. But had simptoms of too steep gradient. Sensation too much data and too much handling in very few time.

Well, I had similar thoughts, but then I found out, this "too much data" are just the communications of the BTs/Clusters which are either being handled or waiting to be handled. I just acknowledged them and the "data-overflow" stopped.

Yesterday, after a session, Rita got sudenly very ill, vomiting and fainting, sensation she was going to die. Somehow I conected that to my session, decided finally to handle it, put my hand over her head and send everything away. She got imediatly alright, went to sleep and had to after efect this morning, what so ever. 

Quite interesting, Martin started to pick up some "leads" from my auditing, but fortunately not to the bad side of it.

Interesting, isn´t it? Anyway this level "feels" a power much stronger than previous ones.

Doesn't it always ? :-))

Got some more wordings from the Inc2 implant: never compromise, don´t acept coordination, don't cooperate. Looks like a really GOT2 is still needed since it takes too much time to handle the implant part of it. (Though about putting in it the games conditions and no-game conditions. Haven't tryed yet)

I tend to rather run it it LRH did with OT3, try to handle it through the platens with just very few "key-buttons", and not go through the 36 days implants. But if you feel you have to do it...

Also seams that the Games Thetan was really before Inc1 just a Goal Thetan. 

I agree to this. 

The incident added barriers and freedoms giving the ingredients for a game. 

Have a look at the facotrs, which are basically the rules for HGC2. Here everything has been laid out. The Incident I added an arbitrary, which creates a group-engram. (ref. LRH on group-dianetics)

I also got the idea Games were dumped in either U3 or another place of Loop 3, but it sure looked like THIS U3! 

I agree !

Another crazy idea I got is that this U3 is just a "metalic universe", I mean, their space.... 

This is exactly what they want you to think. Every conqueror tries to assimilate the conquered territory and "integrate" its population, and when I look at the games which are being played in the MEST-U, well, there are quite a lot of metallic - life - hybrid beings already around. So, lets handle them back to life !

This morning I had a very interesting session, where I perceived the games-particles out of a cluster like little pieces of a movie, trying to get back together for the whole film, and then they vanished through a hole in the floor. This immediately reminded me of the GBC, I looked it up and found some references of CBR in cone trip #3. 

I get the strong feeling, as if not only playing fileds and gmes got smashed and clustered, but also cones. I will have a closer look at this later today.

De: fr fram@netcabo.pt
11 de Novembro de 2002 21:35

Yesssss! 

My biggest cog so far on Inc I, was that there is always a break in "Goals" of the games thetan. During it he was "teached" to create walls around him, so that then he could percieve them and bump into them. From here I had the cog (again) that your only limitations are those things to which you give power. 

This was also linked to a kind of M/WH from Source which was "it was intended this way since the begining, no other way to have games" (probably a 3rd party from the metalics)

De: doro@knights-of-eternity.de
11 de Novembro de 2002 8:25

  latest cog from "Inc I":

  this incident was done to give to the source the concept of "finite" instead of "infinite". It introduced the idea that expansion was not infinite, but that there was a stop, or a boundary somewhere.

  This had to be done, otherwise in the "Incident II"-implant the being would not have accepted that there was a limit to space and/or expansion.

De: fr [fram@netcabo.pt]

1 de Dezembro de 2002 0:15

Assunto: RE: EPs?

The only thing I actually created were "Sources"

Than "these" did/are doing all the work.

That puts me were? A creator of source and, of course, no source!

This reads best as "Native State" than Static but is actyually a static.

OK?

How are things going?

Can't find any mores IIs to handle and the cog and feeling above looks like a "clear cog": I create Source and no-source and its my responsibility. Metallics read as minus-sources. (sources are a nuisance to them)

Another thing: on Standards for Games Masters, does the OT have to clean up Prime Mocos first if he hasn't done the GMC?

Love

Francis

De: fr [fram@netcabo.pt]

22 de Dezembro de 2002 14:45

Where can I find mentions about the 1938 M-ship meeting?

De: fr [fram@netcabo.pt]

Enviado: domingo, 22 de Dezembro de 2002 16:45

The only reference I have is from the cone issues. Is there any more?

De: Ayliannha [die.richter.gang@t-online.de]

Enviado: domingo, 22 de Dezembro de 2002 17:36

there is an indirect reference in SOB1.

love, Doro

De: fr [fram@netcabo.pt]

Enviado: domingo, 22 de Dezembro de 2002 19:13

Thanks!

Then I'm correct about the content of the meeting!

But:

After the meeting there was an implant which added to the mission orders.

This implant must be run since it's the cause of some unnecessary things that happened during WW2 putting the blame on the missionaires, causing 3rd parties between them and being very efective on spliting the group. It also gives people a feeling Scn is 'black'

De: ketern [ketern@netcabo.pt]

Enviado: quarta-feira, 29 de Janeiro de 2003 19:20

How's life?

Thank you for your jokes you've been sending me.

Just for stats: Maia Alves is already doing OT12, Margarida (mother) on Standards for GMs, Tita(Margarida daughter) on OT8, Mariana finished Excal+POT LR and there's a few on lower grades.

Carlos still carriyng with excal for sources... Phisical problems...Having lots of wins...But stuck in the brigde.

Now, a question to you: How would you place the Venus Command (called also the 5th invader force) into the political scene of the galaxy?

De: doro@knights-of-eternity.de

30 de Janeiro de 2003 23:07

got your 2 messages, will answer next week, I am on the road, coming from switzerland, going to hamburg. Excal for Games is ready, i am running it already with huge success, it links to quite some extent with your data.

more to come next week.

love, doro

De: ketern [ketern@netcabo.pt]

Enviado: sexta-feira, 31 de Janeiro de 2003 15:33

Assunto: Re: GamesPostulates.rtf

Thank you for your answer.

I send you some material I found. I would appreciate if you could test it since it will not be possible over here...Nobody at that level...

I'm having lots of fun.

PS: My whole track of last million years oppened up! At last!

De: doro@knights-of-eternity.de

Enviado: terça-feira, 25 de Fevereiro de 2003 20:47

Hi, Francis,

sorry for the long delay, apart from being terrible in writing (which does have improved) I was on a couple of tours through Europe handling my "children"...

Well, I checked the stuff, you sent me, answer is attached.

Great news from your side, all moving well, and especially your time-track opening up is a nice extra bonus.

Well, by now I am fighting my way thru the excal for Games, it is bizarr, even there you have something like "pre I" experimental areas back in HGC I

Right now I am still trying to establish something standard, it does seem to be there, and as soon as I know more about the whole thing I will send you the roadmap through this jungle.

Apart from all that I am working these days on putting all the Games-Levels etc. (basically everything above 17) together into nice packs, with  audio-files etc. , and processing the video material from the last castle-meeting into a little movie. Great stuff BTW on the cassette you sent. And I didn't forget your CD with the G-OT3 stuff, its still under processing together with the write-ups of the processes and some additional LRH-Material. Should be ready in about 2 weeks.

love, Doro

The Basic Aberration of Games

Goals and Postulates

On a Games Master Level, when one creates a Goal, he immediately creates also the ‘minus’ goal.

If one, for instances, decides he is going to work to be a doctor, he has two possibilities:

(a) He makes a Game out of it, or

(b) He postulates it.

From my viewpoint the idea of working to become a doctor is on a CVP-level, making the Thetan into a player.

On (a), he sets the goal and he is to do his best to achieve it. Here he establishes also what he can do (freedoms) and what he can’t do (barriers). He establishes also the possibility of not achieving the goal (the minus goal or ‘–goal’)

On (b), he just creates that reality and he just knows it is there. No game is created and no chance is given to any possibility of a minus postulate (or it would become a game).

The Opposition in Games

Having established the Goal, he is going to try to reach for it and withdraw from the “–Goal”. His opposition will then be his own –Goal and his own established barriers, like the games conditions.

So the opposition in his games is set up by himself and one can say that every game carries with it it’s own failure.

One can then say a game is a contest between two sides of the same reality established by a Games Master. He is actually playing with himself.

So a game can be said to be a substitute for a postulate and, so far, can be seen as a self-determined activity.

This seems to me illogical, to me this would mean rather that the thetan has a games-condition with himself, or a “self-determined” GPM.

The Role of Others

But there are other games going on made by other beings. 

The apparent role of others in one’s game can be seen as:

1) Having a Similar Goal and not being antagonistic (friends);

2) Having an Opposition Goal and being overtly antagonistic (enemies);

3) Presenting themselves as 1) but being really 2) (suppressives).

Friends normally help you, meaning they give you more freedoms, they help you overcome barriers and contribute to make the goal more real and the minus goal more distant.

Enemies present you with their own freedoms as barriers, eliminate your freedoms thus knocking down their own barriers, reinforce your minus goal with their Goal and substitute your Goal with your minus Goal. This is all quite known and you can see they have a game that is in opposition to yours.

But a suppressive is something quite different. He doesn’t really have a game. That’s why he can’t oppose you with his own goal, freedoms or barriers. 

In a game, he doesn’t have power of his own.

So you can’t sense him as being against you for anything in particular.

How does a suppressive act?

He uses the very same tools you have in your game.

He tries to make you diminish or give less importance to your own goal; he tries to make you implement or make more real the minus goal; he tries to make you see more real your own barriers and less real your own freedoms. 

So, basically he just puts in front of you your own barriers that you created to your game.

Of course an enemy also uses this but that is quite plain to you since you can spot his game and goal.

The Games Thetan

This scene increases in complexity when you add to it:

Fun,
And
Interest,
Wins and 

Improvement and
Acceptances

Intelligence

and their counterparts:
No Fun,
And
No Interest,
No Wins and

No Improvement and
No Acceptance

No Intelligence
being poked from you and thrown into your face. (Agreed, if you mean by “you” the Gamesmaster)

All of this is stored into the Games Thetan and lessen his ability to play.

With the green marked passages I can agree. But in general I have a certain “itchy” feeling, because I think that you should really differentiate more clearly between Source, Gamesmaster, Game-Thetan and CVP. 
Of course, from the viewpoint of a source there is not that much difference, but when you try to take it apart in session, the differentiation becomes rather important.

Here is a nice little piece of data to think about: Does the source create both the Game thetan and the games master as a “team” to run the game? LRH calls the game thetan “the culture of the game”, (ref. “Group Dianetics” and “Essay on Authoritarianism”). So could the Gamesmaster be the manager of the culture ???? And the source created both ????

Love, Doro

De: ketern [ketern@netcabo.pt]

Enviado: terça-feira, 25 de Fevereiro de 2003 21:57

Dear Doro:

Thanks for your answer to the paper I sent you the 26 Jan and your comments to it. I also feal itchy about it but it pointed a way to an explanation of the behaviour of the suppressive.

But there was an earlier one I sent you asking you: 

"Now, a question to you: How would you place the Venus Command 

(called also the 5th invader force) into the political scene of the galaxy?"

Can you answer that one?.

I realized now that I forgot to atach the real big thing to the message of 31 Jan. That was the thing I asked you to test since I have no one to do it over hear. I'm attaching it now.

Anyway, since I handled all my GMs, CVps and Games Thetans I had still stuck on old games I'm very stable, life is being much more fun, etc, etc. By the way, of course Source created all his GMs, GThetans and CVPs. Or, shall we say, is creating them? But...until he handled the past ones that are still floating around, he creates them ON TOP OF very old ones. So the new games won't have much power, isn't it?

I'm collecting and studying ALL of Rons materials on SOP Goals and GPMs and finding the old man knew it from begining. But somehow it was very difficult to apply and got lost. Problaby it could be cleanned only at this stage on the bridge.

On handling VPs of mine still involved in past games, I got one GM involved in implanter games, using plug systems, etc. He was very hard to “convince” to stop it’s activities.

On locating the start of its activities it came upon a contact with a “metallic”. He said he was not implanted but “squeezed” into a bit of “metallic way of thinking”: Stop everything, hold everything still, only important things are matter, time and, of course, solidity. 

His “squeezing” (infiltration of his beingness) was so 1.1 and nice that he just wanted to go away but couldn’t. Finally he agreed with that way of thinking and that was it! He started working for it.

This realization made him come out of it a bit, but he still couldn’t get away. He was still “reporting” to that metallic that was holding him.

So I proceeded to handle the metallic who amazingly enough gave a LF on “Hello”!

Tried PrPr 4, 5 and 6 but, although responsive, the only answer to everything was “me”. All processes seamed flat on him!

Then tried the following process:
1.
“Tell me about matter”






2.
“Tell me about energy”






3.
“Tell me about space”

4. “Tell me about time” 

It gave very good readings to it and basically happy answers to 1 and 4 (matter and time) and antagonistic answers to 2 and 3 (energy and space).

Nothing more seamed to work until I asked him: “Remember a time you were able to play”. That got a LFBD and a faint “idea” of previous very ancient games. Then I asked the question that really got the ball rolling: “Tell me about the end of previous Games Gestalt!”

What came out was that, apparently, this is not the first time we play the Game of Games. Earlier times, this whole set-up of games, ended all compressed in a chunk. These chunks are the metallics! They are a kind of BST from “Last Games Around”. 

They consider themselves to be “One” who is “all”. Absolutely no sense of individuality! Their only ideal scene is the beautiful solidity of being all the same, all equal.

Then PrPr2 on LGA (Last Games Around) got almost the whole story. He considered he achieved the top of the scale “Know!” although it looks like a “negative Know” and a “negative Serenity of Beingness”. This was attained after playing the whole set of the Games Gestalt. They are absolutely sure it’s going to end up the same way this time so they are helping it to achieve condensation and solidity as soon as possible. The process got its EP of lesser solidity. He didn’t look anymore as a solid chunk of iron, I could now almost see through him although still very dark.

I decided to try again PrPr4 and to the source question I got immediately the answer “WE!” They went from a unit to a discovery of a multitude of beingnesses! And the iron solid disappeared!

What was left were myriads of VPs. The sensation was exactly as if lots of hostages held by terrorists were suddenly let go! These VPs were free and had a lot of experience: they had played ALL games! FTA.

Going back to my initial GM he was now happy with the realization this game of freeing beings is much fore fun! 

Just to get the FTA again, I did some PrPr2 on LGA on him. That was important since he realized that his contact with the metallic had given him the “knowledge” that “it’s going to end all like that anyway”. So there’s no chance this time. FTA again. 

***

31-01-2003
De: doro@knights-of-eternity.de

Enviado: quarta-feira, 26 de Fevereiro de 2003 10:06

In my opinion this are probably the "kroks" or reptiles. The are something like the renegade-troups of implanters and metallics in this Universe.

What you wrote makes a lot of sense. Give me some time to research into it. 

De: ketern [ketern@netcabo.pt]

Enviado: quarta-feira, 26 de Fevereiro de 2003 21:47

In my opinion this are probably the "kroks" or reptiles. The are something like the renegade-troups of implanters and metallics in this Universe.

Well, that's not Ron's opinion.  Are you confusing them with the 4Th invader force? 

They used to influence the politics of Earth, taking over bodies of influencial people and so on. Actually quite powerful beings. What I meant is, are they still acting as they were, influencing the politics of Earth and this zone?

De: ketern [ketern@netcabo.pt]

1 de Março de 2003 23:14

  Probably this is the only other reference to it...

LRH tape lecture 27 November 1959 A Brand New Type of Auditing

"...somebody asked me the other day…"How was it I got off better than the rest of you?"  It was quite a question, "How did I come off any better than anybody else?" and so on.

Well, I haven't got any pat answer for the thing except I just like to win, see? Now, nevertheless the line up which I've gone along the line of, and so forth, and the line that you've gone along the line of, and so on, have some distinct parallels. There are some distinct parallels.

And every once in while somebody says to me, "Well, what are we doing? Are we the Fifth Invader Force that's knocking out the Fourth Invader Force? And it's all going according to some plan which is written on the flyleaf of something or other and in which we've been all implanted and we're supposed to this and that with this planet, and go along like marching little dolls and so forth?"

Well, there's news for you if you think that. Is, aren't you tired of being a puppet in somebody else's game? Well, all right, this is an opportunity to get free. That's what Scientology's all about.

Scientology, as Dick Halpern said last night, is the joker in the deck. That's one that isn't on plans, although they always know there's liable to be a joker in the deck someplace when they start making up big and horrendous plans and so forth. Well, I could give you the whole program and campaign and exactly how it's all supposed to go and what the exact time schedule is right straight on out to the end of time, only Scientology's no part of that plan.

See, all these plans are the activities of slave masters of one kind or another. They don't want anybody free. They're scared stiff that somebody might get out of the cage, don't you see?

Well, I got tired of being a leader in another game, that's all. I'm a ruddy revolutionary. That's what it all amounts to, and so forth.

Talk about overt acts, why, if it's an overt act to carry along some game, and apparently do your job and that sort of thing, well, I am guilty of that sort of an overt act."

De: Ayliannha [die.richter.gang@t-online.de]

Enviado: domingo, 2 de Março de 2003 11:20

To me, this sounds very much like the Implanter / Greys / (and probably even the Kroks) - Gambit going against the Markabians.

De: ketern [ketern@netcabo.pt]

Enviado: terça-feira, 4 de Março de 2003 0:01

Well, through the ages, I've been doing a lot of  gathering of data about all sorts of aliens. My specialty has been inteligence work and apparently a lot of dirty work for the GP. It's not a group of angels, you know? I've certainly been much involved with the Greys during the Orion(?) wars and know them quite well from before we kicked them in the ass and thought they had disapeared. Apparently not...( That's from where I know our friend Richard, by the way) They are a sneeky type of people with a very twisted way of thinking. But they are not for sure the 5th invader! 

I was also much involved with Espinolians (The ones in this Universe). They are very strong type of people with the aim of controling the whole Universe. They had to be confinned to their "quarter of the universe" somehow (sometimes not by very nice means) but I think this time we hare handling them at their source (their own RAGs). They sure don't look like the 5ths. Although they use almost the same methods of mental control and taking over peoples minds, the 5th is not very much of an expert with implanting.

I also happen to know the people from Magalhães Clounds, Betelguese and Marcab. But the only ones that fit more or less with the 5th are the Marcabians. Although there is something fishy about it. They are not quite the same people.

The krocs? Well, it's possible.

You know, my problem is that I was supposed to investigate this whole scenario of the forces acting behind the scene in Earth. I have them pretty well plotted now but the 5th escapes my wits. I was for a while an infiltrated agent on them but never quite got what were their intentions except a "playing with people". I always sensed they were a minor group from a much bigger operation.

Ok, enough.

By the way, I´m having a ball with whole track sec check (Please don't worry, I'm doing it in a very sure way and certainty about who really did it.)

De: Ayliannha [die.richter.gang@t-online.de]

Enviado: terça-feira, 4 de Março de 2003 8:28

well, I just cognited where one could find a cross-breed between Markabians and Kroks with a much higher IQ !!!

What about the Xacari ????

De: doro@knights-of-eternity.de

Enviado: quinta-feira, 17 de Abril de 2003 12:35

well, well, lots and lots of things have happened in the last weeks, on most of the dynamics...

after i had completed the GOT3, i went into researching the G-Excal, started running it, but somehow i felt as if there had a resistive case point been bypassed. The result of just another DofP was a PTS-ness concerning my own games, which have been roller-coastering for quite some "time", well let's rather say "cycles of existence", because it has been more than just the MEST-U. So I decided to try the "suppressed persons rundown" and apply it to games and game-thetans. The rundown is attached to this mail.

My personal results: 

most stats (I am still on the rundown)  in affluence and above, most games are running smoothly. 

On tuesday we are going to sign the contract for buying a house in France (see foto), in the vicinity of Vittel, where we will move in some time in June, but for the time being we will use it for weekends, vacations and so on, and, since there is enough space, it can also be a place for smaller meetings and courses.

This years convention is going to take place on the weekend 17. to 19. october, in a place that is much closer to Frankfurt this time. I will send you more deatils soon.

Wow, what a long email...

Suppressed Games Rundown 

9. Make a list of all games under your management which are rollercoastering.

10. Assess the List, and take the game with the biggest read and interest.

11. Contact the Game-Thetan and find out, which indicates best:

· Someone or something tries to unmock his game

· The Game-Thetan tries to stop someone or something concerning the game 

· The Game-Thetan tries to withdraw himself and the game from someone or something. 

12. Find a Wording.

Example: 

· Who or what tries to unmock your ... game ?

· Whom or what are you trying to stop ? 

· Whom or what are you trying to withdraw from ? ( or to withdraw your game from) 

13. Now you use the wording found in the processes and run all of them to EP, if necessary more that once through, until you get the EP.

14. Blow- Can’t Blow whenever necessary.

15. The EP for THIS Game is reached, when – for whichever reason – all of a sudden expansion takes place and help of something positive come from the side of the suppressive influence.

16. Repeat 2 to 6, until all your games run without interference.

Doro, 15.4.2003

The Problems – Processes

Important: 
You don’t run these processes on yourself as a Gamesmaster or Source, but you audit the Game-Thetan.

Ref: CREATION OF HUMAN ABILITY R2-34

F1: Can you recall a problem about (terminal) which concerned your game?

How did it seem to you then?

How does it seem to you now?

Can you recall another problem about (terminal) which concerned your game?

(Continue, using the above commands) to EP____

F2: Can you recall a problem (terminal) has had with your game which concerned him?

How did it seem to him then?

How does it seem to him now’!

Can you recall another problem (terminal) has had with your game which concerned him?

(Continue, using the above commands) to EP____

F3: Can you recall a problem others have had with (terminal) which concerned their games?

How did it seem to them then?

How does it seem to them now?

Can you recall another problem others have had with (terminal) which concerned their games?

(Continue, using the above commands) to EP____

F3A: Can you recall a problem (terminal) has had with others’ games which concerned him?

How did it seem to him then?

How does it seem to him now?

Can you recall another problem (terminal) has had with others’ games which concerned him?

(Continue, using the above commands) to EP____

F0: Can you recall a problem you have had with your game because of (terminal)?

How did it seem to you then?

How does it seem to you now?

Can you recall another problem you have had with your game because of (terminal)?

(Continue, using the above commands) to EP____

II. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: Tell me your problem with (terminal).

What part of that problem could you confront? to EP____

F2: Tell me (terminal’s) problem with you.

What part of that problem could he confront? to EP____

F3: Tell me others’ problem with (terminal).

What part of that problem could they confront? to EP____

F3A: Tell me (terminal’s) problem with others.

What part of that problem could he confront? to EP____

F0: Tell me your problem with your game because of (terminal).

What part of that problem could you confront? to EP____

III. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: What problem about (terminal) could you confront? to EP____

F2: What problem about you could (terminal) confront? to EP____

F3: What problem about (terminal) could others confront? to EP____

F3A: What problem about others could (terminal) confront? to EP____

F0: What problem about yourself concerning (terminal) could you confront? to EP____

IV. Ref: HCOB 6 Jul 61 ROUTINE 1A

To be run as a bracket (1-10, 1-10, 1-10, etc. to EP).

11. What problem about (terminal) could you confront?

12. What problem about (terminal) don’t you have to confront?

13. What problem about your game should (terminal) confront?

14. What problem about your game wouldn’t (terminal) confront?

15. What problem about (terminal) should others confront?

16. What problem about (terminal) wouldn’t others confront?

17. What problem about others’ games should (terminal) confront?

18. What problem about others’ games wouldn’t (terminal) confront?

19. What problem about your game concerning (terminal) could you confront?

20. What problem about your game concerning (terminal) don’t you have to confront? to EP____

Note: What problem about (terminal) could others confront? (or What problem about others could (terminal) confront can be used instead of should whichever checks out on the meter) .

V. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: What two things about (terminal) can you confront? to EP____

F2: What two things about you can (terminal) confront? to EP____

F3: What two things about (terminal) can others confront? to EP____

F3A: What two things about others can (terminal) confront? to EP____

F0: What two things about your game concerning (terminal) can you confront? to EP____

VI. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: Tell me your problem with (terminal).

How does it seem to you now?

Alternate repetitive to EP____

F2: Tell me (terminal’s) problem with your game.

How does it seem to him now?

Alternate repetitive to EP____

F3: Tell me others’ problem with (terminal).

How does it seem to them now?

Alternate repetitive to EP____

F3A: Tell me (terminal’s) problem with others’ games.

How does it seem to him now?

Alternate repetitive to EP____

F0: Tell me your problem with yourself because of (terminal).

How does it seem to you now?

Alternate repetitive to EP____

VII. Ref: HCOB 19 Nov 65 PROBLEMS PROCESS

F1: What problem have you had with (terminal)?

What solutions have you had for that problem?

(One gets the pc to give his problem then runs TA off solutions. Then a new statement of the problem and more questions about solutions.) to EP____

F2: What problem has (terminal) had with your game?

What solutions has he had for that problem? to EP____

F3: What problem have others had with (terminal)?

What solutions have they had for that problem? to EP____

F3A: What problem has (terminal) had with others’ games?

What solutions has he had for that problem? to EP____

F0: What problem have you had with your game because of (terminal)?

What solutions have you had for that problem? to EP____

VIII. Ref: HCOB 19 Jan 61 ADDITIONAL HAS PROCESSES

F1: Get the idea of solving a problem with (terminal).

Get the idea of not solving a problem with (terminal). to EP____

F2: Get the idea of (terminal) solving a problem with your game.

Get the idea of (terminal) not solving a problem with you. to EP____

F3: Get the idea of others solving a problem with (terminal).

Get the idea of others not solving a problem with (terminal). to EP____

F3A: Get the idea of (terminal) solving a problem with others’ games.

Get the idea of (terminal) not solving a problem with others. to EP____

F0: Get the idea of solving a problem with your game about (terminal).

Get the idea of not solving a problem with yourself about (terminal). to EP____

IX. Ref: CREATlON OF HUMAN ABILITY R2-71

F1: Give me some answers concerning (terminal). to EP____

F2: Give me some answers for (terminal) concerning your game. to EP____

F3: Give me some answers for others concerning (terminal). to EP____

F3A: Give me some answers for (terminal) concerning others’ games. to EP____

F0: Give me some answers for your game concerning (terminal). to EP____

X. Ref: HCOB 3 May 59 SOLUTION TO SOLUTIONS

F1: What solution could you make stick about (terminal)? to EP____

F2: What solution could (terminal) make stick about your game? to EP____

F3: What solution could others make stick about (terminal)? to EP____

F3A: What solution could (terminal) make stick about others’ games? to EP____ 

F0: What solution about your game concerning (terminal) could you make stick? to EP____

XI. Ref: HCOB 14 Sep 61 NEW RUDIMENTS COMMANDS

F1: Find out if the game-thetan has a reading problem with (terminal). If so, run:

Tell me what is unknown about that problem with (terminal). to EP____

F2: Find out if there is a reading problem (terminal) has with the game. If so, run:

Tell me what is unknown to (terminal) about that problem with your game. to EP____

F3: Find out if there is a reading problem that others have with (terminal). If so, run:

Tell me what is unknown to others about that problem with (terminal ). to EP____

F3A: Find out if there is a reading problem that (terminal) has with others’ games. If so, run:

Tell me what is unknown to (terminal) about that problem with others’ games. to EP____

F0: Find out if the game-thetan has a reading problem with his game because of (terminal). If so. run:

Tell me what is unknown about that problem with your game. to EP____

XII. Ref: HCOB 7 Sep 64 II PPS, OVERTS AND ARC BREAKS

F1: Tell me something you don’t know about (terminal). to EP____

F2: Tell me something (terminal) doesn’t know about your game. to EP____

F3: Tell me something others don’t know about (terminal). to EP____

F3A: Tell me something (terminal) doesn’t know about others’ games. to EP____

F0: Tell me something you don’t know about your game because of (terminal). to EP____

XIII. Ref: HCOB 24 Feb 59 TECHNICAL BULLETIN HCOB 3 Jul 59 GENERAL INFORMATION

Run Selected Person Overt Withhold Straightwire on the terminal.

F1: Think of something (terminal) has done to your game.

Think of something (terminal) has withheld from your game. to EP____

F2: Think of something you have done to (terminal).

Think of something you have withheld from (terminal). to EP____

F3: Think of something others have done to (terminal).

Think of something others have withheld from (terminal). to EP____

F3A: Think of something (terminal) has done to others’ games.

Think of something (terminal) has withheld from others’ games. to EP____

F0: Think of something you have done to your game because of (terminal).

Think of something you have withheld from your game because of (terminal). to EP____

XIV. Ref: HCOB 15 Oct 58 ACC CLEAR PROCEDURE

F1: Tell me your problem with (terminal).

What part of that problem could you be responsible for?

Alternate repetitive to EP____

F2: Tell me (terminal’s) problem with you.

What part of that problem could he be responsible for?

Alternate repetitive to EP____

F3: Tell me others’ problem with (terminal).

What part of that problem could they be responsible for?

Alternate repetitive to EP____

F3A: Tell me (terminal’s) problem with others.

What part of that problem could he be responsible for?

Alternate repetitive to EP____

F0: Tell me your problem with your game because of (terminal).

What part of that problem could you be responsible for?

Alternate repetitive to EP____

XV. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: What motion of your game has (terminal) been responsible for? to EP____

F2: What motion of (terminal’s) have you been responsible for? to EP____

F3: What motion of (terminal’s) have others been responsible for? to EP____

F3A: What motion of others’ games has (terminal) been responsible for? to EP____

F0: What motion of your own game regarding (terminal) have you been responsible for? to EP____

XVI. Ref: HCOB 31 Mar 60 THE PRESENT TIME PROBLEM

F1: Tell me your problem with (terminal).

What part of that problem have you been responsible for? to EP____

F2: Tell me (terminal’s) problem with your game.

What part of that problem has he/she/it been responsible for? to EP____

F3: Tell me others’ problem with (terminal).

What part of that problem have they been responsible for? to EP____

F3A: Tell me (terminal’s) problem with others’ games.

What part of that problem has he/she/it been responsible for? to EP____

F0: Tell me your problem with your game because of (terminal).

What part of that problem have you been responsible for? to EP____

XVII. Ref: PAB 42 24 Dec 54 SIX BASIC PROCESSES

F1: What kind of problems could you have with (terminal)? to EP____

F2: What kind of problems could (terminal) have with your game? to EP____

F3: What kind of problems could others have with (terminal)? to EP____

F3A: What kind of problems could (terminal) have with others’ games? to EP____

F0: What kind of problems could you have with your game because of (terminal)? to EP____

XVIII. Ref: PAB 88 12 Jun 56 THE CONDITIONS OF AUDITING

F1: What problem could (terminal) be to your game? to EP____

F2: What problem could your game be to (terminal) ? to EP____

F3: What problem could (terminal) be to others’ games? to EP____

F3A: What problem could others’ games be to (terminal)? to EP____

F0: What problem could you be to yourgame because of (terminal)? to EP____

XIX. Ref: HCOB 17 Mar 60 STANDARDIZED SESSIONS

F1: Tell me a problem (terminal) would be a solution to. to EP____

F2: Tell me a problem for (terminal) that your game would be a solution to. to EP____

F3: Tell me a problem for others that (terminal) would be a solution to. to EP____

F3A: Tell me a problem for (terminal) that others’ games would be a solution to. to EP____

F0: Tell me a problem concerning (terminal) you your game would be a solution to. to EP____

XX. Ref: CREATION OF HUMAN ABILITY page 51—R2-20

F1: What kind of a problem could (terminal) be to your game?

Could he be that problem?

Can you see yourself figuring on it?

Give me another problem (terminal) could be to your game.

Can he be that problem? and so on to EP____

F2: What kind of a problem could your game be to (terminal)?

Can you be that problem?

Can you see (terminal) figuring on it?

Give me another problem your game could be to (terminal).

Can you be that problem? and so on to EP____

F3: What kind of a problem could (terminal) be to others’ games?

Can (terminal) be that problem?

Can you see others figuring on it?

Give me another problem (terminal) could be to others’ games.

Can (terminal) be that problem? and so on to EP____

F3A: What kind of a problem could others’ games be to (terminal)?

Can others be that problem?

Can you see (terminal) figuring on it?

Give me another problem others’ games could be to (terminal).

Can others be that problem? and so on to EP____

F0: What kind of a problem could you be to your game because of (terminal)?

Can you be that problem?

Can you see yourself figuring on it?

Give me another problem you could be to your game because of (terminal).

Can you be that problem? and so on to EP____

(XI. Repeat same process, using solutions, as follows:

F1: What kind of a solution could (terminal) be to your game?

Could he be that solution?

Can you see yourself figuring on it?

Give me another solution (terminal) could be to your game.

Can he be that solution? and so on to EP____

F2: What kind of a solution could your game be to (terminal)?

Can you be that solution?

Can you see (terminal) figuring on it?

Give me another solution your game could be to (terminal).

Can you be that solution? and so on to EP____

F3: What kind of a solution could (terminal) be to others’ games?

Can (terminal) be that solution?

Can you see others figuring on it?

Give me another solution (terminal) could be to others’ games.

Can (terminal) be that solution? and so on to EP____

F3A: What kind of a solution could others’ games be to (terminal)?

Can others be that solution?

Can you see (terminal) figuring on it?

Give me another solution others’ games could be to (terminal).

Can others be that solution? and so on to EP____

F0: What kind of a solution could you be to your game because of (terminal)? Can you be that solution?

Can you see yourself figuring on it?

Give me another solution you could be to your game because of (terminal).

Can you be that solution? and so on to EP____

XXII. Ref: CREATION OF HUMAN ABILITY R1-11

F1: What kind of a problem can (terminal) be to your game in havingness?

What kind of a problem can (terminal) be to your game in not havingness? to EP____

F2: What kind of a problem can your game be to (terminal) in havingness?

What kind of a problem can your game be to (terminal) in not havingness? to EP____

F3: What kind of a problem can (terminal) be to others’ games in havingness?

What kind of a problem can (terminal) be to others’ games in not havingness? to EP____

F3A: What kind of a problem can others’ games be to (terminal) in havingness?

What kind of a problem can others’ games be to (terminal) in not havingness? to EP____

F0: What kind of a problem concerning (terminal) can you be to your game in havingness?

What kind of a problem concerning (terminal) can you be to your game in not havingness? to EP____

XXIII. Repeat same process using solutions as follows:

F1: What kind of a solution to havingness can (terminal) be to your game ?

What kind of a solution to not havingness can (terminal) be to your game ? to EP____

F2: What kind of a solution to havingness can your game be to (terminal)?

What kind of a solution to not havingness can your game be to (terminal)? to EP____

F3: What kind of a solution to havingness can (terminal) be to others’ games?

What kind of a solution to not havingness can (terminal) be to others’ games? to EP____

F3A: What kind of a solution to havingness can others’ games be to (terminal)?

What kind of a solution to not havingness can others’ games be to (terminal)? to EP____

F0: What kind of a solution to havingness concerning (terminal) can you be to your game?

What kind of a solution to not havingness concerning (terminal) can you be to your game? to EP____

XXV. Ref: HCOB 7 Sep 64 II PPS, OVERTS AND ARC BREAKS

F1: Do you have a problem with (terminal)?

What communication have you left incomplete about that problem? to EP____

F2: Does (terminal) have a problem with your game ? What communication has he left incomplete about that problem? to EP____

F3: Do others have a problem with (terminal)?

What communication have they left incomplete about that problem? to EP____

F3A: Does (terminal) have a problem with others’ games?

What communication has he left incomplete about that problem? to EP____

F0: Do you have a problem with your game because of (terminal)?

What communication have you left incomplete with yourself about that problem? to EP____

XXVI. Ref: HCOB 21 Jul 59 HGC ALLOWED PROCESSES

F1: From where could (terminal) communicate to you? to EP____

F2: From where could you communicate to (terminal)? to EP____

F3: From where could others communicate to (terminal)? to EP____

F3A: From where could (terminal) communicate to others? to EP____

F0: From where could you communicate to your game concerning (terminal)? to EP____

HCO BULLETIN OF 29 DECEMBER 1978

THE SUPPRESSED PERSON RUNDOWN

A MAGICAL NEW RUNDOWN

At times the results of “ordinary” Scientology tech are extremely impressive, even to me. I am by this time, quite accustomed to miracles as usual, but magic is not quite so commonplace an occurrence, even these days, and is worthy of special note. Many times the suppressive person to whom the pc is PTS exists in present time and is still capable of causing trouble or upset for the pc. It is to this situation that the Suppressed Person Rundown is addressed.

This new rundown, the Suppressed Person Rundown, produces the wondrous result of changing the disposition of an antagonistic terminal at a distance, by auditing the PTS preclear. Where this terminal was antagonistic, invalidative, hostile or downright suppressive, he will suddenly have a change of heart and seek to make peace with the PTS pc.

This rundown is not considered complete until the magic occurs; that is on this rundown, we take a PTS pc and we audit this pc and audit him and audit him on Problems Processes until a major change occurs in the antagonistic persons universe which prompts him to make a friendly overture to or concerning the pc.

This friendly and unprompted origination or attempt at origination from the antagonistic terminal to or concerning the pc will occur in all cases i f Problems Processes are run and are fully flattened. This happens no matter how out of comm the two terminals have been or what length of time has intervened between their last communication .

The rundown is continued until the EP occurs. Each problem process is run to its own EP.

When the PTS Rundown engram running has to be omitted because of Clear or OT this Suppressed Person Rundown can be substituted for the engram part of the PTS Rundown but if so, it is still run to the full EP of the Suppressed Person Rundown .

This is how it works. The pc, due to some act or acts previously committed, has gone the effect of the antagonistic terminal. The terminal then attempts to suppress the pc. The pc, already the effect of the terminal becomes the effect of the suppression. So the pc’s own postulate to improve himself and his conditions is countered by the suppressive terminal’s counter-postulate, and he is thus given a present time problem of sufficient magnitude to prevent case gain, as only a present time problem will halt the progress of a case. To the present time problem are added ARC breaks with the antagonistic terminal, and as only ARC breaks will worsen a case, the result is no gain or deterioration of a case by reason of the suppressive connection in the environment .

A possible simple explanation for what occurs is: the pc, on running Problems Processes, comes up to cause on his problems with the terminal and when he is continued on problems, he will break through and actually run out the antagonistic terminal’s problems which he has given to him.

When this occurs, the formerly antagonistic terminal will get into communication with the pc or by communicating in a friendly way to others about the pc. He will write a letter to make peace, or he will make a phone call to say “All is well,” or he will tell Aunt Sally he feels much better about the pc and has decided to let bygones be bygones. It sometimes occurs that the antago person does not know where the pc is but he will still try to communicate.

This friendly origination by the antagonistic terminal is the EP of the rundown. If the terminal hasn’t yet originated, you haven’t run enough Problems Processes. THE ONLY TIME THIS DOESN’T WORK IS WHEN YOU HAVEN’T RUN ALL POSSIBLE PROBLEMS PROCESSES OR HAVE RUN THEM WITH OUT-TECH SUCH AS A BROKEN METER.

WHEN THE RUNDOWN IS DONE

The Suppressed Person Rundown is done after the education step laid out in HCOB 31 Dec 78 III EDUCATING THE POTENTIAL TROUBLE SOURCE, THE FIRST STEP TOWARD HANDLING: PTS C/S-1, and after a PTS interview or a 10 August interview or an S&D has located the antagonistic terminal and handlings on that terminal have been done, and after the PTS Rundown has been done.

This procedure is run on the antagonistic terminal in all instances, even when the PTS scene has apparently been relieved for the pc on earlier PTS handling. Always run this problems procedure, no matter how successful earlier handlings were. This RD is to repair the relationship.

The pc is given the R-Factor to let the auditor know of any communication he receives from or about the antagonistic terminal. (He should not, however, be told what the EP of the rundown is.)

HOW THE RUNDOWN IS DONE

The Problems Processes used in the Suppressed Person Rundown are given in HCOB 30 Dec 78 SUPPRESSED PERSON RUNDOWN—PROBLEMS PROCESSES and are run Triple or Quad Flow in the order they are given. Each flow is checked for a read before running and each charged flow is taken to the EP of F/N, cog, VGIs.

The EP of the rundown has been reached when the antagonistic terminal originates in a friendly way to the preclear or seeks to communicate to the pc in a friendly manner. It’s not just a cessation of hostilities, it’s more than that. Even if the antagonistic terminal doesn’t know the pc’s address he will find out, or he will put word out and the pc will hear from or about the antagonistic terminal. And it will be a friendly message. Even if the antagonistic terminal doesn’t know the pc’s address, news will reach the pc that the antagonistic terminal wishes bygones to be bygones. That is the EP you are aiming for, and you continue to audit Problems Processes on the pc on the antagonistic terminal until that occurs.

It is very important not to underrun the rundown. Some auditors will be tempted to end off the rundown because the pc has had a major win or ability regained or some such. When the pc has had a major win, you would of course let him have his win and would leave him off auditing until the persistent F/N dies down, but you do not accept as the EP of the rundown anything other than the formerly antagonistic terminal originating, with no coaxing, in a friendly way to or about the pc. You keep running problems until the EP is attained. You do want to see the magic, don’t you? And the only way this rundown can fail is by not continuing to run Problems Processes until this EP is attained.

WHO THE RUNDOWN CAN BE DONE ON

The Suppressed Person Rundown can be done on any PTS person of any case level. It is run with good success on Clears, OTs and Dianetic Clears as well as pcs just beginning their auditing. The only requirement is that any pc who receives the rundown must first have received the PTS C/S-1 per HCOB 31 Dec 78 III and must, if previously unindoctrinated, have been educated into the procedures of Scientology auditing by a Scientology C/S-1 per HCOB 15 Jul 78 SCIENTOLOGY AUDITING C/S-1.

And of course, like any other auditing, it is done with the pc’s rudiments in.

AUDITOR AND C/S NOTE

One of the many advantages of the Suppressed Person Rundown is its simplicity.

There are very few places where it can go off the rails. This rundown does, however, require expert metering and very standard handling, and the C/S should be alert to the following:

1) The auditor must realize that the target of this rundown is not just the pc; the target is the antagonistic terminal the pc is connected to. And the EP is not just a change in the pc, but a change in the antagonistic terminal of a positive, friendly communication to the pc. The auditor and C/S must realize that the above is the target and EP for this rundown.

2) ALL Problems Processes must be run on the antagonistic terminal, and failure to run enough Problems Processes is the only thing that will prevent this rundown from working.

3) METERING. The auditor who does this rundown must be skilled at metering so he doesn’t miss reads and fail to run reading flows or attempt to run unreading flows. Imprecise metering can undermine the results of the rundown as the running of all charged flows on problems is vital. The auditor must be able to read a meter and must take instant reads which occur instantly on calling the command. (Reference: HCOB 5 Aug 78 INSTANT READS)

4) EPs. Each reading flow of each Problems Process must be taken to its full EP which is cog, F/N and VGIs. The C/S should ensure that the processes are indeed taken to EP and should suspect, if there is trouble attaining the rundown EP, that one or more Problems Processes have been left underrun, unflat or unrun.

Some auditors may say they’ve done the rundown and the pc’s in beautiful shape and he’s had tremendous gains and now the Suppressed Person Rundown is complete. Your answer to this is: “Finish the rundown. Continue until the terminal gets in touch with the pc to make peace.” And sure enough, a day or two or three later the pc, in utter amazement, will report that her sister, who hasn’t spoken to her for 10 years has just sent her an affectionate letter or that his father, who disowned him when he got into Scientology, has just called to say “Hello” and that they had a great chat, just like old times.

It always happens when Problems Processes are fully run. So there you have it, the Suppressed Person Rundown, quite an amazing magical feat, and very easily achieved with good standard auditing. Use it well and fully and you’ll get smashing one-for-one successes on PTS pcs.

L. RON HUBBARD

De: ketern [ketern@netcabo.pt]

Enviado: sexta-feira, 6 de Junho de 2003 0:24

Hello dear Doro!

I'm really very nasty! I've been meanning to write to you always waiting to send you a final report.

But that'a about time you have some news!

I went all the way up or, shall I say, out! Out of the "arcade game" or out of the "games computer" or out of the "virtual reality", you choose!

After GOTIII, I had to clean and finish up all the games I was still playing without knowing, free all my VPs on these games, clean up all my false valences, I mean, all that was still guiving me a false picture of reallity.

Then did whole track sec checks, and L4BRs on wrongs indications by all this stuff.

Then came your C/S of Suppressed Games RD which had very interesting phenomena that handled the remaining track charge.

Amazingly enough I then handled the 3 first clones from source! And plus what I called the "snitch" (from H. Potter's) a device made from source and added to through out the perfect circles, that enables a thetan to stick to a personality!

Then, suddenly, I was handling the "comming in" to the games, the very hard to confront area of "getting yourself into the computer". Really tough and still not completely clean (of course...) Than...out of the games area and percieving it exactly (more or less) how it is and the absolute need of a body to be able to have a piece inside it.

Then a blowy sit. arouse and I had to do Int. RD related to the Games area which was really fantastic! I handled wholly the between areas implants, decisions, etc., and there I was stable out of the virtual games and laughing at life situations (inside the game).

That's already long enough.

De: die.richter.gang@t-online.de

10 de Julho de 2003 7:27

hi, francis,

this is funny, i was going thru exactly the same stuff, looking for material on 1st, 2nd etc. missionaire clones. My cog after reading the stuff: we as sources / gamesmasters in the qual - rag  seem to use bodies with their respective CVPs on and off in the game, but usually only for limited time periods. I found out, that of all the past lives i can recall, i never was able to recall a childhood except once in egypt. This will definitely need some more research.

love, doro

De: ketern [ketern@netcabo.pt]

16 de Junho de 2003 22:26

Assunto: RE: Frog story !!!

Hi!

Very well adapted to my situation! We really don't need phisical comm...

As a matter of fact sit is so depressing that I'm trying another action: Games Introspection RD!

Sup Games RD went very well and handled some games but no more PTS Games! Just Totally F..up !!

So I'm trying this RD and it's giving me a lot of cogs and very interesting stuff!

Very depressing actually...

I found out a games thetan can basically be a tool to have fun, wins and acceptances. Good.

But it can also have what I call "programs" inside, like implants, that set up how the game should go! Destiny, you know? "All is written down!"

Now, OTs, of course (or at least the upper ones) want to play games the way they want and that creates a huge problem between himself and the game, the game thetan always wanting him to "behave" according to the "programm".

In what concerns life and livingness this also intermingles with the Perfect Circles giving a certain set up "destiny" for any given role in the games.

Interesting isn't it?

De: die.richter.gang@t-online.de

Enviado: quinta-feira, 26 de Junho de 2003 7:40

HI,

no, we are not yet in holidays. 

We are planning to go from July 24th till August 08th to France, but before we will be over there most of the weekends, working on the house.

my lastest cognition after being on the Phoenix for Games: 

Games play for the source a similar role like a body for the CVP. 

And a Game-Thetan is a bit similar to the CO of the Body Org. 

So the Game-Thetan has to be handled to the point that he recognizes the Gamesmaster as his boss, like the CO of the body org has to be put under the command and controll of the CVP.

De: ketern [ketern@netcabo.pt]

Enviado: sexta-feira, 27 de Junho de 2003 23:21

Great stuff!

Both your cogs and the house!

I loved to see Martin as a farm man! Congratulations! Your postulates stick!

Going out of games can cause a big lack of havingness! I mean, not "the going out" but getting in again and going on with it, now from an exterior "self awareness".

Handling this terrible depressive feeling, I cognited this:

A thetan identifies himself totally with space. 

Where there is no space, he has no urge to identify with anything. Out of games a thetan has no space, no need for identification (role), and he is very happy so.

The beingness of a thetan in a game depends wholly on space. He considers his size to be “his” space. He is as happy as he has space. This acts on the thetan like a drug and when he lacks it he has “withdrawal symptoms”. 

The sensation of space is dependent on anchor points. Anchor points define the space of a game.

So:

The beingness of a thetan depends wholly on the size of the game he is playing and the size of the game is defined by the distance apart and quantity of its anchor points. But the best anchor points are other friendly beings (since they add their own space to his game).

Thus:

Thetans in games try to get as much space game as possible. Hence, conquest wars on the bottom of the scale and networks on the top .  

De: ketern [ketern@netcabo.pt]

8 de Julho de 2003 23:43

DearDoro,

I decided to go on with revision of Bill's bridge after the big wins I had.

Next levels were SOL and on SOL II I found all the later discoveries I had on the Games Levels.

Even validated something I found and was really keeping to myself: I came to the Games quite recently!

De: die.richter.gang@t-online.de [mailto:die.richter.gang@t-online.de]

Enviada: quinta-feira, 10 de Julho de 2003 7:27

Para: ketern

Assunto: Re: SOL Levels

hi, francis,

this is funny, i was going thru exactly the same stuff, looking for material on 1st, 2nd etc. missionaire clones. My cog after reading the stuff: we as sources / gamesmasters in the qual - rag  seem to use bodies with their respective CVPs on and off in the game, but usually only for limited time periods. I found out, that of all the past lives i can recall, i never was able to recall a childhood except once in egypt. This will definitely need some more research.

De: ketern [ketern@netcabo.pt]

Enviado: quinta-feira, 10 de Julho de 2003 21:29

Para: die.richter.gang@t-online.de

Assunto: RE: SOL Levels

Great! Genau! Formidable! Maravilhoso!

You just got me rid of one of my deepest hidden withholds!

For a very long time I've known that I "robbed" this body at the age of 16 but have always put it with a question mark of not-is. (Even though I had to handle some years ago the previous thetan of this body!)

A short while ago it came up again on the whole track sec check, but this time on a whole chain of different characters I used this century on Earth. I though at first I was a "fifth" controling Earth politics by ocupying different bodies and jumping from one to another (having even been the wife of an american president for a short while). 

When I handled the GP meeting (where I definitely was present) I was disabused of that idea and saw that on the GP we also use some techniques that would not be condoned by the wogs...(Greatest good...)

That's what I ment when I told you my track finally opened up. 

It was so occluded with all these adventures of last century...and this lifetime I definitely had to take a leave of absence. How wrong I was! Even on holydays I have to work!

Report on The “Animal Soul”

(After NED for Games, during the handling of some body problems, this was found.)

After almost everything is handled, when the being has found his true identity or no identity, when he achieved a good and stable state as a Source and cleaned up his games track, then he is due to find the things that have been always with him.

Some things have been always so close that he couldn’t see them...

And the closest thing that he has is his body.

Of course the body was cleaned of BTs, Clusters, Plugs, Ges, etc. ad infinitum.

Suddenly he can became aware of an identity “in” the body or the body “as an identity”

Of course during the several steps of Body SW and Further Optimisation Steps above the bridge, one has put the Body Org, Lambda and Phi Thetans in PT. 

This identity is a thetan, so anaten that can hardly be perceived. At this stage he has no mass and he has to be handled just like any other a Big Thetan.

When you wake him up a little, you can expect all sorts of misemotions. This is because the being has been suppressed, by-passed, is plenty of wrong indications and in a general manner he is nullified.

This is the original thetan of the body, the one who engaged himself in a mission of making the body and the species survive.

Every single body has one thetan like this but human bodies (and probably some others) where so cute that they attracted another type of beings: us!

The thetan of the body (or animal soul or animal mind, whatever you want to call him) considered this as slavery and he is mad at the thetan that decides everything for him and imposes on him a conduct that is unnatural to him.

If you investigate a little further you find that, if he were to rule the activities of human bodies, our society would be much like a group of gorillas. This also tells you that war is something alien to him but natural to the enslaver.

One has to audit this being with some kind of Life Repair, put his ruds in.

When this is done, the auditor achieves a certainty of “not being the body” and exteriorises further from it.

(I’m still piloting a handling with Grade 0. It runs very quick.)

23 de Setembro de 2003

FR

(Excal for Games)
The Game of Money

Money is a substitute for things. As one is not allowed to create in this universe, money is limited to a certain amount.

It flows or “circulates” through a network of terminals and it gets stuck in some. 

Money flows have two characteristics:


a) Its thickness (quantity, amount: in an electrical current it would be the charge)


b) Its speed. (velocity of particle: in a current it would be the voltage)

To have money, a terminal must make a flow of money to pass through him. The thickness of the flow and the time it is stopped in the terminal determines his wealth.

The speed of the flow determines times of crisis (slow down) or times of expansion (more rapid). 

The fewer terminals it outflows from a terminal, the more remains in that terminal. The more terminals it inflows from to a terminal the more comes in. 

Also the slower the outflow and the quicker the inflow, the more accumulation there is. But this is no guaranty of long term success.

What is a guaranty is that what outflows must be less that what inflows. The difference is called profit or added value.

There are two completely different ways of making a flow of money pass by oneself:

a) Put some commodity on the flow (industry), or

b) Have some commodities pass by you (commerce).

There are also some less acceptable ways which are just not putting anything there (burglary)

Control the outflow lines and open up the inflow lines. Production attracts inflows.  

Energy attracts energy. Energy goes to the nearest accumulation of energy. The same law applies to planets and monopolies. Everything of the same kind attracts each other proportionally to the Quantity & Quality. 
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LISTA DE IMPLANTES

18 de Abril de 2003

	#1
Tens Fac-símile que se manifestam sob a forma  de duas ou três imagens fixas?
Tens medo de perder os teus fac-símiles?
Oclusão?
Afundamento da linha de tempo?


	_______________

	#5
Sentes-te novo com universos a conquistar?


	_______________

	#6
Imagens de caixas?


	_______________

	#7
Achas que é necessário TERES fac-símiles para saberes?


	_______________

	#8
Tens zumbidos dos ouvidos? 


	_______________

	#9  A tua segunda dinâmica está diminuída?
Tens frenesim?
Estás fixo a um corpo MEST?
Sentes-te guarda ou protector dos corpos MEST?
Sentes antipatia ao veres homens e mulheres juntos?
Tens Inveja?


	_______________

	#10
Tens práticas sexuais anormais?
Sentes um fervor religioso?
Sentes um conflito entre o teu lado bom e o mau?
Estás em luta no seio do teu próprio grupo ou comunidade?
Sentes-te como se fosses duas pessoas?
Tens alguma semi paralisia?

	_______________

	#11
Tens terror a seres preso, de acções da justiça e de outras forças legais?
Tiveste depressões psicóticas?
(magro (a) e nervoso (a))
(rosto balofo e “pesadão”)
Tens tendência para a asma?
Tens sinusite?
Estás cronicamente  resfriado?

	_______________

	#12
Sentes-te degradado ou condenado?

	_______________

	#13
Sentes-te perfeitamente adaptado e “amaciado”?

	_______________

	#14
Tens cronicamente os pés e as mãos frios?

	_______________

	#15
Tens períodos de dificuldade de memória durante alguns dias?

	_______________

	#16
Sentes-te  “perdido” e “sem lar” e, em geral desorientado?

	_______________

	#17
Já alguma vez tiveste a impressão de teres compreendido o segredo do universo, mas depois não te lembravas muito bem?

	_______________

	#18
Sentes-te a lutar contigo próprio?

	_______________

	#19
Sentes-te apático e auto-invalidas-te?

	_______________

	#20
Reages instantaneamente ao movimento?
	_______________

	
	

	#21
Sentes a cabeça às voltas?
Tens tonturas?

	_______________

	#22
Sentes-te a balançar de um lado para o outro?
.
	_______________

	#23
Costumas ter reacções violentas?

	_______________

	#24
Tens medo de cair ou vertigens?

	_______________

	#25
Tens tendência para decorares quando estudas?

	_______________

	#26
Tens propensão para a religiosidade?
Tens uma reacção violenta à religião?

	_______________

	#27
Tens tendência para fadiga?

	_______________


RESOLUÇÃO

" Existe um incidente responsável do tipo......?"

	#1
A melhor maneira de limpar os bancos de fac-símiles secundários é de mandar percorrer ao pré-claro os incidentes nos quais ele “tomou emprestados” os fac-símiles.
	
_______________

	5
No principio da espiral
	_______________

	#6
O DIABO NA CAIXA Mantêm-se a atenção do preclaro sobre o ponto da explosão, a uma distancia dele mesmo .
	_______________

	
	

	#7
O incidente é um incidente electrónico muito forte, que compreende por vezes um grande número de pontos fonte de energia dirigida contra as suas costas. Mesmo antes de isso SABE-se.
	_______________

	
	

	#8
 OS PIPAROTES. Os thetans emitem duas correntes de energia, como duas mãos, e tapam os dois lados da cabeça da vítima. Isso sacode ligeiramente o thetan, mas pode matar um corpo MEST. É anterior a todo o invasor. É muito antigo. Isso existe também depois dos invasores.
	_______________

	#9  A COBERTURA: Este incidente consiste a lançar-se enquanto thetan sobre um outro thetan ou sobre um corpo MEST. Cobre-se o outro para daí tirar um impacto emocional ou mesmo para matar. Atinge o máximo da violência nos incidentes sexuais onde o thetan projecta dois corpos MEST um sobre o outro no acto sexual para fazer experiências das suas emoções. Esta avidez sexual provem do CORTADOR EM DOIS . É  muito, muito violento e muito reestimulante quando se audita.
	_______________

	#10
CORTADOR EM DOIS Um dos processos que utilizavam os thetans contra os corpos MEST  era um canhão metade claro metade escuro que projectava um raio. A metade desse raio, o negro em geral, batia a parte direita do corpo da vítima, a outra metade , na mesma explosão , o lado claro em geral , batia a parte esquerda da vítima. O CORTADOR EM DOIS fantasiava-se de símbolos religiosos e enterrava realmente a religião na cabeça das pessoas Existe um diabo dum lado, um símbolo posto na luz e os anjos do outro. Por vezes era muito fantasista e complexo com manequins nus, os anjos  ,os diabos enfiados  em cordas para deslizarem e dançarem. Este incidente nem sempre é standard. Por vezes bombardeavam a vítima dum lado, para o obrigar a dar meia volta em seguida e a bombardea-la do outro , por vezes também sobre os lados e a cabeça.
	_______________

	#11
O FAC-SÍMILE UM ou O MOINHO DO CAFÉ ( como podemos ainda chamá-lo) é dirigido ao pré-claro e um raio push-pull (puxa e tira) é-lhe enviado, primeiramente sobre o lado esquerdo, depois sobre o lado direito alternadamente, implantando-lhe uma somática até aos ossos e que não se pode eliminar enquanto não se reconhecer nele uma vibração  e não a placa solida  que parece ser. O tratamento uma vez conseguido, o pré-claro mergulha na água a ferver depois imediatamente na água gelada. Depois põem-no numa cadeira rotativa e obrigam-no a rodar. Era mais tarde ensuflado depois da matraquilhagem dos raios e guardavam-no num hospital  pobre (mas moderno.). Por vezes, infligiam-lho várias vezes e, depois do primeiro , submetia-se á convocação a horas  para o seguinte.
	_______________

	#12
Existe um  ANTES DA TERRA e um ANTES DO UNIVERSO MEST em todos os bancos. Esses incidentes são bastante semelhantes. O pré-claro é chamado a comparecer diante do conselho , repreendido e enviado a algures . O lado curioso destes incidentes , aos olhos do pré-claro, é que ele habitualmente não é culpado de nada e temos a impressão de não ter cometido qualquer delito. Recrutam-no , conduzem-no, condenam-no a ser deportado para um outro lugar.
	_______________

	#13
O LIGADOR : Uma pessoa é “empacotada “ com outras almas por meios electrónicos . Com efeito, essas entidades são sintéticas. Há muito tempo sobre a linha, duas entidades suplementares eram “juntas” à vítima. Colocavam todas três num anel para os bombardear através da electrónica e fazê-los soldar. Existe um buraco ao centro. Um ligador posterior junta duas “almas” mais.
	_______________

	#14
O CUBO DE GELO : O ser é empacotado no gelo conduzido a uma dada zona e geralmente largado no oceano.
	_______________

	#15
ENTRE-DUAS-VIDAS : O implante é muito interessante . Instalam um pré-claro à frente de uma rua que contem imensas imagens. À medida que a rua se move, essas imagens distanciam-se dele. Deslocam-no à direita, à esquerda, atrás. Um sistema de espelhos obriga-o a encontrar-se sempre lá diante das imagens. As imagens esfumam-se . O objectivo da coisa é dar-lhe a impressão que ele não tem vida passada, que ele não é mais a mesma identidade, que a sua memória foi apagada. O écran de força diminui a sua vitalidade, invalidando assim a sua existência e pondo no lugar, somente pelo efeito da força, um mecanismo de esquecimento. As imagens, seja dito em abono da verdade, não são senão vistas gerais, estereótipos, fixos de terreno vago, casas, pátios, dum período terrestre recente que poderia aplicar-se a não importa quê . Não são fac-símiles do pré-claro. O incidente contem uma tal força que este, logo que se ponha em contacto estreito com ele, percorre-o voluntariamente medida que a força engole a sua identidade passada, ele põem-se a duvidar do incidente, depois dele mesmo.
A zona onde deviam ir ao controle era Marte para alguns . Algumas mulheres dirigiam-se a algumas estações situadas algures no sistema solar. Existiam exemplos ocasionais de estações na Terra. As estações estão protegidas por ecrãs. A ultima estação de controle marciana foi estabelecida nos  Pirinéus.
	_______________

	#16
O EMANADOR  É um corpo imenso de cor avermelhada de matéria radioactiva que se encontra suspenso no ar como por magia, uma espécie de Deus, que sabe tudo. A pulsação que ele emite põe vos em estado de transe. 
A história começa em geral pelo pré-claro  que se “apresenta voluntariamente “ para vir à Terra e fazer o bem. Ele chega à presença do EMANADOR, e hei-lo preso. Ele sem dúvida ofereceu-se como voluntário por curiosidade, pergunta-se o que encerrava esse grande edifício. O seu “acordo” foi, bem entendido, “forçado”
	_______________

	#17
O CORPO DUPLO : Com um corpo em transe num local e um outro aqui na Terra, temos por vezes aborrecimentos . Um pré-claro pode mudar de corpo durante uma operação. A dor , uma anestesia, um acidente grave pode levá-lo a mudar de zona e provoca um impacto violento no outro corpo.
O outro corpo geralmente morre ou encontra-se perturbado pelo repentino impacto.
O pré-claro acorda da sua inconsciência sobre a Terra e exprime (ou reprime ) o facto de que acabou de morrer. Evidentemente, como o atestará a cirurgião ou o médico, ele não está morto, visto que o corpo do paciente não deixou de bater. Com efeito o paciente fez um salto no outro corpo, transferiu o choque e a dor e matou-a, depois regressou aqui e acordou.
	_______________

	#18
O CONSTRUTOR  DE CORPOS: Por vezes, um thetan é tirado duma cilada para thetans e metido num campo de forças que o obriga a lutar de novo contra as suas próprias unidades de atenção. O objectivo deste campo é de o fazer resistir à sua força de tal maneira que ao resistir o vai moldando. Com as suas unidades de atenção, ele ”constrói” um corpo. Mais tarde, enviam-lhe descargas no sítio onde deviam situar-se as articulações, e deste modo se encontra talhada na generalidade um corpo.
	_______________

	#19
BADALO: Posto num poste, o thetan era deslocado para cima e para baixo e duma forma excêntrica durante um certo tempo. Ele tenta agarrar-se ao poste para o parar, depois mergulha na apatia e na auto-invalidação completa , depois considera-se como sendo o poste que, para terminar, se tornou causa.
	_______________

	#20
BATEDOR DA MANTEIGA: O thetan era posto numa plataforma excêntrica, que rodava irregularmente da direita  e da  esquerda  até que ele rodava quando o poste rodava.
	_______________

	#21
O PIÃO : uma espécie de poltrona era utilizada para fazer revirar o thetan até que ele ficasse desorientado.
	_______________

	#22
O BALOIÇO : Neste , balançavam-no ou faziam oscilar o thetan doce e gentilmente da direita à esquerda .
	_______________

	#23
O BOXER Ele era batido em todos os ângulos por um instrumento que se assemelhava  a luvas de boxe . Constrangiam-no a dar golpes com a sua própria força. Finalmente, ele encontrava-se suficientemente psicótico para devolver cada movimento recebido.
	_______________

	#24
O RESSALTADOR: Fazem-no cair quantidades de vezes até níveis diferentes e a intervalos variados até que ele esteja encurralado .
	_______________

	#25
A EDUCAÇÃO : depois disto ,submetem o thetan a uma educação completa. Ela é do tipo hipnótico, excitação-reflexo. É o tipo de educação que transforma um ser pensante num ficheiro.
	_______________

	#26
A RATOEIRA de MOSCAS: Era feita no interior  de goma elástica . O thetan que entrava aí boxeava e batia-se contra esse material até se tornar psicótico e reagir às leis do universo físico respondendo a todos os movimentos. Ele tinha lá sido posto por uma equipe de bem –intencionados, que o tinham agarrado para seu bem e o treinaram numa doce e xaroposa religiosidade até o considerarem em estado de poder fazer parte do grupo. A atitude destas pessoas era TÃO boa, as suas maneiras TÃO compreensivas, que o thetan fugia na primeira ocasião.
	_______________

	#27
Podeis encontrá-lo em pleno nas Arslyens (lá onde eles passavam 10.000 vidas a penar no mesmo trabalho; onde os empanturravam como serpentes de vez em quando, e onde voltavam depois da morte, porque um bocado do seu corpo aí estava conservado como garantia), incapaz de trabalhar oprimido por um esgotamento indescritível.
	_______________


25 Out. 2003

Jogos mais amplos

A audição de Game Thetans fez-me ver que, em vez de os percorrer numa base de Anterior / Semelhante ou de Game Thetans Holders, devia procurar Game Thetans "mais amplos".

Isto porque, para além de ter a sua própria meta, um jogo pode fazer parte de um jogo maior.

Procurar jogos "mais amplos" dá realmente a verdadeira perspectiva deles e é a solução para jogos que não se estão a resolver.

É claro que se mantém o percurso de ocasiões Anteriores / Semelhantes em que o mesmo Game Thetan falhou ou teve incidentes que precisam de ser limpos.

Para além disso, um jogo tem tendência a subdividir-se em sub-jogos que seguem a descida na escala de admin.

Assim, convém ter-se consciência de que um Game Thetan com uma Meta, pode simplesmente tratar-se de um que está a seguir um propósito, política, programa, projecto, plano ou ordem traçada por um Game Thetan principal.

Isto poderá ainda ser uma solução para o processamento de Metas nos níveis inferiores, se se conseguir visualizar a Meta do topo da escala.

FR

Auditing Game Thetans made me aware that instead of running on an Earlier/Similar or Holder basis, they run on “Wider Scopes”.

This is because a Game, apart from having its own goals, is part of a major game.

Running “wider scope” games puts really things into perspective and is the solution to games that are not solving.

Of course, there are still E/S occasions the same Game Thetan had failed games or other incidents that must be cleaned.

On running this, I became aware of a Game Thetan whose aim was to “as-is” everything. He had a lot of failures, was totally suppressed (mainly by me - the Source). It came up he was one of the first Clones made by Source. 

After being cleaned up he showed himself as Source Game Clone #1!

He had been shrinking all the time. At first he was supposed to take care of all my creations, take responsibility for them and as-is them. There was (is) a GPM between him and Source since he spots in Source the intention to create more and play more and the intention for the Game to go on, while he tries to as-is it. This looked very much the problem between exteriorization and interiorization.

After all, this other intention was not coming from Source but from another Game Thetan whose goal was to play, to alter things, to organize them, to create some more (on a limited way). He just loves to play, to alter and he really has the “joy of creation”.

He had not much charge and he was the Alter-Is Clone or Source Clone #2!
Of course after that I looked for the 3rd one and there he was: very Aristotelian, what is is, loves to continue and maintain things, he is just concerned with how things are.

This was the Is-ness or Source Clone #3!

Then the 4th one came also up. The 4th is plenty of “hiding”, “don’t see”, “leave it”, unconfront and unresponsibleness.

This was the Not-Is or Source Clone #4!
These were the attitudes of Cause. 

The goal to as-is became a kind of implosion, a quest for the ultimate cause of things. On an aberrative level its responsible for “there must be a reason” and, although apparently would be the solution to everything, it avoids plain TR0 and “the world begins with TR0…” It is the 1st Game Thetan.

The urge to play, then, became a kind of explosion, and he is the really “big player”. We can recognize its manifestations on people who have a lot of fun in life, who live adventurously. He is really the only who is like a “fish in the water” in the GUMs. It is the 2nd Game Thetan.

The conservative attitude, the “leave it as it is” is the moderate cause, the maintenance idea is responsible for status quo, for neither improvement nor degradation. If he is in charge, nothing ever changes. It is the 3rd Game Thetan.

And lastly, the urge to abandon, to not-is, to not confront, became a negation of cause. It is the Source solution to unstick himself from what he cannot handle. It is the 4th Game Thetan.

One can see in these attitudes a lowering of causation. Of course they could be derived from the “Conditions of Existence” but one has to come a long way to connect that with how “Existence” came about and is maintained.

Apparently, in each person one of the 4 is more in charge then the others. This is plainly seen!

The 4 actions cause a kind of GPM that must be handled in order for them to CCC.

Love, Francis

From 27/May to 14/Oct 2002

27 May 02– NED for Games (DORO)

DofP Interview on NED for Games

27 may 02– NED for Games(DORO)

NFGames on wording “Mother Teresa”

Sence of duty to help people in the Magelanic clouds

28 may 02-implants(DORO)

vi on the “wall”, prpr1a, prpr6, prpr10, prpr11, prpr4, 5, 6

29 may 02-implants(DORO)

2:12 of Pr2 on BL Implant. 

29 may 02-implants(DORO)

D/L on last LT being Seiss Inquest(
30 may 02– NED for Games(DORO)

VIP on Games

1 Jun 2002– NED for Games

Wording of Stack#1: Trying it I became aware of the presence of a being flowing the concept “Without the help of “him” you can’t do anything” “Him” was after all a metal being.

V/I on being a metal being it went to a goal of “becoming energy”. 

Prpr2: “Implant to become metal” “Create within” “an energy being developing energy bodies”

Cog: Sources try different solutions to the problem of immortality in different GGGs.

When he is back into source state he has all sorts of entities he created coming back to him. And most of them are not very clean…

A CVP is an entity with a conceptual personality based on Ethics (Good, Bad, assess best solution, etc., used in our RAGs)

A Perfect Being is one with a program, a concept or a postulate. (used in Espinol)

A Metal entity is composed of particles. It is actually matter that became sentient. It’s the EP of the goal of matter. Created inside.

A CVP from our RAG has normally a postulate to be a “good guy” meaning, act with intelligence.

The croc has a mission, a destiny, a program, needs guidance.

They all had an implant in beginning.

Static is above source since he doesn’t have to be a source. 

Assumed Static State and everything disappeared becoming lower games.

Static creates sources in order to have Cause and Effect. Source decides on games and creates GMs to manage them. GM creates CVPs in order to have players.

2 jun 02-sleep area

Handle bad dreams. Mafia of games: Implant on group sense: you are only a branch of the group. Alone you are nothing. Also the Big Source Implant as an earlier similar of it: every thetan is just a branch of the big source.

My 1st mission was to “create beautiful things” latter changed to “organize things”

2 jun 02– NED for Games

NFG on “mother teresa complex”

Implant to make me serve players (not everyone can be a player, after all…) done by “wise man”.

Ethics court again: all that you have ever done, good or bad,  is put in front of you as being bad. Then implanted idea: “I can’t be trusted, I need guidance” Then a guy (the guide) was put on you as your consciousness. The true control was done thru clones of me in pawn. They also put a “heart” in a thetan: “follow your heart” (feel pity for others so you don’t hurt them)

Stack 2 concerned a “fixed inflow”. Game was 2 Q years ago, in charge of sector 11 in Andromeda. Everybody was giving things to me. E/S was inc 1, 4 Q y ago, too much inflow being poured on me. Having too many things restricts your freedom.

During the Pre-Game Council, everybody wanted to give me their own ideas for games, wanted to give me their creations for me to take care. I was already a GM with 12 others (Ron and xenu were there) Every source wanted to contribute to the new game. Xenu robbed some of everything. He was a corrupt GM. That’s why people felt he could be responsible for it all. I felt envy then. I was unwilling to take responsibility for it all. Ron had the idea that he himself would be in charge of ending games so he put himself apart of the contest. I was a very “popular God” so everybody wanted to give me their mocos. I became so overwhelmed that I wanted nothing to do with it. They wanted one to be the “banker”. I still have with me tons of mocos of thetans. I let them down. Xenu only contributed with what he stole from others so the appearance was that he was already responsible. He was the lazy God. All other gods were put down in a way or other by xenu. There was no other one to vote in. Ron saw what was happening. I was Arc brocken with both one for not acting and another as the perpetrator. Basically there was the idea that only crooks win and the other who lets them win is as crook as he is. 

Actually, assuming responsibility for the sit., I saw anybody could have stopped him but they all wanted to play and nobody wanted to take responsibility for other’s creations! Everybody was very happy that he was willing to take responsibility for it all. He actually was the most stupid of all for taking such blame. We did a trick on him, not he on us! Everybody made sure that we got not elected, and committed an overt on him. We that had a blaming goose and the rest of us could go on playing. He was sacrificed so that we could study and learn and improve quality of theta! What an overt! Thanks Xenu!

7 jun 02– NED for Games

Explore “unknown games”. From –infinity to +infinity, universes have same matrix. A thetan explores different levels.

8 jun 02– NED for Games

Handle a game where I was the hare (bait). It all came from a suggestion by Ron that “they are very keen on controlling lower people but are afraid of upper people”. So I decided I can’t show up myself or they will run away. So I decided to be a soft gentle being, seldom associating with upper people.

Analyzing Metallics I can see they are a sort of “green thetans” that never assumed a VP. All that we do is pain and unconsciousness to them. They decided they never decided to be. They are an interference that interferes with everything. They actually not-is themselves. They can’t create, don’t understand and try to eliminate all this that is not understandable to them. We are bugs to them. They have a total absence of ARC, KRC, FWA, III, FBG. They are the source of ideas like “unknowable” or  “not worthwile”

10 jun 02 - implants

Again recent implants.

In the BL implants, the being is implanted with a location in a planet where he is to report. Reporting there, the being is given goals for the next lifetime.

In May 1947 I was in a implant station in Morocco. There they saw I was not a very good thetan for an Arab, a soft thetan was more adapted to Portugal. Being sent to Portugal local Implant station I was given a standard bank, ideals and morals to help me adapt to the country.

There are a lot of implanted banks and they come up interfering on the level of NFG.

13 jun 02 - implants

Implanted banks are also stored in the cone? Own cone is seen as a vortex where I am in the center looking inside into –infinity.

Still some images from Serra da Estrela Implant.-handle.

14 jun 02 - implants

Check implants from HOM. Found a “safety guard” glued onto me in charge of reporting.

15 jun 02– NED for Games

Handle implanting during sleep. Instead found a wording: “Don’t antagonize”. Run NFG on it.

A lock was part of a meeting in 38, breefing us for the war and assigning missions. I was told “You keep out of this” since I disagreed about the methods. Hitler will take care of 4th interference (juives). The 1929 crisis was part of the plan: If dictatorship has a human face they will accept it and it will turn over into absolute control. Have to show people the true face of dictatorship so they will hate it. Than we will have some free time until it comes back again. 

Back in the Pleiades I was a governor  and was called quite recently to help handle the sit. on Earth that was being taken up by Xenu again. I was supposed to take care of Madeira and put him back there again until we find a way to handle him definetly.

For millions of years I’ve been an administrator, rulling people and I have the know how. But that is too much for PT VP.

Meetings have taken place in 38, 69 and 72. Next is planned for 2005.

16 jun 02 - implants

Implants are in the games bank since they all concern games.

Back into “do not antagonize”. Actually the plan of the Marcabians was to put Hitler in so much bankruptcy that they will control the country. Germany was a decoy so that they could do it in America. The 29 crisis made them turn to Europe for business.

In the council of games they are implanted to not interfere. 

Everyone creates his own AI as a reaction mechanism. The more attention it gets the stronger it gets.

There’s no eternity, just is-ness. Universal intelligence invented all this. If you try to identify yourself you create something.

21 Jun 02 - implants

One makes also copies of implants from people around! When you try to see their point (suck up pictures) they put a screen in front of them (antagonism)

23 Jun 02 - implants

Handle the BE implant. A secret desire to know and accept any knowingness and occlusion of previous knowingness. Also to show how careful you have to be with bodies. Let bodies guide you, just feel and be happy.

sleep area

A guardian acting during sleep to make me report back during sleep or you’ll die.

During sleep you have to hide truth. If you approach truth, someone is sent to inval you.

It is actually a set of beings:

The trigger: he knows the truth in order to know when the person is approaching it. Inside the trigger there is also a copy (the embryo) of the matrix of life kept in Andromeda

The Warner: sents a signal and holds onto the sleep center of the brain. He is the local security system.

The Invalidator is sent to inval the person. He enforces “reality”. 

The cancer is to make person die if others don’t work. He changes electronic ridges that than change pattern of DNA.  He is also used as a life limitator since, if people live too much, there’s a bigger possibility they will discover something.

The anaten or sleeper is to put the person to sleep, so that she can go to the implant station to have a forgetter implant. 

Amazingly enough all this is part of an ancient mining operation, when Earth was being mined for gold, platinum, iridium, etc. It was left around when they left. It was mounted by the 4th Invader Force and is being used by whoever gets hold of it. 

All of them were trained in the same place where organic bodies were done around 850 m years ago, when a man working body was developed.

Thetans were degrading very rapidly and a self perpetuating body was needed.

It also looks like there is a leader or holder in left side.

26 Jun 02 -  sleep area

Handle a theta-body: what can be called the virtual suit.

Discovered 1000’s of connections to it from other terminals. It has been used in a very long game in a thetan society. It’s an electronic body that took some doing to build and it’s used as an anchor point in U3. All sorts of BTs, clusters, concepts, thetans, etc., barnacled into it. 

It’s beginning, before the mest games, there was propaganda to “Play for real”, “Win or die in the attempt”, “Take responsibility and don’t go on with this hairy-fairy game that has been going on till now!” They arranged this body, this new toy needed to “play for real” and thetans thrown themselves to them eager to experience it. I wanted to test it and, as soon as you enter, your perceptions change. It’s beautiful. 

As learning and “playing for real” was taking too long, thetans, like putting everything on stake in a final bet, were eager to have new ways of learning to achieve the “end of the games”. Then, they got every possible implant in the teeth. Nothing seemed enough, they were eager to diminish even more to “play for real”.

(This actually acts as a counter-intention to auditing as, in order to play for real, one has to be as far down as possible)

Looks like the compromise was to put ourselves wholly in these games where before we had put only some CVPs or GMs. Here sources will be all engaged into it without anything to pick them up. Somebody had to give up playing, skip these games (like in the groups that go out to get drunk, there is always one who doesn’t drink in order to bring others home). We know who was elected not to play, but he didn’t do his job. So, auditing is a bypass to xenu.

Actually MEST Games were something too fragile for us. A system of loosing abilities had than to be set up, with almost the same power.

The theta body was another device needed in order for xenu to spot us and pick us up if something went wrong, and to find others into this mess of Mest without thetan abilities.

There was also a basic memory implant, the obliteration implant: 

1) detect the sphere of force you put out that forces you into it’s center (do until no more reads)

2) detect the tractor beam from center that pulls you in (do until no more reads)

3) repeat 1 and 2 to EP

The way to convince us to get involved in the Mest Games was: “Look at that piece of dust! (meaning the mest universe) That’s all you were able to make! Look at other RAGs! They are arriving at much bigger conclusions! They are winning over you! If you don’t make it for sure, you’ll loose to them. We have to make a final and absolute bet!”

At a certain point we decided that xenu wasn’t doing his job and had to be bypassed. The solution was “they have to dig themselves up”. But they are convinced they are so small that we cannot confuse them even further. We need to do it on a gradient of exteriorization. Last thing will be from Mest Games.

29 Jun 02 -  sleep area

Symptoms: Bringing charge from “dreamland”

Prs on sleep. 

In that area one accepts everything. Why? Came up with the idea I am in a temporary assignment and keep my stuff elsewhere to be picked up when I finished.  Implants take rank over sleep area. No auditing techniques during sleep, that’s something you use in the games not in there. That’s what I decided to do as with my business: no Scn in there! Just use the abilities you have.

Than found out in sleep area there is an interconnection with other players, preparing the moves for next day. It is an area where top players make deals behind the curtain, agreements and preparations for games. Strategies, plans, analisis of different courses of action, decisions of punishment or awards to players, goals settings, etc. There is no consideration for thetan feelings, just cold blooded playing with cold blooded beings. No consideration about bodies, a pure theta game playing. In that area people show their true intentions or feelings. I tried there to sort out things even with people who are out of comm.. All kinds of symbols and patterns are used that make sense for thetans but not for thetan+body. Homo sapiens tried for ages to make sense out of these GM symbols or, let’s say, coded software routines and sub-routines.

It’s our world of the techniques of games. What we see happening in U3 is the visio version of what was encoded there (like what you see in the screen of a computer is has nothing to do with what is going on inside it that makes those images appear. So, one has to know the code to control reality. That’s what magic is all about.

I called this the “Code Room”.

I didn’t want to use it to alter the course of affairs but tried to interfere without showing too much. I tried to make other collaborate in my changing of programs.

There is of course interference in my games from others in order to make them win their games.

So, in this area thetans are more confident (trusting) since it’s out of the games, there are no games conditions going on and everybody is interested in collaboration to plan a more interesting and intelligent game.

So, thetans are more open to attacks without suspecting it. You can have a “dream” about an implant and don’t worry about it since it’s only “the code of it”

SPs don’t collaborate in the code room. They have their  own fixed code, like a virus, that they apply over and over without changing anything in the routine. These fixed routines are applied because they once won with it or can even be stolen from characters that won over them (in the valence of the winner).

A fixed sub-routine is a cluster of routines and can even cause cancer. This is because every routine is underlying life and a fixed routine is a black strip of data that is totally incomprehensible to life and causes madness and confusion to life programs.

There is a recognizable body reaction of nausea when you touch one of these terminals acting with an SP routine in the code room. (Handle blackness of it)

The SP terminal is that fixed routine. So he has no power except when others agree and follow his routine, when they use “him” as their routine.

What takes out the fun of games is:

a) Fixed routines

b) Interference from routines from other games

c) Implantation of fixed routines

30 Jun 02 - assists

Handle ZP. Being taken over by a marcabian that came with him to Earth. Coming to Earth he had the old BE implant, so now he has 2 holders: Marcab and the old mining crew now being used by reptilians.

7 Jul 02 – sleep area 
Handle “loss of memory” as a service fac.

Having been an implanter helping others to loose memory. It is very much connected with a sleep implant.

Handle the sleep implant. Being is sent away to report to sleep implant station. It is a trustful environment. It is a “Luna Park” of characters. This is an area of play for CVPs to rest from real life. They used to be in spacecrafts with everything in it. Nowadays it looks like thetans create that area and go there just the same. It actually is supposed to be an area multicreated, out of games, a “sacred” place out of body society. If people could use it they would use it for their own games.

14 Jul 02 – sleep area 
Prs on during sleep. An evil entity appeared as an accuser in a court. It was a restimulation of the Court of Ethics and B. Earth. Black was being poured over me.

A thetan gets used to have the energy of the body around. When it drops (as during sleep) he starts producing it dramatically. Also body produces black energy that produces anaten.

Anaten is produces since a thetan tries to investigate where there is nothing. He fills it with a tractor beam to pull something out of nothing. This as the appearance of black energy to him.

20 Jul 02 – NED for Games

Tried but sleep area interfered. 

Pr on it. The 7th Dynamic court, a play, discussions, trying to convince everybody I’m a saint, not accepting I’m cause over it. Putting there all Cis, doubts and reservations from others in symbol form.

During sleep one takes off suppression, invalidation and not-is from things. On waking up these are put back again.

20 Jul 02 – sleep area 
Strong weakness after last session. Prprs on “unsuppressed area on sleep”

This is an old solution for the RAGs in trying to as-is. It is in the universe of symbols, where everything is a representation and not the actual thing. A generalized concept in a generalized form that can be put up in a form real for the universe one is in. It follows the rules of the code room where everything is a symbol for something else. Tarot follows the same rules. This is the “Test Area” a part of the code room. It is used to assess situations.

24 Jul 02 – NED for Games

Still psychotic about games. Item: money doesn’t want anything with me.

Game was of people making business and ignoring me. Not being a terminal for them. Non involvment. E/S-an earier RAG, the Production RAG, no AI in there, only FWA. Everybody got bored of it since always ended in a draw (equal forces). It was prior to the game of Gods.

I than decided to have the possibility of loosing. “Let others win, I’ve won too many times” Created an illogic GM!

I can win in any playing field.

27 Jul 02 – NED for Games

Item: game of experience. One had to play it and record it in order to present a report.

To avoid it one has to block memory in order to not be able to show results. Xenu wanted to be the only one to present a report. I tried several ways of hiding results (is it the basis for the reactive mind?) 

Before there was the game of contracting where xenu was the coach. There was also a “president” and one tended to bear up xenu because “what matters is the president”.

One also wanted to have a “stone in the shoe” to experience the relief of taking it out in the end. Touched the initial decision to play alone.

The realization is that an all-powerful being with no opposition tends to become neurotic and create areas of no control for need to have a game. It’s the most aberrative game and there are plenty of examples around: coming to a position of power one starts to imagine enemies and giving birth to his own opposition.

Because of this, you have to attack first in order to survive and doing that, you become Xenu!

This aberrative behaviour comes from an impulse to be “better”. Better than what? One has to find something. This is the paranoia of games.

One can always improve by doing something better than before.

Conclusion: There is no opposition in games.

30 Jul 02 – NED for Games

item is “almost winning and than having to do it again” 

Tried another approach to get wording: “What is behind it?” Got: “gambling”

Got games with no rules before the invention of mest games. Before it there were only games with winning, postulates and no oppterms. They were training games, easy ones.

In the beginning theta was knowingly playing like children (brincando), unconsciousness was also created as a toy. 

(There is a slight problem in Portuguese with the word “play” since in the sense of  a children game one would say “brincar” and on an adult game one would say “jogar” and it has even a bad connotation since  it is the same word as for gambling.)

These games were very happy, fun, and they really increased abilities.

This is also an area of much irresponsibility since nobody was really responsible for what was happening: things just happen.

Before cause, there was no KRC. There was just a sense of wholeness, no separation, things just happen as we like them to happen.

Then somebody told, “You have to take responsibility for it”. Then, “Who, me?”. A completely new concept: “ME!”

Before it was an area of total knowingness, wholeness, nothing exterior to me, fun, no problems (of course: no terminals). Thetans had a personality but no terminals.

So, identity is a lie suggested by someone. The very first arbitrary was actually a 3rd party. 

1 Aug 02– NED for Games

Body very tired. Tried a new Games list.

Item: “I’m God”

Marcab game with another cvp in a parallel time. E/S game: a buda. E/S game: a knight. E/S game: another cvp that was thrown out because I decided “they are more powerful than me”. I created weak cvps and than helped them from behind. The prime consideration is that game is very weak, so one has to create weak cvps and act from outside. It brings about non-involvement.

The main thing to play and get involved is “Do not be afraid to be wrong”

It comes mainly from the need for acceptance.

2 Aug 02 – sleep area

Unfinished code room and sleep implants. Tuy wants to comm..

3 Aug 02 – sleep area

PrPrs on sleep.

Sleep is a hidden inc. During sleep one has out of body experiences. Going in restimulates oblivion of birth and the oblivion implant. The only difference between death and sleep is that after sleep the body survives. During sleep all demons and phantoms around body become visible. Thetan, mind and body all have a different story during sleep. 

PrPrs on oblivion after birth.

Contact with body is so strong that ones forget his being ness. Body is a safe valence and thetans enjoy forgetting and have a new chance. The thetan creates a new CVP from scratch.

VIP on same.

This is an implanted mechanism made up when perishable bodies started and it was intended for Ges. It was training for the thetan of bodies. It was supposed to bring mest to life. Thetans usually volunteered to have it and had to buid up a body org of 6 to 9 members that, then, had to produce billions of beings to make it come alive. The actual implant was only to be it and care for programming. The thetan is strongly connected to the body org as an appendix.

6 Aug 02

Bodies have to suffer to attract thetans. Pain and sex stick a thetan to bodies. Pain is a warning system but it’s also used to protect body from thetan and later used as a glue.

On bad news there is always a croc happy with it. They are always in the frindges of a misemotional field. I’m both source ant anti source. The only entity that is against you is yourself.

7 Aug 02 - (Basic on NED for Games)

In the beginning and now there is the basic MU of the thetan and that is also the first unsolved situation: the thetan is ONE and ALL. The image could be of a stack of copy machine paper: there is one stack and every sheet is individual but is also the whole stack. Of course the comparation is an alter-is because there is an individuality which is also a manifestation of the individuality of the whole. 

In the beginning the whole of thetans (or this awareness that Ron once called the main body of theta) were being cause (a cause) and what it caused was caused and agreed by all. That was OMNI state and all were acting as one. 

When the question of authorship arose, everybody “knew” they did it. They didn’t understand they all did it or that it doesn’t matter who did it, since there was no question of “who”.

That was “solo” state and it came as a shock to see that all others were creating also the same thing.  Comparison came in and then not-is: “I don’t want to know what others are doing” Than the service fac: “I’m the best”

So, the first unconsciousness was the activities of others. And the first arbitrary (for me) is “I ‘m perfectly capable of playing with myself or alone”

Only that, being still in a very much OMNI state, all had the same thought at the same time.

Being time a lie, we are still playing the same OMNI game that is responsible for this Virtual Reality. And being created by all in an unaware manner, all perceive it the same way and nobody can change it unless all agree. 

Persistence is achieved by this impossibility to understand the true authorship of this reality, this mystery of how can a source be at the same time one and all.

But at the same time theta, in a solo state, tried to individuate even further and the solution was to create it’s own private games field. He than invented “the mind”, where he could play his own private games without being dependent from agreement from others.

The mind had none of these “mysteries”, can be understood and things can be as-ised without the help of others.

Only problem is that, having not solved the first MU, a thetan is apt to accept BTs and Clusters as a dramatization of his own native state.

Buddhism considers as the first aberration to think in terms of “me”. They don’t know how right they are!

Now, Cause (let’s call it this way to the native state of thetans), like someone getting too much involved in the action of a film, finds itself suddenly being one of the characters in the action of what it created: it experiencing it’s own effect. 

These are CVPs and GMs. All arbitraries are caused by solo CVPs and GMs since, being self-determined, they are the unprogrammed factor that is not shared by this wholeness of theta.

11 Aug 02 – NED for Games

Tried Flow 2. “a game where I made others play mother Teresa”. Gave up since it doesn’t work.

Tried also F2 on the Code Room. It is a dramatization of original state. Gave sleep.

13 Aug 02 – assist on Luis

He had an heart operation and asked for help.

A blunted purpose: auditing. A blunted purpose attracts crocs. 

Didn’t really believed it worked since he wanted immediate results as mentioned by Ron and didn’t get them (in Ron’s valence)

He was interiorized by lack of money. A thetan “done in” allows in all sorts of things.

Pr2 during operation: mocos from doctors and nurses.

There was a MWH about a girl.

Also cross postulates of how long to get well from him (immediately) and from the doctors (3 months).

Operation was also a serv fac that justified not to go to Portugal, get pity from Laurentz and stop her from thinking about divorce.

4 Jan. 03 – Earth Controlers – Excal for Games

I had a lot of mission implants both from Marcab and Ron. Explanation: no other way. As soon as you’ll go into a body you’ll forget about it. So there will be this being implanted to remind you. One of the missions was to go before it happened to try to avoid it from happening.

Cog: Excal for games is : take away and erase games programs that the being keeps playing (dramatizing)

List: What games do I keep playing? Best: “Who is against me?” (a psychotic game)

Spot when you received the games program.

Prpr 4, 5 and 6 on Game. Myself and other against me being shown in the implant.

After “mass” of game cleaned up the concept persisted. V/I of persistence. 

Then B, CB steps.FN

5 Jan. 03 – Excal for Games

List: What games do I keep playing and loosing? Best: “Survival in society?”

When?

Prpr4, 5,6

A game embracing this one? Yes (holder game) A huge civilizing game.

Prpr4, 5, 6

FN

11 Jan. 03 – Excal for Games

Correction of last session: Gn not handled. Blew on inspection.

Game of not being discovered. V/I, Prpr2. When started?

Prpr4, 5, 6

Data: Marcabians always get a Jew body. Bromwell was a character in this. Ron was involved with the magic and the Tule Group and gave to them some ideas about Marcab and the 12 rulers of Earth. Solution is not to kill them since they come in another form.

18 Jan. 03 – Excal for Games

List: Other determined Games? “Game of Money” Contact the Game Thetan and Prpr2.

It is based on limiting it to a certain amount. Thetans are not allowed to create in this game, It’s a “can’t create” game. It flows and certain amounts get stuck in some terminals. The thickness of the flow going by a terminal determines his wealth. The speed of the flow determines times of crisis (slow down) or times of expansion (more rapid). Rules not known are: The less terminal it outflows from a terminal, the more remains in that terminal. The more terminals it inflows from to a terminal the more comes in. Rule: Control the outflow lines and open up the inflow lines. Production attracts inflows.  

20 Jan. 03 – Review

(since 10/11/02 not well physically)

Metallic being (sf) or Metallic Universe(F) is not cause. Cause is source, a, or static, “the bunker”. It’s the non-responsible area of theta. 




(-=
The imagined limitations of a. All areas of no-confront, no-responsibility, not-knowingness, are there to be conquered. 

The “bunker” is a nothingness but contains all the mysteries there are. Origin is the step back from OMNI and all knowingness to not-know (F/N). This is “the black side”

Body SW: The opening of a virtual universe.

23 Jan. 03 – Review

(OK since last session)

Games still going on? Money game not finished. Holder? Energy game. Energy attracts energy. Energy goes to the nearest accumulation of energy. The same law applies to planets and monopolies. Everything of the same kind attracts each other proportionally to the Quantity & Quality.  
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25 Jan. 03 – Games ns 

Games ns connected with me? Games ns preventing improvement of quality of a? 

“The game of prisoner on Earth”

Prpr2. Earth is defined as an escape valve. That’s why it has been severely implanted not to allow ns to go out. 

Earth is probably the most aberrated place in the universe like a sewage or gutter for thetans! It actually attracts thetans acting as a trap. It has to do with the 2nd right of a thetan, an escape route for everybody who is fed up (lots of sens.) 

This escape valve is blocked on the “inside” of the game. Some missionaries were sent to solve it. But the only medially successful was Ron. 

The “valve” is simply emanating the thought “It doesn’t exist, it’s just a virtual reality”

The corresponding implant or counter-thought is “Reality is what your body tells you”

26 Jan. 03 – continuation 

Still the same game. Handle it through the Goal: “Have all ns clustered around Earth” to win over Ron.

Handle . Prpr1a, ruds + ruds LD. 

Handle terminals Connected, disconnected and unconnected with me by this game. (Game of attracting through promise of truth) CVPs, GMs. FTA

28 Jan. 03 – continuation CVPs

Still the same game. Handle it through “What part of the game am I connected to?” 

Electricity, megalithic points. Stomach area connected to it. Its like a “ticket” given to the thetan when he comes to Earth and that he must give back when he leaves. The only trick is that he can’t leave while he has it! While he has it he will always report back to the same implant station. This can be a cause of ulcer or cancer in stomac. E/S was entering Marcab. There is always a small period of sleep or unconsciousness when you enter a planet area. Marcab one is located in the chest and can cause chest strong pain. It has also dead Marcabian citizens with their knowledge of how to live in Marcab. It has some connections to Tarot! E/S was by Espinol, given to their citizens coming to our RAGs. The basic is coming to our Universe. We were given a tag with the rules, know how, a massive implant of an identity and a loyalty to the “Government of this GUM”

The name “Targs” came up. The n stores them in several areas. Aldebaran also did the same.

There are also similar things from lives in several countries. (Assess countries) 

They actually are CVPs used and put away at the end of a cycle. Cog: one can have several CVPs at the same time. 

Handle one CVPwith prpr2, E/S, prpr2, pr4: Germany, America, Venus mission about Antares (?)

Another: Italy, England (lord Cleveland or Carverghea or Cavernagh mission), several bodies to accomplish a mission of gathering data about scenarios being prepared. Really understand who is really ruling Earth to handle him. CVP is officer in charge of Venus Command on leave of absence to clean all this mess and be on duty again.

Another: South Pole alien base, working to the Government of the Galaxy, Sector 9 Data Info System (not really GP). A  free lancer, very good on data systems, working for government.

29 Jan. 03 – Review

Life in Venus still in restim. Also Game of prisoner on Earth not finished.

Process: “What part of that game am I still playing?” (Take Source VP and audit CVPs)

An adventurer’s life, mission after mission. Things given or put in (Koor-in-noor?)

30 Jan. 03 – Old Games

List: “Playing roles in old games?” or “What roles do I still have in Old Games?”

Got: “Central Commando” or “Galactic Central Officer”

Got in comm. with central and got data from it: Ron is a separate branch working to clean up our people. He only contacts The Governor. 

Got in comm. with sources out of the games (EE, DR, WBR, etc). Felt inferior. Handle unnecessary VPs.

30 Jan. 03 – CVPs 

“What roles do I still have in Old Games?” Implanting Games.

Handle it holder after holder up to a metallic being. When you contact a metal being you get a bit of it’s way of thinking: Hold everything still, stop everything, solidity, mest, time.

Handle it till he discovered he was the BST from LGA (Last Games Around). Again the thought “There can only one who is all”. Arrived to the top of the scale of absolute Serenity of Beingness (negative : from-40 to - top) Discovers to be multiple and blows in a myriad of beings.

My GM CVP in implant games got from it the idea it was going to end that way anyway so clustering beings was ok. (FTA)

31 Jan. 03 – Try OT3 for Games again. Handle Implant Stations

Inc.II ok.

Levels of play:

Compromise
Cooperate

Coordinate


Improve
Involvement 
Intelligence


Wins
Fun

Acceptances


Goal
Freedoms

Barriers

Handle “Serra da Estrela Implant Station”. “Do I have a piece, player, VP, GM, clone there?” Handle.

An implant station (IS) is a common creation on the 7th D. Holder of I.S. in center of earth, holder of this in sun. They form a whole network of beings working on the idea of “condensation”. They need IS so that their structure gets stronger. Bodies were organized so that ns were held near a condensed structure. They want everybody to be part of their structure. Xenu’s intention got mixed up with them. They work on 7th D space. Implanters used the structure created by theta to trap theta. They are dramatizing LGA. Prpr2 in LGA: there is LGA and NGA material on it. One has to recuperate its contribution to LGA. (FTA and space cleaned)

Handle holders with concept learned above: all in a chunk LGA. FTA again.

Handle  with Prpr2 on LGA : clenned up their contact with metallics TGA. FTA and freshness.

1 Feb. 03 – Whole Track Sec Check. 

Sec Check, checking on each line: my piece? My player? My GM? Somebody you are in Comm. with? BT/CL?

Very good!

2 Feb. 03 – Review. 

My actual beingnesses and my participation in LGA.

4 Feb. 03 – Review.The   

Last night had to fight a very heavy attack by serpents and nasty images that could only handle with creative processing.

Assess what it was, it came from 7th D and was made of alone, no MEST. They are the stuff that put people in the loony bean, the cause of phantoms. They cause cancer since they attack sane . 

They are trying to help bodies get rid of the thetan. They are less 7th D bodies.

Prpr4: They can only be perceived if you are a medium. They can also cure. They are the cause of all the psychic phenomena. They are divided into demons and angels.

Both are against the occupation of bodies by ns. But angels are trying to help bodies go trough that suffering. “When they die, they will get free (of ns) and will sit next to God.” 

They love to build up gene structures and love hydrocarbon. Some were implanted with the tech to handle MEST. They were the bodies in the magic games. The thoughts of thetans make them condense into forms.

They are everywhere! Wherever there is a concept, they give it form, they condense around it. Only thing they cannot give form is a metallic being: it uses only ! In auditing, when they get free, there is no more “mass”. FTA

9 Feb. 03 – U2 Games. 

Interested in handling games others are still playing.

Things blowing by inspection.

It's really very easy to handle or 'own' multiple bodies simultaneously. There is no special 'talent' needed or even any 'secret' knowledge to be initiated to. There is no inner chamber or rite of passage needed to acquire the ability. All that you must do is to fully understand your relationship with the body you have now. The rest will take care of itself. 

You may be thinking that you already know all about the body you now have. Perhaps you feel that you have an intimate contact and knowledge of your current home. Maybe you even 'know' that you are not your body. Well, those are nice starters. 

In order to handle multiple bodies simultaneously, you must first master the one that you woke up and found yourself within one day. And that is the beginnings of an understanding. You feel as if you are 'within' the body. 

You might just as well feel that you are 'within' the universe as well because there is really little difference. You have placed yourself in time and defined your location. 

In other words, you are now 'there'. That's the first mistake. Believing yourself on a location, you look out and wonder: "How do I go over there?" (not knowing that you are already there). 

Handling multiple bodies is exactly no different than handling one. In the order of magnitude, there really isn't any. That sounds strange, doesn't it?  Handling multiple bodies simultaneously is no different than handling one. 

The trick is fully realizing the concept of one, and that is where the real work comes in. In order to realize body independence, there must first be achieved a self-independence. 

Self-awareness is a start on the road of knowledge. 

Sometimes, even the understanding of self-awareness is not fully realized. When that occurs you get things like ego trips and 'personality' clashes. Those things are far, far removed from self-awareness. 

In order to understand and fully realize your self-awareness it's common etiquette to begin a path of self-exploration and discovery. Laying a road before you, you begin to force yourself to look at yourself. Believe it or not, it's been a long time coming. 

Handling multiple bodies simultaneously is no trick of the imagination or illusionist's dream. It happens. You just may come to be surprised at the frequency of its occurrence once you begin to leave the idea of being the body behind. 

For the fully self-aware being, there are no rules.
15 Feb. 03 – Whole Track Sec Check-cont.. 

Went through wtsec check a 3rd time. 

Then “Dead, killed or asleep valences of mine?” from LTs, implants, LGA, LTA, etc.

3 Mar. 03 – Whole Track Sec Check-cont..
Used to do dirty tricks for the GP

5 Mar. 03 – Whole Track Sec Check-cont..
In LGA there was no Scn. Assuming responsibility for what one’s VPs did.

8 Mar. 03 – Phoenix for Games
What self determined games are going on that should have stopped?

V/I, Prpr2

What valence is necessary to play that game?

(Has there was a smelly of a 5th, handle that valence) “Taken over by a 5th?”

Handle LTA LAD RD. Found the body already occupied when was born.

9 Mar. 03 – Phoenix for Games
4 entities in me, most ancient from LGA.

22 Mar. 03 – Review
(ill for some time)

Discovered that when I handled the “bunker” I freed a cluster that is over me now. It’s remains of LGA. Prpr2 on it.  Got wording: ”minimize yourself” V/I, Prpr2. The 5th got a “lift” from me.

28 Mar. 03 – Review
(ill)

L4BR

Inval from DR: Gal-Al is my name or “Gal” since “al” means “the”.

29 Mar. 03 – Review
(Still ill. )

Handle L4BR again. 31.Hiqquarq not ok. A very close friend of his. Grossmeyer, “The Gal” FTA

21. Am I a 5th? Was I an Implanter?

5 Apr. 03 – Review
(still feverish)

Handle L4BR again.

BC sent masons sent 4th invaders. Blew

On Earth one looses memory because of implants, body and too many people together.

17 Apr. 03 – Review GSC
Checked processes of GSC cause it could have been not Eped and in restim.

Cogs: The Perfect Circles is just a gang play between us (10x 1040 ns). 

We separated from the rest of a to play the perfect circles. Now I have awareness there is a lot of other things happening apart from the perfect circles. (FTA)

( is limited and is an invention of this group. 

Before Games Inc. II there was a sensation of “belongingness”, serenity of beingness on a static level, before cause since no effect was wanted. (Before the factors) 

The sequence was: 


State of wholeness


Games Inc. II


HGC II
U( agreements


Perfect Circles Games Series Played

The P. Circles was a solution for the state one was in.

Check Games Cube: Was part of the P. Circle game whose goal was to solve the “degradation” one was in. Actually Games are processes. The admin why for Games is the same as for auditing! Rules are the same! Games handling is an action of review!!!! Correct processes that went wrong!!! (FTA)

The actual GSC was handled before. This is from checking it from a much higher perpective!

19 Apr. 2003 – Supp. Games RD

List R/C games. IO LF.

Gn LF – Big ARCx-handle. Formed by earlier owners.

Unmock? RG LF

Problem Processes.

Cog. Suppressor was really PTS

20 Apr. 2003 – Supp. Games RD

List RC Games. Management Game F

Supp: Xenu

Managing planets and Xenu infiltrating and taking it over.

The Pleiades were a very rich star system. It had a shareholder system where you could buy shares of the government if you wanted and then vote for it.

Xenu took it over by nationalizing shares. That deployed the gov. from funds.

Than he had to establish a taxation system so gov. could function. That caused riots since it was robbery. Some people were living from gov. dividends and went poor. Central put in a Finance Police to implement those mesures. Gov. went from a management (democratic) to a dictatorship. The means of survival of gov. were privatized. Police and politicians went corrupt. This was phase 0 of his plan. Since he was a plain criminal, couldn’t produce neither could central gov. So he had to establish a system to get money from star systems or planets. Central gov. Finance dictator started buying all the local gov. shares until he had the power. This was a covered operation. (sens+sneezing) Central Bank was lending money to buy shares but then the state was owned by the government. It was all fake actually since no real money was used, only credit.

This was the introduction of politics into government affairs. Some politicians got a big share from this, others committed suicide and others were assassinated. Today, the increase of huge companies is a dramatization of phase 0.

The implant was that, that way of gov. is impossible and not viable. If it has a deficit, as it has the monopoly of certain services, you increase prices. But next shareholder meeting, somebody else will get elected.

Xenu system is one of staying in power in spite of anything. Since there was no politics, it was very easy for him to take it over.

Cog. The advantage of auditing is that you can experience it again and analyze it without having to live it again, as in games.

21 Apr. 2003 – Supp. Games RD

Management Game(s)

If management is correct, the only things that endanger a company are unloyal competition and uninformed costumers (3rd party)

U3

U3 is just an area where creation MOCOs have gathered and lambda invaded to try to put order in.

Ensembles of  where organized by and these are bodies.

Statics use this area for their games. Lambda is helping them on it.
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25 Apr. 2003 – Supp. Games RD

Management Game(s)

Solution can be to turn his obvious players and turn them against him. His aim is metallics, dead ns, solidification, reality, existence seriousness, He is the game. He is the serv. Fac that makes it alright to fail. 

26 Apr. 2003 – Supp. Games RD

Management Game(s)

Xenu accepted to be the AI but then took over programming.

27 Apr. 2003 – Supp. Games RD

Management Game(s)

There were alterations in the basic games pgm that made possible for it to be taken over.  Xenu is the negativity on every datum, law and strategic that can make it fail. He’s actually part of the Murphy laws.

27 Apr. 2003 – Supp. Games RD

Management Game(s)

X always control from the top. 

1 May. 2003 – Supp. Games RD

List RC Games

Tendering LF corrected to Gambling LF LF no Game n.

Opposition game? 
Control everything.




Supp? Me

Problems processes.

Cog: 
Don’t try to control ns. Control their games. Control the ball, not the player.


When you try to control someone, he can control you also.

1 May. 2003 – Supp. Games RD

Control everything

Finished P. Processes.

Than: Inc II, LTA game of controlling everything. (prpr2) 

Gn was aimed at the mission but later was used for personal gain. It was made in M Ship LTA. Can be useful to protect missionaries.

3 May. 2003 – Supp. Games RD

Control everything F/N

Always gambling F/N

IO F No interest.

4 May. 2003 – Handle Past Games Going on

Arlindo phoned saying he was ok with me. Can it be an EP for one of the games?

A new game: Invalidate Knowingness F V/I F/N

Opposing Game: Knowingness V/I RW F/N Blow

There is a Gn put on me that orients my life. (Reads also as Game Program)

Prpr2 on it: depends on a holder Gn

Prpr2 on it: put up by Marcab and depending on a Gn put up by Espinol.

Prpr2 on it + B CB to F/N

10 May. 2003 – Handle Past Games Going on – 1st Clone of Source

Game of being a 2nd figure. Have always a Clone of the CVP showing up. “The Helper”

V/I on it. It’s a sub routine within the main program. Performs all routine tasks and also takes over on activities depending too much on logic. It’s actually a being with it’s own Cone, a suggestion by Xenu, a contingency plan. He takes care of wog games, middle class activities and it leads to a well-behaved citizen.

It’s the 1st Clone in U3!

V/I RW on it: It is a product of Ginc. 2. He is actually gameless. He is only interested in games tabulations, rules and basic routines that apply to all games. FTA

Prpr2 before Inc.2: He was the 1st VP created by Source in HGC I to investigate. He survived all P. Circles and carried on with the common denominator to all characters. 

PrPr2 before P. Circles: Created to put logic into games, something a n was totally incapable of. Rules were: “Let there be Games”. “They must have a sequence”. “They must be logical (effect always follows cause)” He considers himself to be the 1st Deputy of Source. Admin why: “To help Source create, manage and administrate games” (FTA)

V/I on helping source: Translate games into something source could understand. FTA

V/I R/W from Source: stuck

Prpr2 on Source, “prior to Games”: A prior confusion! A break in Source logic. A totally new logic appeared! (FTA)

V/I on logic: One is only aware of logic when something is illogical. F/N

V/I on illogic: Wake up beings to things that he should worry about. F/N

V/I RW from a helper (to Source): Postulate “I can’t do it myself” Stay instead of Play. Suddenly source blew into the helper and not the other way around!

V/I RW from source: schizophrenia. That’s how games should be or else source doesn’t learn anything. F/N

B & CB steps: Still separated from me. I’m above source! Cog: I can be anything, source, no source, above and below source. The game is to be whatever is needed at the time. And I don’t have to be anything! Now the command MOCO becomes: “Return to ME!”

I’m an ( awareness. Totally IN VALENCE! (FTA)

11 May. 2003 – 2nd Source MOCO

Had an accident hurting badly my hand. It was very much eased putting body org handling it while asleep.

Touched another Source MOCO having to do with Source misunderstandings: a “source reactive mind”

V/I on having an r. mind: Time. Put it in the past.

V/I of being an r. mind: Provide what AI uses as counter measures! I am all unwanted, unpostulated, undesirable effects that prove Cause is not total! I assert the need for improvement of Cause!

Prpr2 as a r. mind: Stores things accordingly to several criteria. When something similar happens, always presents first incident (prime illogic) to see if it can now be understood. He stores the illogic of it and its mass but Source stores somewhere else its significance (postulates), without knowing the significance is what degrades him. Basic reason was in the passage from OMNI to SOLO. Source refused to accept other sources, so it became impossible to understand. He only had to look at the real source of it to as-is it. (no more answers)

V/I RW to a R. Mind: Keep sanity (repeated)

V/I to keep sanity: Keep serenity of beingness.

Prpr2 on trying to keep sanity: Avoid painful areas (illogical areas), shrink, abandon +(, restrict myself to where I could be self-determined. (Created a CVP?).

Back to V/I RW for a R. Mind: Keep working on other things while the R.M. had the other determinism whili somehow being self-determined! 

Debrief from R.M.: There is an heavy engram on the passage from OMNI to SOLO! It contains pain=unpostulated things, and unconsciousness= dispersal followed by implosion. There was an explosion of creations, everybody exercising its self-determinism. Source tried to stop it and shrunk into its own thing while keeping others away.

Cog.: As soon as others make a copy of your own creation, it’s no more possible to return to source. Others did the same and copied your. But that’s already the 3rd Source MOCO!

Now the R.Mind is handled!

11 May. 2003 – 3nd Source MOCO

U2’s intentions V/I: It’s ok if you know they are other’s.

V/I of confusing others intentions with yours: a service fac.

Prpr2 of “others plans”: a network that connects everyone – everyone has a MOCO on others and feed that data into source computer as “ideas”.

V/I RW for “others plans”: That network also brings in the feeling of others making it hard to defeat them! And it comes amplified! 

V/I of being a U2 network: fear.

V/I RW for a U2 network: fear and no confront.

Prpr2 prior to U2 Nw: Control effects because one was accused, so set up a system of monitoring effects on others.

V/I of U2 Ntw: PTS condition from those who accused: Implanters and suppressives. A false Pan-determinism. It also lets others know of your plans and feelings. It has a F2 aspect: U2 NTW on me from others.

One should be handling each other actions and creations and not the beings themselves. The Admin why was everyone was accused of making each other suffer. What can you confront? Blow.

13 May. 2003 – Handle current sit.

V/I on sit.: Be a “Homo Sapiens” 

V/I of persistence: Give time for the implanters to set in, establish themselves in high places. They set up this before they moved in. Is it a ....creation? LF

Handle it as a creation: It is a creation by two beings staying in their middle. There is one for each person and it was given in the beginning of the GUM. 

Also after adding to the list of functions, it’s also used as an identifier in the P. Circles of the identity all ns have to experience. The one I use now is supposed to be a low profile, a looser and a miserable. It’s my “hat”.

I called it “the snitch” because it’s appearance is exactly like the one in Harry Potter’s books. 

I not only grabbed this body but also this snitch (identity for a n.) Did I do the LAD RD in LTA and took control of this identity?

Actually it’s a multiple creation: First it was created for the P. Circles: “It will identify you, not your role”. Then it was added to in the GofG: “Not a chance”. Then LTA at the LAD RD: “That’s your target”. Than in 1984, when I left the CofS: “He is going down”.

Amazingly enough there is a very strong grief connected with it when a n loses it. He doesn’t feel he exists without it. 

As I handle it’s several aspects it keeps changing but finally I see it’s not mine and it blows off to its owner.

I keep having the sensation I still have to handle (or find) my own snitch.

15 May. 2003 – Handle current sit.

My own snitch: nothing.

Sit: no answer.

16 May. 2003 – Handle current sit.

Situation? No luck LF

V/I: no effect.  Prpr2: accepted to be encapsulated and also felt protected. 

Prpr2 on encapsulating implant: Plastering MOCOs around me, could “see” less and less. It’s actually an implant of an implant. It was before coming to Earth.

Prpr2 before coming to Earth: no go.

V/I of coming to Earth: find a cure.

V/I of coming to this system: Run away.

V/I of run away: Hope to escape.

Prpr2 before running away: Another universe. Changed Universes.

Prpr2 of running away: Loneliness, long time in space, identified with vessel (a local travel vessel), comming to the rim of galaxy thought “I have to get a faster vessel”.

V/I of coming to Earth: Build a ship.

Prpr2 in building a ship: All missionaries know how to build one. Failed and lost memory. 

V/I + Prpr2 of forgetting how to...: Don’t interfere and saw someone.

V/I of occlusion: An habit, close up so they don’t pick up my thoughts and have a private life.

Had to run away in a local travel vessel from sector 20 to sector 9. This history is not mine.

V/I of wait: That is a false track put in by invaders in order one doesn’t know he is a missionary and even fight missionaries. Also they don’t want the culture disturbed so put up an occlusion.

17 May. 2003 – Handle current sit.

No luck

Prpr2 on implant before Earth: They are a sort of Duane authority that reads heavily as something like “Knights of Eternity”, trying to protect Earth from Marcab interference. As they control entrance, they took advantage of it and managed to put their officers in very high places on Earth (allowing them to enter without being implanted) My previous track was erased. Nobody could know about us coming to Earth and it was a discovery journey not a teaching one, so we could come in without knowing anything. 

Prpr2 on a holder on me: Work for local knight who is connected to the “Universal friendship of life species”  

They are not in the real universe but in another you can only see as a thetan or while asleep. They make pieces behave by the program from out of the virtual game. They are following still the LTA program of a life of misery. You encounter them when you come into the game.

There are evil intentioned sources out of the game. They are game addicts. Myriads of MOCOs by all players “protecting” the game return to source. Local game guardians also. 

The EP was “out of the computer game or aware of the true nature of a game”

I’m back to stage 0: Wanted to do something to improve the game that became so dull, no fun, no wins!

18 May. 2003 – Handle current sit.

A low condition

Games are arranged in layers of games.

As you come downscale, you put yourself into deeper and deeper layers of play.  

Earth can be said to be the core of the game, the deepest aberrated place.

20 May. 2003 – Interiorization RD.

Cog: no game is roller coastering, only me.

Out-Int? Yes! I was exterior from games and came back again!

2wc about ext.: When one gets out briefly from the virtual universe, he is neither here or there. The “near death experience” of the shaman achieves that and causes him to have an out-int condition. In auditing it can also happen. The optimum condition would be to be out of games but enjoying them knowingly. I had several experiences like that and it gave me a tendency to blow.

(Int buttons running) This phenomenon happens also when you abandon a game and come back. 

When I was “out” I was feeling alone and wanted to experience and have fun. I was called crazy, that I would loose my abilities, etc. I didn’t mind. All I wanted was to get in! This happened in a very recent past and it looks like it’s my first time in the game!

I was stopped, was offered a track and a label(all false of course) 

I was promised games would be quick and “they” would come out with lots of stories. But it was taking too long and I decided “that’s it!”. I recall going through this inc. in Dn. 

22 May. 2003 – Interiorization RD.

Out int. Better to wait a week.

25 May. 2003 – Review: Connections Network Handling.

Finishing session about terminals being attacked 

26 May. 2003 – Connections Network Handling & Sup. Games RD.

Finishing last session. Discovered they all belong to a PTS game. 

Game: business. Destroyer: Marcabians

Problems processes. 

Marcabians only produce overt products, so they must take away all other products.

This is trade versus bargain. They always need new markets because where they enter everything stops. So they only deal with raw commodities that don’t need a big production line. They are vampires of business. A fair deal for them is one where they end up with everything.

27 May. 2003 – Handle current sit.

Reality
Communication
Affinity

Conformity
Maintenance of Control
Status

Have
DO
BE

Matter & Time
Energy
Space

From 27/May/2003
Games not going very well. Interestingly enough I’m feeling well but the path is proving very hard.

All handling lately has been of the “Game Field”, specially it’s border, the handlings one suffered in order to be able to enter the “computer” and be a part of the arcade game.
The thetan mocks up everything he is suggested.
The Universes and games are a series of messages programmed to make sense.
Source, on entering the games is subject to a series of implants in order to know what the messages mean, and thus build up a reality.
The games are made of animated and organized by . 
030625
A thetan identifies himself totally with space. 
Where there is no space, he has no urge to identify with anything. Out of games a thetan has no space, no need for identification (role), and he is very happy so.
The beingness of a thetan in a game depends wholly on space. He considers his size to be “his” space. He is as happy as he has space. This acts on the thetan like a drug and when he lacks it he has “withdrawal symptoms”. 
The sensation of space is dependent on anchor points. Anchor points define the space of a game.
So:
The beingness of a thetan depends wholly on the size of the game he is playing and the size of the game is defined by the distance apart and quantity of its anchor points. But the best anchor points are other friendly beings (since they add their own space to his game). Hence, need for acceptances.
Thus:
Thetans in games try to get as much space game as possible. Hence, conquest wars on the bottom of the scale and networks on the top. 
5/8/2003
Beware!
The nicest trick they can use on you is let you achieve a certainty on the Bridge that you are no more the effect of them since they are afraid of you!
That way, they can put all sorts of thoughts, attitudes, emotions and sensations on you and let you “know” they are your own, since you are immune to external influences.
20/09/2003

(sat.)

Sec Check on “Game’s Org.”

It was told “not to tell” at “factory or it would become useless. It is a pre-fabricated device or computer to be able to play games.  Holder “the leader”

Working for GM Guilda.  Bigest overt was to be connected to Central of Games because of ARCX with Thetan (a games condition between the 2)

21/09/2003

(Sunday)

Connections between Games Org to Council of Representatives: I left a Clone there and took a leave of absence. Informed now I resign from my chair. Cog: all problems with people I have are connected with the Council.

27/9/2003

(sat.)

Checking“ Council”: all F/Ning.

( Check the story. It looks like there was a plan going on but Hitler broke free and did his own thing.
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