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TABLE OF CONDITIONS

Non Existence (-2)
1. 
Find out what is needed and wanted in that area.

2. 
Do it or produce it.

Danger (-1)

1. 
Bypass and handle the situation and any danger in it.

2. 
Apply justice.

3. 
Reorganize area of danger.

4. 
Get in firm policy to prevent reoccurrence.

Emergency (0)

1. 
Promote or produce.

2. 
Economize <in time and finance).

3. 
Change operation basis.

4. 
Prepare to deliver more.

5. 
Stiffen ethics.

Normal Operation (1)

1. 
Don't change anything.

2. 
Inspect.

3. 
If area goes down, find why for change and handle.

4. 
If area goes up, find why and reinforce it.

5. 
Light Ethics.

Affluence (2)

1. 
Economize on any new expenditures.

2. 
Pay all debts and financial obligations.

3. 
Discover the real cause of affluence and reinforce it.

4. 
Protect the area of the affluence with Ethics.

Security (3)

1. 
Get in Ethics, Tech and Admin so that expansion won't find any weakness.

2. Handle all backlogged areas.

3. 
Expand your organisation as well.

Value or Usefulness (4)

1. 
Survey what is really needed and wanted.

2. 
Get or deliver it.

Asset (5)

1. 
Improve the quality of all Products, Services and the Organisation, it's ethics, tech and admin.

Certainty (6)

1. 
Build up reserves (resources, money, material, hatted able staff).

2. 
Plan new expansion areas.

Friend/Ally (7)

1. 
Acknowledge and reward your friends and allies.

2. 
Strengthen them with more knowledge, responsibility and areas of control (KRC).

Trust (8)

1. 
Allow others to use their own KRC.

2. 
Back them up when successful.

3. 
Hat or correct them effectively when unsuccessful.

Stability(9)

1. 
Don't unmock or let anyone unmock or interfere with working successful installations.

2. 
Ensure proper rate of expansion by coordination, planning and pre​diction.

Benevolence (10)

1. 
Improve conditions both inside and outside your areas at your choice for the greater good of the greater number of dynamics of the real game.

Source (11)

1. 
Make well known the actual source of your success.

Power (12)

1. 
Don't disconnect.

2. 
Write up your lines and hats.

3. 
Encourage others to study them, apply them and reach Power too.

Power Change (13)

1. 
Make sure the post is occupiable and competently filled.

2. 
Turn over power lines fully and make it known

3. 
or do an OT turnover power change if the interference has taken the area over or will.

Liability (-3)

1. 
Make up for the damage.

2. 
Strike a hard blow to the enemy.

3. 
Request to be back in the group.

Doubt (-4)

1. 
Examine both sides for result, product, improvements.

2. 
Decide who your friends are.

Enemy (-5) 

1. 
Find out who you are (in the real game).

Treason (-6)

1. 
Find out that you are (in the real game).

Confusion (-7) 

1. 
Find out where you are (in the real game).

No Condition (-8)

1. 
Reconnect to your Dynamics in the real game.

PTS (-9)

1. 
Locate the connected SP.

2. 
Handle or disconnect.

Suppressive (-10)

1. 
Handle or disconnect.

3rd Party (-11)

1. 
Spot and identify the SP.

2. 
Remain unconnected to it.

3. 
Don't connect up with it again.

