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Introduction 

 
The original book "The Resolution of Mind, A Games Manual" was 
written from the research notes of Dennis Stephens by Greg 
Pickering in 1978 and published in 1979. 
Dennis Stephens research into the mind and how to resolve it 
continued after the publication of TROM and by 1992 he felt he 
had much new material that needed noting down.  
Dennis dictated to cassette tape his research notes over the two 
year period from 1992 to 1994. Those research notes remained 
unpublished until I found them in Australia in 2010. I typed up the 
transcripts which I found very difficult to read so I edited them to 
improve their readability and t his series of books is the results. 
 
01 Insanity Point 
02 The Philosophy of TROM 
03 Expanding on Level 5 
04 Bond Breaking 
05 The Game Strategy 
 
On completing these books I found that Dennis had introduced 
modifications and improvements to the Practical app lication of 
TROM so I took the Practical section from the TROM manual and 
added in the modifications of Level 5D of TROM and the 
Differences and Similarities Lecture to create the:  
 
06 TROM Therapy Manual. 
 
After finishing the above books I reread the TROM manual and 
saw that it was difficult to read because it had long blocks of text 
that needed paragraph breaks where each new idea was 
introduced. I put in the paragraph breaks, added a few notes as 
"editor" and added graphics where it would make things ea sier to 
understand.  
The result of all this work was the Kindle versions of the TROM 
manual, Research Notes and the TROM Therapy Manual. 
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Be sure to visit www.tromhelp.com  for more information about 
TROM and the TROM therapy methods. Also join the TROM 
email group at http://lists.newciv.org/mailman/listinfo/trom . 
I hope that you find this study as interesting and useful as I have 
for understanding and resolving your mind.  
Sincerely 
Pete McLaughlin 
May 2014 

http://www.tromhelp.com/
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PRACTICAL 

General 

You are about to take a mind apart - your own. It might have 
already started to come apart just reading the Theory section. I 
hope it has. How long does it take? It takes as long as you remain 
in a compulsive games condition with it; stop playing ga mes with 
it, and it will promptly vanish.  
The very best advice I can give you at the outset is to be very 
positive when you do the exercises; then be very passive and 
willing to learn when bits of your past show up. In this way youõll 
most rapidly discover  all there is to know about that most 
fascinating of beings - you. 
There is a short list of "Doõs and Donõts" to guide you on your way. 
You ignore them at your peril.  
1. Donõt attempt the exercises while your body is tired, hungry, 
suffering from disease or dietary deficiency, or while under the 
influence of drugs or medication (including alcohol).  
2. The exercises are done with the bodyõs eyes open at all times 
3. Do the exercises alone, away from interruptions or distractions 
 

The Golden Rule 

An exercise is continued as long as it produces change and is then 
left. 
The Royal Road to making a complete cot case out of yourself with 
these exercises is to change the exercise every time you change. 
You might as well cut your throat at the outset; it will be quic ker 
and far less messy. 
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The exercises will produce changes. They are designed to produce 
changes. The benefits are often preceded by unpleasant sensations. 
If you press on and do exactly as instructed, you will derive the 
benefit. If you quit when the goin g gets a bit rough, you could 
stick yourself with unpleasant sensations for days.  
What turned the unpleasant condition on will, if continued, turn it 
off. 
Donõt panic! (Or in the immortal words of Julius Caesar, who 
loudly exhorted his legion when the hor des of screaming 
barbarians came charging over the hill: ôNonus Panicus Est!õ). If 
your head falls off, quietly replace it on your shoulders 
(remembering to put it on the right way round) and continue with 
the exercise. It is still producing change. 
There are only two pitfalls while doing these exercises:  
1. To stop doing the exercise while it is still producing change  
2. To continue the exercise after it has ceased to produce change. 
Of these, the first is by far the most serious. Any bad effects 
brought o n by over-run immediately vanish when one realizes 
that one has over-run.  
Now what do I mean by change? Any  change in awareness, 
sensations, emotions etc. A yawn, for example, is a change. It is a 
sign that unconsciousness is lifting. One therefore goes on with the 
exercise.  
However, it is entirely safe to leave an exercise that is still 
producing change at the end of one session, and continue it at the 
beginning of the next session. (There is a supplementary exercise 
called "RI" which facilitates this).  
It is always best to set aside certain periods of your life to do these 
exercises. Donõt attempt them while crossing busy streets as a 
pedestrian, or while driving a car; the resulting accident could 
well put an untimely end to your progress.  
The vast majority of the unpleasant sensations that occur ôen routeõ 
are associated with various moments in time where your attention 
has been stuck. As you free up from them, you move through and 
out of them and into present time (PT) (now).  
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There is, however, one other class of phenomena which may 
occur. This is over-stimulation of the bodyõs nervous system. The 
sensations here are more startling than unpleasant, but you best 
know about them or you may wonder what is happening to you. 
Many things can over -stimulate the bodyõs nervous system, 
including drugs, allergies and sudden impacts (shock). We all 
know the sensation of ôseeing starsõ as a result of a sudden impact 
to the skull, or even to other parts of the body.  
Electric shock can also produce the same phenomena. The mind 
itself, by suddenly impinging upon the body, can over -stimulate 
the bodyõs nervous system too. And this is what can sometimes 
happen during these exercises. 
The exercise simply impinges some part of the mind against the 
body, resulting in over -stimulation of the nervous system. As a 
result, you may experience weird phenomena in your bodyõs 
visual field. It can show as blind spots, patches of flickering light 
etc. 
The phenomena are always of short duration and after half an 
hour or so it will fade out. You donõt do anything about it. Just 
understand what has happened. If you wish, go off and rest until 
the phenomena dies down, then continue with the exercise that 
turned it on. You must do this, for it is a change.  
If you happen to be connected to a skin galvanometer at the time, 
you will see the characteristic ôzigzagõ motion of the needle that 
accompanies the phenomena; it would also record strongly on an 
electro-encephalograph trace. It is not serious, and you are not 
harming your body, for the bod yõs nervous system is built to 
withstand enormous over -load before it cuts out entirely and 
unconsciousness occurs. It just isnõt possible to over-stimulate the 
nervous system this far with the exercises, and the most you will 
ever manage is a few blind spots or flashing lights in your visual 
field.  
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The Skin Galvanometer 

If you possess such a device, and know how to use it, then it can 
assist you to determine when an exercise is no longer producing 
change. The meter no longer registers significant change.  
However, the device is by no means essential, for a being is 
entirely capable of relying upon his own estimation of change.  
Even if you do use a skin-galvanometer you will soon outstrip its 
usefulness, and will find it registering no change even though 
your senses clearly tell you that change is occurring. Thus, in the 
final instance, you are thrown back upon your own perception of 
these things. 
However, if you do use a skin -galvanometer to help you early on, 
then abide by what it tells you. If you know how to use it, the 
device will not let you down. Early on, the device is more sensitive 
than your perception; later, your perception is more sensitive than 
the device. 
The device also has an unexpected value in that it gives you 
something to hold onto with  your hands, and thus prevents you 
from fidgeting and smoking unnecessary cigarettes during your 
exercise period. 
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The Five Levels 

Overview 

The practical work is divided into five sections. Each section has 
its own purpose, and subsequent sections build upon the abilities 
developed in earlier sections. Thus, you start at Level 1 and 
proceed on through to Level 5, where you stay thereafter until the 
job is done. (I will explain in a moment how most people can enter 
at Level 2). 
No benefit is to be gained by skipping one or more levels, for no 
further progress can be made until the missed level or levels have 
been completed. Just as you can ruin a good mystery story by 
reading the last chapter first, so too can you ruin a good set of 
exercises by starting them at Level 5. Either nothing will happen at 
all, or the exercise will put you in hospital. The former is much 
more likely, but I wouldnõt take a chance on it if I were you. 
Level 1-These are exercises devoted to the discovery of, and 
improving the reality o f present time. 
Level 2-These are exercises devoted to the discovery of the past, 
and its evaluation to present time.  
Level 3-These are exercises devoted to the general timebreaking of 
ôthenõ to ônowõ. 
Level 4-These are exercises devoted to the discovery and 
timebreaking of the eight classes of overwhelm. 
Level 5-These are exercises devoted to the creation of conflicting 
and complementary postulates in conjunction with the Postulate 
Failure Cycle Chart. 
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Level 1 

If this step needs running it can only be successfully completed by 
a separate therapist.  
As the being goes into a more and more compulsive games 
condition with his own mind he becomes more and more fixated 
upon it, and less and less in contact with the realities of present 
time. His actions become more and more strange and irrational 
until, eventually, for his own safety and the safety of those around 
him, he has to be institutionalized.  
Everyone who has a mind is in a compulsive games condition with 
it, and therefore to some degree out of touch with the realities of 
present time. It is entirely a matter of the degree to which he is out 
of touch. 
There is a make-break point beyond which contact with present 
time is so slight that any attempt to contact the past will 
dangerously lessen this tenuous contact, and so easily precipitate a 
psychotic break. The first step is always contact with present time; 
only when this is above the make-break point is it safe for the 
being to contact his past. This is true whether the being is working 
solo or with a separate therapist.  
In that the being is never aware that his contact with PT has fallen 
below this make-break point, we see the reason why Level 1 is, 
perforce, a separate therapist step. Itõs never easy for a being to be 
aware that heõs not aware, which is why you will find a higher 
proportion of people totally convinced of their sanity inside insane 
asylums than you will find outside. Their delusional system has 
become PT to them, and as they know they are in contact with this 
they ôjust knowõ they are sane. Your truly sane person has no such 
certainty - merely much positive evidence.  



18 

 

Fortunately, only a small percentage of humanity are below this 
make-break point, and most of those have a long history of being 
in and out of institutions. However, there are  a few below this 
point who may have no such history; they are those who possess a 
ôsaneõ delusional system. The state is appropriately known as 
computational psychosis. The being gives all the appearances of 
being highly sane - if a little too ôfixedõ in his ideas. As long as heõs 
not subject to undue stress he lives a completely normal life. But 
heõs a walking powder-keg, likely to disintegrate at any moment. 
Too much stress can at any time precipitate a psychotic break in 
such a person. (What is sometimes politely referred to these days 
as a ônervous breakdownõ). Heõs immediately hospitalized. Often 
he recovers - and five years later disintegrates all over the place 
once again. And heõll continue to do so as long as he maintains 
such a highly charged games condition with his own mind, and 
the consequent tenuous contact with the realities of present time. 
So only a tiny proportion of humanity requires Level 1 to be run, 
but if itõs necessary it must be run before Level 2 is attempted for 
the mere attempt to do Level 2 can precipitate the psychotic break. 
It would be terribly easy for me to say, òWell, we have a fine test 
for Level 1. Let him try Level 2; if he spins he was Level 1.ó It is a 
test, but hardly a humane one. Fortunately there is a better test 
and an entirely humane one. It sorts out those who are below the 
make/break point without spinning them. (The test is in the next 
section.) 
The Level 1 needs to improve his contact with and reality of 
present time before he can attempt Level 2 safely. Itõs as simple as 
that; nothing else is involved. Thereõs nothing wrong with his 
neurons or psychones; itõs purely between him and PT physical 
universe.  
The Level 1 is, because of his compulsive games condition with his 
own mind, too far out of touch with the r ealities of present time to 
safely attempt Level 2 without running the danger of being utterly 
overwhelmed by his mind, and suffering a psychotic break. In 
order to contact his mind he has to take a little bit of attention off 
present time. That may be more attention than he can afford - and 
so heõll spin. 
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Iõm mentioning this at great length for obvious reasons: I donõt 
want people spinning on Level 2, particularly when Level 1 
exercises are available from any competent therapist who is 
trained to use them. 
Undoubtedly the foremost experts at this level are the 
Scientologists, and their ôCCHõ exercises are excellent in achieving 
the desired result. So if you need Level 1 run, go and see a 
Scientologist and tell him you want the ôCCH Processesõ run. Heõll 
be happy to oblige, and youõll derive enormous benefit from these 
simple exercises. Then you can start in solo at Level 2. 

The Repair of Importances (RI). The Governor. 

Before we go into Level 2 Iõd like to introduce you to The 
Governor. This is a simple exercise that will stay with you during 
the rest of your solo work. The response to this exercise also 
determines whether or not itõs safe for a person to undertake Level 
2, or will require completion of Level 1 first.  
People who fail the test yet insist upon continuing with Level 2 do 
so entirely at their own risk. I can only warn you of the dangers, 
not insist that you abide by my warning. If you successfully pass 
the test, The Governor will always get you out of any difficulties 
the exercises may get you into. However, only a person who 
doesnõt need Level 1 run can make the Governor work for them, 
and so has this guarantee. I trust Iõve made my point. 
The being, becoming more and more enmeshed in the compulsive 
playing of games and their accompanying importan ceõs, first 
becomes surrounded with them and then, by contagion, believes 
that he needs them. Thus he is in the frame of mind of needing to 
be surrounded by importances.  
As that which is considered important tends to persist and become 
more solid, we find  the being in the state of actually believing that 
he needs to be surrounded by mass and solidity (Itõs the 
importance he craves, not the mass and solidity.) This soon 
reaches the point where he feels bad if this mass begins to vanish.  
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Left to himself he solves any scarcity by pulling in around himself 
more old mental masses. As these old mental masses also contain 
various unpleasant sensations (pain etc.), he will pull in upon 
himself these things in order to be surrounded by the 
accompanying mass. Itõs an incredible mechanism, and explains so 
much of life. For example: problems and solutions. The being gets 
to the stage where he literally cannot afford to solve a problem 
without first ensuring that his solution will create a larger problem 
for him than th e original problem. (He always likes to be on the 
safe side, and be sure that his ôimportance quotientõ doesnõt 
diminish.)  
His life becomes like one of those old Laurel and Hardy films, 
where, in endeavoring to solve a simple problem a larger one is 
created, and in attempting to solve that... etc. The audience used to 
curl up in laughter at their antics, then promptly go home and do 
much the same things themselves! I wonder how many wives 
have regretted asking their husbands to replace a tap washer as 
they stood viewing the smoking ruins of the family home.  
The exercises from Level 2 onwards tend to dissolve mental mass 
at an accelerating rate. Thus, the exercise is at variance with his 
compulsion to be surrounded by mass (importance). This is a very 
real dilemma, and there is only one final solution to it:  
The being must replace the old mass (importance) with mass of his 
own creation. 
In this way he can do the exercises which vanish the unwanted 
mental mass without compulsively pulling in around himself 
fur ther unwanted mental masses to fill the vacuum so produced. 
In the final instance this is the only way that he will ever ôlet go ofõ 
his mind. While he is in the frame of mind of needing importances, 
he will never permit one to vanish until he is assured t hat he can 
easily replace it with another.  
Early on the being is like a prisoner who has been incarcerated in a 
cell for all of his life. He has come to believe that he needs the 
walls of his prison, and if suddenly freed will demand to be locked 
up once more; failing this he will rush into the nearest room, slam 
the door after him, and hide. This mechanism is well known by 
prison authorities who have to deal with long -term prisoners; it is 
one of the hidden benefits of the parole system. 
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Right now you are like such a long-term prisoner regarding your 
own mental mass. Youõve come to believe that you need it, and so 
will pull in round yourself more mental mass to replace that which 
the exercises causes to vanish. 
Thus, we have to repair the importanceõs we vanish with self -
generated importances or the being will soon get himself into a 
frightful mess. He will find himself in possession of highly 
persistent aches and pains he knows not what of, as well as a host 
of other unpleasant emotions and sensations. This mechanism, if 
not understood and allowed for, will sooner or later bring any 
psycho-therapy to a grinding halt. The researcher was thus led to 
believe that his therapy was of no use; when, in fact, it was 
working all too well...  

The Repair of Importance s. (RI) 

[Visit www.tromhelp.com/processing  where you will find 
YouTube videos and audio files you can play to run this process. ð 
PM] 
 
Commands: 
a) Bring something into existence.  
b) Have another bring some thing into existence.  
 
a) Is run over and over until there is no more change; then b) is 
likewise run. Then a), and then b) again, until both produce no 
more change. The creations should be placed around you 360 
degrees spherical. You donõt have to do anything with the 
creations; the act of creation is sufficient. Quality of creation is far 
secondary to quantity of creation; abundance is of the essence.  
 
There are alternate commands: 
a) Create something. 
b) Have another create something.  
 

http://www.tromhelp.com/processing
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The word ôcreateõ is for many an emotionally charged word and 
these people will find the preceding commands easier. They mean 
the same thing. 
 
Third alternative:  
a) Create an importance. 
b) Have another create an importance.  
 
Many will prefer this set, and should use it.  
In passing, those who have followed the theory so far will have 
realized that one sure way to louse a being up is to convince him 
that he cannot create. Once he is convinced of this lie he is, of 
course, trapped forever, not only in the universe, but in the  
compulsive playing of games. In the final instance only his 
creativity will free him. Thus, the ôentrappersõ of this universe 
basically sing only one song: ôThou cannot createõ. They donõt have 
to sing any others; this one is quite sufficient to do the trick. Itõs a 
mournful dirge and appears under a myriad of guises.  
While running RI it is not necessary to perceive ones creations. The 
certainty that one has created is sufficient. Lack of perception is a 
very poor proof of non existence. (There are many Chinese stirring 
their rice pots in Peking right now. The fact that you cannot 
perceive them doing so is no proof that they arenõt there doing it.) 
Early on many beings find themselves plagued by ônon-
perceptionõ screens, which prevent them from perceiving their 
own creations. As you progress through the levels youõll become 
more and more aware of these screens. Finally youõll vanish them, 
and thereafter be able to perceive your own creations.  
Some beings have always been able to perceive their own 
creations, often in glorious Technicolor, and will wonder why Iõm 
making such a fuss about all this. These notes arenõt for you, but 
for the being who has got himself backed up hard against a ôno-
perceptionõ screen, either one of his own, or someone elseõs. (Refer 
to Theory Section for more detailed info. on the subject of screens). 
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RI by perception 

There is another class of RI called RI by perception. This is where 
the being repairs his scarcity of importances by increasing his 
contact with, and reality of, an exis ting importance in the PT 
physical universe.  
As any solid object has a residual importance postulate within it, 
we therefore see that a being can repair his scarcity of importance 
by physically contacting such a solid PT physical universe object. 
Grasping such an object with your hands and feeling its solidity, 
temperature, texture etc., will repair importance.  
Many beings that have difficulty with the creative RI commands 
will be able to use RI by perception. Any being that can use the 
creative RI exercises will also be able to use RI by perception, but 
should use the creative version by preference.  
Any being that can only use RI by perception early on should from 
time to time during the Levels have another go at the creative 
versions. Sooner or later one will ôclickõ, and thereafter should be 
used in preference to the RI by perception method.  
The only difference between the two methods is that in the 
creative version the being is actually generating the importance. 
Heõs got to be able to do this eventually, and the sooner he gets 
onto it the better. RI by perception will work alright up to the top 
of Level 4, but Level 5, being intensely destructive of mental mass, 
really does require the creative version to permit its successful 
completion.  
The immediate effect of running RI is to de-intensify any 
compulsive games condition you are currently engaged in, 
whether with your mind or with life in general. 1 It ôcoolsõ the 
game. Thus, the exercise is an extremely valuable one for a being 
to use at any time. It de-intensifies stress of all types, and is 
infinitely preferable to the taking of drugs for this purpose.  
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Use it. (Just before you sink the meat-axe into your mother -in-
lawõs skull pause and run a little RI; youõll find youõll be able to 
put the axe away.) 
RI also has this remarkable property: You cannot over-run it.  
Being an entirely natural ability of life, itõs quite impossible to 
harm yourself in any way by running RI. It stops producing 
change after a while, but further running of it does not produce 
over-run symptoms.  
However, RI can be badly under-run when it is required. This is a 
definite pitfall, and one you should avoid.  
The main use of RI during the exercises is to act as a lubricant. It 
keeps things going smoothly.  
 
It should be used in generous amounts. It must be used at the 
following times:  
a) Between the ending of one exercise and the start of a new one.  
b) At the end of every session.  
c) At the beginning of every session.  
d) During the session if the going gets rough - i.e. you suffer an 
in tolerable amount of unpleasant sensation.  
 
Bluntly, these exercises will not work in the absence of RI (Level 1 
is the only exception to this, but as Level 1 is almost entirely 
perceptual RI the rule still applies). In the absence of RI the 
exercises will very soon grind to a shuddering and rather painful 
halt. 
When in doubt - run RI.  
Whenever you run creative RI in session always run both 
commands to no further change. Do not leave it while it is still 
producing change. The second command is just as important as 
the first. Do not leave either while they are still producing change.  
The exercise will ôrun downõ your stock of importances; use RI to 
repair it.  
Thus, although RI is run to no further change, just the doing of the 
exercise will make it produce changes once more.  
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Early on your tolerance of loss of importance is very slight, so RI 
will have to be run frequently; later your tolerance increases 
enormously, and you have a much wider latitude in these things. 
However, never will you be entirely free o f the necessity to run RI 
as an adjunct to the exercises until youõve got to the very end of 
Level 5 and achieved Nirvana. 

The Test. 

We are now in a position to determine whether or not you can 
begin at Level 2, or will require completing Level 1.  
The test is very simple. Just work your way through the list of RI 
commands. Creative ones first. Give each pair a good run before 
you move on.  
You are looking for changes. Any changes. If it produces any 
change itõs a usable RI command.  
If none of the creative list produces a change, then up on your 
hind legs and start getting your paws into contact with the walls 
and floors and tables in your room right now.  
OK. You found one? Good. Now run all the change out of it. I 
donõt care how long it takes. Run all the change out of it; run it 
until itõs strictly ho-hum. Good. Feel better? Fine. Youõve now 
ôtopped upõ your reservoir of importances; and are ready for Level 
2. 
Alright, I havenõt forgotten you others. Donõt tell me: nothing 
happened. It all seems silly, does it? Tell me, did running 
perceptive RI make you feel a wee bit queasy in your stomach? 
Touching all those solid objects? It did? Good. Continue with it 
until you feel relaxed once more. You are up to doing Level 2. Just 
make with the paws on the furnishi ngs for an hour or two; it will 
work wonders for you.  
However, if you donõt feel up to it, then go and see a separate 
therapist who is skilled in Level 1 exercises and let him help you 
do it.  
And, finally, those to whom absolutely nothing happened at all 
during the test. You arenõt up to tackling your mind solo right 
now. Donõt try it; it could put you in hospital. You need Level 1.  
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Go see a separate therapist and get it run. But donõt let him ôtinkerõ 
with your mind until Level 1 has been properly run, f or even with 
a separate therapist itõs not entirely safe for you to do so until 
Level 1 has been completed, even though he has a sympathetic ear, 
and a nice leather couch for you to rest your bum2 on.  
Get Level 1 run, and Iõll see you later - all chittered3 up and ready 
to tackle Level 2 solo.  
(Oh yes, when Level 1 is properly nulled youõll find one of the RI 
commands will work for you).  
 

                                                 
2
  the buttocks; rump 

3
  To twitter or chatter, as a bird 



Level 2 

Purpose: To find the past. To exercise the being in evaluating 
the past to the present. 
Now Iõll be brutally honest with you. If you need this level 
run badly itõs going to hurt. It all depends upon how severe 
the compulsive games condition is between you and your 
mind. If youõre rather chummy with your mind the exercise 
will be a breeze, and youõll enjoy it as well as deriving benefit 
from it. However, if you are a mass of so-called repressions 
and inhibitions you are in for a hot time of it.  
Youõll probably be absolutely sure that you are going to die 
before youõve got your teeth a couple of inches into this 
Level. Thereõs nothing like Level 2 to separate the men from 
the boys. Crack this one, and the rest is easy. However, the 
Level must be done, for thereõs no other way to get a being to 
be able to Timebreak. 
Use RI liberally. Donõt be a martyr, run RI when the going 
gets rough; youõve nothing to gain by suffering any more 
than you have to.  
This level is designed to crack the compulsive games 
condition you are currently in with your own mind. It does it 
with ruthless efficiency; to the full extent you are curr ently 
capable of achieving. But Iõll tell you this: once you come out 
the other end youõll have lost all fear of your own mind.  
Youõll know with absolute certainty that thereõs nothing it 
can do to you that you canõt handle. Youõre over the biggest 
hump. The being who has successfully completed Level 2 has 
said good-bye to separate therapists: he now knows he can 
do what has to be done alone.  



 

 

If this technology ever becomes lost to mankind it will only 
be because some faint hearts could not confront the horrors of 
Level 2, and so will change it all into something pleasant and 
useless. Never miss it: Level 2 is the only barrier that sits 
between mankind and the attaining of Nirvana.  
He cannot face Level 2, and so he goes to a separate therapist 
to help him  through it never realizing that by so doing he has 
negated his own responsibility in the matter, and so doomed 
himself to failure. He must do this step alone, or heõll never 
be able to cock a snook4 at his own mind; there is no other 
choice. 
So Level 2 will be a baptism of fire for many of you. So be it. 
Press on. 
Iõve known the successful completion of this Level to cure 
chronic alcoholism in a being all by itself, so the results are 
well worth attaining.  
Remember, youõve lived through the original of whatever 
your mind has to throw up at you, so you can live through 
the recall of it. The last thing you do before you expire is run 
RI. Then you wonõt expire. Get it? Then you continue on with 
the exercise. Get it? 

                                                 
4
  cock a snook or cock one's snook, to thumb the nose, a gesture of 

defiance. 



 

  

Level 2 Commands 

a) Select a non-significan t past scene. 
(Masochists can select a significant one.)  
b) Select an object from this scene.  
c) Find an object in PT (one you can see with your eyes) that 
is different from the past object.  
d) How is it different? [See Different in the Glossary]  
 
Repeat c) and d) (Itõs permissible to use the same PT object 
over and over again if you wish) until no more change;  
then: 
e) Find an object in PT (one you can see with your eyes) 
that is similar to the object in the past scene.  
f) How is it similar? [See Similar in the Glossary]  
 
Repeat e) and f) until no more change, then repeat c) and d). 
Continue until both c) and d), and e) and f) produce no more 
change. 
 
g) Select a new past object, either from the same past scene 
or a different one.  
Repeat c) and d), then e) and f) with this new past object 
until no more change.  
 
Continue the exercise, using more and more significant past 
objects, until no more change occurs with any past object you 
care to select.  
Now do the exercise with past persons. Select them one at a 
time, and complete the exercise with each person. Continue 
until no more change occurs with any past person you care to 
select. 



 

 

Level 2 Completion 

As you do this exercise, and the compulsive games condition 
between you and your mind begins to break down, y ouõll 
find that it becomes progressively easier to place the ôthenõ 
and ônowõ objects side by side for comparison purposes, until 
you are quite easily able to view both the ôthenõ and ônowõ 
objects simultaneously.  
You are learning to Timebreak. By the time the exercise has 
gone null youõll be an expert Timebreaker.  
Donõt rush the exercises; nothing is to be gained by so doing. 
Once started on a past object or person you should persist 
with the object or person. To change around all the time will 
not make it easier for you; you are just prolonging the agony 
and the exercise. Run the changes out as you go, that is 
always the fastest way. 
Remember, you are running out a compulsive games 
condition between you and your own past. The exercise 
continues to produce changes as long as this compulsive 
games condition is highly charged; as the compulsive games 
condition quietens down, so the exercise ceases to produce 
change. You end up feeling quite different about your past, 
quite friendly towards it, as well as bei ng a competent 
Timebreaker, and so ready for Level 3. 



 

  

Level 3 

General Timebreaking. 

Timebreaking. Definition: The simultaneous viewing of ôthenõ 
and ônowõ.  
If Level 2 has been properly done then Level 3 will be easy. 
Itõs just a romp around your past; learning your skills and 
applying them.  
However, if youõve skidded off Level 2 and hope to find 
salvation in Level 3 I have some bad news for you. Either 
nothing will happen, or all the things you hoped to avoid will 
come back and haunt you at Level 3. And, what is more, 
youõll be stuck with them from here on out.  
Youõve either ôcooledõ this compulsive games condition you 
are in with your past at Level 2, or you havenõt. Level 3 is no 
place to be playing this sort of game. Simply because while 
you are still  playing this game you cannot effectively 
Timebreak, so the exercises will not benefit you. So, if in 
doubt about whether Level 2 is finished, then itõs not finished 
and you must go back and finish it, then, and only then, will 
Level 3 help you. 
Once Level 2 is complete the being is able to comfortably 
place ôthenõ and ônowõ objects side by side for comparison 
purposes. Indeed, it will be found that the comparison has 
become largely automatic. Once he so places them the 
comparison occurs almost instantly. This is as it should be. A 
being cannot view through time; this is an illusion. He can 
only view across a distance.  
Everything you view, you view right now. The action of 
simultaneously viewing ôthenõ and ônowõ breaks the illusion 
of time. It literally bre aks time - Timebreaking.  



 

 

While the being continues to try and compare the ôthenõ and 
ônowõ objects while still considering them in different 
moments in time he never achieves a full comparison; thus, 
he never achieves a true evaluation of their relative 
importance, and the ôthenõ object still retains a residual 
command power over him.  
Once Timebroken, the command power of the ôthenõ object is 
vanished forever. This cannot be done until the illusion of 
time is broken: the illusion of time is broken once it  is done.  
Thereõs nothing mystical about this; itõs all good, solid 
natural law. How can his past influence him if his past is now 
in the present? Flip... See it? 

Level 3 Commands 

a) Select a past scene. Become simultaneously aware of the 
scene and PT around you.   
 
Donõt try and Timebreak the entire scene at once. Take it a bit 
at a time. Continue to do this until the past scent ôfadesõ - i.e. 
begins to ôfall awayõ in intensity compared to present time. 
 
b) Select a new past scene, and repeat a). 
 
Continue until you are willing and able to Timebreak all your 
known past.  
This exercise will take many hours, joyful hours, and you are 
gaining all the way.  

Level 3 Completion 

The past will first be found to become increasingly intense in 
perceptics, then to progressively vanish.  



 

  

As the Level nears completion youõll be hard put to find new 
scenes to Timebreak, and will be searching for them. This is 
quite normal.  
Run RI as necessary. The exercise is not particularly 
destructive of importances, compared to Level 2, say, but RI 
will speed your progress considerably.  
Every so often youõll come across a scene that just will not 
Timebreak. Not to worry. Just roll up your sleeves and drop 
back to Level 2 regarding it and start finding some 
differences and similarities  between the scene and present 
time. Suddenly it will flip out easily.  
Run a bit of RI at this point. Youõve found a ôstickerõ. Thereõs 
something in that scene; more to it than meets the casual 
gaze. Youõll be picking that one up again later on at Level 4 
or Five. At this stage we are only interested in Timebreaking 
it.  
As you get well into this Level 3 donõt be shy about having a 
good nosy around in these past scenes. They are your past, 
you know. Spread yourself out and have a good look around. 
Go take a walk through these scenes. Find a scene with a bus 
in it; get on the bus and see where it takes you. Youõll be 
amazed! Each scene is a complete universe at that moment in 
time. Itõs all there if you care to take a look.  Tsk tsk. I 
shouldnõt have said this. 
Letõs be more scientific. Here we go: During this Level, or the 
subsequent ones, youõll find yourself occupying a viewpoint 
exterior to your body in present time; youõll also find yourself 
occupying exterior viewpoints to the ones you occupied at 
the time during the past scenes. All this is quite normal. A 
being is natively capable of occupying any viewpoint he so 
desires in any scene, whether ôthenõ or ônowõ.  



 

 

This ability is returning to you. Very soon youõll be 
continuously operating your body in PT f rom a viewpoint 
exterior to it simply because itõs more comfortable and 
natural to do so. (And youõll do this despite the fact that 
science has conclusively proven that the ôegoõ is nothing more 
than a figment of the brain!)  
Although the past will progress ively vanish during this 
Level, nothing is being lost except the enforcement to view it; 
any part of your past that has been Timebroken can easily be 
brought back into existence once more merely by desiring to 
view it.  
As you complete this Level you will g et your first preview of 
Nirvana. For the first time you will feel free of your past, and 
no longer feel it pressing around you; the endless ôchatterõ of 
the mind will at last be still, and youõll be able to experience 
the tranquility of utterly still bein gness.  
Unless you actually recall something your past will remain in 
a state of total vanishment. This, again, is as it should be.  
If youõve been connected to a skin galvanometer during your 
exercises, the completion of Level 3 will show the instrument 
now sitting quite motionless at 12,500 ohms for a male, and 
5,000 ohms for a female. The needle is quite calm and lifeless. 
Indeed, from this point onwards the skin galvanometer will 
never move much again. It has served its purpose, and can 
now, if you wish , be discarded. Your perception of change is 
now equal to or superior to that of the instrument.  
However, Nirvana is still a long way off. But youõve now got 
your feet a couple of rungs up the ladder, and know which 
direction the ladder is taking you. Leve l 4 will get you up 
another couple of rungs, and give you an insight into how 
you ever managed to get a mind in the first place. 



 

  

Level 4 

Purpose: The systematic discharge of the eight classes of 
overwhelms.  
The completion of Level 3 signifies the end of your mind 
impinging upon you in session involuntarily. However, it 
will still be found to impinge upon you involuntarily in life to 
some degree, even if you are now capable of Timebreaking it 
back out of existence again as fast as it appears.  
Youõll find that you just cannot maintain your state of inner 
stillness amidst the hurly -burly of life. Away from life and 
alone, you can by Timebreaking get yourself to a state of total 
peace and relaxation in a matter of minutes; but youõll find it 
difficult to maint ain it while on the hoof, so to speak.  
Itõs now time to do something about this state of affairs. 
There are clearly still things in that thar mind of yours that 
you know not what of. This is the whole subject of Level 4.  
Once Level 3 is complete youõll find that you have to actively 
stimulate your mind in session before any of it will appear. 
What is happening is that itõs becoming more and more 
under your control, and less and less under the stimulus -
response control of the environment. From this point 
onwards you can expect this tendency to increase. 
Eventually, only you will be able to stimulate your mind; the 
environment will have lost its power to do so.  
Level 4 will start you in this direction, and Level 5 will 
complete it, to do this we have to take up the whole subject of 
games.  
Playing games got you into the mess and the understanding 
of games will get you out of it once more. You used to be an 
expert games player. You are going to be an even greater 
expert very soon, so great an expert that you will see the 
futility of them, and so give them up for the infinitely greater 
joys of Nirvana.  



 

 

Never miss it, the route to Nirvana for the compulsive games 
player is through the voluntary playing of games and then 
out the other side. You donõt get there by running away from 
them and contemplating your navel. You get there by 
running through the whole gamut of games play in exercise 
form. That is Level 5.  
Level 4 prepares you for this by getting you to take a look at 
the subject of overwhelms, for this is w here a lot of your 
ôlivingnessõ is tied up. You need to free this up before you 
embark upon the rigors of Level 5.  
Level 4 will also vanish another large and unwanted chunk of 
your mind  



 

  

[Note! The overwhelms occur at the loss of games. Using 
Dennisõ names for the players we have: 

Player Self determined 
postulate 

Pan determined 
postulate 

Leg 1 Must be known  Must know  

Leg 2 Must not be known  Must not know  

Leg 3 Must know  Must be known  

Leg 4 Must not know  Must not be known  

(Look up the definitions of òto be knownó amd òto knowó in 
the Glossary to be sure you understand these terms before 
proceeding) 
 
The four overwhelms are: 

Forcing to know  Infliction  

Preventing from being 
known  

Rejection 

Preventing from knowing  Deprivation  

Forcing to be known Revelation 

 
Level 4 uses the 8 overwhelms from the Level 5 Postulate 
Failure Chart and ignores the 8 Levels that are games 
conditions.  
At the point of overwhelm only the postulates of the winner 
remain. The loser has given up his postulates and accepted 
the pan determined postulate of the winner as his own.  
You will run the overwhelms from the viewpoint of Leg 4 
then Leg 3 then Leg 2 and finally Leg 1. 
1. Forced to know 
So first the player at Leg 4 is òforced to knowó by Leg 1. This 
is an overwhelm of Infliction by Leg 1 on Leg 4. You get the 
feeling of being forced to know and timebreak anything that 
comes up. 
Leg 1 is creating his PD effect òMust Knowó and you accept 
that you Must Know that effect.  



 

 

For example the neighbor is playing his radio to loud and 
when you go to him to complain he greets you with a 
shotgun and tells you to òGo to Helló.  You are forced to 
accept his òMust Knowó. 
When òforced to knowó stops producing change or bringing 
up incidents move on to:  
2. Preventing from being known.  
Here you are preventing Leg 1 from creating the effect he 
wants to create. You are Rejecting his pan determined 
postulate òMust knowó with your pan determined postulate 
òMust not be knownó and have forced him to accept your 
pan determined postulate òMust Not Be Knownó. 
For example the guy next door is playing his radio too  loud. 
You call the cops and have them make him turn it down 
(must not be known ). 
When 2 stops bringing up incidents or producing change 
move on to 3. 
3. Prevented from knowing  
You are now at Leg 3 of the game with SD òmust knowó and 
PD òmust be known.ó You opponent is Leg 2 with SD òMust 
not be knownó and PD òMust not knowó and you are being 
forced into overwhelm by Leg 2õs unwillingness to produce 
the effect or by his preventing you from receiving the  effect. 
This is Leg 2 Deprivation against you at Leg 3. 
For example you visit the farmer next door to get an apple 
and he says he does not grow them any more (must not be 
known ) so you will get none. 
When #3 stops producing change move on to number 4. 
 
4. Forcing to be known 
Here Leg 3 is forcing Leg 2 to produce the effect he does not 
want to produce thus Leg 3 is overwhelming Leg 2õs òMust 
not be known.ó This is Leg 3 forcing Revelation on Leg 2. 



 

  

Leg 3 is a member of the county Board of Supervisors and 
wants an apple which the farmers stopped producing 
because it was unprofitable so he passes an ordinance that all 
farmers must produce apples. (Must be known)  
 
5. Forced to be known 
You are now at the Leg 2 point of view.  
Leg 3 is forcing you to òBe Known,ó or to Reveal what you do 
not want to òbe known.ó 
Here Leg 2 is being forced to grow apples when it is not 
profitable. This is òMust be knownó and revelation. 
 
6. Preventing from knowing  
Now still from the Leg 2 point of view you are preventing 
Leg 3 from knowing. This is forcing Deprivation on Leg 3.  
Leg 3 wants an apple but you find a way to prevent him 
getting one. You must grow them by county ordinance but 
nothing prevents you from selling the whole crop to the pig 
farmer for pig feed. Leg 3 is forced into òMust not Knowó 
and Deprivation.  
 
7. Prevented from being known  
Now you are in Leg 1õs point of view. Leg 4 is preventing you 
from being known. Leg 4 is Rejecting your effect. 
Be known is the creative postulate of bringing a thing or 
effect into existence. So you could reword this as Prevented 
from Creating an effect.  
So you at Leg 1 are trying to grow apples and Leg 4 calls the 
Environmental Protection Agency to stop you from harming 
the environment. (Must Not B e known)  
Or you try to give an apple t o your neighbor and he refuses 
it. You were prevented from being known by his must not 
know.  Leg 1 is overwhelmed by Leg4õs Rejection. 
 
8. Forcing to know 



 

 

Finally you are forcing Leg 4 to know. This is Infliction by 
you at Leg 1 on Leg 4. 
You force your neighbor to eat one of your apples by telling 
him you will be insulted if he doesnõt eat it.  
Editor)  
 

Level 4 Commands 

1. Forced to know 
2. Preventing from being known  
3. Prevented from knowing  
4. Forcing to be known  
5. Forced to be known  
6. Preventing from  knowing  
7. Prevented from being known  
8. Forcing to know  
 
[Note. It helps to put self and others on these overwhelms as: 
1. self Forced to know by other 
2. self Preventing other from being known  
3. self Prevented from knowing  by other 
4. self Forcing other to be known 
5. self Forced to be known by other 
6. self Preventing other from knowing  
7. self Prevented from being known  by other 
8. self Forcing other to know  
- Editor]  
 
We are going to work our way round this list, from 1) to 8), 
round and round, Timeb reaking everything that shows up as 
we go.  



 

  

Thereõs no need to be shy about the nasty things youõve done 
in your time; weõve all done such things. Youõre working 
solo, and no one but you need ever know about the gruesome 
details.  
Thatõs right, now that you can Timebreak thereõs no longer 
any need for the confessional. You become your own 
confessor. Just Timebreak it all out; thatõs all itõs necessary to 
do. Get it all nicely Timebroken, the guilt feelings, the blame, 
the shame, the regret, the whole works. Lock the door and 
plug up the keyhole if it makes you feel a little bit better. But 
letõs get it done, shall we? 
Command: Get the idea of being forced to know. 
Just punch the concept into your mind, and Timebreak any 
incident that shows up. Donõt try and force the pace; just take 
your time. Now punch out the ôForced to knowõ idea again. 
Get anything that shows up Timebroken. Continue with this 
command until nothing further shows up, and youõve run it 
dry.  
Now run RI.  
Now move to command number 2).  Run it just the same as 
number 1). 
Continue through the list. Run plenty of RI, for this Level 
tends to chop it up a wee bit. 
When youõve completed through to number 8), go back and 
start in again at command number 1). New material will 
show up. 
Continue round an d round the list until there is no further 
new material, and no further change. When in doubt - run RI. 
As you work with these commands you will find that you are 
taking bits here and bits there out of incidents. Thatõs quite 
alright.  
Many upsetting incid ents contain more than one type of 
overwhelm; really hot ones can contain all eight!  
You can see how it is that beings get into such a terrible mess 
with these things. One thing we know about games play: itõs 
never orderly; anything can happen - and sooner or later will.  



 

 

These overwhelms come apart best in the sequence Iõve given 
them. They come apart this way much better than trying to 
run the incidents in a consecutive time sequence. Thereõs 
nothing which says an incident has to be run in its strict 
temporal sequence; that is just being a slave to the illusion of 
time.  
The sequence you are using is the basic game sequence, the 
sequence in which the whole mind is stacked. Thatõs why it 
comes apart easiest this way. So run the sequence from 1) to 
8), round and round, and youõll get there fastest. 
Early on only a few commands will produce material, then 
later other commands will spark off and produce for you. 
Soon youõll be finding all commands more or less live. Just 
clean each one up thoroughly before you leave it. Then they 
all begin to fade, until finally you are unable to punch any 
new material into view for Timebreaking.  
Level 4 is now complete. When itõs complete you are no 
longer bothered by any of the overwhelms on your known 
time track. If this is not the case, then Level 4 is not complete. 
Itõs as simple as that. Those eight commands are the complete 
list of overwhelms (upsets). There are none outside of that 
list. Just go round and round that list until the job is done. 
There are no inhibitions, repressionõs, suppressions, 
withholds or anything else ever dreamed up by the tortuous 
minds of psychiatrists that is not one or other of those eight 
classes. Youõve got them all. And youõve got all those that 
have yet to be discovered, as well! 
Just get the job done. It wonõt take anywhere near as long as 
you think it will.  
Good. You are now ready for the rigors of Level 5. 
The environment is now virtually incapable of triggering 
your mind against your conscious choice. Only you can do it 
now - and even you are having trouble! Only the creation of 
raw postulates can take you further. That is the whole subject 
of Level 5. 
 



 

  

Level 4 To Enhance 

From TROM manual re using Level 4 to run òTo Enhanceó  
òI can give you the basic non-life goals package. I give it to 
you so that you can avoid it. A spiritual being cannot be 
destroyed. He can only be degraded. And he has been 
degraded. Heõs been degraded so much that the urge to 
degrade can beat strongly in his breast.  
[Note! My first thought on this was that Dennis was referring 
to Sex.  In fact I found the most degrading incident from my 
childhood was from working with my father who invalidated 
my efforts. Any time someone tells you that you are not 
ògood enough,ó donõt measure up their standards or the 
companies standards or the schools standards they are 
degrading you.  
Any time someone pays you for work but ends up giving you 
far less than you expected this is an insult and a degrade of 
your worth. If you accept the pay you are accepting the 
degrade postulate. ðeditor]  
Life on this planet is being constantly degraded by those who 
deny that it is basically a spiritual quality, and insist that it is 
basically mud. The whole philosophy of materialism is a 
direct degradation of life. It s purveyors, themselves degraded 
to the point of being convinced that they are no more than 
mud, take a perverse joy in trying to drag others down into 
the ooze.  
Most of the ôeducationõ a spiritual being has ever received in 
this universe has been an overt attempt to degrade him,  to 
strip  him of h is native spiritual qualities, f or while he is 
cognizant of his true spiritual nature he is considered 
infinitely dangerous to those who wish to use him for their 
own ends. 



 

 

The ôTo degradeõ goals package, when formulated and used, 
is one very ôhotõ non-life goals package. It will soon have you 
scraping agony off the walls of every torture chamber this 
side of Galaxy 4. And that is only for starters. Very soon 
death is regarded as a welcome release.  
The whole of the ôTo degradeõ package is within the negative 
legs of the ôTo Enhanceõ package. This life package, when 
erased, also erases the ôTo degradeõ package amongst others. 
And this erasure is achieved painlessly. Once achieved, the 
ôTo degradeõ package can be run with impunity. It has no 
more charge left in it than a piece of dead codfish. I trust that 
you are getting the message. 
Such is the power of the ôTo degradeõ postulate in the 
universe these days that the basic upset in any personõs life is 
invariably an overt attempt to degrade them by ot hers.  
It is usually in early childhood, or even infancy. The incident 
is so abhorrent to the being that he rapidly shuts it out of 
mind (not -know), and by adolescence it is no longer a part of 
his or her conscious recalls. Yet the incident continues to have 
a profound effect upon the being for the remainder of that 
life -time, and colors his physical, emotional and intellectual 
approach to everything he does.  
By addressing the ôTo enhanceõ goals package in the form of 
the 8 classes of overts and motivators, just as given for the ôTo 
knowõ package earlier, any psychotherapist could rapidly 
ôspringõ this basic lifetime degradation into view and permit 
its re-evaluation to present time (now) realities.  
Such an action would be enormously therapeutic to the 
patient, and would result in a betterment of their whole 
personality. Such are some of the applications of this 
technology in the field of psychotherapy.  
The same results can, of course, be achieved by a person 
running solo on the exercises given in the Practical Section.ó 
 
Using Dennisõ names for the players we have: 
Player- self determined postulate pan determined postulate  



 

  

Leg 1      Must enhance                 Must be enhanced 
Leg 2      Must not enhance           Must not be enhanced 
Leg 3      Must be enhanced           Must enhance 
Leg 4     Must not be enhanced      Must not enhance 
The four overwhelms are: 
Forcing to be enhanced  Infliction  
Preventing from enhancing   Rejection 
Preventing from being enhanced Deprivation  
Forcing to enhance   Revelation 
Definition:  
To enhance 1.To improve or add to the strength, worth, 
beauty, or other desirable quality of something . 2. To increase 
the clarity, degree of detail, or another quality of an electronic 
image by using a computer program  
 
Level 4 running òTo Enhanceó as a resolution of the negative 
òTo Degradeó goals 
We start off at Leg 4 of the goals package with the point of 
view of Must Not Be Enhanced opposed by a guy at Leg 1 
Must Enhance. 
1. Get the idea of being forced to be enhanced (Leg 1 is 
forcing enhancement on me so I get a motivator) 
2. Get the idea of preventing from enhancing  (I am 
preventing Leg 1 from enhancing)  
Now we move up to Leg 3 Must Be Enhanced opposed by 
Leg 2 Must Not Enhance. 
3. Get the idea of prevented from being enhanced (Leg 2 is 
preventing me from being enhanced) 
4. Get the idea of forcing to enhance (I am forcing Leg 2 to 
enhance me) 
 
Now move up to Leg 2 Must Not Enhance opposed by Leg 3 
Must Be Enhanced 
5. Get the idea of being forced to enhance (Leg 3 is forcing me 
to enhance Leg 3) 



 

 

6. Get the idea of preventing from being enhanced (I am 
preventing Leg 3 from getting enhancement)  
 
Now we take the point of view of Leg 1 Must Enhance 
opposed by Leg 4 Must Not Be Enhanced 
7. Get the idea of prevented from enhancing  (Leg 4 is 
preventing  me from enhancing others) 
8. Get the idea of forcing to be enhanced (I am forcing 
enhancement on others and overwhelming Leg 4's 
opposition)  

Level 4 To Enhance  Auditing Commands 

1) Forced to be enhanced. 
2) Preventing from enhancing.  
3) Prevented from being enhanced.  
4) Forcing to enhance. 
5) Forced to enhance. 
6) Preventing from being enhanced.  
7) Prevented from enhancing.  
8) Forcing to be enhanced. 

  



 

  

Level 5 A  

Purpose: To exercise the being in the creation of 
complementary and conflicting post ulates in accordance with 
the Postulate Failure Cycle Chart. 
The completion of Level 4 signals that the being is ready to 
work with pure postulates. In point of fact he has no choice in 
the matter, for only by the creation of postulates is he able to 
progr ess further. Nothing else is capable of stimulating his 
mind, and so producing material for Timebreaking.  
At Level 2 the being only has to think of something in order 
to have mental mass flying round his ears. By the time Level 
4 is complete only the creation of raw postulates will trigger 
his mind in the slightest. This is as it should be. Raw 
postulates are very rare things in life these days - which is 
precisely why the beingõs mind is so little triggered by life 
once Level 4 is completed.  
Humanity at l arge does not create effects by direct postulates; 
they cannot use direct postulates; they work on ôsystemsõ of 
getting things done. A man may shout and rave at you, but it 
is all noise and bluster; the actual postulate content of his 
tirade is virtually n il.  
If he were capable at handling postulates he would speak in a 
whisper, and people would feel compelled to do as he asks. 
This is the power of the silent postulate.  
Mankind has many ôsystemsõ of power. Wealth is one of 
them. It permits a man to make his postulates effective when 
the true power of his postulate is close to zero. As the being 
comes up the line he progressively abandons his ôsystemsõ of 
power and returns to the direct postulate. And in so doing 
his life becomes incredibly simple and uncom plicated. 
So when we reach Level 5 we are, as they say, down to the 
nitty -gritty: the basic building blocks upon which the mind is 
built; the four basic postulates which go to make up life and 
games play. 



 

 

A postulate is a causative consideration; it is a consideration 
which contains an intention that something will occur. (The 
flavor of its meaning is contained in the old Latin ôpostulareõ - 
to demand.)  
One creates a postulate like one creates anything else: one 
brings it into existence in a certain location in space.  
Early on you may like to surround your postulates with 
mass. That is quite alright. You can create them with pink 
stripes and funny hats on if you wish; they are, after all, your 
creations. Later on youõll be able to do without the mass, and 
just create the pure postulate. 
A being tends to feel at the completion of Level 4 that there is 
very little of his mind left. This is not so.  
The truth of the matter is that the vast majority of the mind is 
still there intact at the completion of Level 4 . The illusion of 
vanishment only occurs because there are so few pure 
postulates in everyday life to stimulate the mind, so it stays 
out of existence.  
Get a spear through your guts and youõll soon realize that 
youõve got a lot of mind hanging around still - as those 
mental masses begin to fly around you once more. That 
spear, you see, is a bit of solid postulate, and will get things 
jangling once more. 
So even though Level 4 is complete we still have a residual 
hard-core of mind left, and our job on Level  5 is to bring it 
into view so it can be Timebroken. As your power of 
postulate increases on Level 5, so youõll be able to spring 
more and more of this into view; this in turn will improve 
your power of postulate even more, which will permit you to 
spring even deeper levels into view. And so on until the job is 
finally done.  
How capable will you be? I donõt know, for to the very best 
of my knowledge no one has got there yet. You write and tell 
me about it.  



 

  

I do know this, though: the sky is a lot higher t han you think. 
Even when you can knock a couple of planets out of orbit 
with the whisper of a thought, youõre still only a babe in arms 
in terms of your full potential. Only life has ever put a limit to 
the ability of life.  
One last word before we go into Level 5 proper. Be sure you 
want to make the trip. Thereõs no going back, you know. Can 
you go back now and enjoy the games you played as a five 
year old? Once you walk this road you canõt get off it. My 
advice is to take someone with you, or youõll soon be running 
a terrible scarcity of people to talk to about the really 
interesting things in life.  
If you donõt fancy yourself as a being with god-like abilities, 
on the other hand, then the top of Level 4 is the place to quit. 
You are still more or less human, and Level 5 will soon 
change all that. 
Are you coming? Good! Nice to have you along.  
 



 

 

Level 5 To Know Postulate Failure Chart 

 



 

  

Postulate Failure Chart  

At this point take out the Postulate Failure Cycle Chart and 
study it. I advise you to make your o wn copy of it on a piece 
of cardboard. This can be folded to fit into a plastic sachet, 
and so be carried around with you without getting all crinkly 
and dog-eared.  
The chart is worth studying, and there is always something to 
be learned by looking at it.  Indeed, it will soon become a very 
valued possession.  
There is a great symmetry and beauty about the chart, which 
grows on you as you use it.  
There is a great oddity about this chart: It is almost 
impossible to remember it! This is quite understandable once 
one begins to appreciate its true significance. (It took me six 
months to get it exactly right.)  
The chart is divided into 8 major levels; each level is sub-
divided into two sections. This gives us a total of 16 possible 
games situations regarding an effect. Youõll also notice that 
the chart is divided into Origin and Receipt, and Self and 
Others. Self and Others is self-explanatory. Origin means the 
originator in a game; Receipt means the responder in a game. 
Receipt responds to Origin; Origin causes Receipt to respond. 
Itõs purely a matter of who starts, or originates, the game. 
So we have 16 possible game situations regarding an effect. 
There arenõt any others. (Thereõs a standing prize going for 
the first being who can find any!)  
The 16 consist of 4 overt overwhelms, 4 motivator 
overwhelms, 4 origin of games, and 4 receipt of games. 
Life goes from 8b to 1a; we work from 1a to 8b, always . The 
reason for this is that later games occlude earlier ones. So we 
start late and go early. This means we are running life in 
reverse. Youõll soon get used to this, though early on it can be 
a bit puzzling. We donõt have any choice in the matter.  



 

 

Have you ever tried peeling an onion from the inside? You 
peel it from the outside inwards; you peel your mind the 
same way. Your mind is very much like an onion in this 
respect.  
If you want to waste time youõll run the chart from 8b to 1a; 
itõs a great way to get nowhere fast. Itõs also a guaranteed 
way to put yourself into deep apathy. (Oh boy, if you really 
wanted to lou se this Level 5 up, that is one sure way to do it. 
Talk about booby traps...) 
The being, in life, enters games with an effect at 8b; after 
many vicissitudes he quits playing games with this effect at 
1a. No more games are possible with this effect once 1a is 
reached, as all four postulates are now in failure (overwhelm) 
both as SD and PD.  
Check it through and you will see that this is so. He now goes 
back in at 8b with a substitute effect, and starts the circuit all 
over again. (Talk about futility!)  
So the chart is really circular, and 8b should be folded round 
to join 1a forming a cylinder. (I believe there is something in 
Eastern religion called ôThe wheelõ which is similar to this. Or 
maybe they had this chart once out East and lost it...) 
The next point is that the chart only shows the SD postulates. 
The PD postulates you have to put in yourself. Thereõs no 
difficulty in this, for they are always the complementary 
postulate to the SD postulate. To save you looking them up in 
the Theory Section the list follows:  
 

SD PD 

Must be known  Must know  

Mustnõt be known Mustnõt know 

Must Know  Must be known  

Mustnõt know Mustnõt be known 

 



 

  

Next Iõd like to recap for you, so you are absolutely sure of 
what we are doing on Level 5. Itõs necessary to be very clear 
in your mind on the differences between the following life 
situations. 

A no game situation 

This is a complementary postulate situation. You look at a 
wall; the wall is there to be known, and so you know it. Itõs 
ôbe knownõ and ôknowõ; complementary postulates. This is 
not a game situation. There is no postulate conflict; all the 
postulates match up. Iõll leave it to you as an exercise to spot 
life situations for the other three sets on the above list. 
Remember: Complementary postulates enhance affinity; 
conflicting postulates detract from it.  

A voluntary game situation 

This is a conflicting postulate situation. You look at a wall; 
the wall is there to be known, and you decide you donõt want 
to know about it. Itõs ôbe knownõ and ônot-knowõ; conflicting 
postulates. Thus, this is a game situation, for there is 
postulate conflict; the postulates are in opposition. Iõll leave it 
as an exercise for you to spot life situations for the other three 
sets on the above list. 

A compulsive game situation 

This is identical t o the voluntary game situation except that 
the game is compulsive. The being feels compelled to play it; 
heõs lost his freedom of choice in the matter. He sees the wall 
and has no choice but to ônot-knowõ it. 



 

 

While the game is voluntary, the being can always end it by 
adopting complementary postulates. E.g. He stops fighting 
the wall and adopts a ôknowõ postulate regarding its ôbe 
knownõ postulate. End of game.  
All games can be ended in this manner. No exceptions. If you 
want to stop any game you are engaged in you only have to 
adopt the complementary postulate to the one being held by 
your opponent, and the game promptly ends.  
He too, of course, can end it by adopting the complementary 
postulate to yours. You cannot force any being into a game 
who insists upon adopting complementary postulates to your 
own. Thus, a being who is free from the compulsion to play 
games can never be forced into a game against his choice.  
Heõll play only as long as he wants to play, then, if you try 
and force him to continue, heõll merely go into a 
complementary postulate situation with you. Thereõs nothing 
you can do about it. I mean, you canõt even complain that 
youõve lost the game, for youõve clearly won it! Or have you? 
For you never overwhelmed him. I leave you to ponder t his, 
for it has a large number of interesting philosophical 
ramifications.  
But what of the being in a compulsive games condition? Ah, 
he must go on playing. He cannot ever end the game. Heõs in 
it for keeps. He must go on, and on, and on, just like time 
goes on, and on and on in the universe.  
Now do you see what I mean when I say that in the absence 
of games, space and time cease to exist? The whole universe 
is kept chugging along through time and endless change by 
life engaged in a compulsive games condition. A being 
achieves Nirvana when he can adopt complementary 
postulates with the whole universe. Then, and only then, can 
he leave the universe and go in search of pastures new. Until 
that point is reached the being is always to some degree 
trapped in the  universe. 



 

  

The route out is from the compulsive playing of games, 
through the voluntary playing of games, to an ending of all 
games by the adoption of complementary postulates and so 
the achieving of a non game situation: Nirvana.  
So let us be very clear about the direction in which we are 
traveling on Level 5. There is nothing wrong with playing 
games, for games are fun; but there is an awful lot wrong 
with ôhaving toõ play games. The trap is not in the playing of 
games. The trap lies in the fact that the playing of games 
leads to the compulsive playing of games. That leads straight 
into every trap this universe contains. We only have to return 
to the being his freedom of choice in the playing of games 
and the job is done. 



 

 

 

Level 5 to know  Postulate Failure Chart 

Now, once more take out the Postulate failure Cycle Chart. 
The chart can be divided into 8 ôgamesõ levels and 8 
ôoverwhelmõ levels. ôGameõ and ôoverwhelmõ are all part of 
games, but we need to separate these levels from a practical 
point of view.  



 

  

First, the game levels. In each one of these levels there are 
actually four postulates on the board (The term ôon the boardõ 
comes from the game of chess, and I use it in the sense of ôin 
playõ).  
There is your SD postulate (shown on the chart), your PD 
postulate (not shown on the chart); your opponentõs SD 
postulate (shown on the chart), and your opponentõs PD 
postulate (not shown on the chart) is where you are; your PD 
postulate is ôout thereõ where your opponent is. Your 
opponentõs SD postulate is where he is; his PD postulate is 
over where you are. You are trying to get him to adopt your 
PD postulate; he is trying to get you to adopt his PD 
postulate, if either succeeds an overwhelm occurs, and the 
game is lost or won; the overwhelmer is the victor, the  
overwhelmed is the vanquished.  
The overwhelm levels. In each of these 8 levels there are only 
2 postulates on the board: Those of the overwhelmer. His SD 
postulate is still where he is. His PD postulate is now entirely 
round the vanquished (who is convinc ed of it). The SD 
postulate of the vanquished has now gone off the board; with 
it, of course, goes the PD postulate of the vanquished.  
Both the SD and PD postulates of the vanquished are thus off 
the board (out of play) at the point of overwhelm.  
Where have they gone to? They are in failure: they are no 
longer considered tenable in that game. (The vanquished may 
resurge and play another game of this type later in time, but 
that game with that particular effect is lost in the opinion of 
the vanquished.) 
So in all 8 game levels on the chart there are 4 postulates on 
the board, while in all 8 overwhelm levels on the chart there 
are only 2 postulates on the board. 
In the overwhelm, the vanquished literally buys the PD 
postulate of the overwhelmer. He considers this PD postulate 
as his own.  



 

 

Thus, in every overwhelm we see a misownership of 
postulate. Itõs entirely a matter of conviction. The 
overwhelmed is now convinced that ôthis is the way things 
areõ - and so misowns the PD postulate that overwhelmed 
him.  
However, as soon as he spots the misownership, the 
overwhelm vanishes, and his own postulates reappear.  
Until he misowns the PD postulate, the overwhelm cannot 
occur! See it? Itõs all a matter of conviction.  
Itõs very necessary, when working at the overwhelm levels of 
the chart, to be aware of this overwhelm and the 
misownership of the PD postulate. These levels donõt come 
apart otherwise.  
Once the being has fully bought the PD postulate of his 
opponent in a life game, he now adopts it as his own SD 
postulate and moves to the next level upwards on the chart 
(towards 1a).  
In the exercises, however, once he frees the misownership at 
the overwhelm level he is able to move down (in the 
direction of 8b) to the next level of the chart, for these 
postulates are now once more available to him. 
If youõve been following this closely youõll have realized that 
at the overwhelm level we have the semblance of a no game 
situation, for there is no longer any conflict between the 
postulates; they are, indeed, complementary.  
(Every torturer knows that sufficient torture will render his 
victim ôcompliantõ.) 
This is also why a being cannot immediately be free of the 
entrapping influence of past games by adopting 
complementary postulates in all directions in his everyday 
life. All he will succeed in doing is throwing himself into his 
past overwhelms.  



 

  

This is why the edict ôLove thy neighbor as thyselfõ is so 
incredibly difficult for a being who is heavily enmeshed in 
games to apply with any great benefit. Iõm not saying itõs 
impossible, and is not a route out, but I am saying that, due 
to the overwhelm mechanism, itõs incredibly difficult to 
apply across the boards and so attain Nirvana.  
Level 5 gets over this difficulty by simulating the overwhelm, 
and thus freeing the being from it; by playing these games in 
exercise form he comes to grasp the true nature of the factors 
involved, and thus is no longer influenced by them. It also 
gives him a look at his own overt overwhelms, which is quite 
salutary 5. 
We are now almost ready to embark upon Level 5. However, 
before we do so a word about RI. Level 5 is by far the most 
destructive of past importances of all the Levels. Mental mass 
is vanished at a truly startling rate. One would expect this to 
be the case, and we must be prepared for it.  
I can tell you right now that the only thing that will cause 
Level 5 to grind to a shuddering and painful halt for you is 
insufficient RI. Indeed, your total progress on this Level is 
determined by how regularly you repair your importances 
with self -generated ones.  
Perceptual RI is just not good enough at Level 5; only creative 
RI will do the trick. So sort one out if you havenõt already 
done so. If youõve successfully completed Level 4 one or 
other of the creative versions will now work for you.  

                                                 
5
  promoting or conducive to some beneficial purpose; wholesome 



 

 

This matter is so vital that Iõm going to give you, here and 
now, the details of the Level 5 Repair Session. I donõt have to 
be told that youõll fall flat on your face sooner or later on 
Level 5. So Iõll tell you what to do when it happens. This is 
not me being pessimistic; itõs me being realistic. I wouldnõt 
expect any being to start feeling his way through these raw 
postulates without coming a cropper. Youõll learn how to do 
it properly - but only after youõve got your teeth kicked in a 
few times during the  process of learning. This Level 5 Repair 
Session will quickly get you back in one piece again, and fit 
to carry on. 



 

  

Level 5 Repair Session 

 
a. Stop doing Level 5 exercises 

b. Run RI until no further change. 

c. Timebreak all mental mass in view. If itôs not PT universe mass 
Time break it. 

Repeat b); then c). Continue to alternate b) and c) until all has 
quietened down, and there is no further change. 

d. Return to Level 5. 

This repair will always work for you. The trick is to use it 
before you have to. Itõs like eating ôAll branõ for breakfast; if 
you eat it you never have to eat it. 
The datum behind all this is: The only mistake on Level 5 is 
to leave a level while itõs still producing change. (Over-run is 
not harmful at Level 5, for the exercises are entirely creative.)  
But and get this very clearly, if RI needs running you donõt 
spot that the level is still producing change. And so you leave 
it. Bingo! Very soon it all collapses round you and you are 
wishing that mum had given birth to anyone but you.  
So when it all falls apart you just know youõve left a level 
before you should have done. After youõve done the repair 
you go back and find the incomplete level. (It will stand out 
like a third ball on a greyhound). Then you run it fully. Then 
you move on. Until the next time it happens.  
But youõre learning all the time. Eventually you donõt make 
this mistake. And then Level 5 runs like a well oiled dream.  
So help me, there arenõt any other snags on Level 5. Just keep 
your importanceõs topped up, Timebreak as you go, and 
youõll win all the way.  



 

 

Itõs very easy to get terribly significant about Level 5 - simple 
because youõve got deep significances flashing around you all 
the time, and itõs too darned simple to reach out and grab 
one. (Old Mosman6 proverb: ôHe who grab at passing 
significances is running scarcity of them; he should run RI.õ) 

Must defined 

We now need to take up the sense, or meaning, of the word 
ômustõ on the chart. With one exception the meaning is ôgot 
toõ; itõs a striving to make the postulate effective. The only 
exception is at the overwhelm levels.  
At the point of overwhelm ômustõ means to the being 
overwhelmed ôcannot help butõ; it echoes the failure of his 
postulate in the game. So keep this in mind as you work 
through the levels. 
Now we come to the question of what effect do we use when 
running Level 5? We donõt. We donõt put up effects at Level 
5, we only Timebreak effects at Level 5. At Level 5 we only 
put up postulates. The mind throws up the effects, which we 
Timebreak. In this way we  guarantee that we take the mind 
apart in the exact manner that it is available. 

                                                 
6
  Mosman is a town near Sydney, Australia where Dennis lived in 1978. it 

is named after abel Mosman who settled there in 1838.  The Aborigonies lived in 
the are of Mosman for 40,000 years.  I am not shure which Old Mosman Dennis is 
referring to. 



 

  

At Level 4 you experienced the phenomena of taking bits 
from here and bits from there off your time track while using 
the 8 classes of overwhelm; well, at Level 5 you will see the 
same phenomena occurring. The mind comes apart easiest in 
the sequence that it is available. This is not necessarily in its 
temporal sequence. There is no reason why it should come 
apart in a temporal sequence. Trying to make it do so is 
merely trying  to fit the mind into someoneõs preconceived 
idea of how it ought to come apart. Itõs one of these pieces of 
fiction that was dreamed up one day by a psychologist whoõd 
never got closer to a mind than observing his guinea-pigs in 
their cages. Because man is such a slave to time it seemed 
reasonable, and everyone has been going along with the idea 
ever since. 
But it just wonõt do if you ever hope to get your mind apart 
cleanly and efficiently. You just have to take it apart in the 
sequence that itõs available. You just put up the postulates, 
Timebreak everything that shows up, then, when putting up 
the postulates produces no more change, you move on to the 
next level. Itõs as simple as that. In fact itõs so simple that 
youõll have to resist the urge to make it more complicated. 
When putting up these postulates donõt be miserly. Thereõs 
no shortage of them, you know. Churn out as many of them 
as you need, if they fade out, then create some more. 
Abundance is of the essence. Put them where you like. Just 
make sure you keep the ôselfõ postulates separated from the 
ôothersõ postulates that is all. 
Early on youõll find that as one level goes null you find 
yourself ôslidingõ into the next level on the chart. Later this 
stops, and you have to do it all yourself. This,  again, is as it 
should be. 



 

 

Valence Shifts 

One final point, as you move from level 4b to 5a, and from 
level 8b to 1a, you will feel a definite ôflipõ. This is the valence 
shift that exists between these levels. Early on it can be quite 
startling. Later you  just note it in passing. 
Donõt try and rush things at Level 5. Thereõs always an urge 
to race round and round the levels - rather like writing faster 
and faster so as to finish off before your pen runs out of ink.  
Resist this urge. Null each level as you go. One of the signs of 
over-run of a level is boredom; itõs a sure sign that its time 
you moved on. Youõll soon learn to strike that happy 
medium of leaving a level as soon as it goes null.  
Always run RI between levels. If a level is still live at session 
end, then pick up that same level again next session. Start 
your sessions with plenty of RI, then Timebreak out the dayõs 
happenings, and off you go. 
Youõll find quite a number of incidents that showed up at 
Level 3 and Level 4 showing up again at Level 5. Youõre just 
taking more off them, thatõs all. Youõll continue to do so until 
youõve got the lot. Then theyõll Timebreak out completely 
and youõll never have them cropping up again.  
(These are the ôstickersõ I mentioned back at Level 3.) Indeed, 
very soon youõll probably never even think of them again. 
Theyõll have no more significance to you than the number of 
the bus ticket that you casually glanced at that wet 
Wednesday night back in 1962. 



 

  

Just keep going round and round that chart, level by level, 
Timebreaking as you go, and running plenty of RI, and youõll 
make it to Nirvana. Remember: Thereõs no place to go after 
Level 5. Thereõs no Level Six. And donõt get sidetracked into 
playing around with other goals. ôTo knowõ is the 
granddaddy of them all. A ll the roads lead back to the goal 
ôTo knowõ. So stay on that one from beginning to end; and 
you get there fastest.  (It took me a year of research to 
discover this truth, and thereõs no need for you to waste 
time.) 

____ xx ____ 
And now, a final word about  these practical exercises. Donõt 
become an exercise-fanatic. You wonõt get there any faster by 
making a hermit out of yourself in your urge to get there. 
Live your life too. Just fit your exercises into your normal life; 
that is always the best way. 
Good Luck. 
Dennis H. Stephens 
Mosman NSW 
Australia  
February 1978. 



 

 

Addendum to Practical Section 

  

Level 5 

The only additions to the existing Practical Section are 
additions to Level 5. Nothing already written in the Practical 
Section is changed in any way. 
Do the practical exactly as given in the existing Practical 
Section Level 1, 2, 3, 4 and 5. 
Continue on Level 5 with the ôTo knowõ package while it 
continues to produce change. Never - repeat, never - leave 
this package for a junior package while it is still producing 
change. You may never have to leave it, and it will take you 
all the way. It is the only package that can do this. 

Level 5 not working 

If running the ôTo knowõ package on Level 5 never produces 
any change, then one of the following is happening: 
1) You arenõt running it properly. Check your instructions. 
2) Levels 1, 2, 3 or 4 are not properly run. Go through them 
all once more from the beginning and complete. Then return 
to Level 5. 
The basic package, when correctly run as per Level 5 by a 
being who is ready and properly prepared to run it (i.e. 
Levels 1, 2, 3 and 4 run until no more change) will always 
produce some change. It is usually considerable.  



 

  

There is no exception to this rule. If the being is in this 
universe, and is ready for Level 5, then Level 5 run on the ôTo 
knowõ package will always produce change when first 
addressed.  
The reason for this is because no matter what goals the 
person is functioning on in life these goals must contain some 
conviction component associated with them. Conviction is 
enforced knowingness, and so the ôTo knowõ package will 
mop up this charge. 
The primary error on Level 5 is to abandon the ôTo knowõ 
package because it has never produced any change, and go 
ransacking amongst junior packages like a shopper looking 
for bargains at a sale.  
None of the junior packages will aid you in the slightest until 
you can make the basic package run for you. The fault is not 
in the significance of the basic package, it lies in the fact that 
either you are not yet up to doing Level 5, or you are not 
running it properly.  
Get the basic package running. Stay with it as long as it 
continues to produce change. Only when the basic package is 
running are junior packages run -able.  
To do Level 5 any other way is the royal road to maki ng a cot 
case out of yourself. You are already playing with dynamite, 
so donõt push your luck too far. 
 

Level 5B Junior Goals Packages 

When to run Junior Goals Packages 

If the ôTo knowõ package ceases to produce change after 
having produced change, then select another life goal that 
interests you.  



 

 

Interest is always the keynote that determines the selection of 
a junior package. It takes precedence over all other types of 
assessment. If a goal is of no interest to you then donõt waste 
time addressing it, fo r it will not help you. Later you may 
become intensely interested in this goal. Then is the time to 
address it. 
Preference should be given early on to the tested list of junior 
life goals given in the Theory Section. Itõs a very 
comprehensive list, and one or other of these are usually of 
considerable interest to most beings. This list also has the 
advantage of having been tested and proven out as life goals. 
There is really no need to ever look outside this list, but you 
are, of course, entirely free to do so. 
A partial list of life goals follows. Each of them, in addition to 
the ôTo knowõ package, have been tested and found to be 
therapeutic and erasable. 
To Create. To Love. To Admire. To Enhance. To Help. To 
Feel. To Control. To Own. To Have. To Eat. To Sex. To 
Reason. To Surprise. 
There are also the perception packages. These are all within 
the ôTo Knowõ leg of the basic package, and are therefore 
therapeutic and erasable. 
To See. To Hear. To Touch. To Smell. To Taste. 
However, the following rule must be observed: 
Always look up the meaning of a goal in a good dictionary 
before addressing that goal. 
The reason for this is obvious. If you have an offbeat 
understanding of the meaning of the word you can very 
easily turn a good life goal package into an intensely 
destructive non-life goal package. E.g. If you believe that ôTo 
controlõ means to hit over the head with a hammer then you 
should order your coffin and have it ready before you 
address the ôTo controlõ package. The meanings of the list of 
junior life goals given in the Theory Section are as per the 
Oxford English Dictionary. They are only life goals when 
defined as such. 



 

  

Next, formulate your junior goal into a package. I have given 
you the complementary and opposition goals for the tested 
list, and they are correct. When doing it for other goals take 
great care.  
First, thoroughly ensure that the goal is a life goal. Does it in 
any way oppose the goal ôTo be knownõ? If it does itõs a non-
life goal and cannot be used. The rule here is, ôWhen in doubt 
donõt play with the goal as a therapeutic toolõ. Itõs far better to 
be safe than sorry, for we have no shortage of tested life goals 
for you to address.  
Many goals at first glance appear to be life goals, but further 
examination reveals them to be non-life goals. Check the 
opposite (not the opposition) of the goal. Is that a life goal? If 
it is, then the goal you have in mind is very probably a non -
life goal. But the basic test is always, òDoes the proposed goal 
in any way oppose lifeõs basic urge in the universe: To Be; To 
Exist; To Be Known?ó  
Does it prevent others from being, from expressing 
themselves? Does it help others? Does it enhance others? If it 
passes all of these tests it is probably a life goal, and is usable. 
But you still wonõt be certain until youõve tested it. 
Next, is the proposed goal within one of the tested goals 
listed? Or is it a synonym for one of these goals?  
E.g. ôTo possessõ is a life goal, but itõs a synonym for ôTo ownõ. 
Use the ôTo ownõ package, which has been tested.  
E.g. ôTo growõ. This is a life goal, but it is a system of creating. 
Run the ôTo createõ package.  
E.g. ôTo surviveõ. This is a life goal, but itõs an expression of 
ôTo be knownõ. Run the basic package. 
Having selected your junior goal, formulate it into a package.  
Ensure that the complementary legs are indeed 
complementary, and that the opposing legs are exact 
oppositions. To complement means to complete. Thus, a 
complementary goal completes or fulfills its twin.  



 

 

Cross Packaging 

Itõs always an exact fulfillment; never approximate. If the 
fulfillment is not exact you are cross-packaging, and the 
package will never erase. Check it out thoroughly with a 
good dictionary before proceeding - unless you like to spend 
six months grinding away at an un -erasable package.  
Cross-packaging is very dull, particularly when it can be so 
easily avoided before you start. (Cross-packaging may be 
good business for psycho-analysts, but itõs a curse for anyone 
who wants to get anywhere.)  
The anatomy of a goals package can be very precisely stated: 
a. Let the goal be denoted by X 
b. Let the complementary goal of X be denoted by Y. 
c. Then the opposition goal to X is (1-Y), the negative of Y. 
d. Then the opposition goal to Y is (1-X), the negative of X. 
The universe of the goals package is given by: 
xy + x(1-y) + y(1-x) + (1-x)(1-y) = 1. 
Unless any restrictions are added, the universe of the goals 
package is co-extensive with the real universe. 

Logic 

Logic is the science of reason. I only mention it here because 
of the fact that as games become progressively more 
compulsive with a being his behavior becomes progressively 
more illogical. Also his regard for the subject of logic itself 
steadily lessens, until he eventually considers the subject to 
be both useless and incomprehensible.  
Thus, a person in a highly charged games condition will have 
a terrible time trying to study logic; he will endlessly burn the 
midnight oil trying to grasp even its most fundamental 
axioms, then, failing, will refute the whole subject.  



 

  

Yet such a person, once relieved of the compulsion to play 
games, will naturally lead his life in a logical manner - quite 
independently of any cognizance of the subject of logic itself. 
Then, once again discovering the subject of logic, will find it 
to be a very simple and obvious subject, and may even 
wonder why so many other people find it both awesome and 
incomprehensible. Itõs entirely a matter of the compulsion to 
play games.  
You see, games are not reasonable. They are fun, but they are 
not reasonable. So as they become more and more 
compulsive, the subject of reason itself becomes more and 
more alien to the being. Thus, this is also the entire subject of 
insanity.  

Restrictive Goals are non Life Goals 

The rule of thumb about the opposite (not the opposition) of 
a non-life goal being a life goal is not invariable, and will 
sometimes let you down. Some goals and their generally 
accepted opposites will both be found to be non-life goals. 
This is true of the whole class of goals which arbitrarily 
compartmentalize things - i.e. goals which divide life into 
arbitrary classes. E.g. ôTo be withinõ and ôTo be withoutõ; ôTo 
be forõ and ôTo be againstõ. These classes are not natural 
classes, and only stem from games play. Thus, both the goal 
and its opposite are restrictive upon life, and are opposed to 
the full expression of the ôTo be knownõ leg of the basic 
package.  



 

 

The compulsive games player is always trying to convince 
you that you must either be for him or against him . This is 
not a complete statement of the choices, or options, that are 
available to you, for you can also be both for him and against 
him, or neither for him nor against him. The fact that he 
cannot grasp this reasoning is only indicative of his 
compulsion to play games, and in no way limits your full 
freedom of choice in the matter.  
Thus, all goals which arbitrarily compartmentalize life are 
non-life goals. There are many of them, and when searching 
for junior packages itõs very easy to inadvertently fall foul of 
this class of goal. But youõll know all about it as soon as you 
try and run the package: you find yourself on a very slippery 
slope that leads to the graveyard. 
Having formulated your life goal package, you run the 
package exactly as you would run the ôTo knowõ package. 
And I mean exactly. No variations whatsoe ver are allowable - 
not by me, but by the fundamental nature of this universe. 
And that means all the extras, like RI as indicated. Everything 
you know about running the basic package also applies to the 
running of junior packages.  
You take the whole technology, en bloc, and apply it to the 
junior package. Junior packages wonõt come apart if 
addressed in any other manner. I know, because Iõve tested 
all possible variations, and the only way junior packages 
come apart is when addressed in the same manner as the 
basic package. You enter the package at the same point, and 
you leave it at the same point as you do the basic package. 
Thatõs it. 
 



 

  

Junior Goals Packages 

A partial list of life goals follows. Each of them, in addition to 
the ôTo knowõ package, have been tested and found to be 
therapeutic and erasable. 
To Create. To Love. To Admire. To Enhance. To Help. To 
Feel. To Control. To Own. To Have. To Eat. To Sex. To 
Reason. To Surprise. 
There are also the perception packages. These are all within 
the ôTo Knowõ leg of the basic package, and are therefore 
therapeutic and erasable. 
To See. To Hear. To Touch. To Smell. To Taste. 
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