THE TEN STEPS

STEP 1 - Hello! Get in comm with  intention  to  audit  all  the thetans  connected  -  Tone  40. Repeat until it F/Ns cleanly (= all thetans in comm).

STEP 2 - "Why don't you want auditing?’  Reads, sensations, babble of telepathic answers. Keep Acking with TR 2 1/2 to clean FIN.

STEP 3 - ARC-BREAKs - Sensations and reads, etc.  Assess it  out,  ind BPC:
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Handle to clean F/N or E/S to F/N. 



ARC-BREAK LD - Get how long, assess as above, ind. BPC to Clean F/N.

STEP 4 - PTP- Handle, itsa E/s to Clean F/N.. PTP LD Get  how  long, ind BPC, handle itsa E/S itsa to clean F/N.

STEP 5 - W/H OR M/W/H- Handle pr. w/H- M/W/H-system E/S to Clean F/N.



W/H OR M/w/H LD - Get how long, ind. BPC, handle to clean F/N.

STEP 6 - OVERT Pull it to clean F/N. 


OVERT LD - Get how long, Ind. BPC, pull it to clean F/N. If it won't Clean F/N it might be continuos. If so, 
run: "What are you trying to prevent?" (If used on Step 5, use "obtain" on Step 6).

STEP 7 - INVALIDATION - Itsa E/S itsa to clean F/N.   You  may  have  to handle PTS to Xenu.



INVALIDATION LD - How long, Ind. BPC, itsa E/S itsa to clean F/N.

STEP 8 - EVALUATION - Itsa E/S itsa to clean F/N.



EVALUATION LD - How long, Ind. BPC, itsa E/S itsa to clean F/N.



NOTE: On  all  LD ruds, if the FIN doesn’t come on the itsa, then check if it "really started earlier?" - before going E/S. You may have to assist blows by  intending:  "I am not holding you!"

STEP 9 - BLOW

A)
"Who are you?" To  any  who  haven't left yet, this step of the Valence Process usually blows  100's  
more  from all  over space and time if you keep acking them to clean F/N.

           B)
 MOCO's - If you find own or others created thetans, use: 1. "Return  to  the  moment  of your creation or 2. Go free!”' Or: 3. “Wait at a  Static  point  until  you decide". Or 4. Help me.

C)
RIGHTS of a THETAN
1.Right to own sanity. (Self-determinism). 2. Right to leave a game. (Power of choice). Right to do or choose or not to do or not choose your own game (Free will) For   any  Left  from  A  &  B  that  need  this information to blow.
STEP 10 - C/BLOW 


A- The - VALENCES 



Anyone stuck to you? 



In your Valence? 



In my Valence? 



In the valence of others? 


B - INCIDENTS (From PT back) 



Incident III (TO COS) ?



Inc. between Coltus (75M) and PT? 



Coltus? 



Inc II + Capture + 36 days? 



Inc I? 



E/I? 



Civilization Game



Pre Is (exper. Lab. 4 to 10 Quad. years)? (Spin Dryer., Electrosph., Hoover) 



Capture in EU?



EU? 



Dumped in the U mest? 



Game of Gods? 



Council pré Gum 



Earlier GUMs?



LTA?



Earlier Rings? 



RAGS



Conditions postulate?



Existence postulate?

Uncertainty- of Comparisons 
 
Departure from Certainty of Incomparability of Static 
 
Game of Games.

C - ORIENTATION 



Orientation? 



Purposes? 



New game? 

