Phoenix for games

The games thetans responsible for the playing field, the data loop thetans and the policy loop thetans what should be on the org board in the appropriate position as the head of div. 1 and 2 and 6, the GM holding the div. 3, 4 and 5. 

Going into the phoenix you are looking for all kinds of games, types of games, that don’t run as they really should, which are jammed or have been given up or which have been destroyed through interference, or which are done and haven’t been dismantled or cleaned out.

It is a little bit as if you were in a room stuffed with furniture which should be thrown on the garbage and you want to put there new furniture but you don’t do it because there’s no space.

On the other hand one wouldn’t throw out the old furniture because one thinks that they are still needed.

This is a little bit like the MOCOs on the Phoenix 9, 10, 11, it’s like bits and pieces of games which can be seen in the context of bigger games.

The common denominator is been represented by the wording.

The Handling

1) Attention and Intention List concerning games

2) Find a wording

3) 10 rudiments, Blow/Can’t Blow

4) In the B/CBs you find the game, you look it from all sides and find the data with the help of which this game is being run. This data are loop thetans which have been created by the source with the only purpose to be a datum. These data loop thetans are under one or more policy loop thetans. 

5) So then you do the wording of the policy loop thetans, blow the data and the policy loop thetans by V/I. Then you blow the space MOCOs of the playing field to inform all possible involved player thetans about the end of the game and give them the MOCO command and all the rights of a thetan. 

6) Then you blow the game thetan and get back your theta and for all the rest you do the standard B/CB steps to the EP.

7) It seams that here are only a few games on each item that come up maybe only one. It seams that one does not need connected, disconnected unconnected on this level.

