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Situation:

1. The source-mission(s) become(s) occluded or can’t be found in the first place.

2. Games don’t run as they should, or don’t run at all.

3. It needs heavy efforts to keep them running without Q&A.

4. Easy cycles are not handled but create a back-log.

5. Confront drops out on cycles and people.

6. Third party thoughts come in on allied terminals and thetans.

7. Self-induced isolation starts, with the others being made wrong for it.

Previous attempts of myself to work out a way to come to grips with this part of the case failed. Attempts to handle the above as own outpoints and/or self-determined case didn’t work out. Any ULR or Upper Level (SOL / VAST) approach handled the “symptoms” or created releases, but the sit kept returning. The rundown, which I had called “Godmakers” came close, but it didn’t contain all components, and didn’t go far enough. It reminded me of the late 70ies, when the NOTs-approach couldn’t solve the Excalibur-Case.
Analysis
When the GM has finally made it via the Bridge out of the RAGs / HGC2, he returns to his own U-3, i.e. the maximum unconnectedness. (Ref. GMC 52). Of course, this can happen also at any point during Games, if the GM decides to use his right of a Thetan to leave a Game.

This means, at the point of maximum unconnectedness the GM is  – on a gradient – at least disconnected from or even completely unconnected to his Game thetan(s).  (see points 1-7)

Any attempt to go into a new game-cycle – whether it is the new source-mission or another cycle on the old source-mission doesn’t matter – can then be halted by the G-Excal case. The GM gets stuck somewhere in his U-3, U-2 or U-1, being prevented from creating a new game via U0, U1, connecting to U2s for the creation of a new U3.

If he insists to stay connected  to his Games with his native persistence (or return after using Rofn), he can do so, but only with lots of efforts. Usually heavy Ethics are a help, but nevertheless wins, fun and acceptance drop out easily.

In the Issue of 20 Jan 88 – ‘Adminscale in SOL’ CBR asks “What or who is really the “Opponents” in this Hypercycle of Games? It wasn’t only Xenu, who just worked his plot against players using their own vectors or lack of awareness of Games Barriers and Rights of Thetans. No, there seemed to be another power also at work to give the player a vector  of “unawareness” in the first place.”
“…I realized there was a concept of OPTIMUMZING the rate of play of the Games from the above study and that every Player had in fact PURPOSES on his OMNI Scale that were working against each other. One group (of PURPOSES) would cause his postulated creations and effects to INCREASE (and PERSIST) and thus lower his awareness of S.O.L., while another group would bring him to greater awareness and closer to O.T. Operation at Source Level. So! There was the Freedoms, Barriers, and Opponent! HIS OWN PURPOSES! …” 

So what we are basically looking at here are the Thetan’s “own purposes”, which he seems to be fighting
. 

Every GT runs on an adminscale with Purposes, Policies, Plans, Programs, etc. If these parts of the Adminscale are corrupted, get lost, are being changed, or swapped with those of the Implanter-Org, then fun, wins, and acceptance drop out.

Because all Games with their GTs are part of the overall Adminscale of the Prime-GT of the Source, going from big to small like a fractal, they downright invite the use of a stack/plug – Excalibursystem to stop the Source with a sustained effect in his Game / Mission.

In many past sessions Loop-Thetans have come up, who were policies, data, purposes, products etc., in an evident plug form, which had to be handled as such. CBR has written a number of issues on this (Ref. ULR). Running this takes off a lot of charge, but doesn’t handle the case.
Source Mission and Prime-GT

When the Source has created a Game-Idea – the Prime-Game Thetan – he of course represents at the same time the Ideal Scene for the Game envisioned by the Source.

The GM has then the task, to move the existing scene (which is in fact a missing scene at this point) to the Ideal Scene. 

The state, which the game (the Game Thetan) has reached on the way to the Ideal Scene is the respective Ethics-Condition.  

However, this is only possible, when the GM uses a CVP, which is congruent with the Purpose of the Game-Thetan. This requires that the GM is aware of the SM (i.e. the parent Game-Thetan).

Hence all subsequent GTs, created by the Prime-GT, have to support the original Goal of the Source – btw. on the down-spiral as well.

The easiness of Thetans in getting rid of surplus Mocos applies to GTs as well. Dumping, giving away, leaving behind, all these possibilities can be found. And last, but not least we have the “combine harvester” of GOT3, which collects at random what it can get.

Regardless of the form, in which these GTs (and Games) exist, as soon as they end up in the hands of the opposition, they will be used (for example in the form of Plugs) against Prime-GT, GM and Source.
This leads to the conclusion that it is indispensable to know the own prime source-mission, in order to be able to diffentiate between self- and other-determined GTs, or other-controlled Games.
Theoretical Approach:

The Plugs can be inserted at any point of the admin-scales of the various Games-Thetans (Games), which the prime GT is using, and attack the monitoring-levels of the source (GMC 6).
The lay-out and set-up of the stacks is determined by the considerations of GM, Prime-GT, or the source himself like on the original Excalibur Level.

In his issue of 06 Oct 87 (Source Basics Programming) CBR gives a program for handling. Unfortunately he is leaving most of it to “the C/S”.
Handling 
1. Find and note the SM and through this the GT and his original Adminscale. 

The finding can be a lengthy process. One does it itsa to F/N, VGI’s. 

Very important: NO L&N !!! because lots of Missions might come up, which later turn out to be not the real source mission, but rather a number of lesser goals or purposes can be found, which are Sub-Game-Thetans in Sub-Games, and there can be more than one source-mission. If they are being indicated as “the item” by the the Auditor, out-list occurs. “What is my Source-Mission?” IS NO LISTING QUESTION, BECAUSE IT DOES NOT GO TO A ONE ITEM LIST!!!

One basic important datum is that the Goal of EVERY true Source Mission – or Game Thetan – has as one of its policies the furthering of the rights of Thetans. If this basic principle is violated by the “goal” of the source mission one has the proof, that this is not the Source Mission. This applies of course also to sub-game thetans.

Rehabilitation can simply being done by V/I, provided there is no plug, stack, or further other-determinsm attached to it.

2. DofP on outpoints / sit of the GT and Games, in which you are currently involved that are 

· otherdetermined

· suppressive

· unlogical

· insane 

· don’t run properly

· seem to be not yours 

· have been corrupted by the X-Org

3. Make a Stack-List

4. Word the Stacks

5. Handle per Excal Tech as Plugs
Doro

� One of the attempts by the Implanter Org to keep the LTA-Suppression going in TTA was the FPRD in the taken-over Cof$, which tried to remove all the own purposes by extensive running of O/Whs, so they could be substituted by Implanter purposes, or the Being would stop to have any purposes at all, because they were wrong anyway. 





