(THE CREATION OF HUMAN ABILITY, BY L. RON HUBBARD)
R2-42, R2-43 AND R2-44 ARE A PROCESSING GROUP

R2-42: PAN-DETERMINISM

Pan-Determinism is a new idea in Scientology. Its Validity is demonstrated by the fact that it is a ‘five-star’ process.

Pan-Determinism is the ability to regulate the considerations of two or more identities, whether or not opposed. Previously our goal was the relatively limited goal of Self-Determinism. It was for some time realized that this did not embrace the total concept since Self-Determinism expresses in the main the First Dynamic. But the moment one begins to consider the fact that the thetan is controlling the body, one sees that he is not dealing with a person or identity with the First Dynamic but is dealing with the Third Dynamic. 
Thus we have Self-Determinism as a misnomer. We see that survival is as successful as determinism is stretched across the environment. In other words, up the Dynamics. Certainly where man is concerned it is never a problem, then, of Self-Determinism, it is a problem of Pan-Determinism, for here we have in one individual several items, each distinct, under control. When a thetan came into full control of himself and his activities we would have, and only then have, Self-Determinism.  But a thetan, in his playing of the game, is attempting Pan-Determinism, and is assuming Self-Determinism. His first goal might be said to be Pan-Determinism. 
Under Pan-Determinism we have of course the problem of control. The component parts of control are start, change and stop. Thus a person controlling something is trying to start, change and stop that thing. Where he loses his ability to start and stop it he only retains his ability to change it, and thus we have a low-level case trying desperately to change, being unable to change, and very certainly being unable completely to start and stop. His last effort is to change.

Any time you are addressing a preclear you are addressing something which is attempting Pan-Determinism. Here is a thetan trying to control a body, an engram bank, and the various symbiotes of the body, such as its possessions, vehicles, and servicing items.

In Pan-Determinism we are not concerned with either bad or good. We are only concerned with the fact that a thetan is trying to control many identities, some of them opposed to others, and that his inabilities in the past to control certain beingnesses have brought him to a level of belief where he does not feel that he can control anything, and as a result we discover him unable to because, thus unable to find himself or be at the source-end of a communication line. Pan-Determinism is the direct reason why one becomes ‘buttered all over the universe’.

This effort toward Pan-Determinism is the monitoring point in all processing. The discovery of Pan-Determinism was the difference between success and failure in many cases.

Under the heading of Pan-Determinism we discover such things as owning, protecting, and hiding bodies. One declares the ownership of something so that he will be given the right to control it. One protects something because he considers that something else is trying to control it. One hides something because he is afraid something else may appear to control it.

An enormous variety of processes stem from Pan-Determinism. Here any and all of the training of an auditor can exert itself. This is the common denominator and the one fast line through to the upper ranges of the tone scale. There is a second line: that which is described in R2-43, FIGHTING. Pan-Determinism is what one is fighting for. It is the ‘reason why’ behind existence.

The auditing commands for the running of Pan-Determinism are as follows: ‘What do you feel you could control’, and ‘some more things’, and ‘some more things’.

One runs this so as to improve the considerations of the preclear. He can fully expect the preclear to drop into very deep apathy on occasion, but the process carried forward determinedly by the auditor and not ‘patty-caked’ or left off simply because the preclear is having difficulty, will produce, all by itself, a considerable resurgence of case. R2-43 takes care of most of the factors which are encountered as the reason why one does not feel one can determine the course of something.

R2-43: FIGHTING

Basically this Universe is a game. The MEST universe pretends to be a universe of peace. In order to become a universe of peace it is necessary to stop everything from fighting. In order to have a game it is necessary to have opponents. If one has opponents there must be fighting. This universe is organized to immobilize a thetan.

So eager is a thetan to have a game that he will adopt to himself all manner of liabilities in order to have a parity with his opponents. One cannot have a game with people who are too inferior in strength or cleverness. Thus one reduces his own strength and cleverness in order to have a game.

As given in R2-42, PAN-DETERMINISM, one uses as his reason why he is fighting the necessity of controlling something else. The effort to control is the ‘reason why’ for fighting. Fighting itself is the game.  R2-42 and R2-43 are very close together in workability and between them worked one against the other, back and forth, will lift the preclear up through the barriers of force. It could be said that a preclear stops fighting when he considers that other forces or ideas or emotions are too much for him. As given in the Philadelphia lecture series, one has to go up through force before one can cease to use force. If one does not rise superior to force, then one is the subject and slave of force.

Peace is only to be found at the high levels of the tone scale.  Any effort to have peace after one has become the victim of force and is afraid of force simply involves further struggle. There is no peace below the level where one cannot fight. We are not here concerned with moral values, we are only concerned with the workability of processes, and whereas it might be said of Scientology that it is attempting to sell fighting and war, this would only be said by those who were themselves badly defeated and afraid of force.

Here we have as well, automaticity and randomity. In order to have more attention to control other things, one sets up the things he is already controlling as automatic. Having done so he has given to them a determinism of their own, and having so given them their own determinism they can, if he ceases thus to control them, attack him. Thus we have the machines of a thetan. These machines work only so long as they are in control of the individual, and then begin to work against the individual. Thus it is with the remainder of the universe. One only fights those things which he has selected out as not under his control. Any thing which is not under an individual’s control but which has taken the individual’s attention is likely to be an identity used to fight.  The motto of this universe is ‘We must have a game’. Games consist of opponents, and reasons to have a game, and things to have a game about. Reasons to have a game are summed up under Pan-Determinism. Things to have a game about are summed up under Havingness.

The game is the thing. The wins and losses are not the thing.  One loses every time one wins, for he then has no game. Any cessation will bring about a change in the status of an individual for he will then impose upon himself other penalties and liabilities and impose reasons why upon others so as to create a new game.

Although it is antipathetic to most preclears, as you will discover by processing them, a game is no more and no less than fighting an opposition.

One falls out of having a game when one begins to believe that the forces being used against him, or the ideas being used against him, or the emotions being used against him, are too great to oppose. Once he has this idea he can then be subjected to other forces.

As all forces, emotions, and efforts in general can be categorized under Considerations; to have a consideration about a force has greater actuality than having the force itself. Changing one’s mind about force is senior to changing force.
It must be realized that an individual who has drawn away from force has also drawn away from the material of which his engram bank is made. People on whom engrams collapse are people who have become afraid of force. This is best approached, not by using work or other factors, but by directly approaching the problem of games and running fighting only. 

It will be discovered that most individuals are involved with fighting themselves. After all, an individual is a Third, not a First Dynamic. The body, the engram bank, the thetan, his machines form four items which can be at war, one with another, and when an individual has an insufficiency of fighting out in his environment he will begin to fight with himself. The condition of most preclears who come to an auditor is this. One of the ways to handle this is with the auditing command: ‘Point out some things in the environment which are fighting themselves’. This run for an hour or two out where the preclear can actually see things and point them out will key out most of the engram bank with which he is in conflict. He will recognize fully and clearly very shortly after he has started on this process that he is fighting himself.  In view of the fact that there is a scarcity of fighting imposed by police, mores, and the motto Peace! Peace! Peace! of this universe, you will discover that you have to start, and run for a very long time, the factor of wasting. Thus, the first entrance to this problem could be wasting fighting. One would do this in brackets with the following auditing commands:

‘Waste some fighting’, and when the comm-lag is flat on this, ‘Have somebody else waste fighting’, ‘Waste some fighting’, ‘Have somebody else waste fighting’. It will be discovered that the preclear will do this for many hours of processing, all with a betterment of his case, before he actually gets up to the point where he can touch the next level of this process, which is accepting fighting. However, one does not at this stage run accepting fighting. The next part of this process is done with the following auditing commands: ‘Waste some opponents’, ‘Have somebody else waste some opponents’. After the preclear can handle this without any appreciable comm-lag, one then goes to the next part of this process: ‘Waste some liabilities’, ‘Have somebody else waste some liabilities’, ‘Waste some liabilities’, ‘Have somebody else waste some liabilities’. And this, too, will have to be run for a long time until the individual has flattened his communication lag.

Having handled the subject of fighting directly, opponents and liabilities, one can then go on to accepting, but one does this only when the communication lag on wasting of fighting, opponents, and liabilities has been done. One uses accepting in this case by remedying Havingness. 
‘Mock up something you could fight’,

‘Pull it into you’, ‘Mock up something else you could fight’, 
‘Pull it into you’.
Even though the mock-up is invisible or black it is still done. If you are having the individual point out things he could fight in the environment itself, do not be surprised at this stage if he simply pulls out of his body as a thetan and occupies the area of that which he thinks he could fight. One follows this with: 
‘Mock up an opponent’, 
‘Pull it into you’,
 ‘Mock up another opponent’, 
‘Pull it into you’. 

One follows this with:
 ‘Mock up a liability’,
 ‘Pull it into you’, 

‘Mock up another liability’, 
‘Pull it into you’.  

You should run fighting in conjunction with Pan-Determinism and the process ‘Must and Must Not Happen’. 
In other words do not run R2-43 without also running interspersed with it R2-42 and R2-44. These three processes work together. Any time a communication lag is fairly flat on any one of these, you should shift to either of the other two. Remember, R2-42, R2-43, and R2-44 work together interspersed, and make, themselves, a process.  

If you have a preclear out in the open you can have him point out things in the environment that he could fight. Just as, if you have him out in the open you can have him point out things he wouldn’t mind controlling, and in the case of R2-44, things that he wouldn’t mind having happen, or not happen, again.  

‘What would it be safe to fight’, until the comm-lag is flat.  

‘What would others find it safe to fight’,
‘What would it be safe to fight’, 
‘What would others find it safe to fight’, in a continuation of Fighting as a process.

‘What thoughts would it be safe for you to fight’, 
‘What thoughts would it be safe for others to fight’, run back and forth many times until the comm-lag is flat.
‘What emotions would it be safe for you to fight’, 
‘What emotions would it be safe for others to fight’, run back and forth until the comm-lag is flat. 
‘What efforts would it be safe to fight’,

‘What efforts would others consider it safe to fight’, run back and forth until the comm-lag is flat. 
‘What imaginings would it be safe to fight’, ‘What imaginings would others consider it safe to fight.

‘Indicate some things which are fighting.’
‘Spot all the spots where you had to stop fighting them.’ 

‘Spot all the spots where you won’, is excellent since either a win or a lose is a ‘stop fighting’ and therefore a loss of opponents. 
You will find many preclears hung up in past moments of victory. This is only because they lost their opponents at that moment, and the loss stuck them on the track by bringing about motionlessness.

‘What would you need to fight things’, 
‘What would others need to fight things’.

If you have the preclear out in the open where there are lots of people, a very good method of processing, have him place into these people unknown to them the preclear’s own attitudes about fighting. Take one attitude and have him place it in several people, another of the preclear’s attitudes about fighting and have him place it in many more people, and you will discover considerable changes take place in the preclear. 

‘What mechanisms could you use to continue fighting’, is another fine process.

‘What changes could you make and still fight’, is yet another interesting process.

‘Describe some fighting that would interest you’, is another facet of this process.

The key process to alter behavior is, ‘Invent some things you could fight’, ‘Invent some things that could fight you’.

R2-44: MUST AND MUST NOT HAPPEN

A preclear is stuck on the track where motionlessness occurs.  One of the reasons he has used to fight was to make something happen or to keep something from happening. Thus it is of interest in the case to undo these stuck points in the preclear.  

There are many ways these could be undone, but there is apparently only one way that is actually effective. This is done with the following commands. 
‘Tell me some things you wouldn’t want to have happen again’, 
‘Tell me some things you would like to have happen again’. 
The preclear will get, in accordance with these commands, various recalls, incidents, facsimiles, or environmental situations, or future fears or hopes, and may be steered more directly into these. I first discovered this process by running concepts, but in the running of concepts it has a very limited workability. By pointing out live or imaginary situations great workability is achieved. The auditor must be very careful to do this process long enough so as not to leave the preclear hung up in an incident.

This is the basic key of time. 
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