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OT 35
OT3 de JOGOS
DADOS
Estamos a tratar dos Níveis de OT para Jogos.

Existe uma carga que funciona como uma concha que impede que se abranjam os jogos. A sensação é muito parecida com o que se sentia no início do OT2. 

Visto que a parte destes níveis que já foi investigada se apresenta muito como uma harmónica mais elevada da ponte inferior, tentou-se percorrer as dicotomias ou GPMs, a que eu agora chamo Games Problems Masses (Massas de Problemas de Jogos por semelhança com Goals Problems Masses - Massas de Problemas de Metas).

Uma das ideias que tive foi sobre coisas muito básicas como os provérbios, provérbios muito antigos que dão regras básicas de comportamento. Alguns são contrários uns aos outros. Encontram-se por todo o lado, no folclore, etc. 

Pensei que talvez houve algo assim a dar regras básicas de comportamento. Então lembrei-me que o Bill escreveu todas estas dicotomias no GMC nº 25.

Tentei isso e realmente quebrei o composto.

Depois procurei a possibilidade do que poderia ter sido o Incidente 2 e, com a ajuda de outro terminal com o mesmo nível de treino, pudemos descobrir do que tratavam estes incidentes 1 e 2.

Esbarrámos assim com os metálicos (que já tínhamos encontrado antes).

Colocamos o incidente um no início do HGC 2, quando sucederam os primeiros jogos de expansão por oposição à criação para dentro. A transição dos “jogos donut” para os jogos do HGC 2, eis quando o incidente um sucedeu.
Parece que os metálicos são aquilo a que gostamos de chamar uma civilização monopolar. Não existe comunicação, não há intercâmbio, não há troca. Eles percepcionam os nossos jogos como sendo algo muito rápido, barulhento e nebuloso. Não conseguem realmente perceber o que se passa. Para eles trata-se simplesmente de algo que os molesta. Não sei se eles conseguem sequer perceber que se trata de jogos. 
O que se passou durante o Inc. 2 de Jogos, foi que os jogos foram esmagados por uma força, um poder, uma massa (o que lhe quiserem chamar) desconhecida, que simplesmente atravessava os jogos, esmagando-os. Não havia possibilidade de se comunicar com isso e os jogos iam sendo comprimidos, empurrados, sugados, etc., para dentro desta massa metálica, desfeitos em pedaços. Ao mesmo tempo eram implantados dados (ver os platens) e depois, tudo o que fosse considerado sem utilidade (basicamente quase tudo), era cuspido para fora.

Tudo o que era despejado estava misturado. Estamos aqui a falar de Games Thetans, semelhante aquilo que Lrh definia como Group Thetan, só que preferimos chamar-lhe Games Thetan pois ele inclui, no nosso universo bipolar, ambos os lados de um jogo (bom e mau, branco e negro, beleza e fealdade, etc.), enquanto um Group Thetan é mais o Theta de uma das partes do jogo. Mas neste incidente todo o jogo era amassado e não só um dos lados. 

Another thing which came up is that it seams to reach into the body, into the lambda area and even quite some confusion in the body games could be part of that confusion of games which of course ends up in a mix up of dynamics!

Imagine you take a couple of games, shred them into bits and pieces and kind of cluster them and then throw them back again into the playing area but you leave the playing fields which then get some feeling of a nothingness but they are still there because obviously the playing fields are not being touched by the games by removing the games from them.

So then, whenever you pick up something like that, like playing field which are a desert or burned out or a nothingness, it's useful and it's actually wise to run the MOCO command on the playing field to give them their choice whether they want to return to their source or their creator or stay there for any thetan who needs a playing field. Equals the HELP button.

OT 35
GAMES OT3
DATA
So, we are talking about OT levels for Games.
I ran into something which felt like a shell where I couldn't reach further into games and so on which reminded me very much of how I felt when I first felt my OT 2. And since the part we have researched before pretty much run like the original bridge with life repair, the resistive case points the ARC straight wire, part of it were proving working, some processes of the grades run well, we have found the Dn part of it, so I thought it really runs on a higher harmonic. 

And then I went into what could be the dichotomies or the GPMs, which I now call Games Problems Masses, and then after, one of the ideas I had was that like, very basic things like proverbs, very old proverbs which give you basic rules for behavior. And some of them are contrary to each other. Which you find allover the place, in folklore, whatever. So I was wondering if there was something like that giving you basic behavior rules. I was researching into that. Then finally I realized, no, Bill has written all up and it's on the GMC nº 25 where he gives you these dichotomies.
And I tried that and it run and it did break the composite.

Afterwards I was looking for a possibility of what the Inc.2 could have been, and so on, and someone finally showed up who would be able to follow me also from the training level and so on and we could go on into finding out what these Inc. 2 and 1 are about.

So we run into the metallics (which we have run into before).

It could be quite useful to do the old "Grand Tour", showing him through the various games. It does work. It's tentative still. Like a orientation as a source and as a Games Master. That's quite a number of processes like that, you find them on "Creation of Human ability" or on the old OT levels of LRH. 
Then you should start the guy with a very standard OT3, starting with the ruds, and going into BTs and clusters of Games. A Game BT is probably one game thetan or one game which has never really been shredded or clustered with other games or particles, but still is on an inoperable state.

I still have the feeling that the Perfect Circle Games were the attempt of a solution to come around the problem of Inc. 2 or in a way try to reconstruct the games, because there must have been an unbelievable amount of misownership, mispower, misresponsibility and so one on the whole thing! 

You remember in the old Book one, Dn and so on, sometimes you have to run a guy through the same engram from something like 20 different angles, depending on what had happened and so on, until you finally find his real valence. 

We have to go into all the history thing. Who are the metallics? What are we talking about? That needs to be…the history of the whole thing.

We put the incident one at the beginning of HGC 2 when the first games of expansion in opposition to inward create. Now, instead, the idea was of create outward. The transition from the "dognut games to the HGC 2 games, that's when the Incident one took place. 

The Incident two must have taken place at some time during Loop 3 in HGC 2 when the guys whom we call metallics perceivably attacked the games which were going on. 

It seams that the metallics are what I like to call a "one-pole" civilization. Because there is no communication, there is no interchange, no exchange. They conceive our games of being fast, loud, very blurred. They can't really perceive what is going one. They just consider it a nuisance.

I wonder sometimes if they even perceive our games as such. Because what happened during the OT3 incident, the Inc.2, was that the games were being more or less smashed by some unknown force, mass, power, what you want to call it, just moving through the games, smashing it, there was no possibility to communicate to that, the games were somehow pressed, pushed, sucked up, whatever, into this metallic mass, inside, torn into bits and pieces like being shredded, implant data were given to it (I refer to the platens) and then whatever was considered as unusable was being spit out which was basically everything.
This thing happening than, the stuff was being dumped, all the games were mixed up and we are talking about Games Thetans here, in the definition Lrh calls it the Group Thetan, only I prefer the word Games Thetan because a Games Thetan includes, in our two pole universe, both sides of a game (good and evil, white and black, beauty and ugly, and everything), where Group Thetan is rather Theta of one part of this game. But in this game, the whole games are being smashed, not just one side. 

Another thing which came up is that it seams to reach into the body, into the lambda area and even quite some confusion in the body games could be part of that confusion of games which of course ends up in a mix up of dynamics!
Imagine you take a couple of games, shred them into bits and pieces and kind of cluster them and then throw them back again into the playing area but you leave the playing fields which then get some feeling of a nothingness but they are still there because obviously the playing fields are not being touched by the games by removing the games from them.

So then, whenever you pick up something like that, like playing field which are a desert or burned out or a nothingness, it's useful and it's actually wise to run the MOCO command on the playing field to give them their choice whether they want to return to their source or their creator or stay there for any thetan who needs a playing field. Equals the HELP button.
I don't know how many BTs or Clusters or whatever there are at this point in time but the entrance point are rudiments on that level.

Should in any case not be "is there a ARC break" or something like that but the question as to be "Is there a Games Break?" 

Because a game has different triangles which then have to be assessed. It could be something like the ARC or KRC triangle but it can also be the very top triangle of "Sanity, Certainty, Perseverance" or it could be "Fun, Wins and Acceptances". It could be something like "Freedoms, Purposes, Barriers". And specially the Barrier one could be very much present or triggered in the incident One.

Then you go by pressure where?

I think the pressure areas , how do I feel this pressure? Where or how do I feel this pressure? It seams to be somehow on a source level. It's a bit like the source trying to find or penetrate or do something about the game. And that feels pressure because remember, the metallics and we use the name metallics or I came up with the name metallics because it's totally opposed to life! The metallics hate life! I don't think the metallics are even able to create to the outside. So, whenhever the source hits an area where there is apparently no life, or life has been impeded by something, there's probably where one of these clusters are sitting.
So then you will have to go to Inc. One on the remaining ones.

Right, which is the worm hole or the black hole or whatever , basically the moment when the Game Thetan came into existence and the first thing is he hits the "wall". So he has to be somewhere artificially being tacked between start and stop. Because if he doesn't go on creating, he falls back and for many the solution is to create still more to the inside then to the outside because at that point they get the concept that space is limited, which makes it very hard to a thetan to start a new game because through this incident he is being kept more or less to a certain extent stuck in his own old HGC 1 games. In the doughnut games.
So, his ability to expand is already at that point severely stopped.
And that could possibly be (it will have to be researched more, it's still a may be at this point) it could be the reason why thetans still need their own U1. Which is their own little "souvenir" from the doughnut games.

Because actually, when you look at the possibilities, you have an HGC 3 with a networking, who needs a U1? 

Is there a possibility of a milazo here?

Absolutely! Absolutely! There were quite a number of clusters, at least one of those which I run already was definitely a milazo. Very much.

Then, if the guy goes though Inc one and he doesn't blow…

You check Earlier One. You check earlier universe. And also Moment of Creation.

Basically we should use on the Blow/Can't Blows all the tools we ever had available for doing Blow/Can't Blows. Because there can be so much involved! Some games are probably still in a state that you can handle them by the creation handling steps. We don't know yet because we are in the very first beginning. We are very lucky that we handled something like five or six clusters to a nice EP and we don't know yet what's coming up.
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OT 34 - 35 
Relative Importances
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GMC #25

6 JULY 1986

 XE "importances:relative" Before the beginning of the Ring Archives, in the "Source without Comparison XE "Source:without Comparison" " state or Super Static State XE "Super Static:State" , a lot of Super Important Telepathic Agreements were made which produced the very essence of Games, Rings, Existence, and Conditions. They were all done by "Responsibility" taking as "TRUTH" mis-powered data. (MP = mispowered = the top triangle harmonic of a "misunderstood". This is because ARC = U and thus "Mis-U's". So KRC = P, thus "Mis-P's".)

——————————

These "Super Importances" were the very essence of creating potential for KRC, ARC, Games, Rings, Existence and Conditions.

——————————

They all had one point in common. They each made a truly less important datum into a relatively more important datum. Thus Super Static State could be "departed from" and the Ring Archives Games played - or any other Games for that matter.

——————————

Some of these  XE "importances:altered" Altered Importances "Agreed and Responsibility held" are:

· "Game" is more important than "Same" or Game State > Same State.

· "Win" is more important than "Then" or Win State > Then State.

· "Play" is more important than "Stay" or Play State > Stay State.

· "Goal" is more important than "Soul" or Goal State > Soul State ().

· "Create" is more important than "Rate" or Create State > Rate State  (Rate = Evaluate).

· "Be" is more important than "See" or Be State > See State.

· "Achieve" is more important than "Perceive" or Achieve State > Perceive State.

——————————

These 7 are the basic Pre - Existence - Mis-Evaluations of Importance or Mis-Powered Datums. (There are others on lower harmonics derived from these).

——————————

By agreeing to these, the Super Static State was departed from & The Ring Archives Games began.

Thus the Super Static State has the Quality & Viability XE "quality & viability"  factors of:


SAME


THEN


STAY


SOUL ()


RATE (EVALUATE)


SEE


PERCEIVE

And a departure Game State has the Quantity factors of:


GAME


WIN


PLAY


GOAL


CREATE


BE


ACHIEVE

These are SOURCE Evaluations of Relative Importance as the necessary pre-requisites for EXISTENCE and CONDITIONS.

6 July 86

GAMES OT3
PLATENS
Sequence of Games Incident two.

The incident 2 takes place at some time during loop 3 in HGC 2 when the guys whom we call metallics perceivably attacked games that were going on.

Mass arriving.

Unstoppable.

Can't be communicated to.

Rolls over game.

Game gets smashed.

Hoover pulls game into mass.

The playing field is left behind with the imprint of a nothingness.

Game(s) and game-thetan(s) inside the mass get implanted
Concepts are:

Aloneness

Gamelessness

Timelessness

Spacelessness

Reasons for this incident which are being given are:

The playing field needs to be cleaned up.

The time is over, it's the next group's turn.

Your game became too big, the space is needed by someone else, or

You intended it

Afterwards the game(s) thetans which have been collected are shredded, clustered and dumped anywhere in HGC 2. (Sometimes in the middle of other games going on, acting as "interference of games in Games")

The impulses to stop or to rush come up and have to be run off.

The game-thetan(s) tend to mock up their game afterwards to keep it going with a high persistence, even if they (or pieces of them) are scattered over HGC 2.

Note 1: All games in HGC 2 had an Inc. 2 & 1.

Note 2: If you feel "too much data" or symptoms of too steep gradient, this is just the communications from the BTs/Clusters which are either being handled or waiting to be handled. Just acknowledged them and the "data-overflow" stops.

Note 3: The MEST-U is the dumping-ground for the games from the metallic interference, this is why the games in the MEST-U are so confused...
Note 3: There can be some more "buttons" through the implants like "never compromise, don't accept coordination, don't cooperate", etc.

Run it how LRH did with OT3, try to handle it through the platens with just very few "key-buttons", and do not go through the implants unless you feel a need for it. 
29 de Outubro de 2002
Sequence of Games Incident One.
We put the incident one at the beginning of HGC 2 when the first games of expansion in opposition to inward create now instead the idea was of creating outward, the transition from the Doughnut Games to the HGC 2 Games, that’s when the incident one took place.

Before Inc 1 the Games Thetan was just a Goal Thetan.

Inc. 1 is the moment the Game Thetan came into existence.

The first thing is he hits is the "wall".
There is the worm hole or the black hole or whatever. 
So he is being artificially tacked between start and stop. 
Because if he doesn't go on creating, he falls back and for many the solution is to create still more to the inside then to the outside.

He got the concept that space is limited.

Makes it very hard to start a new game because through this incident he is being kept more or less to a certain extent stuck in his own old HGC 1 games, in the doughnut games.

So, his ability to expand is already at that point severely stopped.

The Incident 1 added an arbitrary, which created a group-engram. (ref. LRH on group-dianetics)

GAMES OT3
C/S # 1

1) Clarify well all concepts of this C/S.

2) "Is there a Games Break?". If yes:

3) Locate the "position" of the break.

4) Is the one who has it a Game BT?

a Game Cluster?

a Games Thetan?

a whole Game? 

5) [image: image3.png]


Assess to the being:

a. "Is it a Break in:
Affinity
Knowledge


Reality
Responsibility

Communication
Control

Understanding?
Power?

"or is it a Break in:
Freedoms
Fun

Barriers
Wins

Goals?
Acceptances?

"or is it a Break in:
Intelligence
Sanity

Improvement
Certainty

Involvement? 
Perseverance?

6) Indicate the By-passed charge to the entity. If no F/N, assess further:

"Was it a Break in:
Known _________


Unknown _______


Curious about ____


Desired __________


Enforced ________


Inhibited _________


No ______________


Refused __________ ?"

7) Indicate the By-passed charge to the entity. If no F/N, E/S or E/Beginning.

8) When you get an F/N, run the entity through Games Incident 2 according to the Platen.

9) When it's finished or the Cluster is broken, run each individual through Games Incident 1.

10) When all is through, do Blow/Can´t Blow Steps.

11) End off session and report to C/S.

FR

S/r C/S Lis

GAMES OT3
C/S # 2
1) Spot a "pressure area" in your games.

2) Is the one who is doing it 
a Game BT?

a Game Cluster?

a Games Thetan?

a whole Game? 

3) Run the entity through Games Incident 2 according to the Platen.

4) When it's finished or the Cluster is broken, run each individual through Games Incident 1.

5) When all is through, do Blow/Can´t Blow Steps.

6) End off session and report to C/S.

FR

S/r C/S Lis

GAMES OT3
C/S # 3
1) Considering the body a playing field, spot a pressure area in it.

2) Is the one who is doing it 
a Game BT?

a Game Cluster?

a Games Thetan?

a whole Game? 

3) Run the entity through Games Incident 2 according to the Platen.

4) When it's finished or the Cluster is broken, run each individual through Games Incident 1.

5) When all is through, do Blow/Can´t Blow Steps.

6) End off session and report to C/S.

FR

S/r C/S Lis

RESULTS

FR:

I had quite a cognition on the GOT3:
Of course we have to clean out the body and the MEST-U first on this level before we can expand further into HGC2, the MEST-U WAS the dumping-ground for the game from the metallic interference, this is why the games in the MEST-U are so confused...
27 de Outubro de 2002

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

FR:

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

DR:

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

FR:

Yesterday, after a session, Rita got suddenly very ill, vomiting and fainting, sensation she was going to die. Somehow I connected that to my session, decided finally to handle it, put my hand over her head and send everything away. She got immediately alright, went to sleep and had no after effect this morning, what so ever. 

DR:

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

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

DR:

Doesn't it always? :-))
FR:

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

DR:

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

FR:

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

DR:

 I agree to this. 

FR:

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

DR:

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

FR:

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

DR:

 I agree !

FR:

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

DR:

This is exactly what they want you to think. Every conqueror tries to assimilate the conquered territory and "integrate" its population, and when I look at the games which are being played in the MEST-U, well, there are quite a lot of metallic - life - hybrid beings already around. So, lets handle them back to life !
This morning I had a very interesting session, where I perceived the games-particles out of a cluster like little pieces of a movie, trying to get back together for the whole film, and then they vanished through a hole in the floor. This immediately reminded me of the GBC, I looked it up and found some references of CBR in cone trip #3. 
I get the strong feeling, as if not only playing fields and games got smashed and clustered, but also cones. I will have a closer look at this later today.
 

Love, Doro
29 de Outubro de 2002

DATING

We put the incident one at the beginning of HGC 2 when the first games of expansion in opposition to inward create now instead the idea was of creating outward, the transition from the Doughnut Games to the HGC 2 Games, that’s when the incident one took place.

The incident 2 must have taken place at some time during loop 3 in HGC 2 when the guys whom we call metallics perceivably attacked games that were going on.

_______________________

TERMINALS

One can draw a scheme of the connections one has in a game and find out that, eventually, all games that surround a person, are connected.
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