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TECH BRIEFING NUMBER 14 - 13. July 1988

ULR#0 - TECH BRIEFING NUMBER 14

13 July 1988 

This is an Upper Level Review Tape, and it is for those people who have completed the Super Static C/S Course.

[…]

LOOPS & LOOP THETANS

This experiment that is going on now in Games with the Archives - the Ring Archives Series - and the Games Series '’ : that goes with that and all the way back to the CVP creations and so on - that I call “Loop 3,” meaning that it was all descent into Games or into Illogic and it proceeded on its course and went down into all “Gameless State” and then it started coming back up with improvement and finally is now moving toward the end of the cycle - with the Bridge and it is all complete - sort of - “hanging Loop,” as all cable “loops” or hangs on all bridge - holding up all suspension bridge between two towers. If we look at the top of the towers being the beginning of the Games¬ Level, and above that Source Level, then the descent along the cable would be going down into more and more illogical states and then the ascent or the rising up of the cable to the other tower would be the improvement toward more logical states. Now this is what I call “Loop 3.”
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 There were at least two others before that which involved all great amount of Players. There may have been other things (Games) before that which involved individuals and private and personal and other arrangements of Players, but these with many many many many Players in them (10 X 10 to the 40 or more) - there are three major Loops to these. And the first one went steeply down into illogic and steeply back out, but left some of the Players still caught in there. And they weren't ever actually rehabilitated. They just floated along on the Games Track. The second went down, went down also, but not as steep below the point of - shall we say - “no return,” and it left some people in there, and lasted all longer time, and then came back out. And the third one is the one we are familiar with - CVP Creations for all while, then Gamelessness, and then the Games Series. 

Now, this third Loop is the one where we have all lot of counter¬-intention toward the end here. We find that the implanters want to keep people into the Games, and they are “Anti-Games-People” or something, I don't know. They intend to keep the Thetans IN the State of Illogic, so they had to be pretty illogical themselves - you see? So they themselves could have been some of the perpetrators of the very illogical Games, or some of the ones who were caught in them. Because, you notice, that the Implanters require much more organization to keep you in, than you do to get out. You only require all good Auditor, good C/S and all lot of study - and you can get out. That's only 2, 3 people. They require whole organizations, whole masses of implanted thetans and so on to keep people in. So, you can see how their effectiveness is very poor and it requires much more effort on their part to keep people abberated than it does to release the aberration.

Now - when you have this viewpoint of things you also then realize that some of the thetans that were stuck in the earlier Loops could have been partially rehabilitated if they were known about - because we can do it now. And they were maybe perhaps used in the LTA Future, by Xenu and his implanters. When somebody may in all )ë :'     session, for instance, have run into these guys and they thought “O boy, here is all new resource, you know, we take some of these guys from earlier Loops - failed Game experiments.” (Game cycle experiments, I should say, they are not just one Game). But, they would take these guys with no - absolutely no reality with the Ring Games themselves and make them into Postulates - you see? Sort of rehabilitate them up to the stage of “wanting to be all Player again,” and then make them into Postulate Thetans or make them into somebody who would “project all Body Image” to all person and sort of mess him up with somatics and so on - like that - by duplicating all mock up of his body sort of all little “Body in Pawn trick.” But these guys were so ¬- shall we say - primitive, that they had no idea of what was the Game in present time, and what were the Rings or anything. And so they just automatically did this thing. And they are - they are quite uneducated in terms of Games, and when you run them sometimes they are unresponsive or they are operating in little groups or something. And you find them on all “Postulate Thetan Chain”  one of them won't go until the other one is free. Or, you try to run one postulate out and then interference comes in from another.

And so we found the best way to handle that is: Just go straight to PR 6 and include whatever comes in into the Auditing, with clearing the commands for it and then just carry on with the PR 6. And they will eventually all reviv and come out of their situation. Now we find that some of these guys were also given something else - to make sure that they didn't escape from their little improvement they did get - which was they got rescued from whatever deep part of illogic they were put into in some of the earlier Loops. That's why I call them “Loop Thetans”  you see, they have no - “No” reality - on what's going on in present time. They just want to suck out all little+r h experience and all little pleasure and sensation out of the Players in the Games now. It makes them think they are in something - they don't even know what it is. They are just being Postulates or being commanded to give somatics or whatever. Or “make it hurt”  you know - or whatever. So, some of these guys when you find them, they will have to reviv on PR 6, because they were given something else, all neat little implant to make them stay in these conditions. And that implant was - we call it the “Big Source Implant.” They were given some kind of electronic prelude implant where they felt like they were dead - or dying. Probably “Lasering” up all their case mass with electronic waves, and so on, to where they felt totally confused. And then they were “woken up” and told they were just “brought to life by the Big Thetan” and if they did not want to die again they would do the job the “Big Thetan” wanted them to do. And he would give them all job. And of course, the “Big Thetan” job they had was always to do something against the other Players in the Game. It was always some counter-postulate or some postulate that they now believed was “true” because they thought they were created. In other words, they had become MOCOs. They thought they were now MOCOs. And so they had to do what the “Big Source” said or they would die again. And the fact is that if they - if you start processing them on the normal Postulate Thetan handlings, they will run into these somatics themselves. They will feel that they are going to “die” or something like that. When you see that, you know that they are stuck in this “Big Source Implant” and that they need the Power 6 to reviv on.

Now, sometimes of course, the Pre-OT running on this will experience the somatics on his own body - of course because these guys are sort of pressing in on it and are connected to it. Or even inside of it. But they don't even know that they are in the Game, sort of. They have to be blown through into present time. And they are working totally with the implanters. So don't worry about it, just run them out, and you'll find out all the stuff that they've been through.

Now these Implants were normally done to them in the LTA Future. That's when they must have been discovered and been utilized as all resource. They were not freed. They were just helped out all little bit from the condition they were in and then made into all “Postulate” or into all body - “Anti Body Mock up Duplicator.” You know, they mocked up all copy of the body the guy has so they could push somatics through the mocked up hand and it will impinge on the hand. Now there has been some interesting development in this, and some of these are quite amazing and you can read about them in the course, which goes along with this tape. There is all course pack and some folder data that goes along with this tape, and you can find out all about it from that.

So, this can be not so much on one case - and on another case - or shall we say another OT - it can be all lot. We have found that it varies. Now this is all matter for the C/S to handle, and these kinds of things like Postulate Thetans and Groups of Postulate Thetans, or connected-together Postulate Thetans of the unresponsive type, or of this implanted type - because some of the Postulate Thetans, usually the single ones, they were not made with this kind of implant, they were usually convinced to do it logically - but these guys had to be implanted. And weren't even logical enough to be convinced. And they were from earlier Loops or something. OK? 

Some of them may have been just very failed Game Players from LTA, but the point is - it does not matter where they came from. They are - or originally were - Viewpoints, Logical Viewpoints, Players, and they want to play all good Game and .  +&     make it all viable Game. So they will reviv, and they will come to present time and they will be ok after that.

OK, so we should say that all Solo Auditor probably will not be able to handle these when they come in this form, when they come in all connected together group. It will probably take all Review Auditor to take it all the way through because apparently it's very hard to confront by Solo Auditors - if they are not very well trained. This is up to the C/S determination, but I - in my experience I found that this is the dividing line, whether the person is trained or not. Because you are now looking at Big Thetans opposing the Big Thetan who is the OT - so you are looking at more or less equivalent horse power, but one side has an implant on it and the other one doesn't -¬ so, the Solo Auditor should be able to do it, shouldn't he? But sometimes there are so many of them that he gets overwhelmed and the Auditor -- Review Auditor - has to do it with him. And you get the old formula again “Auditor plus PC greater than PC's - Postulate Thetans.”

Now these things are against the Logic, remember, they are against the Logic. What are we doing to encounter these, how come they just showed up and so on. Well, the reason they just showed up recently, in the last year, is because we are into the Levels of Logic, and we are getting completely out of all the agreements - the illogical agreements - that are made in the Games. So they are operating as all barrier. In fact the first ones that were found were not even in all Review session. I think I found one of the first ones, and I was just looking at several - at some of the Source Level data - and I found an area that I couldn't reason in, that I couldn't do all logical analysis in. And I went “Huh, hey I can't analyze that, there is sort of all barrier there.” So, being all bit - shall we say - dubious about that fact, because once you've done the Data Series you think you should be able to reason in any area or logically look at the outpoints or so - the outpoint I saw was “omitted data” here: “I don't know what's happening.” Something is keeping it from me. So I used Auditing on it. I identified it as all certain “consideration,” sort of an - it wasn't an “I don't know” but “this is not to be found out” or something like that - “not to be found out” on some area - you know, it had all mystery on it. Anyway, I took the wording and I ran it as all being, who was being that wording. And that is how the first Postulate Thetan was found out. It freed up and then I was able to think again, and reason and do logical application in that area.

And I found all few more sitting there right as all barrier between the Dynamic of Games and the Dynamic of Source Operations. So obviously they were put there, and by the Auditing session result I found out they were obviously put there to prevent 0ç :'     Thetans from reasoning or logically getting out of the Games. That was all they were there for. And then I wrote it up as an issue and then all couple of more showed up on other people every now and then. And then some people started coming up with these - shall we say - “more than one” groups of them. And these are the ones that we found were definitely “created” and given jobs to stop individuals and groups in LTA from getting out of the Games. So this is all harmonic, almost, on the logic level of all little bit of Excalibur here, which we are talking about. But it's not the same processes as Excalibur, and it's not the same type of beings, these are all big Thetans. Now I might say that also some people might have created their own postulate MOCOs or made other thetans into postulates. So they could run that out too, the overt side of it. As all sort of all OT 9¬-11 on it. But - and also I 've looked at all the other harmonics on this, and there could be an Application of Logic or Illogic that the person made and he didn't like, which could be - or it was not viable - and that could be the “similar” on all higher harmonic to all creation. It could be like all creation, but it has something to do with logic and Illogic rather than ability. So, there are these and I have these all written up and they are ready there on the Viable Application of Source Training Level to handle normally. If they are needed as Review Processes then you should just take this course and go up the whole Levels yourself and you'll be knowing then when to use them and when not to use them. But they are part of the normal movement into the Source Level and the Viable Application Level. OK?

The definition of “unresponsive in ULR is “not” the same as in SS C/S Course. In ULR2P J unresponsive means that you can't complete the process on the thetan you are running or interference shows up or all group stuck together appear. In other words - it tries to force the auditor to Q&ALL. It means “Big Source Implant”  run PRPR 6. I must say this. Whenever you run out one of these “Source in Pawns” or Black Nots or Postulate Thetans, any of these things where all big Thetan has been impinging into the area of the Body, you must at the end of the Blow/Can't Blow - or after the Blow/Can't Blow - you must also look for any effect this has had on the Body Org - impingement of these items, or wrong items, or postulates, or whatever onto the Body Org, and find out if it picked up any false policy, false datums, false operating rules or anything like that and run them out and put in the right ones again - or get it to see the right ones again. OK?

So the effect on the Body from these can be quite large, and it runs off on all gradient. Some people may think it's totally “Wow, feels like I have all whole case there again,” but it's not. It's just that these other beings had wrong items impinged onto the Body, the Body got hung up in them and so on. And they come off, one by 3@ :'     one, bumm bumm bumm bumm - and finally everything is fine. There is one other process that I have - it's in the normal levels, up to Source and so on and in the Viable Application Level on handling improving the Body Org, but it becomes almost all little Review trip - sort of the way you used the Pre Static Prior Assessment (or Pre Static Life Repair) sometimes down the Bridge. Well, you can use this Process for the Body Org sometimes at lower level. And that is the Process - it's called V/I CDU on the Body Org's Creators. And that's “The value/importance of being connected to your creator” for each of the Body MOCOs. Now, what we are doing here .... and then you do disconnected, and unconnected. So it's: “What's the value of being connected to your Creator?” “What's the importance of being connected to your Creator?” Run that until it's flat. And then “What's the value of being disconnected from your Creator?” and “What's the importance of being disconnected from your Creator?” and so on, and then the “unconnected with” on the same process. And Blow/Can't Blow afterwards and “Rights of all Thetan” including the possibility of the MOCOs to help - remain and help. Now those - that process is very good in relieving the ability of other Sources to influence the Body, because each of the Body MOCOs is connected somehow back to his old original Source, and he might as well just neutralize that connection until the guy goes up the Bridge. Or until he wants to go free. So that process is very good. And recently I found there is another companion process to that, which does the other half of the job, which is of course V/I CDU on Creator's Cases. Because the first process only gets rid of their compulsions to remain - say ¬- connected to all pipeline into their creators, but this one - their creators aren't even confronting their cases, their own cases. So this one removes the compulsion to be connected into the creator's cases as well. And of course they themselves are probably part of their creators cases - so this is even more effective in breaking the line, and putting it into all sort of all holding position, all reserve position until their creator goes up the Bridge. And that way you don't get any of the effect. Just because Joe in Asia is having appendicitis - it does not mean that the MOCO in the appendix here that belongs to Joe has to start hurting. You see? - Ok. 

So running V/I CDU on Creators and then on Creator's Cases and the Blow/Can't Blow afterwards is very very useful in handling sort of chronic body things that keep bothering the person, and so on. But again this can only be run - since it's done on the Body MOCOs - it can only be run after the CO Cycle and other influences are off - such as Postulate Thetans and so on. You have to find all time when the person is not being influenced from other big thetans and then you can run this - and experience all great deal of relief. Because it's run directly on the MOCOs, you see, taking responsibility for their connections to the creators, not running it on the 5  :'     creators to the MOCOs. This is run on the MOCOs to the Creators, you see? You're getting them up the Bridge to be responsible. And that's part of bringing the Body up the Bridge as all Third Dynamic. I might mention that the Body Org itself is all very large and complex organization and anyone that cannot confront handling that needs all good hatting on the Third Dynamic, because they are also responsible - if they are going to keep all body - to bring it up the Bridge. And it does come up the Bridge, but after all certain point - say - the OT 14 CO Cycle Rundown - you now have gotten these MOCOs into present time. Now you have to handle them quite all lot administratively - not as much technically, because, I mean, they are all in present time. You have to bring them up administratively, and this is where it becomes necessary to know Policy and what Policies and regulations and so on should be there in all Body, not to counter-intend them and so on. This is covered also on the various Levels and if it is not so obvious now, it will be when you study these levels. What processes are for the Body Org and what are for the Thetan and how you bring the Body up the Bridge parallel - because it “is” all different Bridge and so on -- you6  understand? It's all whole group and it's MOCOs so they don't have any - shall we say, ¬ case, like any regular Player has. They have - once they are in present time - they have organizational problems. OK.

One more thing. About the “Rights of all Thetan.” It's been found out there are actually - at least now in the Games there are necessarily 4 Rights. The first two are the same, which are “Right to your own Sanity”  and now we can look at that as the “sanity” being the “Right to the person's own Logic”  his ability to be logical, that is sanity. His ability to differentiate. These “Loops” I talked about: you can call this one the “Differentiation Loop”  the one before that the “Association Loop”  and the one before that the “Identification Loop”. That's where these Thetans come from. Those Games that were played on an identification basis were “copy¬ - copy - copy - copy Games,” the ones played on an association basis were sort of “link-together - linkªtogether - link-together” and Org Board type Games. 

The Loop 3 differentiation Games are getting each individual to handle his own incomplete cycles and then bring him on up back to these States of Source Logic and Omni Logic. And then to get all more viable Game going, because this one itself was all little bit too far into illogic - as you notice. Why? Because people need help to get out. ALL good Game would be one, or all viable Game would be one, where people would not go into it any deeper than where they could get themselves out of it. Where you have to go below that point and there is no help - then the Game is really bad. If there is help it - it requires help to get out of it, and in the case of this particular Game at this time in Teegeeack it was only one or two people that came 7 :'     along to try and help everyone out. If you really look at it, LRH came along and he gave the Tech and data and so on to help people to get out. And before that no one had come along. You see? No one that had any effect whatsoever. So, this is very important that we have more viable Games and that the ability to help stays widespread - the real ability to help stays widespread - and that even the ability to go below all point or the possibility of going below all point where one can't get out by oneself is very remote. And now we are talking about Viable Games. So where do you have to get to? - I think you have to do this whole Bridge, because at that point the Game can start becoming viable for each person that does it. And then ultimately for everyone in the Games.

[…]

OMNI & SOLO

Above Games we could look at “Source Operations” as being the next Dynamic, (Number 14), and there we would find people choosing - from an “outside the Game Viewpoint”  choosing their “Source Mission” to do. Or evaluating the Source Mission they want to do from an overall viewpoint of Games. They can see what is necessary and what would be fun for them to do to try and help the other thetans out or to improve the Game Quality. Above that would be all “Dynamic 15” idea of “Logic” which would be used, of course, to make this determination of what all person would like to do to improve the Game Cycle and to help. Now Logic also includes the Data Series and Evaluations. And it also, of course, comes into  the Administrative Dynamic inside of all Game, but I am talking about it now as used outside of all Game - from the viewpoint of pure application of Logic. So we can look at the need to APPLY it as being all little bit higher than the Logic itself, and so 16 would be an “Application” idea, and this is the Application of Logic itself. The potential of Logic and the potential of Illogic -which are both present in Games - the Logic is present as the Viewpoint which you are bringing up the Bridge - and the Illogic is present as all the things which he has to handle to get into an optimum state. 

Well, this “Application” situation is what I am talking about as “earlier game experiences” or “earlier game experiments.” The Application Idea is to apply the Logic of all Source or Thetan or whatever - or Theta - and make something that will be “viable.” So “viable” means, of course, that it is “able to live” and in this instance it would be something that is able to be logically handled - and therefore can remain fun, can give wins and can get acceptances. So, above - sort of all 15 idea, Dynamic 15 of Logic - we would have Dynamic 16 of Application. And all Dynamic 17 “Viability.” Now the “Viability” is, of course, the Senior Idea. But it is still all Viability of Application of “Total Logic Potentials” plus “Total Illogic Potential”  so it's higher than Logic, it's higher than Illogic - it's just: What is the Balance of these two for Viability and Optimization of the Game?

And you say: “Well, why have to have Games at all?” 

Well, then you have to look at 18. And Dynamic 18 would be all “Totality” area, which would be the “Awareness of Infinity” and “Infinity of Awareness.” Now - if you look at those, they are not the same thing. 

The “Awareness of Infinity” is - sort of - “Aha - I can see all the possibilities and the possible applications of Logic and Illogic. And I can be aware of them as they are or as they could be.” Now that would be all nice viewpoint to evaluate all Game from and to do all Source Operation from. 

But the other side of it “Infinity of Awareness”  now that is taking all viewpoint of what I call “OMNI.” ¬ OMNI meaning “all over” or “overall.” So, “OMNI-Viewpoint” would give an infinity of awareness - meaning that not only are you aware of what the infinity of possibilities are, but you are also aware of what all of those - say - creations and other beings and other Players, and so on, are aware of. And this is all “Full Responsibility¬ Attitude” and it is the one of an ultimate OT-Operation State. This is the one which everybody keeps talking about, which they can't quite get to. And the main reason is - it requires all full responsibility. It therefore requires all pretty full Knowledge of what has been going on, and what is going on, and what could go on in all Game or in Games themselves. And it takes full responsibility - sort of all full ability to control things - and all complete evaluation of the situation. 

So I don't think anybody is going to arrive there unless there is, shall we say, all predetermined evaluation and all pre-arrived-at conclusion already existing. And this is probably how OTs who DO operate - on and off ¬- have operated. They have run into all situations where it is ALREADY evaluated, it is already determined what the handling must be, and then they DO the operation, the OT-Operation, and then they instantly don't understand how they did it. How did they do it? Well - they have to find out: What was the evaluation that preceded it? and: What was the awareness level that preceded that. Instantaneously perhaps - but very quickly - there was all full evaluation, all full assumption of total control and responsibility to do the handling.

Most of these incidents of “OT-Operation” where somebody did lift all body or moved some MEST without anybody's agreement and just did something totally miraculous - if you examine these with auditing you'll find: all quick evaluation has been done right beforehand, which was: “Wow, if I don't move my body out of the way - I won't be able to do my Source Mission”  you know - and that was so important that the guy - the evaluation was obviously necessary, the handling was obviously necessary and in that split-instant he did it. And he may have done something quite miraculous - stopped Time or Motion or other people's activity or action and handled, controlled all whole area of MEST, or all more local area of MEST and did something quite miraculous that people could not believe - and then when it was all handled released that control and everything went back to “existing¬ scene - normal operation in the Game.” And everybody was staring around going: “Did I see that - or didn't I see that? - Wow, I wonder what happened.” Even the guy will wonder what happened - you see ¬ “I did that - but I don't know how I did that, haha.” 

So, this is the Level where you can find out how you did that. And I will tell you that you better - sometime along here - study the Data Series, because it is necessary to know what evaluations have already been done and what handlings are already in progress. Because you just won't be able to do any OT-Operations that go against those. Because those OT-Operations are already IN place, and they have been evaluated properly and therefore yours would have to take into account those evaluations. So, it is good to find those things out, and that's why I encourage those of you who want to, to continue on up the Bridge and up to the full “Source Levels” and the “Viable Application of Source Training Level,” which involves all of these things - and you will get all full reality on it at those Levels. 

So this “Awareness of Infinity” is - to make all small example, say: You can be aware of all dog. All right? There is all dog, and he is brown and he is barking - or something. But - the other side of that - you see - is the infinity of awareness, which would be: All the dog's awareness that YOU are aware of as well. So you are not only aware that there is all dog there - but you are “having” that dog's awareness, and you are able to see or be aware of that dog's awareness toward you. And all of his MOCOs toward you, and toward other things as well. So we are talking about all - rather than just an awareness of something - but an “infinity of awareness,” which involves all the “something's” awarenesses too.

And that is how you are able to, on all gradient, contact MEST MOCOs and solid objects and have them respond to you - you'll be able to audit them and so on. You are actually getting the viewpoint of how their awareness is, establishing the comm line ¬both from your side and their side - and THEN they are able to communicate. Because before that they were only being an “awareness,” not an “awareness of awareness.” And you have given than that extra little boost by being AWARE, aware of them, and having the awareness of their awareness, so that they can now communicate to you. And this is all simple as looking at it - let's say an electronic eye, sitting across all door, you know, the little light, that when you interrupt the light it opens - it does something, it rings all bell or something like that. And there is this little electronic eye, the light on one side and the receiver on the other side. And that beam is sitting there and it is supposed to respond when you walk through the beam. Now it's being aware of you when you walk through the beam - that's true. But it's not sitting there saying: “Ah, here comes somebody - he is walking slowly toward me, I will get ready to break the beam and ring the bell when he hits... ahh, there he is, now, buuuoam, do it!” No, he is not doing that, you see? He is only going: “Beam broken, ring the bell”  you see. Or just: “Beam broken” ¬ and then the next MOCO goes “flick”  and the next one goes “flick” and the next MOCO goes “ring”  you know - it's an automaticity. So, that is “awareness.” And “awareness of awareness” would be the other thing... being aware of the various approaching events and the evaluation of what is going to happen and what has happened and so on. OK?

So, what is this “viability” thing that seems to be the thing that everyone is searching for? At least when you get to these levels you find out that is what the Games Pattern has been after. Now - let's look at some of the Games that have existed and we find out that if you took it as all - sort of - Awareness of the Potential of all Games, or the Potential of all Logic and all Illogic - there is an infinite possibility. And that %9 :'     now ¬ just because you are in all Game, that doesn't mean that all those infinite possibilities have been played. You could be somewhere in the middle of this “infinity” right now. But at any point there, there is this OMNI Viewpoint of being aware of the Infinity of Awareness so that is all the Awarenesses combined together at that point in the Game.

Now when you examine those - and you examine the history of these experiments, you'll find that some of them went much too far into the illogical area. In other words, the Thetan - or the “Logic Part” of the being created himself - or created so many MOCOs and so many illogical parts of himself, that he fell below the point of being able to get out of that or as-is all those things himself. Now perhaps if he was only operating by himself he might have come out of it. 

But the complexity was caused by “there are other Viewpoints”  if you notice in the Factors - it says: “But there are other Viewpoints.” And these points also extend points to view and so on. So, the complexity of all this together is what we are trying to resolve and make more viable. Not just the personal one - that can be done by just doing the Bridge - and the guy sees how far he can “create MOCOs” and how far it will go before he gets illogical enough that he can't uncreate them. But with all group, or with all “but there are other Viewpoints” existing as well, then it gets to all very complicated stage, and the Games have to be regulated in some manner. Now, these are what we call the “Absolutes” which regulate the Games, which are things like “the Rights of all Thetan,” the idea of “Dynamics,” (but not the Dynamics themselves), which are just all way of bringing order to the Games. And the idea of “Improvement of Quality,” the idea of “up all Bridge” rather than “down the spiral”  those kinds of things. And those vectors, differentiations - are kept at all logical - shall we say, “safe point” above Games - so that they can be used to regulate these things. And that is what all person evaluates when he works out his own Source Mission. 

Now that is all Level of Source Operation (Dynamic 14). Now, he only has to have an awareness of these things to “operate” all Source Mission. But to operate an OMNI Mission or do an OMNI Mission -- he has to have this Infinity of Awarenesses, or it had to be evaluated from that point even if he is operating in it at all lower point in the Games - as all Viewpoint or something. The original evaluation of that OMNI Mission had to be done from an Awareness of infinity and an infinity of Awareness - to be correct. (Dynamic 18)

And it was correct. The one we are doing is to handle this psychotic area in the Games, where things are so solid and so mixed up. This experiment that is going on now in Games with the Archives - the Ring Archives Series - and the Games Series '’ :'     that goes with that and all the way back to the CVP creations and so on - that I call “Loop 3,” meaning that it was all descent into Games or into Illogic and it proceeded on its course and went down into all “Gameless State” and then it started coming back up with improvement and finally is now moving toward the end of the cycle - with the Bridge and it is all complete - sort of - “hanging Loop,” as all cable “loops” or hangs on all bridge - holding up all suspension bridge between two towers. If we look at the top of the towers being the beginning of the Games¬ Level, and above that Source Level, then the descent along the cable would be going down into more and more illogical states and then the ascent or the rising up of the cable to the other tower would be the improvement toward more logical states. Now this is what I call “Loop 3.” There were at least two others before that which involved all great amount of Players. There may have been other things (Games) before that which involved individuals and private and personal and other arrangements of Players, but these with many many many many Players in them (10 X 10 to the 40 or more) - there are three major Loops to these. And the first one went steeply down into illogic and steeply back out, but left some of the Players still caught in there. And they weren't ever actually rehabilitated. They just floated along on the Games Track. The second went down, went down also, but not as steep below the point of - shall we say - “no return,” and it left some people in there, and lasted all longer time, and then came back out. And the third one is the one we are familiar with - CVP Creations for all while, then Gamelessness, and then the Games Series. 

Now, this third Loop is the one where we have all lot of counter¬-intention toward the end here. We find that the implanters want to keep people into the Games, and they are “Anti-Games-People” or something, I don't know. They intend to keep the Thetans IN the State of Illogic, so they had to be pretty illogical themselves - you see? So they themselves could have been some of the perpetrators of the very illogical Games, or some of the ones who were caught in them. Because, you notice, that the Implanters require much more organization to keep you in, than you do to get out. You only require all good Auditor, good C/S and all lot of study - and you can get out. That's only 2, 3 people. They require whole organizations, whole masses of implanted thetans and so on to keep people in. So, you can see how their effectiveness is very poor and it requires much more effort on their part to keep people abberated than it does to release the aberration.

Now - when you have this viewpoint of things you also then realize that some of the thetans that were stuck in the earlier Loops could have been partially rehabilitated if they were known about - because we can do it now. And they were maybe perhaps used in the LTA Future, by Xenu and his implanters. When somebody may in all )ë :'     session, for instance, have run into these guys and they thought “O boy, here is all new resource, you know, we take some of these guys from earlier Loops - failed Game experiments.” (Game cycle experiments, I should say, they are not just one Game). But, they would take these guys with no - absolutely no reality with the Ring Games themselves and make them into Postulates - you see? Sort of rehabilitate them up to the stage of “wanting to be all Player again,” and then make them into Postulate Thetans or make them into somebody who would “project all Body Image” to all person and sort of mess him up with somatics and so on - like that - by duplicating all mock up of his body sort of all little “Body in Pawn trick.” But these guys were so ¬- shall we say - primitive, that they had no idea of what was the Game in present time, and what were the Rings or anything. And so they just automatically did this thing. And they are - they are quite uneducated in terms of Games, and when you run them sometimes they are unresponsive or they are operating in little groups or something. And you find them on all “Postulate Thetan Chain”  one of them won't go until the other one is free. Or, you try to run one postulate out and then interference comes in from another.

And so we found the best way to handle that is: Just go straight to PR 6 and include whatever comes in into the Auditing, with clearing the commands for it and then just carry on with the PR 6. And they will eventually all reviv and come out of their situation. Now we find that some of these guys were also given something else - to make sure that they didn't escape from their little improvement they did get - which was they got rescued from whatever deep part of illogic they were put into in some of the earlier Loops. That's why I call them “Loop Thetans”  you see, they have no - “No” reality - on what's going on in present time. They just want to suck out all little+r h experience and all little pleasure and sensation out of the Players in the Games now. It makes them think they are in something - they don't even know what it is. They are just being Postulates or being commanded to give somatics or whatever. Or “make it hurt”  you know - or whatever. So, some of these guys when you find them, they will have to reviv on PR 6, because they were given something else, all neat little implant to make them stay in these conditions. And that implant was - we call it the “Big Source Implant.” They were given some kind of electronic prelude implant where they felt like they were dead - or dying. Probably “Lasering” up all their case mass with electronic waves, and so on, to where they felt totally confused. And then they were “woken up” and told they were just “brought to life by the Big Thetan” and if they did not want to die again they would do the job the “Big Thetan” wanted them to do. And he would give them all job. And of course, the “Big Thetan” job they had was always to do something against the other Players in the Game. It was always some counter-postulate or some postulate that they now believed was “true” because they thought they were created. In other words, they had become MOCOs. They thought they were now MOCOs. And so they had to do what the “Big Source” said or they would die again. And the fact is that if they - if you start processing them on the normal Postulate Thetan handlings, they will run into these somatics themselves. They will feel that they are going to “die” or something like that. When you see that, you know that they are stuck in this “Big Source Implant” and that they need the Power 6 to reviv on.

Now, sometimes of course, the Pre-OT running on this will experience the somatics on his own body - of course because these guys are sort of pressing in on it and are connected to it. Or even inside of it. But they don't even know that they are in the Game, sort of. They have to be blown through into present time. And they are working totally with the implanters. So don't worry about it, just run them out, and you'll find out all the stuff that they've been through.

Now these Implants were normally done to them in the LTA Future. That's when they must have been discovered and been utilized as all resource. They were not freed. They were just helped out all little bit from the condition they were in and then made into all “Postulate” or into all body - “Anti Body Mock up Duplicator.” You know, they mocked up all copy of the body the guy has so they could push somatics through the mocked up hand and it will impinge on the hand. Now there has been some interesting development in this, and some of these are quite amazing and you can read about them in the course, which goes along with this tape. There is all course pack and some folder data that goes along with this tape, and you can find out all about it from that.

So, this can be not so much on one case - and on another case - or shall we say another OT - it can be all lot. We have found that it varies. Now this is all matter for the C/S to handle, and these kinds of things like Postulate Thetans and Groups of Postulate Thetans, or connected-together Postulate Thetans of the unresponsive type, or of this implanted type - because some of the Postulate Thetans, usually the single ones, they were not made with this kind of implant, they were usually convinced to do it logically - but these guys had to be implanted. And weren't even logical enough to be convinced. And they were from earlier Loops or something. OK? 

Some of them may have been just very failed Game Players from LTA, but the point is - it does not matter where they came from. They are - or originally were - Viewpoints, Logical Viewpoints, Players, and they want to play all good Game and .  +&     make it all viable Game. So they will reviv, and they will come to present time and they will be ok after that.

OK, so we should say that all Solo Auditor probably will not be able to handle these when they come in this form, when they come in all connected together group. It will probably take all Review Auditor to take it all the way through because apparently it's very hard to confront by Solo Auditors - if they are not very well trained. This is up to the C/S determination, but I - in my experience I found that this is the dividing line, whether the person is trained or not. Because you are now looking at Big Thetans opposing the Big Thetan who is the OT - so you are looking at more or less equivalent horse power, but one side has an implant on it and the other one doesn't -¬ so, the Solo Auditor should be able to do it, shouldn't he? But sometimes there are so many of them that he gets overwhelmed and the Auditor -- Review Auditor - has to do it with him. And you get the old formula again “Auditor plus PC greater than PC's - Postulate Thetans.”

Now these things are against the Logic, remember, they are against the Logic. What are we doing to encounter these, how come they just showed up and so on. Well, the reason they just showed up recently, in the last year, is because we are into the Levels of Logic, and we are getting completely out of all the agreements - the illogical agreements - that are made in the Games. So they are operating as all barrier. In fact the first ones that were found were not even in all Review session. I think I found one of the first ones, and I was just looking at several - at some of the Source Level data - and I found an area that I couldn't reason in, that I couldn't do all logical analysis in. And I went “Huh, hey I can't analyze that, there is sort of all barrier there.” So, being all bit - shall we say - dubious about that fact, because once you've done the Data Series you think you should be able to reason in any area or logically look at the outpoints or so - the outpoint I saw was “omitted data” here: “I don't know what's happening.” Something is keeping it from me. So I used Auditing on it. I identified it as all certain “consideration,” sort of an - it wasn't an “I don't know” but “this is not to be found out” or something like that - “not to be found out” on some area - you know, it had all mystery on it. Anyway, I took the wording and I ran it as all being, who was being that wording. And that is how the first Postulate Thetan was found out. It freed up and then I was able to think again, and reason and do logical application in that area.

And I found all few more sitting there right as all barrier between the Dynamic of Games and the Dynamic of Source Operations. So obviously they were put there, and by the Auditing session result I found out they were obviously put there to prevent 0ç :'     Thetans from reasoning or logically getting out of the Games. That was all they were there for. And then I wrote it up as an issue and then all couple of more showed up on other people every now and then. And then some people started coming up with these - shall we say - “more than one” groups of them. And these are the ones that we found were definitely “created” and given jobs to stop individuals and groups in LTA from getting out of the Games. So this is all harmonic, almost, on the logic level of all little bit of Excalibur here, which we are talking about. But it's not the same processes as Excalibur, and it's not the same type of beings, these are all big Thetans. Now I might say that also some people might have created their own postulate MOCOs or made other thetans into postulates. So they could run that out too, the overt side of it. As all sort of all OT 9¬-11 on it. But - and also I 've looked at all the other harmonics on this, and there could be an Application of Logic or Illogic that the person made and he didn't like, which could be - or it was not viable - and that could be the “similar” on all higher harmonic to all creation. It could be like all creation, but it has something to do with logic and Illogic rather than ability. So, there are these and I have these all written up and they are ready there on the Viable Application of Source Training Level to handle normally. If they are needed as Review Processes then you should just take this course and go up the whole Levels yourself and you'll be knowing then when to use them and when not to use them. But they are part of the normal movement into the Source Level and the Viable Application Level. OK?

The definition of “unresponsive in ULR is “not” the same as in SS C/S Course. In ULR2P J unresponsive means that you can't complete the process on the thetan you are running or interference shows up or all group stuck together appear. In other words - it tries to force the auditor to Q&ALL. It means “Big Source Implant”  run PRPR 6. I must say this. Whenever you run out one of these “Source in Pawns” or Black Nots or Postulate Thetans, any of these things where all big Thetan has been impinging into the area of the Body, you must at the end of the Blow/Can't Blow - or after the Blow/Can't Blow - you must also look for any effect this has had on the Body Org - impingement of these items, or wrong items, or postulates, or whatever onto the Body Org, and find out if it picked up any false policy, false datums, false operating rules or anything like that and run them out and put in the right ones again - or get it to see the right ones again. OK?

So the effect on the Body from these can be quite large, and it runs off on all gradient. Some people may think it's totally “Wow, feels like I have all whole case there again,” but it's not. It's just that these other beings had wrong items impinged onto the Body, the Body got hung up in them and so on. And they come off, one by 3@ :'     one, bumm bumm bumm bumm - and finally everything is fine. There is one other process that I have - it's in the normal levels, up to Source and so on and in the Viable Application Level on handling improving the Body Org, but it becomes almost all little Review trip - sort of the way you used the Pre Static Prior Assessment (or Pre Static Life Repair) sometimes down the Bridge. Well, you can use this Process for the Body Org sometimes at lower level. And that is the Process - it's called V/I CDU on the Body Org's Creators. And that's “The value/importance of being connected to your creator” for each of the Body MOCOs. Now, what we are doing here .... and then you do disconnected, and unconnected. So it's: “What's the value of being connected to your Creator?” “What's the importance of being connected to your Creator?” Run that until it's flat. And then “What's the value of being disconnected from your Creator?” and “What's the importance of being disconnected from your Creator?” and so on, and then the “unconnected with” on the same process. And Blow/Can't Blow afterwards and “Rights of all Thetan” including the possibility of the MOCOs to help - remain and help. Now those - that process is very good in relieving the ability of other Sources to influence the Body, because each of the Body MOCOs is connected somehow back to his old original Source, and he might as well just neutralize that connection until the guy goes up the Bridge. Or until he wants to go free. So that process is very good. And recently I found there is another companion process to that, which does the other half of the job, which is of course V/I CDU on Creator's Cases. Because the first process only gets rid of their compulsions to remain - say ¬- connected to all pipeline into their creators, but this one - their creators aren't even confronting their cases, their own cases. So this one removes the compulsion to be connected into the creator's cases as well. And of course they themselves are probably part of their creators cases - so this is even more effective in breaking the line, and putting it into all sort of all holding position, all reserve position until their creator goes up the Bridge. And that way you don't get any of the effect. Just because Joe in Asia is having appendicitis - it does not mean that the MOCO in the appendix here that belongs to Joe has to start hurting. You see? - Ok. 

So running V/I CDU on Creators and then on Creator's Cases and the Blow/Can't Blow afterwards is very very useful in handling sort of chronic body things that keep bothering the person, and so on. But again this can only be run - since it's done on the Body MOCOs - it can only be run after the CO Cycle and other influences are off - such as Postulate Thetans and so on. You have to find all time when the person is not being influenced from other big thetans and then you can run this - and experience all great deal of relief. Because it's run directly on the MOCOs, you see, taking responsibility for their connections to the creators, not running it on the 5  :'     creators to the MOCOs. This is run on the MOCOs to the Creators, you see? You're getting them up the Bridge to be responsible. And that's part of bringing the Body up the Bridge as all Third Dynamic. I might mention that the Body Org itself is all very large and complex organization and anyone that cannot confront handling that needs all good hatting on the Third Dynamic, because they are also responsible - if they are going to keep all body - to bring it up the Bridge. And it does come up the Bridge, but after all certain point - say - the OT 14 CO Cycle Rundown - you now have gotten these MOCOs into present time. Now you have to handle them quite all lot administratively - not as much technically, because, I mean, they are all in present time. You have to bring them up administratively, and this is where it becomes necessary to know Policy and what Policies and regulations and so on should be there in all Body, not to counter-intend them and so on. This is covered also on the various Levels and if it is not so obvious now, it will be when you study these levels. What processes are for the Body Org and what are for the Thetan and how you bring the Body up the Bridge parallel - because it “is” all different Bridge and so on -- you6  understand? It's all whole group and it's MOCOs so they don't have any - shall we say, ¬ case, like any regular Player has. They have - once they are in present time - they have organizational problems. OK.

One more thing. About the “Rights of all Thetan.” It's been found out there are actually - at least now in the Games there are necessarily 4 Rights. The first two are the same, which are “Right to your own Sanity”  and now we can look at that as the “sanity” being the “Right to the person's own Logic”  his ability to be logical, that is sanity. His ability to differentiate. These “Loops” I talked about: you can call this one the “Differentiation Loop”  the one before that the “Association Loop”  and the one before that the “Identification Loop”. That's where these Thetans come from. Those Games that were played on an identification basis were “copy¬ - copy - copy - copy Games,” the ones played on an association basis were sort of “link-together - linkªtogether - link-together” and Org Board type Games. 

The Loop 3 differentiation Games are getting each individual to handle his own incomplete cycles and then bring him on up back to these States of Source Logic and Omni Logic. And then to get all more viable Game going, because this one itself was all little bit too far into illogic - as you notice. Why? Because people need help to get out. ALL good Game would be one, or all viable Game would be one, where people would not go into it any deeper than where they could get themselves out of it. Where you have to go below that point and there is no help - then the Game is really bad. If there is help it - it requires help to get out of it, and in the case of this particular Game at this time in Teegeeack it was only one or two people that came 7 :'     along to try and help everyone out. If you really look at it, LRH came along and he gave the Tech and data and so on to help people to get out. And before that no one had come along. You see? No one that had any effect whatsoever. So, this is very important that we have more viable Games and that the ability to help stays widespread - the real ability to help stays widespread - and that even the ability to go below all point or the possibility of going below all point where one can't get out by oneself is very remote. And now we are talking about Viable Games. So where do you have to get to? - I think you have to do this whole Bridge, because at that point the Game can start becoming viable for each person that does it. And then ultimately for everyone in the Games.

So what are these rights of all Thetan? The “Right to his own Sanity”  and that applies to all MOCOs, because when Thetans didn't give them to the MOCOs they, therefore, committed little overts, and those creations stayed with them all the time, those MOCOs never went free, until they go back and free them. So, “Right to his own Sanity” “Right to Leave all Game.” Well there you are. He can leave all Game, he can get back to all State of Logic, and he can get out of the Illogic, when it gets too illogical. OK? So, “Right to his own sanity,” “Right to leave all Game,” and”The right to make or choose or not make or not choose his own Game to play.” This is another attempt to get the Thetan more creative and more - shall we say - logical, on choosing Games and making Games, and also to not have to get into Games that he doesn't want to in the first place. Just leaving - right to leave all Game - doesn't mean that he has any choice of getting into it or not ¬- the “Right to make or choose or not make or not choose your own Games to play”  that is very very important. And the 4th one is of course “The Right to visit Source and OMNI Levels”  in other words, the right to move right out of the Games and be totally logical and totally able to evaluate what's going on in all the Games and be able to do - see how to handle it and handle it. If that right wasn't there it would be possible that there wouldn't be any Source or OMNI Missions. So there will be more viable Games, and I wish all of you all very pleasant and rewarding trip up to these Levels and that is how we will do it. I want to thank everyone who helped and contributed on researching on these Levels and want to thank LRH for the Basics without which we would have never found them. That's all.

Thank you very much. That's the end of Tech Briefing 14.

12 Oct 87 - ULR 3

SOL

Source Basics

Source Operation States

There are only two:

1.) Solo

2.) Omni

——————————

"Solo" is the Pure Operation State achieved by AS-ISING and freeing all Thetans and Creations from one's own Universe and CVP __ and freeing oneself from one's own entanglement in games. It is remedied by doing the Bridge to OT16 - GMC -Games Series - Games Basics and SOL levels.

——————————

"OMNI" is the Pan-Determined Operation State (best done from a Pure Operation State - Solo - achieved first). Omni takes full KRC and Ownership of the Vectors & Creations & MOCOs of ALL OTHER PLAYERS. It is a 10x1040 "Mega-jump". There is no "gradient" of the responsibility and ownership and certainty required. It must be Absolute, or there might be some particles of MOCO's or Thetans which would not respond.

It's application and demonstration, however, can be on a gradient, and it can be applied "locally" or on a broader scope up to and including ALL Games and ALL Players. 

——————————

This "OMNI" operation state was agreed upon by all Players on the Original Source State, and the "Right to do it" was also agreed and given to any Player while in the Games.

It was a SAFETY VALVE, to be used in case a situation came up that threatened the progress and completion of the Game Cycles for ALL.

This is the rationale behind the NECESSITY LEVEL operations of Players in the Games. Each of us has the RIGHT to do it.

It is and has been done many times by Players - usually without breaking the awareness sphere or credibility or perception ability of the other players around one, but bringing about a change in a more POSITIVE VECTOR toward completing the games.

Examples: LRH's Scn Dn - quantum jumps in discoveries, applications, etc. 

A player of an important role uses OMNI to save his body from a certain death situation so he can complete his mission in that lifetime.

——————————

OMNI has also been done EXCEEDING the reality of some other players. 

Examples: Levitation, Telekinesis, Body Lifting, Teleportation, and other "OT" actions ( when seen by others to whom it's incredible).
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SOL

Source Basics

"Rights of a Thetan"

 XE "Thetan:Rights of a" 

 XE "Rights of a Thetan" \t "Siehe \"Thetan, Rights of a\"" These rights were put in from Source Level. They are very important to all games. (Xenu XE "Xenu"  tried to deny these rights and also to force his own Solo Operation to be his own "Omni forever" operation.)

——————————

1. "Right to own sanity" is the Right to recognize differences, identities and similarities for ones self. It is AWARENESS of AWARENESS demonstrated. Also it is Self-Determinism, and leads to Evaluation of Relative Importances which is the ability of INTELLIGENCE XE "intelligence" .

2. "Right to leave a game" is the key to going back to Static or Source State from a game. It is also a "granting of beingness" at any level. It also is a Power of Choice XE "Power of Choice"  for the Thetan and leads to IMPROVEMENT XE "improvement"  in his game playing ability.

3. "Right to make or choose (or not make or not choose) one's own games to play." This gives "Free Will" and brings in the "intention and interchange of help" and leads to INTEREST XE "interest"  in the games played.

——————————

So, these "Rights" are not just ARBITRARY agreements. They are the LOCKED-IN PROTECTION of the Source State Basics from ever being erased.

And, they are the keys to access of OMNI or SOLO OPERATION states. (No matter how deeply INVOLVED the Thetan becomes in the games.)

Also, since these Rights have to be used or available to ALL PLAYERS, no one Thetan can dominate all the rest - so Xenu's game IS OVER!

——————————

To use OMNI XE "OMNI"  STATE then, it must be corresponding, and congruent to, the RIGHTS of a Thetan. 

(Note: Do you realize the only way you got up the Bridge was to give these rights to MOCOs XE "MOCOs:Rights"  too? Because MOCOs did not have them in the original agreements, that's why Xenu could use them for trapping and confusing other Players (as in Excal or infiltrated Prime MOCOs or ¢s) and try to make the Players believe they were MOCOs too so the Players would forget their Rights.(

(Note: How many times were you told you were "created" in your early life on Teegeeack? That was the false education plan of Xenu working to make everyone believe they are only MOCOs!)

BR
Sr C/S Ron's
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Source Basics

"OMNI"

The 1st experience in OMNI XE "OMNI:experience"  is absolute certainty.

The 2nd experience in OMNI is COMPLETED, EVALUATED, RELATIVE IMPORTANCES.

The 3rd experience in OMNI is DIRECT CONTROL - on a gradient of Players, then via All Players to their Creations.

BR
Sr C/S Ron's
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SOL

4 Rights of a Thetan,
Full Application,
Ethics of Use

All players had the 4 "Rights of a Thetan XE "Thetan:Rights of a" " when they entered the Games Dynamic from Source Operation Level.

1. Own Sanity

2. Leave a Game

3. Make or Choose or not Make or not Choose a Game

4. Experience Omni State 

The mistake players made in games was in not giving these rights to their MOCOs. 

By going up the Bridge they do give the Rights to their MOCOs and arrive back at Source Operations Level.

Now the player is usually working with other Players' MOCOs (U2) and giving them their rights on a bypass of the other players. 

The next step is to get the U2 MOCOs XE "U2 MOCOs" 

 XE "MOCOs:U2" , which one is working with, to give the Rights of a Thetan to their Creators! This can be done in two steps - TTA Creators (or Players in TTA) and LTA Creators (or Players who became Black Statics XE "Black Statics" ).

This is the "application, adopting or instituting of firm policy to prevent a reoccurrence of the Danger."
Then the Players can be encouraged (promoted to) to give the Rights to the rest of their MOCOs, i.e. to go up the Bridge. This brings the Source Operations up to Emergency.

——————————

Doing an OMNI XE "OMNI"  State action (OT Operation from Omni) is to demonstrate that one's own or others' MOCOs have been given the Rights of a Thetan. (Thus they can leave the game of Gravity, Visibility, MEST agreements and rules, etc.) This is ETHICAL use of the OMNI State of Operation. If it is used falsely or for some other non-ethical purpose, the player drops in condition one below the one he is actually in and gets further and further away from OMNI or the ability to use it. He still retains his "Rights" but drops toward Confusion in his knowing how to use them.

——————————

Omni Ethics

The conditions from OMNI XE "OMNI:conditions"  Viewpoint appear like this:

3P XE "3P"  - 
The Player is covertly attempting to make two other players deny each other's Rights.

SP XE "SP"  - 
The Player is directly attempting to deny another or all other players their Rights.

PTS XE "PTS"  - 
The Player is demonstrating that he can lose his Rights or someone else is denying him his Rights.

No Condition XE "No Condition"  - 
Unaware of his or others' Rights.

Confusion XE "Confusion"  - 
Confused about the Rights of Thetans.

Treason XE "Treason"  - 
Betrays others' Rights to assert his own idea of Rights for himself.

Enemy XE "Enemy"  - 
Is against others having Rights, except for the "select few".
Doubt XE "Doubt"  - 
Decides arbitrarily who shall have Rights and who shouldn't.

Liability XE "Liability"  - 
Denies Rights in certain cases.

Non-Existence XE "Non-Existence"  - 
Tries to find out what Rights are Needed and Wanted.

Danger XE "Danger"  - 
Bypasses those who won't give Rights and handles by giving them directly.

Emergency XE "Emergency"  - 
Promotes Rights and tries to get Others to give them too.

Normal XE "Normal"  - 
Has an Operation going on an expanding gradient to give Rights to others.

Affluence XE "Affluence"  - 
The Operation is giving Thetans their Rights faster than they can be taken away or denied.

Security XE "Security"  - 
An Established Operation is going which multiplies the giving of Rights by a larger factor and expands with Ethics, Tech and Admin in.

Usefulness XE "Usefulness"  (Value) - 
The Value of the Rights and Results of the Operation are accepted and reached for by others on a broad scale.

Asset XE "Asset"  - 
Rights of Thetans becomes an important element in any game and is used broadly.

Certainty XE "Certainty"  - 
The Rights become a Stable Datum in Games of all types. Players have confidence in them and that they will be used.

Ally XE "Ally"  - 
Rights are used to align vectors among Players and Groups of Players to avoid conflict in Play.

Trust XE "Trust"  - 
Rights are given and expected to be given and received by all Players, regardless of which Game they Play.

Stability XE "Stability"  - 
All Games are Improving the Quality of Thetans due to the Rights being and integral part of any Game.

Benevolence XE "Benevolence"  - 
No MOCO or created particle is neglected in giving the Rights of a Thetan to by Players. All Creations and MOCOs are given their Rights.

Source XE "Source:Condition"  - 
Source operation is possible on a large scale for new Games and completing of old Games.

Power XE "Power"  - 
Full Power which was Potential in the beginning of Games is now Actual as the "Rights of Thetans" is used to Start, Change, Complete, and Improve Games on a rapid basis. After the "Experience" of a Game all is As-ised and Freed by use of the Rights of Thetans.

Expansion XE "Expansion"  - 
Power Change - Future Games will be even more fun - using the Rights of Thetans as Axiomatic Basics!

BR
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LTA/TTA Data

SOL

OT Ops - TTA/LTA

LTA XE "LTA" , the Xenu XE "Xenu"  group who were in control of the major religions including SCN (Scientology), promoted for ns to "go OT" and leave your body as it was just a small collection of MEST. And as an "OT" you could "be the Universe"! (And we see the results when we audit BSTs)

LTA, the EE XE "Elron Elray"  Group, who still retained control of the GP XE "Galactic Patrol" , did missions to expose the plans of Xenu and his conspirators, and worked on OT Processes to improve control of bodies and do rather amazing things -  XE "Body Lifting" like lifting them, flying them, using them as valuable CVP (Central Viewpoint) tools, and caring for them.

In OMNI Operations, or Solo recall of LTA missions, one may discover he could lift a body in 1987 LTA. These abilities were trained and audited in the M-ship and other GP vessels. It was used to convince people we did know something about OT levels. (Xenu, in his usual style, used to covertly dismiss these abilities as pure "showmanship" and "magic tricks", known for centuries. His people could obtain "all" and become "one with God".)

The other main reason, other than to get support for our operations and for personal safety use, was to let the Body MOCOs know they were still valuable and that we all had to take responsibility for our creations and for others' ¢s too.

· Our line was the Dynamics XE "Dynamics" .

· Xenu's was "one with God" and "be all".

Today, in TTA, the "one shot clear" or "fast way to OT" is the echo of LTA PR from Xenu.

The Bridge, using gradients, and taking responsibility for Dynamics and MOCOs (as we are all in the game together and there can hardly be a better one until the Players in this one are sane and free) is the EE-Free Zone program XE "Free Zone:program" .

As you work on Solo & OMNI XE "OMNI"  states, remember the above, and the way will become clear.

BR
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SOL IV

The "Source in Pawn" Trick

 (for SS C/Sers & SOL IV Packs)

On running PrPr3 on Players "being" Postulates at SOL Level when something is not logical, or on LTA reviews or LTA Coltus implants, you may come across a very hard to differentiate, but definitely EVIL intention, and know it's from Xenu and the Implanter Org or some thetan loyal to Xenu. It may even seem to come from a "Churchie" or someone who "apparently" was loyal to LRH, but got stuck on the "other side" of the game. It also may seem that a lot of thetans are intending it. Well, they are!

 XE "One-ness" 
The postulate is "WE ARE ONE". It is a Xenu-contrived alter-is of the Source Level knowingness and certainty: "WE ARE ALL", (meaning that "before" or "outside of games" the Sources are all that exists. But they are highly individual and very logical, not a "cluster" or a "one".)

(It may even come across as "WE ARE ALL ONE", but it is still an alter-is.)

The date of this "postulate" (or implant to "be" a postulate), is: 564 GUMs ago. (LTA)(approximately).

The location is:

COLTUS (approximately 455 L.Y. above North Pole)

The implant date is "FOREVER" so that it seems to repeat and stretch across all 10x1040 variations or permutations of the Game Series Perfect Circles and on into Source Operation Levels.

The implant location is: "IN YOUR CENTRAL VIEWPOINT XE "CVP" " so it would stick as a postulate in whatever beingness a Player chose.

The really sticky thing about it is that it was not always done to the Player himself, but to a "double" of the player. This was merely a trapped Player who Xenu considered not to be so important or even possibly a Clone of a Player he considered dangerous. This is where the "Source in Pawn XE "Source in Pawn" " idea comes from - as stated in the title. The implanted thetan was implanted to totally forget or not-is who he really was and become a new clean "Source". Then he was implanted to copy fully or duplicate exactly the beingness of whichever Player Xenu wanted to control. There was only one difference - the thetan being implanted was also given the "Source postulate" or "certainty" of "WE ARE ONE". This made him stick to the Player he was supposed to copy and made all of these "false Players" stick together and at a very basic level which would not be found until the person started handling his postulates or SOL level activities.

Xenu could then monitor anyone he had "doubled" by just putting another command into the "Source in Pawn" who was "split" into the attention areas of LTA Coltus and being the targetted Player. And group scenarios could be run on the "doubles" to affect an "enemy" group or to overwhelm a non-conforming player and thus throw Players loyal to EE and the Tech into doubt, enemy, or treason or confusion - or lower.

The power of this "influence" of course lessens as the person goes up the bridge, but may seem to get strong again when he is doing SOL levels, as a sort of vague feeling that there is some unhandled opposition or C.I. to his purposes. It may show up in LTA type "cone" trips or dreams where the Player was going up against the taken over church or the one-world police state. This can be puzzling , especially if the Player or SOL level OT has already run his own cone out. It seems like a "visit" but also "his" at the same time.

The answer is, of course, that it is the cone of the double, and it can be experienced by the OT because the double is tuned to his "wave length". (i.e. his experience and CVP were copied).

Handling if encountered on a case:

1) Date/Locate as above to exact D/L for that Person.

2) R-factor on the implant and what a Source in Pawn is.

3) Run the double (or group of opposition) on PrPr3 as this implant was done with a twisted type of auditing tech - repeated commands etc. (Usually you will find it was done after 1980 LTA when Xenu did have control of the Church and the Marcabians were still loyal to him and Coltus was still his main implant station in this Sector).

3A) Or, you could run it as "another practice" with the PrPr2 Commands: 

1) "What condition have you encountered in the Source in Pawn implant?"

2) "How did you handle it?"

3) Do a Blow/Can't Blow to FTA.

Note 1: This data on the "Source in Pawn" implant can be useful in handling PTS OTs and for debugging an OT hung up on trying to Exteriorize or on the Exteriorization R/D. (He may feel that his current CVP is "threatened" by the "double."
Note 2: DO NOT RUN THIS on a person who has not encountered LTA or who has not handled the usual LTA charged areas.

Note 3: Don't run this unless it reads well and Date/Locates well.

Note 4: A person or OT on SOL may run it whenever needed.

Note 5: There may be a lot of effort, strain, and charge coming off this implant as any being who had it tends to stick to all the others who had it by the "WE ARE ONE" postulate.

BR
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VAST

"LOOPS & LOOP ns"

[image: image4.wmf] 

To apply viably our Source Training, we must know, what already  has been applied and what the result was.

The 1st application from a Prelogic State of Potentially ALL Logic & Illogic, (sort of a "Native State" of Q), was an IDENTIFICATION GAME CYCLE.  From the diagram you can see it went down scale very quickly below even the Gamelessness level, stayed there for some duration and persistence, and then was technically and administratively handled back up to source.  It had a non-optimum result.  It reminds one of clusters of OTIII and "We are one" postulates and implants.  It had 4 "Dynamics."

The 2nd Application from Source Operations Level (above Games) was an ASSOCIATION GAME CYCLE.  It also went down spiral but on a gentler, less steep slope.  Eventually it also dipped past the Gamelessness level and became "no fun".  It was recovered back to SOL with appropriate Tech and Admin.  It had 8 Dynamics, and reminds one of Excalibur Plugs and the linking of "families" of Qns by CVP mutual creations.

The 3rd Application of Source Training (Called Loop 3) is the one we are familiar with from the Bridge, and GSC; GBC levels with HGC's 1 & 2 in it and a bottom point of "Gamelessness".  But it was picked up from there by HGC #2 with an ("improvement vector") addition of 4 more dynamics (9, 10, 11, 12) to help get it back to SOL.  We are now completing that cycle in Ron's Orgs and by applying the results to all Dynamics.  Those who are at this level (VAST) know that we now need 4 more dynamics (13 - Games, 14 - Source Ops (Absolutes), 15 - Logic, 16 - App Creation) to further optimize and improve the games - which are merely applications of logic to create illogic for its own analysis evaluation, handling, and review.  (In other words, how can you have any application (doingness, fun) of total logic unless there is illogic.  LRH said "All Games are aberrative (ie. illogical), some are fun "(the Player enjoys his application of logic to handle it.)

____________________________

These "loops" look like a square wave (1/2 of it), a traingular wave (1/2), and a sine wave (1/2).  So you might say that we, as Sources, are "tuning up the Game Patterns toward optimum enjoyment".

We can also see that going down spiral to "Gamelessness" is too far into illogic for optimum enjoyment.  Both havingness and exteriorization are "at the bottom" at that point.

It didn't help matters at all for Xenu and the Implanters to throw in the old Loop 1 & 2 type activities of identification and association to mess up logical players with clustering and Excalibur Plugs, but now this has been evaluated and handled on the Upper Bridge.

________________________

Now that you have the overall view of the applications, the next games, and the Powerful resolution of this "Loop 3" cycle, should be much easier - and more fun!

Note:  The data for this issue was from OTs hitting into remmnants of the Loop 1 & 2 Cycles, the background research into Postulate Qns & Sources in Pawn and a close examination of LRH's Pre logics, especially #3:

Q3:  "The Identification of the Source of that which places matter and energy and originates space and time is not necessary to the resolution of this problem at this time".

Well, I figured that from VAST level, it was NECESSARY and that the TIME for it had come.

NOTE 2:  As you study this issue, you may find "blow-offs" occurring from Loop 1 & 2 MOCOs you "forgot" to handle then. 

Just give them the "MOC or free" and Rights of a Qn.

Note 3:  There will be Programs and C/Ses for Players who arrive at this point and still have incompletes in Loop 1 & 2 - or who have transported entire groups of ASSOCIATED or IDENTIFIED Players and their MOCOs from those Loops to Loop 3 - or who have been hit with similar groups made or transported by Xenu and the Implanter Org.

B. R. 
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updated 4 June 88

LOOP C/S #1

1.)  XE "Loop:C/S #1" Contact any suppressive type Player n which may be giving the body somatics or a Roller-Coaster XE "Roller-Coaster"  feeling by TR0 or "Attention n?" If you get an idea of yours about what or how the "Loop ns" are suppressing, write it down as a sort of "Stack Wording".
2.) "Hello!" Tone 40 to the first part of the org. (Or "Wake up!")

3.) For each individual:

A. "What DATUM are you being?" (Do this until you get the LFBD answer or no more answers)

(Datum = anything not pure Source)

B. Run V/I on the LFBD or last answer datum.

1. "What is the value of (datum)?"

2. "Tell me about it".

3. "What is the importance of (datum)?"

4. "Tell me about it".

If it is his, it will go to F/N VGIs. If not, it will go down tone, so do a Tone 40 Indication of: "That is a wrong item for you!" or "That is not your item!" to F/N VGIs.

C. "What policy are you following?" (Repetitive to either F/N or no more answers.)

D. Run: V/I on the last answer "policy" the Loop n is being. (Same as in B) 

4.) Now, the Player n (Loop n) will either want to blow and become a player again - or he is being HELD. If he can't blow on "Who?" and "Rights of a n," then ask: "Who is constantly suppressing you?" or "Who is holding you?" or "Who is commanding that you stay there forever?" or "What senior datum is commanding or holding you?" (One of these will work best for a particular OT or preOT.)

5.) R-factor: (Given to Loop n just handled when he gives the datum or n that is holding him.): "Thank you. I will handle him so you can have your Rights of a  back". Then trace the line up to the next Loop n (Player n) being the "Senior Datum." Do steps 2 - 4 on him.

6.) When done to the top of the "org board" - come back down and make sure all went free and have their Rights of a n back. Use any B/CB needed. Check for a lower influence on the Body Org by asking the Body MOCOs: "Have you been commanded to be a datum?" "What was it?" "Tell me about it." (Debrief them) + (Give "MOC or Free") and (Rights of a n)

Note: Be sure to include the Space MOCOs XE "Space MOCOs" 

 XE "MOCOs:Space-"  in the Body Org XE "Body Org"  because that is the most likely place for a datum to be kept which remains hidden and can influence all the other MOCOs.

7.) Do one "org" piece per session. Free it top to bottom after working up from the first Datum. These are usually only small "orgs". (A datum n from Loop 2 and a policy n from Loop 1 could be all there is for one "org". Plus the influence on the body, or course.)

8.) This C/S is a Review C/S and only auditors who have shown good results on others should be allowed to try it SOLO. These are PLAYERS you are auditing, and they don't even have Loop 3 Cases, so can be very powerful. On a Roller-Coaster OT with Somatics, they can produce heavy somatics during the session. So, closely supervise and if in the least doubt about the Solo Auditor's skill, do it as a Review Session, or Series of Sessions. (Reason: The Somatics can break the TR's and cause a Q & A and failure to finish the cycle. The resulting somatics could never be diagnosed or handled by a "doctor". The only way to do it is to finish the C/S.)

Note: Realize, that if the V/I Process does go to F/N on these Suppressive datums and policy, the Player n (Loop n) you are dealing with is an SP or was hatted to be one. If it is Wrong Item for him, he may be just a PTS. (Usually, the "holder" is an SP, or copy of one, from Loop 1.)

Note: This process may produce some amazing body changes and resolve chronic or recurring somatics and provide new perceptions for the OT or pre OT. Run this C/S #1 until there is no more Roller-Coastering and the OT is Stable. The questions "Suppressive Datum?" and "Suppressive Policy?" will F/N to check the EP. And the OT or pre OT will be CERTAIN about his stability. Now he can improve and keep his gains.

B. R.
Sr. C/S Ron's
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LOOP C/S #2

 XE "Loop:C/S #2" The C/S given in the previous issue handles the "anti-pan determined" datums and policies from Loop 1 and 2. It is similar to Excalibur in that it is other-determined, but on a pan-determined upper harmonic. These "data plugs" are usually only 3 parts: The datum contacted, the "policy holder", and an influence from them in the body on the body MOCOs. (which is giving the somatics)

——————————

[image: image5.bmp]The "Source n being a Datum" is Associated (linked or held) and usually is from a "left-over" group in Loop 2.

The "Source n being a Policy" is usually Identification oriented equivalent to Loop1. He may even be a copy of a Player n in Loop 3, i.e. an SP or Evil Intentioned person in the OT's track history or in P.T. or a betrayed "good guy".

——————————

When all these "Excal type" "Other-pan determined" Loop ns are freed, the next step is to handle any the OT put there or left there himself.

Loop C/S #2

1.) "What connected DATUM have I created?" (Find it)

2.) V/I on the Datum.

3.) B/CB to free it.

4.) Then "What connected policy have I created?" (Find it)

5.) V/I on the Policy

6.) B/CB to free it.

7.) Then do 1-6 on "disconnected".
8.) Then do 1-6 on "unconnected".

(Each of CDU 1-6 run to F/N on Questions #1 and #4.)

This is similar to the Phoenix Level on a Pan Determined higher harmonic as it is done by the Player n himself. Note that he did not create the Source n being the datum or Policy, but got that Thetan to become the datum or policy he created in Loops 1 &2. 

After this series of processes, or after one cycle of #1-6, if needed, the datums and policies found can be indicated as "wrong items" to the Body Org if somatics are present.

Note: When running V/I on a datum or policy, if it goes to F/N VGIs, it is THE PLAYERS OWN CREATED datum or policy. But if it goes down tone or to an ARC Break F/N on V/I process, then he got it from another Player. When this happens or as soon as it is noticed the indicators are becoming "BIs" instead of "GIs", the policy or datum MUST BE INDICATED AS A "WRONG ITEM" or "NOT YOURS" or both. The F/N VGIs will then appear.

——————————

The theory is that the V/I process "TESTS" items. If its run on a player's own item he will be GIs (happy) as he is returning to a state of improved logic exactly as he descended on his own spiral.

If, however, he got the datum from another, it does not compute to him but throws attention over to another's universe and drives him out of session and into an ARC Break from "no auditing on himself". The "wrong item" indication breaks the connection, or "distraction", and returns him to session and the cog that he had misownership on the datum or policy. This gives him new knowledge and a clean space and F/N VGIs on the subject.

——————————

Note: This C/S may also be run on "another" and "others" if needed.

B. R.
Sr. C/S Ron's
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"UPPER DYNAMICS & VIABILITY

Viability

- It's Important to Sources

Dynamic 13 - Games XE "Games" 
Dynamic 14 - Source Ops XE "Source Ops" .

Dynamic 15 - Logic XE "Logic" 
Dynamic 16 - Applications XE "Applications" 
Dynamic 17 - Viability XE "Viability" 
Dynamic 18 - Totality XE "Totality" 
Why should an infinite Being of infinite potential to apply logic & illogic require viability? 

Simply because during the "application" cycle involving Logic, Source Operations, and Games (Illogic XE "Illogic"  + [plus] a Logical C.V.P XE "CVP:logical" .), either knowledge can be gained or Beingness lost. The exact point where the n becomes unviable is the dividing line as to whether he can pull himself out or requires help. Viable means "able to live" or in this context - able to retain enough logic to improve his condition. The Bridge reaches down below this level to the lower awareness levels where help is required.

This point is theoretically on the Bridge at "Clear". (if there had been no Implanting & Pre 1, TTA or LTA, the OTIII & Excal + LTA Reviews would probably not be necessary and a Clear could Solo his way out self-determinedly.)

The Source Missionaires XE "Source:Missionaires"  - or "Keepers of the Rights XE "Rights:Keepers of the" " were a precaution to insure viability - and it was needed.

The improvement toward viability in these "Loops XE "Loops" " or experimental Game Types shows the progress we all are making. To understand the full importance, however, we must look at the next dynamic - #18 of "Totality XE "Totality" " or Native State, Completeness, or Super or Supra-Source for each Being. I have found some of the truths (it could also be called "Ultimate Truth XE "Truth:ultimate"  = Dyn 18") of this level. These are:

1. There never has been , never is and never will be NOTHINGNESS.

2. There always has been, always is and always will be SOURCES.

3. "Sources" didn't "come from anywhere". Anywhere and everywhere came from them.

4. As in the Prelogics XE "Prelogics" , one of the Abilities of the Source is a cycle of action. This is what we now can see as the "loop experiments" or "exploratory applications" of the potential of total logic & total illogic.

5. The VIABILITY factor comes in because of the possibility of a Source (or all Sources, if they get illogical enough) to become his or others' "creations" or decide to be so "illogical" (solid) that he can't recover, i.e.. the Creator becomes his/others' Creations or illogic and that game goes on forever on a dwindling spiral. (Example: BSTs, Postulate ns)

6. The "totality" state or "native state" existed, of course, before the Loops (See #2) and each Source experimented on his own or with others - sort of a higher harmonic of U-1, U-2, U-3.

7. With the knowledge we have gained from all this, and especially Loop 3, the next Loop CAN BE VIABLE for ALL 

8. As an application of tech to the Totality Dynamic area, a SOURCE having done the former Loop C/Ses can put his attention "pre-Loop XE "Loop:pre-" " into the "private and personal" experiments with cycles of action and applications of total Logic and Illogic potentials to find if he left any INCOMPLETE CYCLES there. These usually are huge "MOCOs" in a connected, disconnected or unconnected state and may be contacted by just direct attention or by use of Supp., Inval, or Not-Is buttons. Give them the "MOC or Free" choice and they come streaming back to SOURCE!

9. During this exploration one realizes that "all that exists" at any point on any loop or before or after is: THE SOURCES "in" (or EXISTING AS) VARIOUS PROPORTIONS OF LOGIC AND ILLOGIC.

As a corollary to this:

The SUM of all SOURCES (or parts) EXISTING AS LOGIC (Analytical CVPs) is NOT ALL THAT EXISTS.

and:

The sum of all SOURCES (or parts) EXISTING AS ILLOGIC (MEST, Games, Cubes, Cones, Loops, MOCOs, etc.) is not all that exists.

but:

The sum of both the above IS ALL THAT EXISTS.

10. Another way to view and comprehend "all that exists" is to look at the "illogic sum" to be a measure of the INCOMPLETE CYCLES OF ACTION in progress (or not) - of APPLICATION by the "logic sum" of (theta) available to create, experience, analyze, evaluate, and review these cycles for the purpose of improvement of conditions and VIABILITY of SOURCES.

——————————

I think this will make your tech job easier to understand, as a Source can't be viable in a TOTALITY that has an unviable proportion of illogic. Thus, Scientology and the Bridge. - Thanks to LRH!

BR
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Issue I

SOURCE & OMNI

V.A.S.T

(
An AWARENESS of INFINITY is what a Source is.

An INFINITY of AWARENESS is what Omni is.

——————————

ALL MECHANICAL CONDITIONS OF EXISTENCE AND OPERATIONS THEREON AND THEREWITH LIE BETWEEN THESE TWO CONCEPTS.

——————————

BR
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=
ALL POSSIBLE PERMUTATIONS AND COMBINATIONS OF THE POTENTIAL OF TOTAL LOGIC AND TOTAL ILLOGIC.
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V.A.S.T.

Unresponsive Postulate & Loop ns

A "Responsive" Postulate XE "Postulate Thetan:responsive"  n is one which responds to and goes free on the C/S for a Postulate n. He is not being prevented from blowing or "cannot respond" to the C/S.

A "Responsive" Loop XE "Loop Thetan:responsive"  n can have a "holder" (usually a "n being a policy") and the Loop C/S #1 covers this so that both go free.

But if it occurs that the auditing keeps getting "interfered with" before the n being audited can blow, or the n "almost" goes free, but snaps back to an automaticity and starts repeating answers already given, or the preOT feels "something else" came into the session before the n being audited is complete, then you have an "unresponsive" situation. It means these ns were "linked" together in a network or "org board", and if you try to handle, it will invlove a long chain of incomplete cycles which have to be finished or BPC will continue to build up from the many incomplete cycles.

The way to handle this when it occurs is to go to PrPr6, and when any "new n" comes to interfere with the session; clear the commands to him and continue the PrPr6 on a Group Auditing Basis. Eventually you will have the whole network in the session and they will start "reviving" one by one and the TA will finally come into 2.0 - 3.0 range with F/N VGIs Cog (for the preOT as well as the ns being audited).

Then do the B/CB Steps.

Then check on any incomplete process cycles from before you did the PrPr6, as the unflatness of the process could prevent those ns audited on it from blowing. If so, complete the process(es) and do a new B/CB.

BR
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VAST

Totality
The "Problem" of Immortality

The 3 "Solutions" to the "Problem" of Immortality XE "Immortality:problem with"  are:

CREATE

CO-CREATE

AS-IS

These are the Logical Solutions XE "Solutions:Logical" 

 XE "Solutions:Illogical"  which produce the possibility of VIABLE GAMES.

——————————

The Illogical "Solutions" to the "Problem" of Immortality are:

NO CREATE

COUNTER-CREATE

NOT-IS

These produce unviable games.

——————————

ALTER-IS is present in all solutions.

If one scans back through his "solutions to immortality" from a VAST viewpoint or a TOTALITY viewpoint, he may find a barrier MOCO he placed between the various solutions he did. This "barrier" can be easily removed by running it on V/I S/W (Value-Importance Straightwire) on:

"Preventing me from viewing immortality"

"Stopping my perception of former solutions to immortality"

"Blocking my knowledge of my immortality solutions."

This goes to EP when he finds the real reason he put it there.

This last answer is also the "Admin Why". Then a debrief or/and the MOC command will remove the MOCO and the person can "see" or "know" more about how he handled immortality.

Note: Immortality, of course, is not really the problem. It is a truth - the most basic one there is. The "problem" was how to "spend it", "use it", or "fill it up". The more viable the "solution", the more FUN it is.
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VAST

The "Failed Source" Case

 XE "Source:failed" It has been puzzling to find that certain individuals will do actions to remove themselves from the Bridge even after having excellent wins and actual case gain or even arriving at a state of case-lessness. (OT16).

After analyzing these beings and their actions and doing some TP processing in their areas, I found that each pass through a cycle of "not-is"; "no-create"; then to a very illogical "counter-create".
A long run of V/I on their action (the illogical action), or on the "counter create", "no-create", or "not-is" as a non-viable solution to the "problem of immortality" eventually comes to a point where the answers repeat over and over - yet never having gotten to an EP or even become more logical.

I then realized they must fall into the category of a Loop n who had the Big Source implant. But, they had been in Loop 3 as Players! So was it just a Loop n "being them" that they were unable to differentiate from? Or a "Source in Pawn" who was given the Big Source implant XE "Big Source implant" ? Or a group of Loops who had it?

Well, I did find "monitor lines" via Loop ns to them from Xenu. But running those out did not change the basic condition of "illogic" regarding Source and not moving on up towards the true Source State, which all these Players were manifesting.

Then I realized that somehow in LTA future THEY THEMSELVES HAD RECEIVED THE "BIG SOURCE" IMPLANT AND SO ACTUALLY BELIEVED THEY WERE MOCOS TO A "BIG n"!

I then ran a conditions process on that specific implant - (not as PrPr6 as they are all Clear or Above) but worded as follows: (PrPr3 version)

1.) "What condition have you encountered in the Big Source implant?"
2.) "Tell me how you handled it."
This worked! During the process I found that these Players had actually agreed to get this "process which would bring them closer to God" or "make you a part of the infinite spirit of life" or "reunite you with the Creator". Apparently, the Big Source Implant was also promoted, sold, and delivered to Public of LTA!

——————————

Finding this an an "auditing type action" on the LTA future track, and one directed at "all games" and "outside of games" I realized why it had not come up on scanning out auditing in the S/SRD. It had no reality with or relation to the Ring Archives. (Also see "Roller Coaster OTs XE "Roller Coaster OTs" 

 XE "OTs:Roller Coaster" " for other LTA future auditing actions that could have been missed.)

This also explained these persons's inability to do any worthwhile processing on themselves after a bit of "fooling around" with the GMC. They could not get into GSC or GBC or Source Levels and were either always in Review or on a "pretense" or actively "invalidating the tech above OT16." And all were trying to find or research or promote "other ways" to continue up the Bridge. Of course they would have NO REALITY on any games earlier than the Ring Archives, because they were "CREATED" from the "BIG SOURCE" just for "handling" the Ring Archives Games problems they were in. And that problem in LTA future when they decided to get this "process" must have been that they believed they were a FAILED SOURCE. (i.e. they couldn't find a way out of the game, they couldn't win, had no fun or acceptance, ceased to believe in themselves, got bad tech or saw that the tech was faulty, etc.)

——————————

To theoretically clarify a point here: These people are not really "stuck" in LTA as a game of the Rings, but stuck in a FAILURE of GAME-ENDING TECHNOLOGY, or the "Game of Ending Games". Each game has a "BRIDGE" out of it, or the Players never would have come thru all the games of Pre-Loop, Loop 1, Loop 2, and Loop 3.

True, not all Bridges were 100%, - as we know that Players and MOCOs were left behind and never helped out of the games they were in. Each person on going up the Bridge finds a few of his own MOCOs he "forgot" or "left there" and usually runs into Players stuck as well - from BSTs in LTA back to Loop ns from Loops 1 & 2.

But now we have the Bridge (above OT16) to do a COMPLETE clean-up and handling of all these attention-fixing incomplete earlier freeing and as-ising cycles.

This recent finding of TTA Players who had the "Big Source" Implant in LTA shows that if we had not found them, and the process to handle, they would have become "LOOP 3 ns"!

——————————

Now, the only question is one of application. How do we get this APPLIED to the persons who have already fallen off the Bridge? Do we assign TP Auditing to be done by ULR course grads? Do we indicate the BPC and in a letter invite them for a review? Do we handle this at the first indicator of it appearing on the person, even if below OT 16? The Qual Boards composed of ULR Course Graduates will have to decide this as they are the only ones who have the full overview of the cases in their areas.
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ULR, VAST

TOTALITY - Review Processes

On "The Problem of Immortality" (Issue of 14 DEC 88 - same title)

 XE "Totality" Before a Player arrives at Source Levels (or during them) he may start running into a "fixed idea XE "fixed idea" " solution to "the Problem of Immortality" that he is using. By using a NON-VIABLE solution (NO CREATE, COUNTER CREATE, NOT IS) he may slow or defeat any progress he is making on the Bridge.

(A more severe case of this but going through the NON-VIABLE solutions of NOT-IS, NO CREATE, COUNTER CREATE over a period of time would indicate the Player is a "Failed Source XE "Source:failed" " Case and should be handled by that issue of 9 Mar 89.)

So, a Review Process for these slow, problematic Players on above OT 16 levels can be made to "unfix" him from the unviable "solution".
But FIRST, any ULR phenomenon should be handled, and any Pre-Loop or Private and Personal Games the person is still stuck in. But if this action tends to also be slow and dragged out, especially after the ULR (other Big ns affecting him) have been handled, one may check for and handle the possibility of "using a non-viable solution" in his game playing & auditing.

NOTE: This is a very powerful process and is the persons OWN solution, no matter how he arrived at it or decided or adopt it - so don't run this if he still has any "others" affecting him (eg. Loop ns, Postulate ns, SIPs, etc).

NOTE: Do not confuse this with the "Source Mission - Opposition Handling" issue. That is where the person feels opposition on everything he is trying to do, feels stopped, and blocked. This "unviable solution" handling is something he knows he is doing but its always slow, non-optimum, and dragged out - he is not feeling "stopped" but his actions don't seem to get him where he expects to be on his Dynamics or Auditing.

——————————

THE HANDLING

1) Study Admin Briefing #3 to get the concept of what Sources are doing with games.

2) Assess: "Solutions to Immortality XE "Immortality:Solutions to" "
CREATE

CO-CREATE

AS-IS

ALTER-IS

NOT-IS

NO CREATE

COUNTER CREATE

(These are from the LRH Axioms on Conditions of Existence XE "Conditions of Existence"  and the tech on the Actual Cycle of Action)

3) The Big Read and Interest will be the one he is using compulsively. Make sure it is indicated to him and he is agreeing and willing to run it. (Most usually, it will be one of the last 3).

4) Run V/I on it as follows:

(1) "What is the value of using (ITEM ASSESSED) as a Solution to Immortality?"
(2) "What is the importance of using (ITEM ASSESSED) as a Solution to Immortality?"
This may go a long way to an FTA, VGIs, Cog EP - but when he gets there he will not be compulsively doing it anymore. 

NOTE: Only handle ONE item. He is only "stuck" in one solution. 

We want him to be able to choose freely his "solutions." We are not trying to run them "out." Any game player should be able to choose and use any solution he needs for the particular application he evaluates it necessary for.

5) Do a Blow - Can't Blow. Use 4 Rights of a n on "Blow C." Check for MOCOs dumped or forgotten about in "Can't Blow B" all the way back through the Loops and any Pre-Loop he has run. This should result in another FTA and more viable attitude toward playing games and going up the Bridge.

6) Note his activity and "win" level in next few days. Is he having more fun? More wins? More acceptances? Does his interest and intelligence improve? Is he more involved in things he wants to do? If so good. Review is complete. Back to the Bridge where he left off.

7) If still not OK, or he says he is now doing another one (solution) but can't stop it, or seems again compulsive, see the "Failed Source Case" issue of same date.
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VAST

THE "FAILED SOURCE" CASE - SOME ADDITIONAL PROCESSES

By running the process (of the PrPr 3 Version) on the person who had the "Big Source" Implant in LTA you will find it will Reviv "piece by piece", then go to FTA. But now the person is back to confronting why he was attracted to do the "Implant" in LTA. In other words, we haven't yet handled his opinion of himself as a "Failed Source XE "Source:failed" ". So the following processes are recommended: (as a sort of Program for this type of case).

1. R-Factor on Big Source Implant.

2. Ask: "Big Source Implant?", "Yours?", "Anothers?" (If "anothers", handle per ULR)

3. PrPr 3 Version on "The Big Source Implant" to REVIV (may be bit and piece) & FTA.

4. B/CB. (4 Rights, LTA Incidents to be included)

5. V/I R/W on "The Big Source Implant".
6. PrPr 3 on "LTA Tech Training". (to run off illogic on Source States and Player ns & MOCOs.

7. B/CB (as above).

8. If more needed, do the "Logic Rundown" per SS C/S Issue.

9. "Incomplete cycle on ending a game?" If reads, find the game, who was in it, and do 20 button prepcheck on: "On ENDING THE GAME OF (GAME FOUND) has anything been (BUTTON) ?"
10. B/CB (as above).

11. Other ULR, SS C/S, or valence processes.
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