
auravana.org

AURAVANA 
PROJECT
PROJECT FOR A COMMUNITY-TYPE SOCIETY

SOCIETAL SPECIFICATION STANDARD

The Lifestyle System
AURA / SSS-LS-001 | June 2020



THE
AURAVANA

PROJECT

societal specification standard
THE LIFESTYLE SYSTEM

Document Reference Identifier: SSS-LS-001

Date of Document Distribution: June 2020

auravana.org

To cite this publication:
• The Lifestyle System. (2020). Auravana Project, Societal Specification Standard, AURA/

SSS-PP-001. [auravana.org]

To cite an article in this publication (authors and article title will change):
• Grant, T. (2020). The Lifestyle System Overview. The Lifestyle System. Auravana Project, 

Societal Specification Standard, AURA/SSS-LS-001. [auravana.org]

https://auravana.org
https://auravana.org


The Auravana Project operates under a  
Creative Commons Attribution 4.0 Unported License.

ISBN: 978-1-7330651-6-0

auravana.org

http://auravana.com


In an effort to provide the greatest possible clarity 
and value the Auravana Project has formatted the 
system for the proposed society (of the community-
type) into a series of standard publications. Each 
standard is both a component of the total, unified 
system, as well as intended to be a basis for deep 
reflective consideration of one’s own community, 
or lack thereof. These formal standards are “living” 
in that they are continually edited and updated as 
new information becomes available; the society 
is not ever established, its design and situational 
operation exists in an emergent state, for it evolves, 
as we evolve, necessarily for our survival and 
flourishing.

Together, the standards represent a replicable, 
scalable, and comprehensively “useful” model for 
the design of a society where all individual human 
requirements are mutually and optimally fulfilled.

The information contained within these standards 
represent a potential solution to the issues universally 
plaguing humankind, and could possibly bring about 
one of the greatest revolutions in living and learning 
in our modern time. Change on the scale that is 
needed can only be realized when people see and 
experience a better way. The purpose of the Auravana 
Project is to design, to create, and to sustain a more 
fulfilling life experience for everyone, by facilitating 
the realization of a better way of living.

Cooperation and learning are an integral part of 
what it means to be a conscious individual human. 
A community-type societal environment has been 
designed to nurture and support the understanding 
and experience of this valuable orientation. 

The design for a community-type society provides 
an entirely different way of looking at the nature of 
life, learning, work, and human interaction. These 
societal standards seek to maintain an essential 
alignment with humankind’s evolving understandings 
of itself, combining the world of which humans are 
a regenerative part, with, the optimal that can be 
realized for all of humanity, given what is known.

The general vision for this form of society is an 
urgent one considering the myriad of perceptible 
global societal crises. Together, we can create the 
next generation of regenerative and fulfilling living 
environments. Together, we can create a global 
societal-level community.

GREETINGS
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This publication is one of six representing the proposed standard operation of a type of society given the 
category name, ‘community’ (a community-type society). This document is a specification standard for a 
lifestyle system.

Every society is composed of a set of core systems. Different types of societies have different internal 
compositions of these systems. The composition of these systems determines the type of society. The type of 
society described by the Auravana Project societal standard is a, community-type society. The standard is a 
composition of sub-system standards. The Auravana societal standard may be used to construct and duplicate 
community at the global level.

For any given society, there are four primary societal sub-systems. Each of these sub-systems can be specified 
and standardized (described and explained); each sub-system is a standard within a whole societal specification 
standard. The first four primary standards of the six total standards are: a Social System; a Decision System; 
a Material System; and a Lifestyle System. Each standard is given the name of its information system. The 
fifth publication is a Project Plan, and the sixth is an Overview of the whole societal system. Together, these 
standards are used to classify information about society, identify current and potential configurations, and 
operate an actual configuration.

• This societal specification standard is the Lifestyle System for a community-type societal system.  

• There are more figures (and tables) associated with this standard than are identified in this 
document; those figures that could not fit are freely available through auravana.org, in full size, and if 
applicable, color.
• Figures and tables on the website are named according to their placement in the standard.

THE UNIFIED SOCIETAL SYSTEM: 
LIFESTYLE SPECIFICATION STANDARD
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Graphical Abstract

Abstract
This publication is the Lifestyle System for a community-type 
society. A lifestyle system describes the common behavioral 
orientations and interests of individuals among society, while 
identifying the cycles to which they entrain and that make up 
the daily motion of their lives. A lifestyle is how individuals 
spend their time; it is their pattern of living in the world as 
expressed by their activities, interests, and fundamental 
understandings about work and play. In part, a lifestyle refers 
to the decided timing of activities in individuals’ lives. This 
standard provides a reasoned reflection on the lifestyle of 
individuals in a community-type society. It logically derives 
and discursively argues for a life experience that all humanity 
has in common. Humans participate in communities of 
practice, we all have interests and needs, we all contribute 
through our participation, we all seek self-integration and self-
development, we are all active sometimes and inactive at other 
times, we all discover and adapt through our experiences, we 

all have routine patterns of behavior, and we all entrain to a 
cycle(s). Herein, learning is something individuals do through 
life experience and something which influences life experience. 
What would your life be like in community where goods and 
services are coordinated to be accessible without the need for 
any form of exchange or coercion? What is an optimal way of 
living in the world? It is interesting to think about what a lifestyle 
might be like in a society oriented toward self-development 
and contribution, and not stratified by age and the power 
positioning of oneself over others.

The Lifestyle System Overview
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Acceptance Event: Project coordinator acceptance
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Figure 1.  Humans cycle their living systems, 
and that cycling impacts the human lifestyle, 
and ultimately, a human-behavioral life 
experience, a lifestyle, is created.
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1 The lifestyle system standard
The Lifestyle System Specification Standard describes 
the common behavioral orientations and activities of 
individuals among community, while identifying the 
cycles to which they entrain that make up the daily 
motion of their lives. A ‘lifestyle’ is how we spend our 
time; it is our pattern of living in the world as expressed 
by our activities, interests, and understandings. This 
specification provides a reasoned reflection on our 
way of life, how we live our values, and the ways in 
which we express our world view. It logically derives 
and discursively argues for the life experience that we 
all have in common: we all participate in communities 
of practice, we all have interests and needs, we all 
contribute through our participation, we all seek self-
integration and self-development, we are all active 
sometimes and inactive at other times, we all discover 
and adapt through our experiences, we all have routine 
patterns of behavior, and we all entrain to a cycle. Hence, 
this specification describes that cycling ‘life space’ in 
which we all experience our lives in a commonly fulfilling 
context. It is important to note that this specification 
does not codify a lifestyle. Instead, it provides context 
for the lifestyle of individuals in community, including 
a description of how the lifestyle is possible, and why 
it is preferable over other possible lifestyles. Among 
community, we share a set of common behavioral and 
lifestyle characteristics that sustain to our fulfillment, 
our longevity, and the well-being of our ecology.

The Lifestyle Standard is divided into four principal 
sections. The first section describes the flow cycle 
to which we entrain that facilitates the sustained 
expression of our highest potential. The second and 
third sections are dedicated to learning. Learning is an 
important part of a lifestyle oriented toward fulfillment 
and self-development. It is something we do through 
life experience, and something that influences life 
experience. The final section describes work in the 
context of human fulfillment.

Our community lifestyle is possible because of a 
comprehensive understanding of what is required 
in order to maintain optimal human well-being and 
sustained movement toward a higher potential dynamic 
of lived experience. Here, an information ‘lifespace 
experience’ is formed of tasks that are repeated to 
maintain the construction of a lifestyle. There are 
requirements for maintaining our ‘lifespace experience’ 
(we call these ‘needs’), and there are ‘decisional action 
mechanisms’ that maintain the required constructions 
(we call these ‘tasks’ or ‘task resolutions’). A simple 
illustration may be the relationship between nutrition, 
survival, and the behavior of eating: humans require 
nutrition through eating for the maintained construction 
(e.g., cellular repair and replication) of their bodies, which 
are complexes capable of performing more precise 
action-tasks, such as, the construction of ‘fire’.

Of note, through advancements in scientific 
understanding and technology, our lifestyle reciprocally 

changes. This has been the trend of history.
Herein, a collection of habits is a daily routine. The 

current results in life are, in part, a natural byproduct 
of the lifestyle in place. Habits are patterns of repeated 
decisions.

1.1 Lifestyles in community

Community represents one common and extended 
family. We recognize life as an internal and external 
journey, and so we have created an environment where 
living and learning have become one and the same. 
Curiosity flourishes as nature intended, and as self-
directed individuals are supported in the pursuit of their 
interests and their highest potentials. Through common 
and accurate organization an environment of universal 
benefit and mutual fulfillment arises. Herein, individuals 
become continual benefactors of contribution in a 
community that facilitates their self-directed, flourishing-
oriented lifestyle. In community, we enjoy a fulfilling 
lifestyle that simultaneously makes the world a better 
place for everyone. We control our destiny through our 
lifestyle choices. It’s the things we do on a cyclical basis 
that determine our outcomes. 

There is always individual influence in a social 
network where are individuals are interconnected by 
informational and spatial relationships.

The Community, itself, represents an environment 
where individuals learn and share and grow from one 
another, while they pursue their interests with limited 
stress, meaningful desire, and empowering challenge. 
Community is the realization of an evolving individual 
potential among a larger unity of evolving potentials 
where we, together:

• Expand awareness.
• Experience more of our total self.
• Express more of our total self.

Community is a lifestyle commitment to oneself and 
all earthlings. It is a commitment that ones participations 
and experiences are going to be types that maximize the 
best of humanity, including but not limited to: the fitness 
of body, human compassion and love (extensionality), 
human intellect, social interconnection and belonging, 
nutrition for the brain, mitochondria, and cells.

INSIGHT: Our lifestyle is the manifestation of our 
outer life. Our consciousness is a manifestation 
of our inner life.

1.2 What is a life-style?
INSIGHT: It takes a community to live well; I 
shine more brightly amongst the brilliance of 
others.

A lifestyle is the things “you” do on some regularly 
cyclical basis. A lifestyle is a lived experience in the 

the lifestyle system overview
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world. A ‘lifestyle’ is a way of living in the world; it is the 
collection of activities we do for ourselves and others on 
a daily basis with the acknowledgement of an attitude 
and orientation to life. It is where someone lives, and the 
quality of life available to them. It is a component of the 
total information set that describes our routines and our 
reasoning for them. In other words, it is a description of 
the routine behaviors of our lives. A lifestyle is how we 
“spend” our time; it is our “pattern of living”. It is those 
things that we equate with living a life, at the present. 
Primarily, lifestyle involves behaviors that make sense to 
oneself and others at a given time and place. A lifestyle 
is a person’s pattern of living in the world as expressed 
by their activities, interests, and understandings. Our 
lifestyle is how we live our life; it is what happens on 
a daily basis, though there is more to it than just the 
characteristic of momentary presence. A lifestyle is also 
access to something that is emergent and generational, 
something that provides a potential of opportunities.

What facilitates a higher potential of access to a fulfilling 
system? There is a simple saying, “When knowledge is 
accessible, then people will use it”. Similarly, “when time 
is available, then people will play”. In community, we use 
what is available on a routine basis to meet our needs, 
and this is organized for. Sometimes we are available to 
contribute and other times we are not. And, when we do 
engage with the community the system is designed to 
enrich all of our lives, incentivizing further contribution.

If we are “free”, shouldn’t all of our time be 
discretionary? And, with our discretionary time we would 
naturally want to volunteer and support the community 
in completing necessary and scheduled tasks in teams; 
for, it is these teams that give us all of our discretionary 
time. When our time is our own then we are likely to be 
more authentic, being authentic to ourselves and others: 
there will be times when we will be available and be 
applying effort to facilitate the community’s existence; 
but, let us not let these activities alienate us from our 
truly connected selves. It is possible to view ‘work’ as 
task-based effort in the construction of a space that 
allows for the expansion of our experience into an 
information space of a higher potential [of creation]. 
In other words, we work at something because it is 
fulfilling. And, those things that facilitate all of our 
fulfillment, we work at those together.

One could say that a lifestyle in community looks like 
a cycle of experience that generates ever greater states 
of itself and those experiential dynamics are so enjoyed 
that they are sought after. Here, we become what we 
chose and what we are exposed to. We live lives that 
are fulfilled by [self-]organizing for our fulfillment. 
What we do on a daily basis depends upon what we 
desire to do on a daily basis. And, we realize that what 
we do on a daily basis influences our desires. And, what 
we do on a daily basis impacts not only ourselves, but 
others on an iterative and generational basis. Hence, 
in community we think about what behaviors, systems, 
and thinking patterns might facilitate access to an 
intentionally fulfilling lifestyle.

When we have access we don’t need employment. 
Employment is giving your time and efforts over to 
someone else for their benefit by [extrinsically] reward[ing 
capital into the monetary market cycling system on “your 
behalf” and for “their benefit”]. The employment based 
lifestyle is a rigged system. There are benefiters, and 
then there are those who are awarded for benefiting 
the benefiters. These are different lifestyles between 
themselves, and also separate from the lifestyle of those 
in community. The notion of employment as working for 
an owner in the market in order to remain a consumer 
in the market creates a specific pattern of lifestyle. It is 
the notion of collecting something from ownership, and 
then, rewarding others who have been of benefit to you 
because they want the reward.

In order to understand a different lifestyle altogether, 
we might ask some different questions. We might ask:

• What would a lifestyle designed for our fulfillment 
look like?

• What does it mean to have a life based on the 
“style” that fulfillment brings? 

• What is a healthy lifestyle?
• What would a lifestyle unconstrained by financial 

affordances look like? What if a highly curated 
lifestyle wasn’t a “luxury”?

• What would the lifestyle of a population that 
synergized its efforts look like? 

• What does it mean to have a life based upon being 
in a state of ‘flow’? 

• What does intrinsic motivation look like at a 
coordinated societal level? 

• What is a lifestyle that we want to live and share 
with others? 

Figure 2.  The integration of the flow cycle into a lifestyle of 
participation, contribution, and self-directed development.
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• What does a lifestyle constructed through a 
recognition of emergence look like?

• What does a learning community look like at the 
scale of a society? 

• How can we create a community at scale to 
facilitate our accessing of our higher cognitive, 
physical, and emotional potential?

• If you won the lottery would you still do the 
“work” you do now? Do you only believe in work 
up until the time you no longer need to do it to 
earn money? What if money was taken out of 
the equation for your fulfillment, as well as your 
opportunity to learn, create, share, and explore? 

• How do we construct/accumulate a set of 
conditions ideal to our health, happiness, and 
longevity?

• What does a lifestyle of access abundance look like?

Philosophically speaking, a lifestyle is a patterned 
derivative of a set of former conceptions. In philosophy, 
‘ontology’ is that which is said to exist and is a view on the 
nature of reality. In other words, ‘ontology’ is the study 
of the ultimate nature of existence where existence is 
defined as that which consciousness is conscious of. 
Therein, an ‘ideology’ is a system of ideas that [recycle] 
the way people conceptualize the world. And, a ‘lifestyle’ 
is those ideas put into practice and describing the 
routine behaviors of our lives.

QUESTION: What is the life experience of an 
individual’s typical, cyclical time period (e.g., day, 
week)?

the lifestyle system overview
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Graphical Abstract

Abstract

Figure 4 on page 9

When understood and accounted for, it is possible to 
regenerate, enhance, and repeat more often peak flow states 
of life experience. The experience of flow is universal and 
has been reported to occur across all classes, genders, ages, 
and cultures, and it can be experienced during many types 
of activities. Different people require different stimulation 
and different nutrition in order to restore, recover from, and 
enhance the experience of flow. Together, individuals can 
organize their lives around that experience which is the most 
internally rewarding, in a safe manner, through community-
type societal structures. The potential to develop and use the 
flow state can be hindered by limiting beliefs and damaging 
situations. Alternatively, there are societal structures that 
are more likely to produce flow, and its restoration, within 
individuals. Flow is a cycle of which one of the phases of the 
cycle is also named flow (hence, the cycle is named after its 
active ‘flow’ phase). There are triggers that make flow more 

likely, and there are dangers that make flow less likely and 
more dangerous. The flow cycle can be engaged for play, 
learning, work, or any meaningful human activity.

The Flow Cycle

Travis A. Grant,
Affiliation contacts: trvsgrant@gmail.com

Version Accepted: 8 June 2020

Acceptance Event: Project coordinator acceptance

Last Working Integration Point: Project coordinator integration

Keywords: flow, flow state, flow cycle, flow triggers, autotelic, optimal experience, the zone, optimal well-being, optimal 
engagement, deep embodiment, high achievement, peak performance, peak experience, happiness
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1 What is the ‘flow’ cycle?
A.k.a., Flow experiences, autotelic experiences, 
the zone, a peak experience, deep embodiment, 
etc.

Among community we seek a lifestyle that increases the 
potential-actual ‘flow’ in our daily lives. We recognize 
that the people with the most flow in their lives score 
off the charts for life fulfillment and well-being. Hence, 
the Community represents an intentional and informed 
lifestyle, designed to sustainably increase the amount 
of flow in our lives. Herein, inquiry into flow represents 
discovery into how we become a fully integrated 
consciousness, alive and alert in these bodies and 
brains of ours. For a human being, flow follows focus, 
and is essentially a conscious multi-modality state of 
massively heightened focus and feeling. The term flow is 
a phenomenological description for how the state itself 
makes us feel. Life feels flowy and synchronous, where 
every a thought proceeds effortlessly from the last with 
high speed and precision. Together, humans can  build 
a society that builds more flow into the lives of those 
humans. 

CLARIFICATION: Flow has different names 
depending upon the discipline in which flow is 
being spoken of, including: being in the zone, 
autotelic, peak experience, and engagement. 
Autotelic means to do an activity because the 
activity itself is enjoyable to the one doing it. The 
activity has a purpose, in itself, for the doer of 
the activity.

Flow is fundamental for well-being and overall life 
satisfaction. People who score off the charts for life 
satisfaction are those that have the most flow in their 
lives. The experience of flow can be built and enabled; 
it can also be reduced and disabled. Flow is optimal 
performance, and a healthy flow cycle regenerates and 
builds greater performance. Experiencing flow regularly 
is essential in achieving happiness for those who know 
what flow is and/or have experience flow previously.

Autotelic means an end in itself, or the source of 
intrinsic motivation. Autotelic means self goal; having 
a purpose in itself; doing something because it is 
intrinsically desirable; doing something because of the 
satisfaction/fulfillment that it brings. Flow provides 
motivation (a potent neurochemical release), learning 
(the more neural chemical that show up during an 
experience the more likely it is to more likely to move 
from short to long-term holding; learning rates in flow 
increase hundreds of percent - flow can cut time to 
mastery), and creativity/integration (massive boost). 
Autotelic comes from two Greek roots, auto (self) and 
telos (goal). The primary goal of an autotelic activity is 
experience for its own sake, whereas an exotelic activity 
is motivated by an outside goal. 

‘Flow’ states are defined, technically, as optimal states 
of consciousness where we feel our best and we perform 

our best. In flow we become so focused on the task at 
hand that everything else experientially disappears. The 
experience of the state of flow maintains the following 
characteristics: action and awareness start to merge; 
our sense of self disappears completely; time dilates 
(sometimes it slows down and there is a freeze-frame 
like effect, and other times it speeds up such that hours 
pass in what seem like minutes); and throughout, all 
aspects of performance, both mental and physical 
increase rapidly.  Most people in a flow state come 
to a point in time where they can no longer separate 
past from present from future, and they are plunged 
into what psychologists call the “elongated now” -- the 
merging of action and awareness. The flow state is a 
state of experiential “heightening” where individuals 
experience measurably higher awareness, creativity, 
learning, and productivity. In flow we can process 
complex multi-variate information faster and then act 
on that information more efficiently. Literally the state 
of flow surrounds creativity and research suggests that 
the state actually trains the brain to be more creative. 
Decisioning in the state is highly optimized. When you 
are in flow, every decision, every action leads seamlessly 
and fluidly from the last. Flow feels “flowy”, it just kind 
of “rolls”. In a sense, flow is the ultimate form of the 
strategy of “learning through doing”.  Flow is a dynamic 
that facilitates emergence into a “higher potential” and 
we can entrain our lifestyle to its cycle. Everyone is 
wired for high performance; it is hardwired into human 
biology and, the current understand of flow comes, in 
part, through evolutionary biology and consciousness 
science.

Flow is conscious immersion in self-directed effort. If 
you can access the flow state your task precision will be 
better, you will solve problems faster, you will get more 
done, and you will make connections faster in your brain. 
In flow, everything just becomes easier. For children 
in particular, and also for adults, flow represents the 
merging of work and play. Play is an experience where 
the work (effort) itself is enjoyable and mistakes are not 
a [significant] problem (i.e., mistakes do not significantly 
impact the continuity of the playing, or the life and 
technology support systems when it comes to playing 
hard a exploration). Play is underestimated in early 21st 
century society as a prime motivator. Many animals 
engage in play, that is, activities that enhance learning 
of motor and sensory skills and social behaviors, but 
otherwise serve no immediate purpose.

The research shows that we are not only significantly 
more creative when in flow, more precise and efficient 
with our movements, but we learn significantly faster 
than normal while in flow. Hence, Martin Gladwell’s 
famous 10,000 hours to mastery rule can be cut 
significant through the experience of flow.

Flow is also sometimes characterized by the term, 
‘deep embodiment’. ‘Deep embodiment’ means paying 
attention to all streams of sensory information at once. 
In flow we shut off the active chattering mind and detach 
from that which limits the unhindered flow of awareness 
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into creation. While in the state, the self-editing part 
of consciousness is not active, and there exists free 
association without filter. 

 While researching peak experiences the historic 
psychologist Abraham Maslow found that highly 
successful people were using massively heightened 
attention that produced altered states of consciousness 
that allowed them to do some of their best work. 
Essentially, Maslow was looking at flow and he found it 
as a commonality among all successful people. It should 
be noted here that depending upon the definition of the 
term ‘peak experience’ what is known scientifically about 
the flow state may not be its equivalent.

Anyone can use what science now understands of the 
flow state to create these experiences for themselves. 
The state will show up in anyone provided certain initial 
conditions are met.

In the book entitled, The Rise of Superman: Decoding 
the Science of Ultimate Human Performance (2014), Steven 
Kotler provides a relatively comprehensive description 
of what the flow state is and how to achieve it given what 
science presently knows. Therein, he describes that 
which is known about the cycle itself, those preconditions 
that facilitate flow, and provides a warning concerning 
engagement in the state. The following three sections 
are summaries of these three elements of flow.

Here are the three basics of flow:

1. Flow creates powerful intrinsic motivation -- by 
releasing the most addictive neurochemicals in 
our bodies. In other words, it is the source code of 
intrinsic motivation reinforced with the most potent 
neurochemical set we have access to.

2. Flow shortens the time it takes to learn something. 

Flow cuts the path to mastery (a.k.a., 10K hours) in 
half and accelerates performance measurably by 
hundreds of percentage points.

3. People with the most flow in their lives are the 
happiest people on earth.

1.1 Flow metaphysical disambiguation

The concept of flow has several metaphysical related 
concepts, some of which are related because they 
facilitate human organisms in entering the state of flow 
(for example, meditation):

• Flow - Concentration is centration of awareness to 
action. Concentrate desire into action.

• Oneness - Meditation is de-centration of awareness 
to stillness. Meditate stillness into consciousness.

• From the stillness of consciousness, motion is 
generated through mental concentration. 

1.2 What does it feel like to be in a state of 
flow?

“Flow shows up when we push ourselves to be 
our best.”
 - Steven Kotler

Flow feels like a quickening of the body and/or mind. 
The process requires wisdom so that one doesn’t lose 
conscious coherence in the seat of the mind, where it all 
comes together as a point. It takes time, patience, and 
practice to build up this capacity, and when it comes to 
quickening (flow) it is like doing something at an excellent 
or expert level. The world slows down as “you” speed up. 

The following are some of the most common 

Figure 3.  Two graphs representing two different perspectives on the skills / challenge ratio and the “zone” in which flow is most likely 
to occur.
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characteristics for consciousness experiencing a flow 
state:

1. A sense of absorption - Completely involved in what 
we are doing - focused, concentrated. ‘Absorption’ 
as a narrowing of awareness down to the activity 
itself.

2. A sense of ecstasy - of being outside everyday 
reality.

3. Greater inner clarity - knowing what needs to be 
done, and how well we are doing.

4. A sense of knowing - knowing that the activity 
is doable though difficult - that our potential is 
adequate to the task.

5. A sense of serenity - no worries about oneself, and 
a feeling of growing beyond the boundaries of the 
ego as we feel part of something larger. A loss of 
the feeling of self-consciousness: the merging of 
action and awareness.

6. Temporal distortion - distorted sense of time (i.e., 
time dilation); one’s subjective experience of time is 
altered, and time either slows down or speeds up.

7. Intrinsic motivation - that which produces flow 
becomes its own reward. The activity is intrinsically 
rewarding, so action becomes effortless.

8. Competence - the more competent someone 
becomes at an activity, the deeper the possible flow 
state when participating in that activity.

1.3 Peak performance science

The current information sets that compose the states of 
consciousness and high performance include, at least:

1. Consciousness studies
2. Psychology
3. Pharmacology
4. Neurobiology
5. Technology

2 The ‘flow cycle’ model
“I can almost assure you that you will work 
through your frustrations yourself. And only by 
working through them yourself will you learn 
anything.”  
 - Clark Aldrich

The flow cycle functions as a map for the experience of 
flow. The flow cycle is a four stage process, which may 
be used like a map to navigate the regeneration of the 
state of flow. It is important to recognize that not all 
stages of the flow cycle feel “flowy”. This understanding 
is particularly important to remember when feeling 
uncomfortably out of the flow state.

Here, a named definition is given to each of the steps 
of the method so it can be used systematically. The 
stages of the flow state are:

1. Struggling (the front end) - a period of struggle 
where the individual overloads the brain with 
information. This is a “loading” phase where the 
self is loading the brain with information. Here, 
we are “pulling in” a great deal of information 
while persisting despite a degree of struggle 
with comprehension and integration (of the 
information). It would be somewhat inaccurate to 
refer to this part of the cycle as a state of “stress”, 
and more accurate to refer to it as a dynamic of 
tension. Growth requires some degree of tension. 

2. Release - once the mind is so overloaded such that 
it is at the threshold of frustration, then the self 
(i.e., you), removes the aware mind from the tasked 
problem so that subconscious processing may 
be allowed to occur. The experience of “dance”/
relaxation. Here, it is best not to entertain oneself 
with television or movies. Flow involves the trading 
of the conscious mind for the subconscious mind; 
we are handing over information processing 
[duties] to the subconscious. The technical name 
for this is transient and temporary hypofrontality 
of the prefrontal cortex. And, this is done for 
a number of reasons: the conscious mind is 
very energy expensive, it is relatively slow; the 
subconscious is much faster and more energy 
efficient. Herein, we must remember that the brain 
is always trying to conserve energy.  
 
This release period triggers the flow stage which 
is the third phase of the cycle. In the context of 
a problem, release period is a period when the 
individual takes their direct attention/effort off 
the problem (or, working toward accomplishing 
the problem). This is the mind “wandering” stage. 
This is also known as the incubation phase where 
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the sub-conscious mind has the time and space 
to process and sufficiently integrate what has 
occurred so far on the problem. 
 
Remember here that the brain has to be filled with 
enough ideas to start pattern matching. One could 
say that flow doesn’t begin until the brain reaches 

a threshold of novel sensory information (or ideas). 
So, if someone were having a difficult time entering 
the state of flow, then one solution might be to 
load the brain up with even more information. 
Simultaneously, if it is not “clicking” even while 
the brain is sufficiently loaded, then one must 
understand that pattern recognition is fundamental 

Figure 4.  Depiction of the flow cycle.
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in the brain: it is what neurons do at a basic level. 
 
It is relevant to note that mundane tasks allow 
the mind to daydream, which can facilitate future 
creativity. Hence, maybe there is meaning in the 
saying that a repetitive and mundane task, such as 
chopping wood or carrying water, may be good for 
us as a phased part of our life (when we desire a 
cycle that enhances our creativity and our flow).  

3. Flow (“the deep now”) - into the flow stage where 
new connections are made. This is the stage of 
abundant creativity where attention is brought into 
the now and optimization of ‘pattern recognition’ 
is simultaneously occurring. ‘Pattern recognition’ 
is the ability to connect previously unconnected 
flows of information (i.e., to link ideas together in 
new ways). Here, creativity is often (though not 
always) recombinatory - the result of something 
novel “bumping into” something old (i.e., a new 
experience connecting with an old thought) to 
create something new. And, for the novel thought 
to bump into the old idea there needs to exist 
pattern recognition.  
 
The neurochemicals that are released during 
flow heighten our attention, which we may use to 
focus our intention. When focus is increased and 
we are paying more attention, then we are taking 
in more information, which essentially heightens 
our access to novel information. In other words, 
when we pay more attention to the totality of our 
world we have greater access to novelty, greater 
access to the “front-end” of the creative process. 
So, not only does someone in flow take in more 
ideas (or sensory signal information), but the 
brain is heightened in its ability to link these ideas 
together and to perform. When we are highly 
attentive and pattern recognition is “jacked up”, 
then one idea can quickly lead to the next, and so 
on creating a novel synthesis and a heightened 
enjoyment of effort expenditure. In flow there is a 
massive amplification of learning and memory and 
work; wherein, effort toward a goal feels almost 
automatic and effortless.  
 
Neurology (neuroanatomy, neurochemistry and 
neuroelectricty) while in flow: During the state 
of flow the brain releases five potent performance 
enhancing reward chemicals that drive focus into the 
now and reduce the signal to noise ratio in the brain 
so that pattern recognition is enhanced. Dopamine 
is one of the neurochemicals that is released during 
the state of flow. Dopamine is not about reward, 

it is about the anticipation of reward. Dopamine 
enhances cognitive pattern recognition and heightens 
focus (norepinephrine as another one of the 
neurochemicals does similarly). Effectively, dopamine 
lowers the “signal to noise” ratio providing more 
access to new and old ideas while improving pattern 
recognition (i.e., the linking of similar ideas together). 
In other words, dopamine allows the brain to see 
more patterns and make more connections between 
ideas. Anandamide is another neurochemical released 
during flow. It is known to increase lateral thinking 
(i.e., thinking “outside the box”), which is our ability 
to link tangentially and disparately related ideas 
together. Endorphins are released, which are powerful 
pain killers and powerful social bonding chemicals. 
Norepinephrine tightens focus so that the brain is 
capable of taking in more information per second 
while heightening access to novelty. And, Serotonin 
keeps the individual calm throughout the experience. 
 
These neurochemicals exist [in part] to tag 
experiences. Hence, a quick shorthand for learning 
and memory: the more neurochemicals that show 
up during an experience the greater the chance that 
experience moves from short-term holding into long-
term storage. In other words, neurochemicals are 
essentially a big “tag” (as “this is important, save for 
later) on an experience. Flow has a radical impact on 
learning. Researchers have found that the time it takes 
to get from novice to expert can be cut in half through 
the flow state.

4. Consolidate and recovery - this is a period of 
recovery which involves building back up the 
expended neurochemicals. When we think we 
are learning we are not really “learning”, which 
is to say that when we are “doing stuff” all we 
are really doing is collecting data. Most of our 
pattern consolidation and annexing of new skills 
is happening as we sleep. Memory consolidation 
occurs during the delta frequencies of deep sleep. 
Note, work that was done in a flow state should 
be double checked during this stage. This recovery 
phase is excellent for going back and edit ones 
work [possibly to see what was a good idea and 
what was a bad idea]. 
 
The neurochemicals that the brain expended 
during flow are expensive to produce; hence, the 
brain needs nutrition and a period of restoration 
in order to rebuild them. In the sense of “feeling 
and being” in this phase of the cycle one might say 
that they are feeling “low”, possibly an extremely 
deep low depending upon how far one pushed 
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themselves while in the flow phase. Practitioners of 
flow need to learn that they “need to” go through 
the recovery phase, which is a learning in itself. 
And, if you are stressed during recovery because 
you aren’t feeling as great as you are used to, then 
you will hinder (or potentially block) that recovery. 
We know scientifically that cortisol blocks learning.

The brain is a pattern recognition machine; senses 
take in and process information, and the brain pattern 
integrates. Flow is letting this process happen naturally. 
Knowing that there is a cycle and having the emotional 
control to deal with it is the best thing you can do to start 
producing more flow in your life. We must recognize that 
we cannot live permanently in a state of flow; or, at least 
we do not yet know how to safely maintain the state 
indefinitely.

3 Flow triggers
NOTE: Flow follows focus and passion drives 
focus.

The brain can be trained to go into flow and an 
environment can be organized to make flow more likely. 
Flow triggers are pre-conditions that bring on more of 
the state of flow. Essentially, all flow triggers are simply 
playing with ways of driving attention into the ‘now’ in 
order to optimize performance. In “The Rise of Superman” 
Kotler describes 17 flow triggers [and the categories 
they fit within] for an optimal state of consciousness. 
The categories of ‘trigger’ are: creative triggers, social 
triggers, environmental triggers, and physical triggers. 
And, within the categories Kotler defines the following 
17 triggers: 9 social triggers; 1 creative trigger; 3 
environmental triggers; and 4 psychological triggers. The 
flow triggers are identified over several following pages. 

Both passion and the risk of consequence drive 
focus into the now. Hence, we need to pay attention 
to the things we are passionate about, and we need to 
remain attentive to situations and experiences of high 
consequence.

One of the easiest ways to drive attention into the 
now is the ‘challenge / skills ratio’ - when you approach 
a task, the challenge of the task should be slightly 
harder (or slightly exceed) the skills (or information) 
you bring to complete it (i.e., to bring to bear). Here, to 
find flow frequently, “you” want to constantly be putting 
yourself into situations where you are stretching, but 
not snapping. It is a slight gradient, but a gradient none-
the-less. However, by doing this someone is essentially 
climbing the metaphorical ladder of escalating risk. 
As we push ourselves slightly farther day after day we 
eventually get to the edges of real physical boundaries 
and potential social consequences [in context]. As 
we seek greater challenge we encounter (or “run up 
against”) capacity. Hence, one of the dangerous of flow 
is this escalating ladder of risk. But, the risks we take do 
not have to be physical risk, we can also take emotional 
risks, creative risks, and social risks. The brain itself does 
not differentiate.

From a design perspective these triggers may be seen 
as the principles of designing an environment where the 
state of flow is likely to occur more often and regenerate 
more quickly. 

Of note, there are three major contributors toward 
the conscious mind’s instability to define an element or 
solves problem. The three contributors are: conflicting 
information (psychological confusion); sensory overload 
(too much going on); and, the intellectual stifling emotion 
of fear. These are contributors to our inability to solve 
problems and define elements of problems. Oddly 
enough, a degree of frustration, sensory overload, and 
risk are also conditions that facilitate a movement into 
the state of flow.

Humans practice/train in order to get better at 
knowledge, skills, and activities in general. The carrying 
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out of an intrinsically enjoyable activity can be done in 
a state of flow (Read: optimal felt  experience). Through 
practice of various skills greater mastery/competence is 
achieved at that particular skills, which leads more easily 
to a flow type experience for engagement in that activity 
Entering flow while carrying out an activity also rapidly 
builds skills and ability with that activity. In other words, 
the developing of a skill will allow for a better flow-type 
experience with that skill, and experiencing flow while 
carrying out an activity will rapidly build competence/
mastery with that skill (i.e., flow is the often sought out 
idea of “super-learning”).

QUESTION: What societal design will facilitate 
flow among a population?

3.1 Flow enabling and disabling 
categories

The categories that can help or hinder (block) flow 
include:

• Physiological quality and characteristics.
• Mindset and psychology quality and characteristics.
• Social environmental quality and characteristics.
• Physical environmental quality and characteristics 

of the environment.
• Lifestyle, as the things done daily.

4 Flow dangers
“When you are looking for flow you are climbing 
the ladder of escalating risk [given what we 
know].” 
 - Steven Kotler

Flow is a little dangerous. We now understand to 
a reasonable degree the neurobiology of what is 
occurring when people enter flow states. One of the 
occurrences in the brain during a flow state is that 
of a large neurochemical release (or “dump”). This 
neurochemical dump (large release) allows for optimal 
performance and adaptation (i.e., learning). In a state 
of flow the brain releases five of the most potently 
addictive [reward] neurochemicals it can produce. When 
these neurochemical flood into a brain it produces an 
extremely addictive (or “autotelic”: an end in itself) 
experience. And, generally speaking, flow is the only time 
you get all five produced at the same time, all at once. 
Someone in flow is essentially getting a very potent and 
very addictive cocktail of neurochemicals, that enhances 
one’s capabilities, and ultimately, ability to experience 
life. Once a person starts producing flow s/he will go 
extraordinarily far to get more of it. In other words, flow 
encodes and rewards the experiencer to do more of it. 

When working with flow it is important to know 
what you are doing because you are essentially playing 
with very fundamental biology, and it can go wrong, 
disastrously so. These neurochemicals are not only 
addictive; they are also “expensive” for the brain to 
produce.

If you get a dump of these chemicals, and then that 
tap gets shut off because you don’t know what you are 
doing, then it can be like coming off of hard drugs; there 
can be serious feelings of being down. The state may be 
said to “catch your brains attention and hold it”.

Flow researchers state that, “flow is the source code 
of intrinsic motivation”. In other words, once you start 
producing flow you are compelled to do more of it [and, 
there is at least a regenerating biochemical process that 
allows for it]. Fundamentally, humans are hard-wired to 
have access to the state of flow, they just need to know 
what they are doing, so that the cycle regenerates and 
individuals increases its future potential, as opposed to 
lowering it.

It is important for those who experience flow to give 
themselves time to recover; it is important to go through 
periods of restoration. It is important to expose oneself 
to intrinsically motivating challenges. It is important to 
create a structure where challenges do not become so 
chronic that work never stops, or cannot even start.
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Graphical Abstract

Abstract

Figure 5.  A lifestyle coordinate for 
‘learning’. ‘Discovery’ is new ‘access’ 
(to information, to feedback, and to 
experiences). ‘Intention’ is ‘agency’ (as 
individual, group, and facilitation). ‘Space’ 
is “creation” or “material structuring” (as 
usability, contextuality, and technology).

Learning is a lifelong process that originates from within each 
individual and may be nurtured or hindered by an environment. 
Therein, education is the self-development of capability and 
knowledge. Together, a community may facilitate the lifelong 
learning of the whole population. Humans are capable of 
experiencing motivation from two sources, internal (with 
situational components) and external (with coercion-based 
components). A community-type society where all users are 
potential contributors enables experiential learning across 
the population. In a community-type society, learning occurs 
through facilitation, instead of teaching. It is the learner doing 
the learning for oneself that most benefits everyone. Learning 
can occur at the individual level, and it can be formalized in 
standards at the societal level. There are compositions of 
society that engage learning in ways that negate and harm 
individual self-direction and self-integration. Potential learning 
can be thwarted by aberrant conditions and conditioning.
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1 Introduction
“There is no difference between living and 
learning. It is impossible and misleading and 
harmful to think of them as being separate.”  
 - John Holt

Learning is a lifelong process that originates from within 
each individual and may be nurtured or hindered by an 
environment. Learning is natural and innate in us; it is 
an intricate and complex process for which we are all 
[neurologically] wired. Learning is [an ability] implicit 
to embodied consciousness. Practically speaking, 
learning is the product of the activity of learners and 
it is the result of living a rich and engaged life. Learning 
is an intrinsic and active process in which someone is 
interested and engaged. It is a self-directed process for 
it originates from within the individual (i.e., learning is 
the self-integrating and structuring of the contents of 
our own minds). As a self-directed process, learning can 
be interfered with and entirely dismantled by external 
forces (including other individuals and extrinsic 
processes). 

If the structure is the function, then in a physical sense, 
neuroplasticity [of a conscious entity’s nervous system] 
is learning. Individual animals, including individual 
humans, can learn and adapt.

Learning is an individual, internal process that takes 
place in [at least] a person’s brain as information is 
sought, integrated, and applied, and connections are 
made. For the process of learning to occur the learner 
must be able to classify his or her own interactions 
with an environment, which most often takes the 
form of changing its structure (i.e., by interacting with 
it). Hence, learning necessitates a relationship and a 
novel experience -- it requires some degree of action, 
interaction, and reaction. It could be said that learning 
is the state of active participation in a relationship. 
Fundamentally, if “you” don’t do anything, “you” are 
not going to learn anything. Knowing what something 
is, is not the same as experiencing something for 
oneself. Seeing and experiencing makes everything 
seem obvious. Fundamentally, learning is up to “you” 
and when “you” make it up to “you” it makes a huge 
difference in “your” life and the lives of others in “your” 
social environment.

Individuals have the capacity to learn for themselves. 
To understand the true nature of the universe it must be 
experienced and explored first hand. Individuals come 
to know things through verification by their [conscious] 
experience [of existence], which may proceed a 
hypothetical inquiry. The answers to human existence 
come from human interactions with the universe.

Technically speaking, learning is the intentional 
processing of information in a structurally emergent 
access, integration, and memory ‘space’. In other words, 
learning is the process of integrating newly accessible 
information [spaces]. Therein, discovery is new access, 
intention is agency, and life is structured creation.

Neurologically, learning is an adaptive process. The 
brain is adaptive; it is an adaptive learning machine. The 
brain re-wires its connections based upon experience 
(exposure) and the learning of new tasks. The umbrella 
term for this in neuroscience is ‘neuroplasticity’. It is wise 
to remember not to lock into a conclusion too quickly; 
it is wise to keep some degree of neuronal plasticity so 
that one is always open to a new idea that might actually 
be a refinement of an old idea.

No-one can prove that any type of discipline helps a 
child grow and learn any faster than s/he would naturally, 
with lots of love and support and gentle guidance. Is it 
possible that the ubiquity of child-discipline methods, 
punitive, manipulative ways to train children in the ways 
of the world, have made humanity forget to question 
whether they are necessary at all. 

Learning is not something imposed upon a person; 
it is something that happens naturally. Learners make 
subjects relevant to themselves; when someone else 
makes a subject relevant, then there is likely coercion 
present.

Learning is the process of taking every new experience 
and encounter as an opportunity for investigation and 
illumination. We learn by experiencing, remembering, and 
evaluating. Among the many processes that the concept 
of learning encompasses are: discovering; connecting; 
integrating; adapting; designing; constructing; and 
creating. Effectively, learning becomes about openly 
inquiring and actively integrating our experiences into a 
referential information set [so that we may more greatly 
focus our intent on that which is most meaningful]. 
Hence, it involves trust in the human capacity to be 
curious, to integrate, and to verify existence for oneself. 
Learning is thus experienced as the self-integration of 
mind, body and existence by consciousness; it is an 
emergent phenomenon and a self-organizing process. 
It could be said that learning is a dynamic function of 
consciousness in the awareness of a relationship with 
existence. Summarily, learners become (or “learn from”) 
their experiences and they follow their passions while 
they self-organize and self-integrate.  

The most important thing that promotes learning is 
your own motive interest in wanting to learn something. 
As long as “you” are interested that is really the only 
criteria to learning. Learning is a playful adventure. The 
opposite of play isn’t work; it is depression. The world is 
a learner’s playground where every connection (action, 
interaction, and reaction) is an opportunity for learning. 
Learners explore and experiment; they experience 
and partake; they engage and discover; they restore 
and recover; they struggle (or “load”) and process; they 
consolidate and make new connections. Note that when 
learning takes the form of the flow cycle, then it has 
different experiential and neurophysiological stages 
(struggle > release > flow > recover).

Learning is a universal consideration. If we have no 
reference point, no stable point from which to work 
from, then we cannot run effective experiments and 
optimize decisions, which is the basis for all learning and 
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the organizing of fulfilling environments. An individual 
needs a point of reference from which to measure the 
departures, and then to come back and ask if those 
departures are adaptive to its purposes or not. Hence, 
if you don’t learn, then you can’t adapt. And, if you can’t 
adapt, then [evolutionarily speaking] you won’t survive.

When we experience the connections and can verify 
our experiences, then our lives become an authentic 
representation of reality. But, when we are given 
abstractions void of experience, and hence, verification, 
then our lives become an opinionated representation 
of reality. If you can’t verify information then you can’t 
learn.

A learner attunes his or her sensitivities to the world. 
Herein, learning a new feature of an environment allows 
someone to build a model. Once “you” have a model 
“you” can test it and identify exceptions which engages 
curiosity and facilitates going deeper (i.e., learning new 
features and building more / newer and more accurate 
models). Once we have a model in our minds, then we can 
start testing it. The way someone develops a grounded 
understanding is by going out in the world and playing 
with things; being “told” something is not its equivalent.

We learn through experience and the developing of 
our sensitivities to real patterns in an existence that 
can be identifiably experienced by our consciousness. 
Herein, curiosity brings fulfillment that we do not find by 
chasing achievement.

Humans are naturally curious. In community we 
discover our interests and then master them to our 
desired potential. The only learning that ever counts 
is when the learner drives their own learning (i.e., has 
passion) and is fully responsible for their learning, and 
not forced by some authority. Responsibility means that 
“you” make your own decisions and are not protected 
from the consequences of your actions. In community, 
we facilitate an environment where we as individuals can 
make our own mistakes and learn from them. Learners 
ought not to be protected from failure since failure 
is feedback and represents an opportunity [and may 
provide incentive] for growth. Learners use feedback 
from an interactive environment to correct their own 
development and integration processing.

When individuals set their own learning outcomes 
and self-correct our measures, it frees them to explore 
higher order cognitive skill development. Instead of just 
memorizing individuals can begin thinking creatively 
and [re-]solving problems. And in doing so, they may 
feel like they are playing (as children) or in the state of 
flow (as adults). Learning is supposed to be enjoyable; 
and if it is not enjoyable for someone, then maybe there 
is a problem with the context within which others say 
someone is supposed to be learning.

Humans are all natural born learners. The efforts 
of Sugata Mitra, Dr. Thomas Alan, Dr. Peter Gray, John 
McKnight, John Holt, Alfie Kohn, and John Taylor Gatto 
provide several examples of work and research in this 
area that convey some remarkable evidence about 
humanity’s [obvious] abilities to learn without formal 

institutions and teaching methods. 
If learning is a self-organizing practice, then it is a 

practice we are all pulled toward in order to be the love 
and the oneness that we awaken to through the intended 
emergence of organization by changing our structure to 
one of ever greater fulfillment.

Learning is the process of figuring out how to do 
something while you can’t do it. You are likely not growing 
unless you are pushing yourself beyond the boundaries 
of what you are comfortable doing, and therein, messing 
up and failure (without injury) is the best indication that 
you are pushing yourself in the way you need to push 
yourself so that you can grow. Embracing failure as a 
key to learning is a necessary approach (i.e., “attitude”). 
Learning is a “fail forward” mindset. Sometimes, the 
biggest challenge is not the accomplishment that is 
achieved, but to go beyond one’s initial limitations.

Learning may be described, in part, by the following 
characterization (the first letter of each forms the 
acronym, FREEDOM):

1. Flow
2. Repetition
3. Experimentation
4. Engagement
5. Doing
6. Observing
7. Motivation

“Children do not need to be made to learn about 
the world, or shown how. They want to, and they 
know how.” 
 - John Holt

1.1 Education
‘“Education is a self-organizing system, where 
learning is an emergent phenomenon.”  
 –Sugata Mitra

Learning is an iterative process. In other words, you 
get many chances (or experiences) to get it right [and 
to refine your precision]. Alternatively, education is an 
accumulative process. In other words, your experiences 
build upon one another [toward the development of 
greater wisdom, creativity, and automaticity]. Over time, 
the brain knits together a wealth of new circuits that 
eventually allow someone to execute a skill automatically, 
without consciously having to consider each action [in 
isolation]. True learning is intrinsically motivated, and 
the reward is knowledge and skill (education), self-
discovery, loving connection, and ultimately, a fulfilled 
life experience within a fulfillment-oriented habitat 
service system to which learners are contributing.

A real education is intrinsically motivated and self-
directed. Choice greatly improves motivation. Or, said 
another way, choice represents the motive opportunity 
for the expansion of oneself into ever greater folds of 
understanding, integration, and creation. Alternatively, 
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when authority is present, punishments, rewards, guilt, 
and shame are often used as means to motivate action. 
A meaningful education is the freedom to explore and to 
learn through self-direction. A real education draws out 
the potential of the individual. A real education is being 
able to identify tools and have a tools inventory. And yet, 
what is a greater ‘physical education’ than understanding 
your own body’s signals and integrating social signals so 
there is less conflict.

If success is the progressive realization of a worthy 
purpose, then education is the development of 
knowledge and skills to help us achieve that success. 
Herein, an education is a set of experiences that helps 
someone discover who s/he is and who s/he wants 
to be in the world. A good educational process is one 
that helps “you” think about information in a way that 
is connected to a sense of purpose and in a way that 
relates to what “you” want out of life. Hence, it is easy 
to help others make changes in their behavior if we can 
facilitate the acquisition of self-knowledge and a sense 
of life-directing purpose. We get the “lessons” that others 
feel are so important to “teach”, automatically, when we 
have that conducive environment.

We are born curious, and given a supportive 
environment nearly all human beings will blossom 
(through their curiosity). Herein, learning that results 
from self-directed education is more profound, powerful, 
and rewarding to ourselves and others than what is 
seen within the education systems of early 21st century 
society, which use coercion to acquire compliance.

There are two different Latin roots of the English word 
“education.” They are ‘educare,’ which essentially means 
to train or to mold, and ‘educere,’ meaning to “lead out” 
or “bring out” (from ex- “out” + ducere “to lead”). While the 
two meanings are different, they are both represented in 
the word “education” as it is applied throughout most of 
early 21st century society. Thus, there is an etymological 
basis for many of the debates about education today. 
The opposing views often use the same word to denote 
two very different concepts, which become even more 
separated when learning is viewed from the perspective 
of neuroscience and the individual. 

The term ‘educare’ uses education to essentially 
mean the preservation and passing down of knowledge 
through the shaping of a population in the image of 
those with power (e.g., parents, leaders, teachers, 
and other “professionals”). Here, ‘educare’ may be 
used to mean the equivalent of “to pour in” and “to 
teach and to educate”. The other view, ‘educere’, 
effectively sees education as a process of facilitating 
others as they “draw forth” toward a greater and 
more integrated understanding of themselves in an 
emergently discoverable world. The first view, nearly 
ubiquitous in early 21st century society, calls for rote 
memorization, compulsory attendance, grading, and 
being a “hard worker”. The other requires questioning, 
thinking, and the facilitation of an environment where 
individuals have the space and opportunity to explore 
and verify for themselves. The first view sees education 

as the equivalent of indoctrination and the second as a 
process of drawing forth from within and bringing out 
one’s own highest potential. The two concepts can be 
more clearly separated by asking the question, “What 
is the purpose of education?” Is it turning people into 
disciplined “professionals” and functional “citizens” 
through obedience and namelessness conditioning: is 
it ‘educare’? Or, is it the process of self-organizing for 
one’s own self-development within an environment that 
facilitates all aspects of self-development: is it ‘educere’?

It should be noted that educere, “to lead out” or “bring 
forth”, does in a way denote the molding and shaping 
of an individual by the usage therein of the root word 
“to lead” (Read: “ducere”). Someone who is being “led 
out” is essentially following. Hence, etymologically and 
semantically speaking, one could interpret ‘educere’ 
to mean something similar to ‘educare’. But, when the 
concepts of ‘learning’ and ‘authority’ are coherently and 
meaningfully defined, then the concept of ‘education’ 
begins to separate quite dramatically from ‘educare’ as 
well as the pejorative (leading & following) interpretation 
of ‘educere’. In community, we understand the necessity 
for the individual to take the “lead” in his or her own 
learning, which represents the only way we know of to 
truly become educated.

Education could be viewed as a spectrum: at the 
one end of the spectrum lies the accumulation and 
integration of information that has great hold on the 
mind and allows for complexly creative thought for 
it was acquired through passionate inquiry; and at 
the other end is a disintegrated mind with little hold 
on understanding for it was rotely memorizing and 
temporarily accepting to pacify or please an external 
other. In fact, the very concept of ‘education’ begins 
to divide along this spectrum into something which is 
meaningful to the self on one end, and something (i.e., a 
product) that is useful to human managers on the other.

Education is powerful a concept in its encoding into a 
society, and it can be viewed from [at least] two divergent 
perspectives: it can be seen as the recycling of knowledge 
and culture through schooling; or, it can be viewed as 
facilitating the continuous emergence of understanding 
and creativity through self-directed learning. 

To remove the concept of learning from the directed 
intention of a learner is to remove learning from 
education altogether, which is likely to generate dis-
empowered individuals who have lost their curiosity and 
their will to search for integration about life. 

Today, we know that learning is a lifelong ability that 
originates from within the individual. Alternatively, 
schooling is a finite process done to someone. Hence, 
a truly meaningful education is not intellectual 
management; that is the system of schooling. You aren’t 
going to learn and evolve and adapt without taking in 
more accurate information and novel experiences 
through your own directions, and that, is education. 
In other words, at the one end of the spectrum is the 
notion of an actual education and at the other end is 
the notion of human management by something called 
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“education”. The later form of “education” may be more 
accurately known as schooling, which is a process with a 
divergent purpose from the former.

Therein, education is the understanding of concepts 
and their logical integration into the building of highly 
complex structures. Education should bring about 
the integration of life’s complexities, which can be 
demonstrated and verified by us. Without integration 
life becomes a series of conflicts and sorrows. Education 
involves the evolution of our thinking and the weaving 
of new paths to well-being, happiness, and fulfillment. 
Pragmatically, education is the development of an 
information network of connections and association that 
may be referenced for decisions and actions.

Today, the facts can be looked up; hence, it is important 
to understand deep principles and the particulars of 
inquiry. Today, a useful education is knowing how to 
inquire, where to inquire, what to inquire [of], and why 
you are inquiring. In an information system, the most 
useful skills are information discovery (i.e., finding 
and searching) as well as information analysis and 
synthesis (i.e., processing for integration, application, 
and communication). The quicker these things can be 
done, the more efficiently users will deal with the world 
by themselves. In other words, the more truly educated 
someone is the more easily they will cooperate for 
mutual benefit and the more quickly they will solve 
complex real world problems for everyone’s fulfillment.

The schooled thinker might ask, “How are people 
going to be educated [if not through school]?” Firstly, the 
question assumes that people are becoming educated 
in school now. Regardless, it is not the right question 
to ask. It is very much like asking, how are babies going 
to learn how to walk and talk if we don’t attach this 
mechanical structure to them that moves their limbs 
in the way it knows they ought to. We learn to walk, it’s 
self-motivated and doesn’t require manipulation. If a 
government were to establish compulsory evaluation 
of babies to determine whether they were walking on 
schedule, everyone would reason that as absurd. We 
understand that healthy babies walk eventually, and that 
it would be futile and frustrating to attempt to speed up 
that process.

There is a critical period for learning language, but 
other than that there is no critical period for anything. 
There is no scientific basis for the schedule of “learning” 
taught in school. 

It seems as if those in early 21st century society look 
upon education as something that is external, something 
that needs to be imposed, in the way you make a 
gingerbread man by putting the cookie cutter onto the 
dough. The question presupposes that education is 
something that needs to be imposed from outside. In 
fact, the question imposes upon itself. The very premise 
of the question is to be rejected for it assumes upon 
itself (i.e., the question is fallacious). It assumes that 
school is the golden standard for education. Because 
the automatic assumption in the question is, if people 
don’t go to school, how are they going to learn – school 

is the only place where people can learn. We have an 
entire society of people who are indoctrinated into 
believing that school is the golden means; that it is the 
only opportunity we have for learning and becoming 
fully functioning and participating adult human beings. 
We have become accustomed to the idea that education 
is something that has to be done to people; potentially 
even that humans are born flawed and that they have 
to be fixed by putting (or pouring) information into 
them like filling a jar with beans, which a trained and 
“professional” bean pourer can do all day. You can take 
a child and fill them with all sorts of dates and facts and 
skills, some of which they may have an intrinsic interest 
in learning and may be useful, and many others of which 
are not. But, this is not learning. Learning is something 
that a human being does naturally from the moment 
they are born.

To a learner [who has not been schooled] it sounds 
quite strange when asked, “At what age should I teach 
my child this subject or this skill? Or, at what age should 
our policy dictate, and teachers enforce, knowing this 
subject or this skill?” Someone who recognizes what 
learning actually is might respond with, “I don’t know; at 
what age should your child wear a size 5 shoe? And, if 
s/he is not ready for it, should you force him/her into 
wearing it anyway.”

They, the “schoolers”, usually then express concern 
that children will not learn what “they need to” if they 
have a choice. To which any learner would have a hard 
time not laughing out loud at. People just simply do 
not resist information that is truly valuable to them, 
unless for the sake of rebelling against some coercive 
authority. It would be self-destructive to do so; it would 
be unnatural. And, healthy and non-traumatized kids are 
not naturally self-destructive.

It is also an erroneous assessment to say that school 
is the only environment that can cultivate the acquisition 
of self-discipline in the mind of an individual. To make 
such a claim would be underestimating the potential of 
the individual learner among a community of learners.

Five general principles of education are:

1. Cultivate the self. Come to understand who we are 
and why we are the way we are. 

2. Cultivate and explore volition. Become 
authentic[ally driven] versus someone who simply 
follows [instructions].

3. Create from a place of need, passion, and 
preference.

4. Verify existence. Through experience and 
verification we become capable of maintaining the 
intentional alignment of our creations.

5. Challenge oneself. Learning and growth require 
tension and challenge. It is wise to discover and 
to place oneself in new contexts of information 
which may present an initial tension, but through 
integration there is growth and self-development.
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If the process of education is lifelong learning, then 
we are resilient in community. But, if the product of 
“education” is an obedient worker (a potential employee), 
then there is not the resiliency of community. And, 
these two different ways of perceiving the individual 
will result in two entirely different social and economic 
environments. A lifelong learner does not “aspire” to 
become just one [professional] thing. 

Specialization tends to give a person tunnel vision and 
a narrow perspective about the actual interrelationships 
of all physical phenomena. Today it is often difficult 
for someone schooled in one field to communicate in 
depth with members of different professions. Among 
community we encourage each other to view the world 
in a more holistic manner. Rather than educating toward 
specialization for a slot in a soon to be obsolete FF market 
in which most people hate their jobs anyway, a holistic 
perception is valued and emphasized [in the design 
of our information systems]. In community, learning 
flourishes absent the use of grades and compulsory 
testing. 

If neuroscience is correct and we are all natural 
learners, then it doesn’t make sense to force anyone 
to learn anything just because “you” or someone else 
thinks they are important. We now know scientifically 
that this behavior tends to extinguish the natural desire 
[and ability] to learn. The more you [are] school[ed] 
the more the other paradigm becomes self-fulfilling. In 
other words, the more someone is schooled the more 
likely it is that someone will lose their interest and ability 
to learn spontaneously and need to be forced and 
externally motivated more and more. Hence, the choice 
for a community becomes obvious. Oddly enough, a lot 
of people think they understand what is being discussed 
here, but they do not because of all the training and 
conditioning they have gone though. They say things 
like, “well, if there isn’t some force then someone is going 
to miss something”, which is an indication that they don’t 
actually understand.

If education is about more than access to educational 
resources and involves the purchase of a ticket to a job, 
then we need to ask not only how such an education 
might be delivered, but what the values and purposes of 
such an education might actually be.

Notice here that in early 21st century society the 
product of a schooled education (i.e., an education 
done to someone through schooling) is employment or 
ownership in the market (or, unemployment and poverty 
equivalence). Teachers, themselves, are employees in a 
market turning out other employees. Herein, we begin 
to see the emergence of the industrial schooling model 
where “education” becomes a matter of policy as the 
design of a socio-economically engineered separation 
of society. In the real world, education is a lifelong 
investment in oneself, which is also an investment 
[in trust] in others; conversely, schooling is a lifelong 
investment in the current status quo (as in, the State and 
the market). 

We are all natural born learners; hence, school is an 

aberration. In reality, we don’t need a special place with 
a special set of people and a special policy to do that 
which is natural. There are natural learning experiences 
in this world (i.e., not schooling), and a society ought 
to facilitate them, cultivate them, and integrate them 
in a continuous and synergistic manner for everyone’s 
benefit. Neither learning nor memory occur in isolation. 
Herein, we ask, “What is the greatest context of our 
understanding, and how might this be changing as we 
change our attitude and re-orient toward a direction of 
greatest fulfillment?”

The more time you spend being educated [by others] 
the less time you spend living. In truth, learning is life 
and life is an open investigation. The less you investigate 
the more likely you are to become investigated. 

Notice the difference in meaning: instruction is meant 
to engage you and learning is your engagement with 
something. Learning is akin to an investigation by you and 
instruction is an investigation of you by an authority [who 
defines your socio-economic access]. A “great school” 
represents the latter and real life represents the former. 
Nothing is quite as simple as “they” instructing “you” 
[in school and through the industrial media]. Similarly, 
when there are “lessons” we are likely to become bored 
and our willful integration fractured; conversely, when 
there are real problems and intentional relevancy there 
is the potential for engagement. 

You see, school shapes the outlook of individuals for 
what education should be; it shapes the meaning of 
fulfillment and the purpose of our lives. It re-purposes 
our intent. Practically speaking, schooling and learning 
are opposites. A student might say, “I go to this place 
from 8-3 where this thing called learning is said to occur; 
then, when I am not learning, I do stuff I like which is odd 
because that is when I appear to learn best and when 
I am truly engaged with my environment.” Learning is 
not a finite process done to you. Instead, teaching is an 
imposition and learning is not. 

Schooling implies that when someone becomes “of 
school age” that they somehow learn in a different 
way to the way they were learning previous to “school 
age”. The undiscussed assumption in early 21st 
century society is that young humans who have been 
learning with great vigor and delight and self-direction 
have suddenly reached an age where their brain has 
apparently changed drastically and they are no longer 
capable of learning in that delightful way. Now, they 
learn by way of teachers, experts, authorities and others 
with degrees, certifications, accreditations, and voted 
power. Suddenly, someone else knows better what that 
[young] person is supposed to learn at that moment. 
Suddenly the R’s of reading, writing, and arithmetic 
come in as though they are separate from life ... which 
they are not. At this time, the individual is [often] forced 
and scared into learning what other people think s/
he ought to be learning. It goes downhill from there, 
because the individual loses interest, because s/he is not 
learning what s/he wants to learn, and possibly, because 
s/he doesn’t want [necessarily] to learn what s/he is 
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being forced to learn. It is an unfortunate situation that 
often results in the individual losing interest in learning 
in general. And then, when the individual doesn’t want to 
sit still and be dumped on with content the individual is 
labelled as someone who has a learning deficiency (and 
is possibly medicated).

Learning is not equivalent to the closed system of 
schooling to maintain the State, nation, or any other 
statically recycled institution (Read: an organization that 
is not open to evolving its structure based upon new and 
more accurate information).

When education is free then there is likely learning, 
and when education is compulsory then there is likely 
schooling. School does not afford natural learning 
processes. Learning involves discovery in place of 
debunkery. Learning necessitates study instead of 
assumption. It requires directional participation 
(i.e., self-direction) and not extrinsic separation (i.e., 
extrinsic punishment and rewards). Learning becomes 
play instead of dictation. Learning is fulfilling and not 
indoctrinating. Summarily, schooling is unnecessary for 
learning and harmful to an intrinsic education.

There exist many paths to the acquisition of the 
same piece of understandable knowledge or skilled 
movement. At the present, it is impossible to build a 
one-path technological learning solution that fits the 
needs, wants and preferences of all learners, although 
this is to a large degree what schooling environments 
are like. Real complexity and practical experience are a 
requirement for “real learning” (i.e., learning about that 
which exists in reality). Learning about the real world 
requires a dynamic process involving a complexity of 
interactions because the real world, itself, is a complex 
set of interactive and dynamic relationships.

There are no classrooms or paid teachers in nature; 
everywhere is a classroom and every experience is a 
“teacher” (or “opportunity for learning”).

The dichotomy between school and no-school is an 
illusion when intrinsic motivation and human fulfillment 
are introduced. Intrinsic motivation is evident when 
people engage in an activity for its own sake, without 
some obvious external incentive present. We must 
entrain to natural rhythms ourselves; no authority figure 
can do this for us.

Learning is a natural process; schooling is not. 
Learning and schooling are opposites. Learning and 
living are synonymous – learning is the process of fully 
living. Through living we learn. Through schooling we 
learn to be that which is not whom we could be. 

As a society, we do not have to channel learning into 
some sort of framework that resembles what we have 
in school: learning is an instinct; it is an instinct that can 
be conditioned out of us. Learning is not necessarily 
the absence of a routine or schedule; it is the absence 
of an authority figure directing the process by which we 
engage with our world.

Here, we return the focus of attention to the individual 
experience. We have been slaves to ideology transmitted 
hierarchically and based on a tremendously alienating 

instrumentality. What we need to do is to “decompress”, 
to release the traumas from authority that haunt our 
dreams, and to re-connect with our self-esteem and self-
empowerment.

In community learners [have the opportunity if and 
when they so desire] to interact with the world at large, 
gaining experience with everyday activities and situations. 
In community, learners draw from worldwide resources 
as they help one another pursue interests and goals. In 
truth, it is schooled children who are being sheltered. 
Students in the schooling system spend a good part of 
their days set apart from society, sheltered in schools, 
information typically provided by one textbook per 
course of study, in a singular environment that doesn’t 
represent the real world, which they become ever more 
separated from. So, when we speak of physical spaces, 
schooled children seem more sheltered than learners 
among a community of learners. The consequences 
of being sheltered reach beyond physical location. In 
some cases, maybe many cases, the conventional school 
lifestyle shelters students from exploring and learning 
how to get along in the world-at-large.

It takes a special kind of system to make learning 
boring. Most government education exists to rob the 
youth of a love of learning, to rob them of a love of 
reading, to rob them of a love of thinking, and to rob 
them of experiencing things that are outside of the 
accepted scope [of history and the cultural ideology of 
the time].

QUESTIONS: What facilitates inert behavior 
versus exploratory behavior? What generates 
passivity vs. curiosity behavior? How ridiculous it 
is to force people to do what comes naturally.

1.1.1 Autodidact
APHORISM: Know well what moves you forward 
and what holds you back.

The term ‘autodidact’ means “self-taught”. Generally, 
the term is applied to someone compelled to learn 
for himself/herself what s/he needed to know in life. 
In this sense, it indicates passionate motivation for 
learning which, in truth, is the only necessary ingredient. 
However, the term is still something of a misnomer. 
Firstly, it applies the concept of “teaching”. Yet, it may 
possibly be the only appropriate application of the verb 
“teach”, for an autodidact is essentially someone who 
teaches oneself. Secondly, the term “auto” could imply 
that learning happens in isolation, which is almost 
never correct. Learning generally occurs in the context 
of a social and larger ecological environment. It does, 
however, accurately imply that learning is [in part] a 
meta-self-cognitive process. Also, the term might be 
useful in facilitating a shift in someone’s perception of 
learning away from something someone gets given to 
something someone selectively takes (Read: chooses). 
Two possible synonyms for the term ‘autodidact’ are 
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‘self-education’ and ‘self-development’. In truth, we 
can (including children) “teach” ourselves complex 
knowledge.

APHORISM: It is wise to recognize that it is 
from the nature of existence that anything is 
discovered and learned.

1.1.2 Unlearning
“To obtain knowledge, add things every day; and 
to obtain wisdom, subtract things every day.” 
 - Confucius

Unlearning involves the releasing of behavioral patterns 
and sets of information (i.e., “knowledge”) that are no 
longer serving one’s highest fulfillment or the most 
accurate expression of their own information space 
in relationship to an existent commonly discoverable 
existence. Here, we learn how to evolve beyond our 
established biases and understandings, which may have 
served well as protection for some time. As we enter a 
more technologically thought responsive environment 
it is important for us to effectively and efficiently 
integrate new information in alignment with our highest 
fulfillment.

Unlearning is akin to the revision of an error. We can 
error correct ourselves (i.e., our information space), when 
we care to. The notion of an unlearning strategy may be 
applied as a metaphor for both the scientific method and 
the Trivium Method. In essence, the scientific method is 
a process for challenging the reality of the connections 
we form between different entities; thus, we are always 
working toward a greater comprehension and ability to 
act in our world. 

“If scientific/technical knowledge is doubling 
every 7 years that means that everything we 
know today will represent only 25% of future 
knowledge in just 14 years. Before we can take 
advantage of this new knowledge, it will require 
a great many (and very intelligent) people to 
unlearn what they spent much of their life 
learning.” 
 - Jack Uldrich

1.1.3 Challenge
A.k.a., Hormesis, stress, tension.

Sometimes growth requires a struggle, just like lifting 
heavy weights in order to build and sustain muscle. The 
general term for this is ‘hormesis’ - stress that leads to 
adaptation and benefit. Without tension there is little 
growth. In a certain sense, the “hurt” that someone feels 
when lifting weights is due to a very positive process. In 
learning there is a similar feeling, but it feels like “failure”. 
Laying down new neural pathways is metabolically 
expensive, and so it requires conscious effort, which 
can feel challenging. Overcoming the “pain” of failure 

is fulfilling and leads to competence (and mastery), and 
when the environment is conducive, more flow. Mentors 
and guides can be useful here to reduce and prevent 
injury, and to improve efficiency.

Sometimes the best thing someone can do for/to 
themselves is tone back the comfort, not all the time, 
but sometimes.

There are different subcategories of stress. Stress, 
itself, could be considered a neutral concept. Then,  there 
is eustress (good stress) and distress (bad stress). The 
body and mind try to adapt to stressful situations. If the 
stress become to great or the person dosn’t adapt, then, 
at first, the body goes through alarm, then resistance, 
then exhaustion, and then, diseases of the autonomic 
nervous syndrome.

INSIGHT: Individuals need challenges, and if 
they don’t have challenges, there is a problem.

1.2 The learning community
INSIGHT: When we know and trust that our 
community doesn’t judge, then we will get more 
from our community. 

A great learning environment is one in which the 
learners have the opportunity to tune into and become 
attentive to their own needs [as learners]. It is an 
environment that facilitates self-directed education, 
which is ultimately the only educational environment 
worth having. Wherein, a self-directed education is 
the only “degree” worth having. Among community, 
we create an environment where natural learning can 
flourish and we learn from experience, asking questions, 
following interests, exploring existence, and being. In a 
sense, the Community [itself] represents the [organized] 
act of learning.

When a society is structured right, then learning 
becomes effortless and inevitable. Hence, community 
represents the deliberate design of an environment 
where learning means the freedom of choice to learn, 
and therein, the state of flow becomes effortless and 
inevitable to access. At the scale of community, education 
becomes the structuring of an environment to bring out 
and facilitate the highest potential [creative] expression 
of the individual. A voluntary system is a system that 
is itself “invested” in individual’s self-development and 
life-long learning process – a user-centric system. In 
a community-type society where self-direction is a 
component of fulfillment, the social population is most 
interested in who this person “student” is choosing to be 
through time, and how may it be guided and facilitated to 
the ultimate mutual fulfillment of all of us. All individuals 
may recognize that it is desire and choice that make real 
education happen.

A community of learners requires a particular 
structure. Although we are born learners (i.e., it is an 
innate characteristic to all human beings), the instinct 
to strive, develop, and grow can be quickly derailed by 
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the kind of structures a human encounters early in life 
(and by uninformed and irresponsible social interactions 
throughout life). For example, take the issue of praise 
(as operant conditioning): those praised for being 
“smart” learn that intelligence is a fixed, innate, effortless 
gift, and they often fail to reach their full potential. If a 
society chooses a culture of praise, then it is much 
wiser to praise effort rather than outcome. Effort is 
salient to life-long learning and the exceeding of initial 
expectations. Such are the findings of social psychologist 
Carol Dweck who has conducted extensive research 
into the “fixed mindset” versus the “growth mindset.” 
In one study, young students take a simple non-verbal 
test.  Later, those praised for being “smart” or achieving 
a “good score” showed less confidence and enjoyment 
than those praised for “trying hard”. And, the effect was 
immediate: students praised for effort performed better 
on the next test. The performance of those praised for 
intelligence declined, and they even lied about their high 
scores later. Another study of older students had similar 
findings. 

Effectively speaking, praise is a form of feedback 
and the structure / type of feedback someone receives 
can help or hinder their progress. If a culture chooses 
to praise, then there are certain principles to which it 
would be wise to adhere. These principles make it is less 
likely for praise to reduce performance and long-term 
pursuit of the individual being praised, which may be 
the consequence of the misapplication of praise: praise 
effort; do not over praise; be clear and concise; do not 
praise by comparison; and, be cautious of sarcastic 
praise. (Mueller, 1998)

One might not think that the positive things one says 
to others can be as destructive as negative labels. But, 
there are times when this is true. Rewards and praise 
can quickly condition others to seek approval such that 
they end up doing things to impress, instead of doing 
things for themselves. We must use discernment and 
examine experiences critically if we are to maintain the 
commonly possible experience of fulfillment.

Fundamentally, not all structures will facilitate the 
continuation and sustainment of lifelong learning. 
A community that neither acknowledges the value 
of learning, or worse, structures itself against its 
continuation is unlikely to sustain a fulfillment 
orientation and a meaningful direction of development. 
A learning-oriented community is respectful of the 
individual, and is a natural extension of a supportive 
social network of relationships. One of the continuing 
goals of a learning community is to facilitate an 
environment where learners are more [scientifically] 
likely to become or remain intrinsically interested and 
curious about life, which is a curiosity of ours. In a highly 
‘thought responsive’ (i.e., an environment that responds 
more quickly to thought) social environment we need 
congruent community support to maintain our focus 
along lines that facilitate our life development [as we 
rapidly iterate our consciousness].

If we are to cultivate any culture it ought to be one 

of intense curiosity and inquiry. In an effort to facilitate 
self-directed experience the community maintains 
structures that allow people the time and space to 
reach their desired level of mastery and enjoyment. 
A community can provide resources and maintain 
structural environments that facilitate learning, which 
may include challenges and other opportunities.

A learning community is a “nutrient rich” environment. 
As such, it ought to facilitate a foundation of self-directed 
explorative education for its next generation where 
passion and an abundance of opportunity represent 
a system for learning. Necessarily, in community, we 
create environments where failure is recognized as 
an opportunity. After all, failure is the greatest of all 
“teachers” (i.e., failure is the only real “teacher”). One of 
the greatest scientists of the 20th century once said that 
the secret of his repeated breakthroughs was that he 
had made more mistakes than anyone else. Individuals 
with their self-esteem intact will always find ways to 
benefit from their failures as well as their successes. 
Herein, success means achieving a temporary goal that 
someone set for oneself.

A learning community works when we are committed 
to doing absolutely everything we can to provide a 
healthy, interesting, and nourishing environment for 
each other, though particularly, for the young. And, in 
that environment a young person will not be able to help, 
but learn. In community we are responsible for our own 
education and we caretake an environment responsive 
to our interests. We provide the conditions that allow 
us to educate ourselves. We learn from others of all age 
groups quite naturally.

A fulfillment-oriented community is emergently 
designed by individuals who are self-sufficient in their 
living and effortful in their learning. A truly educated 
population needs no external controllers.

When the adults in a society are continuously learning 
and acquiring new knowledge, understanding, and skills, 
the younger generation sees this as a good example of 
a lifelong learner and a value orientation toward self-
development becomes commonplace.

In community, we learn that which we are eager to 
learn, we pursue that which we have a curiosity in, and we 
apply effort toward that which we desire. Here, we learn 
that which we desire to learn on our own initiative. We are 
free to choose our own materials, mentors, facilitators, 
and environments. The only learning that ever counts 
in life happens when the learner has thrown himself 
into the subject on his own without coaxing, bribing, or 
pressuring. The drive comes from the individual with the 
community responding to the individuals drive. 

There are no required studies at any age, ever. 
Individuals learn of their own accord and discover that 
which they need in order to get where they want in life. 
Here, we experience the full meaning of responsibility 
from everyday experience. No one is thinking for 
you, and no one should be protecting you from the 
consequences of your actions. This is essential if we as 
individual among community want to be self-directed 
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and the “masters of our own destinies”. 
In community we learn according to our own needs 

and what is relevant to our lives. Herein, learning “works 
for us” (vs. for some authority) for it is authentic, it 
occurs in context, and it happens exactly when we are 
passionate and developmentally ready for it. 

To fully understand a learner-oriented community 
one may go through a few of the principles that need to 
be “unlearned”:

• Unlearning the culture of blaming others, in order 
to be honest with our own mistakes.

• Unlearning the school- and media-induced 
embarrassment of using our bodies to do real and 
authentic work (i.e., physical tasks).

• Unlearning our modern and urban disconnect from 
nature.

• Unlearning the deference, submission, control 
or oppression which defines institutional 
relationships.

• Unlearning our own biases.
• Unlearning the belief that we can’t build a new 

system to make the old system obsolete.

All of this unlearning is important, if we are to recover 
our innate capacities to nurture healthy relationships 
with one another, and to give and receive with 
authenticity and integrity. Be cautious, generations of 
government school graduates are running early 21st 
century society.

INSIGHT: In community, there is no such thing 
as, “being behind on a subject”.

1.3 Facilitation
INSIGHT: Sharing our own interests engages the 
interests of others

There are many ways to help others learn, and one of 
the most effective ones is the facilitation of another’s 
learning. The term facilitation has a liberatory 
connotation. Herein, facilitation refers to the process of 
being someone who shares in another learner’s learning 
process by actually helping them. Additional descriptors 
of facilitation include assisting, freeing, aiding, guiding, 
and empowering learners in their learning process. Put 
simply, facilitation is the process of helping other human 
beings learn when they want or otherwise need help 
learning. Learning does not require mediation, although 
the process of education can be made easier through 
facilitation. Therein, the aim of a facilitated education 
should be to support the development of capable critical 
thinkers and doers who are thoughtful, productive, and 
responsible.

Fundamentally, in a social environment, individuals 
have to help others to ultimately help themselves. 
Practically speaking, you can’t help someone get up a 

hill without getting up the hill yourself. Facilitators share 
in the potential social impact of a learning experience. 
Among community, individual learning gets tied up with 
the learning of all others and a synergy occurs.

The definition of facilitate is “to make easy” or “ease 
a process”. Literally, the word ‘facilitate’ means to make 
something, usually a process, easier or less difficult. 
Facilitators in the Community seek to make the learning 
process more efficient and effective while supporting 
each other in their progression toward a higher potential.

Generally, the three skills necessary for effective 
facilitation are: attending, responding, and 
understanding. Attending involves the development 
of a physical and psychological relationship where full 
attention is given to the learner. Responding refers 
to a showing of empathy, respect, genuineness, and 
concreteness for the learner and the learner’s needs. The 
third skill, understanding, involves the communication 
of a refined understanding [and possibly a reciprocating 
communication of understanding]. Taken together, 
these skills suggest ways facilitators can build a more 
meaningful and efficient learning environment. 

Practically speaking, facilitation involves providing 
support, guidance, and direction. A facilitator is thus 
an entity (human or computer) who helps, guides, and 
supports the learner where necessary or requested. 
In some cases this direction and guidance may be 
as simple as providing answers to questions and 
clarifying confusion. Generally speaking, the specific 
responsibilities and tasks of a facilitator will vary 
depending upon the learner’s needs and those learning 
activities the learner is involved in, and the degree of 
“experience” of the facilitator. 

In other words, a facilitator helps another accomplish 
a goal. Facilitation is a relationship between someone 
with experience and someone who wants to learn.

TELL-SHOW-TRY-DO (AND SOMETIMES, ASK)
Herein, if the learner prefers, the facilitator can first 
describe and explain (or "tell") the learner about that 
which the learner is inquiring (i.e., orally answer the 
learner's question). Then the facilitator shows the 
learner in real life what it means / how it works or 
is done (maybe several times - depending on when 
the learner lets the facilitator know they have "got 
it"). After that, the facilitator watches the learner try 
it for themselves while providing immediate and/
or subsequent feedback (and this can continue 
for some time, too). On particular occasions noted 
later in this document concerning technologies that 
could put the community at risk, the community will 
ask the learner to demonstrate that s/he knows a 
piece of knowledge or can perform a particular skill 
with some qualified degree of proficiency. In other 
words, in such cases the learner will show that s/he 
can perform the action in question oneself and/or 
duplicate the process and assist someone else in his 
or her learning of the objective.
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Facilitation requires orchestration of a meaningful 
interaction for the learner. Effective facilitation is about 
the learner, not the facilitator. Although, in facilitating, 
the facilitator may be practicing what they have learned 
while maintaining a shared connection with another 
human being. Facilitation is learner-centered, and not 
self-sacrificing.

“You” have the potential to see your way out of any 
challenge. Facilitators are there to help and support you 
when you ask (possibly to be a “coach”), or when you 
may have put yourself at risk unknowingly, accidentally. 
Essentially, facilitators are responsive and helpful guides; 
they are more experienced learners.

In the context of the learning community as a whole 
it could be said that facilitation is the structuring of 
an environment to meet the needs of learners, while 
maintaining a safe environment for inexperienced 
learners, as well as fostering the creativity of all learners’ 
self-expression. 

In the facilitation of others’ learning it is often said that 
the best kind of guidance is modeling (Read: showing 
an observer through example and by multiple sensory 
relationships). When an experience interfaces with more 
of our senses, then we are more likely to recall that 
experience later (i.e., our technical recall of information 
increases when more sensory content is connected). 
Something as seemingly innocuous as spanking provides 
a moral model of relationships [for a young person that 
may last throughout their entire life].

If facilitators create anything, they create nurturing and 
fulfilling environments wherein life, and our coherent 
relationship to it, becomes experience. A responsive 
facilitator is sensitive to the needs of the learner in the 
context of the learners request for facilitation.

Herein, the facilitated learner overcomes a temporary 
learning hurdle and the facilitator practices and 
reinforces (Read: lays down additional myelin) their 
learning.

Facilitation represents the power of helping others 
through a variety of strategies to realize that they 
have a much greater potential than they might have 
initially thought. Facilitation represents the potential of 
helping others to realize their internal confidence for 
themselves. And, the amazing thing is, as soon as we 
start feeling confident in our own abilities we naturally 
help each other [under the environmental condition of 
cooperation]. It’s called “trust”. The basic navigational 
attitude that underlies the foundation for a self-directed 
learning community is trust -- we trust the intelligence, 
competence, and innate organizational capabilities of 
each other.

In order to facilitate, a facilitator must be 
knowledgeable of the subject (or experienced in the 
practice) the learner is inquiring into or having difficulty 
with. Herein, facilitators use data to diagnose what the 
learner is having difficulty with.

Herein, one-to-one facilitation is a temporary 
interaction of one experienced learner to one 
inexperienced learner for the purpose of assisting 

the inexperienced learner in overcoming a short-
term, temporary learning challenge. The facilitator 
may provide guidance, direction, feedback, and most 
importantly, concrete assistance to another learner who 
is in need. The learner who is being facilitated has come 
upon a difficult and/or challenging learning problem and 
is in need of and requesting assistance. In effect, the 
experienced learner is “facilitating” the inexperienced 
learner on a subject or problem with which they 
themselves have demonstrated experience. 

A teacher is a pre-selected content transmitter 
regardless of the learner; whereas, a facilitator may 
transmit content if asked by the learner. A teacher 
controls the “learning” experience; whereas, a facilitator 
is a guide and recognizes that the learner directs their 
own experience. A facilitator is learner-centered and 
removes obstacles to learning; whereas, teachers are 
institution-centered and often put obstacles in the 
way of learning. Facilitators do not stand over you like 
authority figures. Facilitation is only “required” when the 
learner asks for it. Or, when an inexperienced learner 
may unknowingly be putting themselves in danger. 
For example, a young human needs facilitation prior to 
walking across a trafficked street, which they are unlikely 
to request  – if someone doesn’t look both ways before 
crossing there is a significantly increased likelihood of 
them getting hit by an automobile; any mistake at doing 
this puts your life at risk on every trafficked street.

In the context of formal knowledge or skill acquisition, 
to be a listed facilitator for a subject, an individual must 
have completed the module (or socially demonstrated 
acquisition of the information) that the learner is 
presently having difficulty with. Note that community 
learning modules are discussed later in this document. 
Here, inexperienced learners have an awareness of 
whom has previously or socially demonstrated that they 
are informed and possibly able to help. Whereupon, a 
learner may pick/schedule an open facilitator based 
upon their own preferences and the feedback / reviews 
others have given about their facilitation. 

Also, the system maintains an dynamic database of 
individuals who have openly selected for their names to 
be listed as someone interested in a topic for cooperative 
discovery/learning. Learning through discovery and 
equal peer relationships has the potential for increasing 
the rate of learning of all participants through a synergy 
of discovery. It is further relevant to note here that on 
the “cutting edge” of knowledge discovery there are not 
yet sufficient answers to questions, and so, self-directed 
and cooperative discovery will be the only way to find 
answers.

When learners work in an open, supportive and 
caring environment alongside each other day after 
day, even the most inexperienced, shyest learners 
become comfortable asking for help from other more 
knowledgeable learners. 

Thanks to the Internet millions of people can have 
their say. This is, however, a double-edged sword. 
The opinions (Read: neither reasoned arguments nor 
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evidence) of millions of individuals litter the Internet and 
create huge discord, confusion, and entrapment of time. 
When ideas and content are pooled, organized, and 
assessed for evidence and reasoned clarity, then the 
process of content acquisition (as a part of the learning 
process) becomes more efficient. 

Those who refer to themselves as facilitators in 
schooling-oriented environments appear to have seized 
upon the sudden rise of the Internet and its abundance 
of material to transition from the role of “teacher as 
content provider” to “teacher as facilitator”. For many 
people, facilitation is just another way of teaching. The 
teacher behaves in a different way, encouraging the class 
or group to contribute, but ultimately tells them what 
to “learn”, how to “learn”, and how it will be assessed. 
The type of facilitation that a teacher might provide in 
a schooling environment is not equivalent to facilitation 
among a learning community. Altogether, schooling 
ignores the personal nature of learning. 

In the Community, facilitators exist to facilitate learning; 
they are there for the learners to answer questions, 
provide guidance, and convey/pull in resources. Here, 
a facilitator facilitates learning [and is respectful of the 
learner’s direction and autonomy] rather than telling 
someone what to learn (teaching). 

A facilitator who wants something from “you” is 
not someone “you” want as a facilitator. A facilitator’s 
reward for facilitating is principally intrinsic — meaning 
s/he is getting just as much if not more out of the 
interrelationship as “you” are, because s/he is enjoying 
the process of helping another. The second reward is 
self-refining - the laying down of more myelin along a 
circuit by practicing what they already know.

Additionally, it is important for learners and 
facilitators alike to remember that removing symptoms 
of discomfort is not always the best action. Often, 
the symptoms are necessary. The symptoms are our 
feedback, and they help us learn and grow and recover. 
Take the human body for example: Inflammation is 
the body’s attempt at self-protection; the aim being 
to remove harmful stimuli, including damaged cells, 
irritants, or pathogens - and begin the healing process. 
Inflammation is a symptom, and it is an essential part of 
the body’s attempt to heal itself. Inflammation is also an 
indicator of injury that alerts us to take more care [with 
the location of injury]. 

The reality is that a learning environment fails its 
purpose when feedback is removed (i.e., when feedback 
becomes uncontrollable, or when there is “sheltering 
behavior”). In the real world if you touch a flame, you 
get burned. You experience physical pain that conditions 
you to avoid contact with flame in the future. Touching 
something which will burn is a great natural example 
of consequence, since the consequence is the same no 
matter how many times you experience it, and no matter 
how many people encounter it.

Social facilitation is the tendency for people to do 
better on simple tasks when in the presence of other 

people. This implies that whenever people are being 
watched by others, they will do well on things that they 
are already good at doing. (Strauss, 2001) The Wikipedia 
entry on ‘social facilitation’ [wikipedia.org]. describes the 
phenomenon. Note that this type of facilitation should 
not be confused with facilitation of learning. Instead, this 
could be seen as social facilitation of performance.

The only source of knowledge is experience. 
[We must expand our experience to obtain the 
answers to questions we have about the universe 
and oneself.]
 - Albert Einstein

1.3.1 Mentoring
A.k.a., Facilitator, apprenticeship.

The mentor is the guide and the learner arrives at the 
discovery on their own. Human history has gone from 
a culture of discovery and mentoring to instruction 
and schooling. Historically, there was discovery and 
mentorship. In the early 21st century, primarily, there 
are classrooms for training and instructing.

A mentor is someone with established competency 
who offers support and guidance to another (or others)  
who are working on their own competency in that 
area. Generally, a mentor is someone who is currently 
practicing and has agreed to facilitate another (or 
others) in their own development of competence in that 
practice. A mentor is a guide, role model and advisor. 

1.4 Teaching
“To save man from the morass of propaganda, in 
my opinion, is one of the chief aims of education. 
Education must enable one to sift and weigh 
evidence, to discern the true from the false, the 
real from the unreal, and the facts from the 
fiction.” 
 - Martin Luther King

Sugata Mitra speculates that education is a self-
organizing system, with learning as its emergent and 
phenomenal outcome -- just let consciousness self-
organize and wait until the learning happens. There is 
nothing else “you” can do. Facilitation is like gardening; 
the plants grow themselves. You plant the seeds, water 
and wait. One might then ask the question, “Can the 
young learn to read by themselves?” If the answer to this 
question is yes, and Sugata’s speculation is correct, then 
“primary education” comes into question, for suddenly 
there is the realization that society doesn’t need the role 
of a “teacher”; there are very few things needed besides 
the individual and access to a nutrient rich information 
environment.

What is TAUGHT and what is LEARNED can be two 
completely different things. For instance, parents think 
that they are TEACHING respect and obedience by 
spanking their kids. In reality, what the children LEARN is 
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that the bigger and meaner you are, the more power you 
can wield.  Effectively, teaching is just the presentation 
of information, and tutoring is a more individualized and 
interactive one-to-one presentation of information.

From the perspective of a learner there is no such 
thing as [the notion of] “teaching another”. A “teacher” 
who thinks s/he is “teaching” is in fact not “teaching” 
[what s/he thinks s/he is “teaching”]. A learner might say 
to a school teacher, “You are not telling me anything; you 
are sharing and are allowing me to think. Don’t set out to 
free the world if you have a cage in your head.” 

Teaching isn’t a thing you do to someone else. Rather, 
learning is something that you might, if you’re lucky, get 
to assist with. When “you” are looking to help someone 
“you” might want to ask someone what help they actually 
need.

The reality is that those who call themselves “teachers” 
are in fact just other learners who have adopted and 
adapted to an unfortunate set of socio-economic 
circumstances. Learning is not the product of teaching. 
Learning is the product of the activity of learners.

Those who care too much about right answers can very 
easily slip into teacher mode and start instructing and 
commanding rather than just letting the conversation 
flow naturally. In community, we have to stop seeing 
ourselves as “teachers” (if we have started) because we 
are not. We are facilitators and co-explorers; we are co-
learners. 

Neuroscience shows that the brain is changed 
through active experimentation, not by teacher-centered 
pedagogy. The human brain physically forms new neural 
connections when someone looks at their mistakes – the 
brain will actually grow. In a sense, failing is just another 
word for growing if someone keeps learning.

Hence, teaching is not an action that exists. When 
a teacher thinks s/he is teaching, what s/he is in fact 
doing is, for example: verbally explaining; writing; 
visually demonstrating; drawing; dancing; or possibly 
even singing. But, s/he is not ‘teaching’. A teacher who 
thinks s/he is teaching is actually reviewing for oneself 
something already known while presenting information 
into an environment and generally collecting a paycheck. 

If someone were to walk up to “you” with a question 
about a linguistic punctuation issue they were having, 
and “you” knew the correct linguistic punctuation rules, 
then “you” might show them or write them out. If the 
inquirer didn’t understand then “you” could draw a 
picture or give other examples. When “you” perceive 
that they have learned the thing they wanted to learn, 
then the action is completed (i.e., “you” have facilitated 
their understanding for which they likely showed 
acknowledgement, and everyone can go back to what 
they were originally doing). They learned. “You” helped 
them learn (i.e., facilitated their learning). “You” were 
“the teacher”, but “you” didn’t do the work that resulted 
in learning. The learner did that in his/her own head. 
Anyone can put ideas in the air, but without another’s 
active work no “teaching” can possibly take place. The 
term is not reflective of what we empirically know about 

that which we have identified as ‘learning’.
So, if “teaching” means competently and 

compassionately facilitating learning, then teaching 
does exist, no? Here’s the truth: teaching has no action 
to show for itself that is “teaching”. You can’t pour useful 
information into anyone else’s ears or eyes against their 
will. We as individuals have the potential to direct the 
structuring of the contents of our own minds. You can 
learn, but we can’t make you learn. And, if we try to make 
you “learn” through coercion and constriction, then we 
harm you; we harm your development toward your 
higher potential.

When someone is “teaching” someone else how to do 
something and the individual being “taught” is thinking 
of something else or is only paying attention because 
there is a threat or bribe being applied to them, then 
what is the “teacher” actually doing? A “teacher” who 
thinks they are teaching is actually playing with, and 
otherwise fooling, themselves.

“Teach” has inherently negatively objectifying 
connotations. The word “teach” is a verb which places the 
teacher in the active role (subject) and the student in the 
passive role (object). It implies through the grammatical 
structure of any statement made using the word that the 
“teacher” is doing the work and the “student” is merely 
acted upon. The “teacher” has planned and prepared 
something, and the “student” has arrived to accept it. 
Whereas the concept ‘learn’ makes the “student” the 
subject of the statement rather than the object. S/he is 
doing the work, not merely showing up and being the 
passive recipient of another’s knowledge. And hence, 
there is no need for either the concept “teacher” or 
“student”. They are unnecessary at best and divisional 
at worst.

To most school teachers, knowledge is regarded 
as a substance that can be poured into the students’ 
minds. Thus, “education” is seen as the process by 
which knowledge is transferred into the learner’s minds 
(and to constructivists, “education” involves prodding 
and assigning so that individuals construct “their own” 
knowledge). Wherein, “teaching” is the packaging of 
knowledge for efficient transfer (and to constructivists, 
it is the evaluating of the quality of the constructed 
knowledge). Individuals become regarded as ‘empty 
vessels’, and the range of knowledge and central 
experiences that they come with is hardly acknowledged. 
Effectively, school becomes a mass production factory. 
And the lifestyle that it creates is one devoid of fulfillment. 
Alternatively, in community, we nurture our own and 
each other’s inherent potential; herein, we carefully 
think about the structures we place ourselves in and we 
create for each other.

The reconciliation of the teacher-student contradiction 
is learning [that there is neither a teacher nor a student 
among community]. True education must begin with the 
resolution of this contradiction. Education within the 
institution of schooling maintains and even stimulates 
the contradiction through the following attitudes 
and practices, which mirror oppressive society as a 
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whole; wherein, an oppressive society generates and 
oppositional lifestyle: 

The teacher teaches and the students are taught. 
The teacher assigns and the students construct. 
The teacher knows and the students know not. 
The teacher thinks and the students are thought 
about. The teacher chooses and the students 
adapt. The teacher talks and the students listen. 
The teacher disciplines and the students are 
disciplined. The teacher chooses and enforces, 
and the students comply. The teacher acts and 
the students have the illusion of acting through 
the action of the teacher. What does the teacher 
do? The teacher confuses the power of self-
verification with his/her own “professional” 
authority, which s/he sets in opposition to the 
freedom of other human beings.

Here, one might come to ask themselves whether 
one has been repeatedly sold the story of a “powerful 
and great teacher”? (Keller, 2013) To be sold “the power 
of the teacher” is to not realize that we are all learners; 
that we are [at least] self-directed and goal-oriented 
consciousness. We can self-organize and self-integrate 
without some external authority doing it for us. In 
practice, teaching disrupts the internal coherence of 
the intrinsically motivated individual, who may become 
worn down and psychologically crippled over time. 

In understanding that we learn through experience we 
might come to realize that the ultimate “teacher” is our 
relationship to our environment. If the term “teaching” is 
to be used at all, then it is the process of self-reflection 
upon one’s [past] experiences of and through an 
environment; it is not an entity. In other words, we can 
learn from that which has happened to us in life, and 
from it we move forward, letting the past guide and 
teach us. Therein, the environment and our responses 
to it are the actual opportunity creators for our learning.  

Fundamentally, learners are not dependent upon 
“teachers”; though ironically, the “teachers” are 
dependent upon the students for their income.

In general, early 21st century society sticks individuals 
of all ages, though particularly the young, in classrooms 
where they have to sit, stand, and be quiet most days at 
the behest of an individual who has been told, typically 
speaking, that all individuals learn and think the same 
and should do so according to the ethics and principles 
and standards and procedures and paradigm of their 
institution. These people are enculturated to believe that 
this type of system is one of “progress”, and that those 
who are opposed to it are to be codified as oppositional, 
and they must therefore be ostracised, shamed, and if 
need be, drugged for their opposition.

If there is something called “classroom control” or 
“teacher control” in a society, then maybe individuals in 
that society need to go back and check their premises. 
For, if there are “learners” then there is neither 
“classroom” [control] nor “teacher” [control], and if there 
is either of these things, then there is not a [f]actual 
understanding of learning. “Classroom management” 

is a euphemism because a classroom is a group of 
static items: a room; desks, maybe a whiteboard and 
computers. The classroom manages itself. “Classroom 
management” is really human management.

A community is built on trusting relationships. The 
urge to control what others learn is still a form of the 
urge to control others.

All schools, by spectral degree, are based on the notion 
that all kids are lazy and need to be forced to do this 
thing called “learning”. The emergent and experiential 
view is that we are all natural learners, which modern 
brain research does confirm. Worst of all, most school 
teachers in early 21st century society believe that 
“their kids/students” are dependent upon them for 
their education. Not only is this untrue, it is harmful to 
both the “teacher” and the “students” (i.e., it is harmful 
to all learners). It is wise to continuously ask ourselves 
whether we see each other as self-directed humans with 
desires and needs, or do we see each other as storied 
roles? 

The teacher says, 

“You ask me why and I tell you: Because I said so, 
because I am your mother, your father, because 
I am the teacher, the principal, the authority 
figure. So by definition because of this role you 
need to obey, you need to conform, you need to 
comply, you need to be obedient and do as you 
are told. You need to do what I think is best for 
you.” 

The person who has adopted the role cannot make a 
mistake; with a façade of being perfect, the protector, 
the legitimate authority, the saviour, the hero ... the great 
and powerful teacher. The role of an authority [nearly] 
always comes coupled with infallibility, which creates 
a dangerous environment for everyone, which doesn’t 
necessitate tyranny, but it can certainly sow the seeds.

The understanding put forward herein is expected 
to be fairly foreign to traditional “educators” that are 
taught to select a pre-defined curriculum, pouring 
knowledge into individuals, and then subsequently 
testing them. In reality, many people don’t want to let 
go of the word because it takes the focus off of them 
and their marketable profession. By using the word 
teach (teaching, teacher, etc.) they can give themselves 
a pat on the back (and continue to feel good about the 
pay-checks they collect) for all the learning someone 
else does. It gives them the sense that they are doing 
something good for another. In community, there are no 
teachers there are only those who share in the process 
by which we are all learning and growing.

Teachers want attentive students. Learners are free 
to come and go when they choose. Teachers would 
not appreciate people randomly coming and going 
from their class. Conversely, there is no expectation 
or coercive reinforcement for your presence in a free 
presentation environment. 

School is often the experience of sponging up 
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information which is jettisoned when it is not needed for 
tests anymore. School is NOT designed to facilitate self-
directed learning; self-directed learning is fundamentally 
NOT the experience of schooling. No school board 
or governance committee is in a better position to 
determine a course of study for another human being 
than that human being is for himself/herself. Teachers 
are not necessarily the benevolent providers of wisdom 
we are told they are. Don’t accept something as the truth 
just because it comes from someone you respect.

One technique for finding just the right level of 
challenge for each “student” is so simple that few of us 
think of it: let the learner choose their challenges, and 
facilitate a value-oriented environment where they 
choose challenges wisely.

Essentially, the above idiom implies that people who 
are able to do something well can do that thing for a living, 
while people who are not able to do anything that well 
make a living by teaching. In early 21st century society 
there are many people in the market who are relegated 
to teaching because they didn’t “make it” in their initially 
desired career field. However, the idiom is short-sighted, 
in part, because it doesn’t recognize that teachers 
become victims of the system too. It is interesting to note 
that most people who end up teaching, even those to 
whom the idiom might apply, claim they did so because 
they want to “make a difference”.

In a socially governed school the teachers might say, 
“You kids, don’t bully and don’t use force against each 
other; you kids, you follow these rules”; but, we school 
teachers are going to force other people to pay our 
salaries. In truth, regardless of what we think we are 
teaching, we teach what we are and how we behave. 
If you did not before, do you now see the process of 
enculturation replicating itself among our species?

Someone might then ask, “Isn’t teaching the best way 
to learn? This is just common knowledge.” No; and, it is 
unfortunate that it is considered “common knowledge”. 
A common saying in early 21st century society is, “the 
best way to learn is to teach”, but in community we 
are all learners, creators, and sharers wherein our 
shared creations and communicated learnings have the 
potential of facilitating the learning by others.

It is interesting to think about who wouldn’t flourish in 
a loving, supportive, interesting, fun, nurturing, resource 
rich, and stimulating environment? In other words, 
every young person would flourish if the “parents” and 
“community” were morally aligned with fulfillment, so to 
say.

“Everybody is a genius. But if you judge a fish by 
its ability to climb a tree, it will spend its whole 
life believing that it is stupid.” 
 - Albert Einstein

1.5 Learning as a lifestyle 
“Education is not the learning of facts, but the 
training of the mind to think.” 

 - Albert Einstein

In community, our interests and desires evolve based 
upon our experiences and the information we come 
into contact with. Herein, individuals progress from one 
experience to the next, dependent upon their evolving 
interests, curiosities, and goals. Essentially, we come to 
learn about ourselves and the world through investigation 
and discovery, wherein an emergent formal/structural 
learning environment stands in contrast to a planned or 
programmatic curriculum, as a lifestyle that intrinsically 
facilitates learning through self-direction as opposed 
to institutional force. In other words, the community 
provides the opportunity for structuring our learning 
so that we have a context of what we have learned in 
relation to what is possible to learn. However, it does not 
programmatically force an individual to learn [anything] 
within that structure. Instead, the structure is present and 
individuals may use it or not. If we choose to use it then 
we progress at our own emergent pace, and we may add 
to the structure freely wherever we desire. Practically 
speaking, in community we have the freedom to learn in 
a structured environment (or not) about a subject matter 
(or set of relationships) from other learners.

The biological term ‘selection’ defines the process 
of physiological change that takes place within an 
organism when it selects new information that helps it 
more effectively adapt to its world. The most important 
element of a selective system, such as our brain, is that all 
new information must in some way attach itself to data 
that has been previously encoded into our neurological 
structures, either by our genetic program or by our 
previous encounters with the environment. In selective 
systems the individual-self has this constructive power, 
not some outside authority, such as a “teacher”. It is the 
individual who is actually doing the matching (Read: 
pattern recognition), as his or her brain unconsciously 
selects new information that resonates with previously 
acquired knowledge for inclusion into long-term 
memory. 

Learning is the conscious pursuit of self-growth and 
self-development. If someone is relying on others to tell 
him or her what s/he has learned, then it is likely that s/
he is not learning much.

Former efforts to develop effective learning systems 
that produce dramatic neurological change – and thus 
dramatic learning – have been hampered because 
of a failure to understand that learning takes place 
though the process of ‘self-selection’, not the academic 
professing of “instruction”.

There are substantial differences between the 
biological term “selection” and the academic term 
“instruction.” The academic term implies a method in 
which learning is claimed to take place through directives 
and orders from a central authority (e.g., a “teacher” or 
“leader”). Instructive methods view the brain as an empty 
container to be filled through the authority’s direction, 
using the Newtonian and behaviorist tools of leverage 
that every learner in early 21st century society is likely 
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familiar with: the reward and punishment of good and 
bad grades, marks, scores, and evaluations. 

A learning community does not force a predefined 
(or planned) program of study or career of tasks on 
individuals. Planned programs cannot adequately 
accommodate the evolving interests of learners and 
the expansion of our knowledge. Planned programs 
advance students down a single path toward a pre-
chosen [authority directed] goal, often in a single 
discipline. In community, we realize that learners have 
interests that span numerous disciplines, and that in 
truth all disciplines are connected. Here, we begin to see 
the interconnectedness of the world around us.

Individuals in community don’t generally segment their 
life into academics versus life. Instead, learning enmeshes 
with life. There is hurtful artificiality in separating learning 
from living through institutionalization of learning 
into academics. In community, we look at life more as 
connections and less as academic subject matters. 
‘Academia’ represents the compartmentalization of life. 
Effectively, school diverts our attention from a sensitivity 
to, and the fulfillment of, our life needs. One of the 
consequences of school is the disconnection of learning 
from living. 

The truth is that when you dig deep intellectually, 
everything has an interdisciplinary synergy. We can’t 
talk about nutrition without also talking about biology. 
We can’t talk about biology without also speaking about 
physics. We can’t talk about physics without talking 
about mathematics, and so forth. There is a synergy in 
life that we can integrate [over time] and use to organize 
a more fulfilling lifestyle for all of us.

INSIGHT: Often, academia is the parroting of 
what another parrot who came before him/her 
was told to parrot.

1.5.1 Self-direction, life-long learning
“Whatever an education is, it should make you 
a unique individual, not a conformist; it should 
furnish you with an original spirit with which to 
tackle the big challenges; it should allow you to 
find values which will be your road map through 
life; it should make you spiritually rich, a person 
who loves whatever you are doing, wherever you 
are, whomever you are with; it should teach you 
what is important, how to live and how to die.”  
 – John Taylor Gatto

Self-directed learning (or self-directed study) is the 
process by which learners initiate, monitor, and reflect 
on their own learning, and it is potentially the most 
important element in life-long learning. Our community 
exists to support individuals in their pursuit of learning 
throughout their entire lives, and therefore, self-directed 
learning must be an inherent part of our community. 
Self-directed learning provides an environment for the 
natural continuation (or “development”) of self-directed 
individuals. 

The Community offers individuals the freedom to 
explore their personal interests and to fulfill their 
continuously evolving aspirations. Here, learners are 
nurtured into taking the initiative and the responsibility 
for their own lives, their learning, and their routines.

In the Community, learners are responsible “owners” 
and “managers” of their own learning process and 
progress. Here, learners design their own path to their 
own highest potential. The modular, continuous learning 
approach [discussed later] ensures that learners have 
the time to process, integrate, and fully enjoy what they 
are learning. 

Self-directed learning nurtures the intrinsic motivating 
factors of autonomy, connection, mastery, and purpose 
over factors of a more extrinsic nature, such as reward 
and punishment. Self-directed learning allows for a state 
of flourishing among individuals, for herein, we are 
following the interests and curiosities of our own hearts 
and minds, which have not been shackled and beaten 
by the self-serving agendas of others. Environments that 
support learning shift the role of the “instructor” [if one 
is present] from that of the “bearer of knowledge” to 
that of a “facilitator of learning”. Hence, in community 
there are no “instructors” or “teachers”; there are only 
learners, some of whom may have sufficiently mastered 
a subject or task to a degree that they have the capacity 
for adopting the role of “facilitator” or “guide” to other 
less developed learners. 

Only a limited form of self-direction can be achieved 
in a programmatic or pre-planned environment wherein 
individuals are told (or “instructed”) on what they must 
learn and how they must learn it. Alternatively, an 
emergent curriculum is founded upon the principle of 
individual self-direction, and it is therefore in line with 
how learning and change actually occur in our natural, 
biological systems. 

This leads us to acknowledge that optimized learning, 
the efficient and logical integration of new knowledge, 
and movement toward a true higher potential, 
necessitates a self-directed environment. Self-directed 
environments appear when individuals have the freedom 
to express their desires, wants, and preferences. Note 
that self-directed freedom is one of our community’s 
core values, and it is discussed at length in the Social 
System Specification. 

When individuals have a choice as to where they 
focus their physical, creative, emotive, and intellectual 
energies, therein exists alignment with our natural 
world. If we seek a continued movement toward our 
higher potential, then the decision to learn something 
must originate from within the individual. In community, 
individuals have the opportunity to self-select their 
intention and focus their intention without intrusion by 
others.

What is Confucius stating in the above quote? Should 
a “good teacher” not show you all four corners, laying 
everything out plainly? Confucius apparently thought 
otherwise. Nature provides the corner of experience. To 
truly learn, to remember and understand and integrate, 
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a mind must be in a state of questing, of seeking to find 
knowledge.

In the Community, most formal learning is delineated 
into what may be commonly referred to as formal 
learning experiences (‘learning objects’ or learning 
modules). A learning object is a collection of activities, 
events, and content that has been temporarily assembled 
based upon one or more closely knit learning objectives. 
‘Learning objects’ represent smaller, self-contained, 
re-usable and often assessable units of learning or 
purposeful experience. By organizing learning into 
manageable chunks, learners can smoothly transition 
between experiences and disciplines. Many technical 
learning objects are even designed to span disciplines.

Metadata about ‘learning objects’ is an important 
component of the learning system. Metadata provides 
learners complete transparency within and between 
learning objects and experiences, allowing for an 
informed choice about the direction and path of their 
own learning. 

“I never let my education interfere with my 
learning. [In other words,] I never let schooling 
get in the way of my education.”
 - Mark Twain

1.6 Certification and accreditation
Your true greatness will come when you focus on 
creating a life, not a career. 
 -Vishen Lakhiani

Just because someone has an accreditation (or 
credentials) does not make them reputable. In fact, it 
might mean that they are more invested in that which 
they are accredited, and hence, less open to new 
information that might contradict or prove their claimed 
“area of expertise” less valid. 

What are credentials?

Credentials are a social signaling mechanism 
to others in a socio-technical system that 
someone is safe to operate/use something.  
 
Someone with a credential may be named, 
for example: a technician, a specialist, an 
operator, etc. Specialized names are sometimes 
given to those with credentials, for example, 
someone with the credentials to pilot an aircraft 
may be called a pilot. The term technician is 
frequently used, because someone with an active 
credential/certificate is considered technically 
competent.

Those who become accredited or credentialed can 
easily slip into a mindset that inhibits their recognition 
that the answer to a complex systems problem may 
not lie in their credentialed field of study. Credentialing 
under incentive environments misaligned with human 
fulfillment can easily generate blind spots in those who 

achieve them. People who are “professionals” (or, “-ists”) 
may never realize that their beliefs are creating blockages 
to a more accurate and comprehensive understanding, 
for they have unknowingly accepted (and likely attached 
themselves to) a perceptual limitation in the form of a 
socio-economic role and an accompanying title, which 
masks the reality that they are actually [still] just learners 
in practice. In a sense, credentialing represents the 
affixing of a paradigm of thought into the mind of an 
individual who has tied their ego, and possibly their social 
status and lifestyle, to a particular and temporary role in 
society. In practice, professionals rarely ever invite those 
who have a different paradigm of thought to help solve 
a complex problem. There are great lengths that need to 
be gone through to undo such dogma, particularly when 
credentials and accreditations are tied to survival and 
profit in a competitive market for quality of life.

What do academic and professional credentials 
signify? They greatly signify that someone is willing 
to play by the rules and be managed. The difference 
between true education and credentialing is profound. 
It is important not to mistake one process for another. 
Herein, lifelong learning leads to a different conception 
of what accreditation and certification even means. 

The terms “accreditation” and “certification” are 
sometimes used interchangeably, however, they are 
not synonymous. And, their application within the 
community environment is not equivalent to how they 
are applied around the schooling or professional labor 
environments. The terms, as they are defined herein are 
similar, though not exactly alike to how they are applied 
by the National Institute of Standards and Technology 
(nist.gov, or its equivalent). Here, certification is used 
for verifying/testing that an individual has adequate 
skills and knowledge to operate a complex technological 
object that has the potential of putting other life forms 
or community resources at risk. In this sense, the terms 
certification and credential are synonymous. Within 
the team-based structure of a community-type society, 
certifications (credentials) do not convey any form of 
honorific title, such as, PhD or Dr.

Certification(s) may be required to join specific 
InterSystem Teams. A community-type society requires 
authentic/objective assessments of individuals prior to 
their operation of certain technologies or performance 
of certain procedures. For example, when operating a 
potentially dangerous technology (e.g., an automobile) 
we require each other to have demonstrated in a 
socially transparent context that we are sufficiently 
skilled and knowledgeable to operate the technology 
safely. Simply put, you wouldn’t want someone 
responding to an emergency lifesaving situation who 
wasn’t trained in lifesaving and stabilizing emergency 
response procedures. You also wouldn’t want someone 
who wasn’t objectively assessed to be knowledgeable / 
skilled in operating emergency response technologies. 
You would likely also prefer someone who had a deep 
interest and passion in what they are doing, and weren’t 
doing  it because, “That is just the job I fell into”.
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When you get in a car and drive in traffic, you want 
some basic social assurance that other drivers on the 
road are capable of effectively handling their vehicles 
and understand road signs and signals.

Alternatively, in community, accreditation is used to 
verify that a geophysical space has been appropriately 
assessed via a set of objective criteria to maintain safe 
operation, and it accompanies a set of ‘use conditions’ 
for operating the safe and responsible use of the 
space. For example, a laboratory might require a fire 
extinguisher for it to operate safely, which would be a 
checklist item necessary for the space’s accreditation 
[to operate]. Therein, if an individual desired to use the 
technological space, then s/he would socially certify for 
the correct usage of said fire extinguisher. Therein, a 
safety response protocol for said laboratory space might 
state: if a fire with the following parameters materializes, 
use the fire extinguisher as specified. Similarly, two ‘use 
conditions’ of tools in a general tool workshop might be: 
1) put everything back where you found it; and 2) do not 
leave blood (or other particle matter) on the tools.

Certification is essentially the process of socially 
attesting that a specified quality or standard has been 
met for operating [a technology] or performing [a 
procedure]. Here, the term ‘certification’ only applies to 
humans. In other words, the notion of a ‘certification’ 
is not applied to products, goods and services. In 
community there is no “market” for the production of 
products amongst competing business entities, and 
there is no “government” regulating and overseeing the 
production of products. Instead, decisions regarding 
designs are arrived at via the process(es) described in 
the Decision System.

It is important to remember that in all cases a certificate 
is an extrinsic reward. However, a social environment 
could maintain a value set that de-emphasizes the 
certificate itself by decoupling its acquisition and the 
opportunities its represents from both ‘status’ and 
‘standard of living’.

Additionally, “mastery” in the context of a “certificate of 
completion” is a potentially dangerous idea, as it neglects 
the fact that humans can forget. In Khan Academy, for 
example, it takes a long time to achieve “mastery”, and 
even after that label may be applied, questions are 
brought back periodically, months later, to see if the 
learner has retained the skill/understanding. A certificate 
of completion is static, permanent, and does not update 
with new information; alternatively, credentials may be 
tested and updated as situations change.

2 Schooling
INSIGHT: School is a bonding experience. The 
question is, to what or to whom is one being 
bonded? 

School is a process (i.e., schooling) represented by an 
institution in the market and/or in the jurisdiction of a 
State. School is visible when education (or the claim to 
educate) is imposed by law or by institution. As such, it 
is product centered. In other words, the result at every 
level of school is a marketable product. The three main 
markets of schooling are represented by the roles of 
“parent”, “the State”, and “commercial entity”. Therein, 
schools are organized around final results, rather than 
continuous and life-long processes. Personal goals are 
not equivalent to the scheduled goals set for students in 
school. In school, the fundamental goal is good marks on 
a routine basis.

School segregates children from society (and adults), 
which only began happening after the industrial 
revolution. This has created an alienation of the child 
from society and it is very difficult for them to put 
together a picture of what the real world is actually 
like, or formulate ideas about what their place in the 
world might be, other an arbitrary and two dimensional 
perceptions that they draw from media or conversations.

Schools are institutions in which learning is taken to 
mean “being taught”. In other words, schooling is the 
idea that someone with training is doing something to 
someone. You want people to learn? Teach them. You 
want them to learn more? Teach them more ... and 
more. Work them harder. Drill them longer. Keep them 
longer. And when a new technology comes along, just 
reorganize the structure with the same variables (i.e., do 
assignments in class and watch presentational videos 
for homework, or the opposite). Unfortunately, the 
advocates for such a system do not realize that learning 
is a process “you” do, not a process that is done to “you”, 
which is true for everyone. It is basic. Learning, thinking 
and actively using your mind is the essence of being 
human. It is natural. With that said, some people have 
specific functional disabilities that affect their drives and 
others have specific mental impairments. These must be 
dealt with in special, potentially therapeutic ways.

No one sticks people’s faces in bowls of food several 
times a day to be sure they’ll eat; no one closets people 
with mates to make sure they’ll couple. How ridiculous 
is it then to force people to do that which above all else 
comes most naturally to them. Ironically, everyone knows 
just how widespread and overpowering curiosity can be. 
If a person is determined to learn, they will overcome 
obstacles and learn in spite of everything. Support, help 
and facilitation just makes the process of learning more 
efficient. 

But, if “you” bother a person, if “you” insist she or he 
stop his/her own natural learning and do instead what 
“you” want him/her to do between 09:00 and 09:50 and 
10:00 and 10:50 and so forth, not only won’t s/he learn 
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what s/he has a passion to learn, but s/he will also hate 
you, hate what you are forcing him/her to do, and often, 
lose all taste for learning, at least temporarily. Every time 
you think of a class in school, just imagine a “teacher” 
forcing carbohydrates, lipids, and proteins down each 
student’s throat with a giant ramrod. It is an arcane form 
of torturing ourselves.

Unless a child has specific and unique learning 
challenges, you essentially cannot stop them learning if 
they have access and exposure to materials and content 
(besides trauma).

School has very little to do with learning and 
although some actual learning does happen in school, 
the schooling system was not designed to facilitate 
either the non-contradictory integration of a more 
accurate model of reality, or an area for playing with 
a set of tools that might be useful in the integration of 
understanding and the solving of real world  problems; 
instead, schooling is designed to facilitate introduction 
into a market-State society (which is, the society present 
among the global population in the early 21st century). 
Fundamentally, the ~15,000 hours of [primary and 
secondary school] conditioning runs completely counter 
to the propagandistic message that school is designed 
to help “you” achieve your highest potential [success in 
the market].

School is [in part] about feeding information into 
empty vessels that was relevant to the work force at the 
time. In a very real sense it is an institutional system for 
the creation of robotic workers. In general, the practice 
of school is the performance of unaided work and the 
arbitrary “learning” of irrelevant and uninteresting facts. 

School is also a form of social [design] engineering for 
moulding a population toward a particular end. In other 
words, we know the historically designed purpose for 
school as early 21st century society sees it: John Taylor 
Gatto outlines the history of the modern schooling 
system in many of his works, and its distinctly structured 
purpose is to make everyone the same for management 
purposes. School is a ‘Skinner box’ [wikipedia.org]; it 
is an institution of operant conditioning. It is designed 
to reinforce the artificial limitations of ongoing social 
conditions and conditioning. It is now public record that 
the school system has been manipulating our minds 
for the agendas of entities and establishments that do 
not serve our highest interests and fulfillment. School 
achieves exactly what it is designed to achieve: obedient 
employees; power hungry leaders; and an underclass of 
dis-empowered followers and prisoners. 

The schooling system, despite its rhetoric to the 
contrary, is a completely [industrial] time-based 
institution. Virtually all of its major features are formally/
legally defined by and structured around predetermined 
blocks of clock and calendar time (the Industrial Age). 
Just like the industrial diet has created physiological 
dis-ease conditions, industrial education has created 
psychological dis-ease conditions.

School is a programming machine [for the mind 
of the future generation – it is one of the principal 

interconnections one might have when they are plugged 
into an artificial limitation “matrix”]. One of the greatest 
things young people can do is to reject it [as a process]. 
Unfortunately, without a support structure and a 
foundational approach toward integration many who 
reject it end up in a state of limbo. If you go into it without 
the awareness of what it is trying to do to you, then you 
are likely to end up in a damaged state. If you go in with 
your guard down, thinking that it is trying to serve you 
and make you cleverer, then figuratively speaking, “you 
are a lamb to the slaughter”. If, however, you enter it 
with an awareness of its structure and behavior, then 
you are more prepared to repel it.

Effectively, school is a system of coercion, by 
contextual degree. It is the assimilation and conformity 
of someone else’s mis-associated needs and desires. 
It is a system that teaches you how to be a cog in the 
machine, another “brick in the wall”. 

Through schooling knowledge can become associated 
with pain. First, students learn to incorrectly associate 
school with learning. And then, they learn to correctly 
associate school with pain. And unfortunately, next 
comes the association between pain and learning. 
Potentially, school teaches that education is to be carried 
out as a chore. There is such a thing as ‘avoidance 
behavior’ due to frustration and poor self-image and low 
self-efficacy (among other causes), which outside others 
may misinterpret as “laziness”.

Sometimes people develop “negative” beliefs about 
learning because education is frequently associated 
with force and pain and boredom, and hence, a lot of 
adults are left unmotivated to learn more about a broad 
range of topics; because, the “learning experience” of 
schools was so miserable. Learning (and an education) 
is not something that someone else gives, or that is 
purchasable; it is lifelong first-person experience. In 
other words, it is not fixed to 12 years, or 12 years + 4 
years +  another 2 years of graduate school. Education 
is something “you” go out and seek for yourself. Only 
school can do school. A community-type society has a 
learning/educational system, but it is not school. There 
are consequences for non-conformity to school, not 
the least of which is a feeling of being defective and 
punishment. In the early 21st century, parents have a 
need to believe in the goodness of the school system, 
because that is where they are placing their children for 
at least 35 hours a week while they go to work (or other) to 
earn money (due to monetary economic pressures). To a 
great extent schools serve the parents. It is a daycare for 
them, it helps them feel as if they are conforming with 
the rest of society. They get to drop them off and they 
become someone else’s “problem” until they get home.

In early 21st century society, many of the people who 
embody the problems associated with self-development 
— politicians, administrators, and teachers — are also 
the ones charged with solving it.

You can’t call something a “service for kids” if they are 
forced to be there and they hate it. That is a weird word to 
use, “service”. Compulsory is not “service”. When learning 
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becomes compulsory, it becomes indoctrination. 
The schooling experience has a major and potentially 

lifelong impact on an individual’s ability to learn and one’s 
feelings of self-worth. There are serious and potentially 
life-long consequences to going through the process of 
schooling; and, they are most serious when one doesn’t 
realize what it means to be a self-directed learner, and 
hence, aware of how schooling is not learning.

“Every truth has four corners: as a teacher I 
give you one corner, and it is for you to find the 
other three.” [In other words, those who have 
come before us have given us useful information 
that we may critically examine and potentially 
use as a point of reference to continue our own 
discovery into that which exists.]
 - Confucius

2.1 Responsibility and punishment
“I don’t believe in the curriculum, I don’t believe 
in grades, I don’t believe in teacher-judged 
learning. I believe in children learning with our 
assistance and encouragement the things they 
want to learn, when they want to learn them, 
how they want to learn them, why they want 
to learn them. This is what, it seems to me, 
education must now be about.”  
 - John Holt, The Underachieving School, 1972

The denial of self-responsibility in schools is threefold: 
freedom of choice; freedom of action; and freedom to 
bear the results of action. In other words, schools do not 
allow individuals to choose their own course of action 
fully, and also, they do not permit individuals to suffer 
the natural consequences of a course of action once 
taken outside in the real world. Schools as a matter 
of policy restrict freedom of choice and action, and as 
such, inhibit the integration of feedback through natural 
consequences ... in the real and relationally meaningful 
world. It is the tenant of modern education that the 
psyche of a student suffers harm to the extent that it 
is buffered by the twin “evils” of adversity and failure, 
which effectively generates the psychological states of 
entitlement and helplessness.

Discipline in the context of an authority is punishment 
by another name. In English, the term ‘discipline’ has 
different categorical meanings, it can also refer to 
someone who eagerly embraces various hardships 
and is working to “master” a skill. For example, you 
might take ice baths to develop courage and to gain 
the physiological (possibly epigenetic) benefits of cold 
adaptation and stress recovery. At a social level, this 
discipline [of mind] generally comes from a particular 
value orientation (which maintains social norms and 
societal expectations). Notice that we don’t call those 
individuals who help us clue in on various challenges 
(or the ways they were/are helpful) as “disciplinarians” 
– we call them mentors, possibly coaches, and always 
facilitators. Remember from the Social System 

specification that for every “behavior” we encounter, 
there’s an underlying want or need for which someone 
is aiming. Also, in English, the term ‘discipline’ is used to 
identify different fields of study, such as the discipline 
of writing, the discipline of geography, or of biology, for 
example.

Fundamentally, mistakes can contain loads of 
valuable information. However, through the process of 
schooling mistakes become associated with punishment. 
Eventually, learners end up in a situation of mistakes 
becoming something to avoid (and if not to avoid, then 
to sacrificially internalize), which induces trauma.

Punishment is used by an authority to get someone 
to do something they don’t want to do or to stop them 
from doing something they want to do; and, it is often 
used to “teach a lesson”, which effectively degrades 
mindfulness in both the punished and the punisher. 
There are enough “natural consequences” in life; only an 
artificial and arbitrary ego imposes artificial or arbitrary 
ones. Punishment to alter behavior is destructive to all.

Punishment is a familiar practice to those who go 
through schooling. The school model penalizes you for 
failure. It demonizes failure; it is something that should 
be dramatically avoided. Therein, a failing mark or grade 
is a form of punishment. A poor evaluation by a teacher 
is a form of punishment. Discipline by an authority is 
punishment. 

What does someone (e.g., a young human) learn from 
punishment? Punishment conditions fear. It programs 
people to fear being wrong (i.e., to fear failure or to fear 
potential), and hence, learning. Also, punishment and 
authority-driven discipline encourage covert behavior, 
which becomes an emergent behavior at the socio-
economic level of a society.

In truth, your failings serve you, but we are so 
conditioned with the unpleasant and downright 
retributive consequences of failing in early 21st century 
society, particularly in schooling, that we adamantly 
avoid failing, and thus, avoid the greatest opportunities 
for learning. So, we shy away from learning because 
failing is painful. In the real world, failure is simply 
feedback [to a learner who is able to remain objective]. 

In community, we do not punish. Instead, we 
restructure our environment and our values where 
applicable, and we facilitate discernment and 
trustworthy, open channels of communication.

Consider for a moment that a win/lose system based 
on punishment and sacrifice may actually be a race to 
the bottom. What type of society would inculcate a state 
of fear among individuals that others in that society 
might hurt them; is this not the state of “terrorism”? 
How might coercive educational institutions maintain 
themselves without providing external motivations for 
the people in them to do a variety of things that they 
don’t want to do? Punishment is entirely consistent with 
coercive educational philosophies. Extrinsic motivation 
is all about punishment and external reward. Extrinsic 
motivation in general, and school in particular, can 
scramble someone’s inherent sense of self motivation.
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“School is the advertising agency which makes 
you believe that you need society as it is.” 
 - Ivan Illich

2.2 Social relations
NOTE: In early 21st century society, compliance 
is rewarded. In community, self-direction is 
nurtured.

Where do we see forced social relations? We see them 
in prison, in school, in many positions of employment, 
and in the military. Now, show me a place where forced 
associations exist where people are experiencing 
harmonious social interactions. Environments of forced 
association lend themselves quite well, and we all know 
this, to unpleasant types of behavior. How many issues 
and conflicts are consequences of young people being 
forced together? There are reasons why people bully 
others or behave in a socially corrosive manner.

School not only forces association, it also forces 
segregation. Does age segregation (i.e., division by 
age) take place anywhere naturally? Is anything more 
socially damaging than forced association and forced 
segregation in school by age and sex? Are not the “arts” 
of association and cooperation as valuable or more 
valuable than anything else you learn when you are 
young?

Schools not only make it difficult for those of different 
ages to relate to one another, they even make it difficult 
for individuals of the same age to do so through the 
enforcement of competition (the scarcity of education). 

The primary, almost exclusive mode of relationship 
fostered by schools among children in the same class 
is competition. The pecking order and who is better 
than who, who is faster, smarter, taller, more attractive, 
who has the best this or that. Who is worse, stupider, 
slower, shorter and least attractive? If ever a system 
was designed to effectively produce competitive, 
obnoxious, paranoid, selfish and insecure social misfits, 
the schools have managed it. Yet, in the real world the 
most important social attribute for a stable and healthy 
society is cooperation. 

Schooling often appears more akin to “education at 
the expense of others”, because “you” want to become 
better than others and outcompete them in school [for 
grades or praise] and eventually in the market [for a 
job and for limited wealth]. University programs often 
market themselves as the optimal path to becoming the 
best at a particular knowledge, skill, and subject area so 
that “you” can out compete others in the labor market. 
Similarly, some secondary schools market themselves 
as the best school to attend to get into the college of 
“your dreams”. Aren’t most aspects of modern life a 
competitive game where we try to earn rewards and 
points in school so we can go out and compete for a job, 
compete for wealth, save to ensure that when we are 
past our prime we can still have a reasonable quality-
of-life. 

School is a self-reinforcing competitive ethos. A 

portion of the children conditioned to appreciate a state 
of competitive training (i.e., go through the process 
of schooling) go on to become teachers. The most 
aspirational teachers become senior management and 
further reinforce the competitive sentiment.

The structural origins of the present schooling-
education system are predicated upon competition 
as an outgrowth of the underlying socio-economic 
system. The root sources of problem in the market-
state “education system” cannot be understood without 
also understanding the socio-economic system in which 
it is embedded. One of the immutable components of 
the modern monetary economic system is competition, 
which is drilled into us from birth: from companies 
having to compete with one another for market share, 
to people having to compete with one another for labor, 
to students having to compete with one another for 
grades, politicians for office, and nations for resources. 
It is a value oriented substructure in early 21st century 
society. It is so deeply conditioned into us that many of us 
think that it is part of an inevitable human nature; rather 
than the narrow pursuit of one’s own detached self-
interest, which is useful and protective under conditions 
of scarcity. Fortunately, the reality of the situation is 
that everything on this planet depends upon everything 
else. The notion of a ‘trophic cascade’ [wikipedia.org] is 
just one example of this reality. If the earth is one single 
interconnected system and the well-being of human 
beings is dependent on maintaining the integrity of their 
habitat, then the supposed divisions that separate all 
of humanity are illusory. Thus, a cooperative systems 
approach that “manages” our earthly resources in the 
most optimized fashion; though, more accurately, it 
allows for a synergy of our understood experience into 
the arrival at a common decision. Conversely, school 
teaches that competition is the basis of the world.

In part, competitiveness outside of schooling stems 
from insecurity and insufficiency: the fact that for so many 
years the “student” needed to be validated and accepted 
into a social world that wouldn’t see or accept him/her 
without bearing the proper approvals, authorizations, 
and insignias, some of which were limited in number. 

In school, competition can be as subtle as playing the 
games: the row that is quietest can go to lunch faster; 
and, who is going to get the prize for the best essay. 
All forms of grading and authoritative judging and 
evaluating foster a competitive spirit which transcends 
the schooling environment and roots its way into our 
social lives. If there are award assemblies where there is 
a trophy, a prize, a medal, a plaque, a certificate, or some 
form of recognition and we have decided in advance 
that not everyone can get it, then the message is clear, 
everybody else around you is there to be beaten. 

Yet, the global school system claims that if it doesn’t 
establish competitive environments it will be sacrificing 
the long-term “legitimate” objectives for children. One 
might wonder what these “legitimate” objectives actually 
are.
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“When training beats education, civilization dies.” 
 - C. S. Lewis

2.3 Freedom
APHORISM: It is hard to conceive that you are in 
a prison, when you are effectively born into one.

School is not the freedom of the expression of ideas, it is 
more akin to the forced or coerced acceptance of ideas. 
And, even if they can’t control what you think, they can 
at least force you to pretend that you agree with them. 
And, if they can’t force you to pretend to agree with them 
they will force you to stay in a “special safe place” for so 
many days out of the year and “out of your family’s hair”.

Generally, this thing called ‘school’ tells students when 
they can speak and when they can use the bathroom in 
addition to all of its other programming outside of the 
curriculum, just the milieu itself. What would not appear 
to be freedom after that? In part, this is why government 
uses schooling: it uses it to acculturate the young into 
a society of violence and aggression such that they are 
incapable of perceiving the violence and aggression 
inherent in the [modern] society around them when they 
get out. It actually sets a baseline for violence, coercion 
and aggression.

Schooling quarantines the learning process -- the 
knowledge areas are separated from each other, as if 
cross-contamination were a form of pollution, where 
history can’t touch mathematics and chemistry can’t 
be connected to physics or anatomy. The subjects 
are generally trapped and monitored, forced with 
conformity and consequence. Many of the young in this 
system are tormented by commercialized children who 
will outcast another for not wearing the latest fashion 
or being aware of the latest manufactured trend; it is 
the start of consumer pressure and “market forces” in 
those who will eventually become good consumers and 
good owners, and keep the money cycle going (keep 
capitalism running). Why are so many humans so mean 
in school, so aggressive and reactionary? Why do they 
appear as if they are in fight or flight mode, in their 
survival mind, in a prison that is shaping their perception 
of reality, in a physical and mental cage preparing them 
for the rest of their lives in the matrix, in an environment 
of insulting boredom? School acclimates children to 
boredom so that in the future they can work long hours 
at jobs they will more than likely describe as “uneventful, 
mind-numbing, and soul-destroying”, in other words, 
as boredom. School inculcates children into boredom 
as an attitude, a habit, and a way of being in the world. 
Boredom is more than a consequence of curriculum and 
of teaching, it is actually an ethos; and one that lingers 
on into adult life. Education is to be done dutifully or 
avoided entirely, but never savoured or enjoyed. And, 
it seems odd then that those who are facilitated to be 
autodidacts, self-learners, those who are more likely to 
be home and family educated, to be “unschooled”, are 
often asked, “weren’t you bored at home as a home 

schooler?” These people are out of their minds; and 
the learners (or “unschooled” cordially ask back, “Don’t 
you remember being in school?” Schools are factories 
of envy, restlessness, monotony, tedium, and force. 
Just think back to the hours staring at pencils and pens, 
the mindless doodling, the staring off into space, the 
desperate passing of notes, the lines, the trying to look 
busy when you are about to start dozing, the wishing, 
the dreaming, the rules and orders, the scheduling and 
lockers, think back to what school was really like, and not 
some idealized fantasy or a few selected highlights from 
13 or more years, and chances are you will recall being 
bored out of your mind. 

“When you are free, then when you are bored, you 
are boring.” This phrase reveals what might be the 
essence of self-education, and may be taken as reverse 
psychology, if you will. When you are free you don’t have 
to learn because you will get into trouble, or you will fail 
a test, or because there is someone who is threatening 
and cajoling you; you learn because you want to learn. 
In truth, there is something in you that wants to reach 
out and touch the world and wants to communicate 
with it and share experience; it wants to integrate and 
to facilitate.

Think about all those hours forced into boredom 
at school. Think of the absence of autonomy, of self-
direction, and of the freedom to explore, trapped in a 
ghetto of peers. Do you even know who you are or what 
you have interest in anymore after approximately 15,000 
hours of processing through such an institution? 

Self-learning is a lifelong commitment; it is something 
which is natural and can be nourished, but it is also 
something that can be diminished. It is not something 
you do until you are 18, or you graduate a level, it is not a 
stepping stone to university or to a career, it is an ethos, 
like boredom, but possibly it’s opposite. Self-learning 
involves getting in touch with one’s inquisitive nature, to 
set one’s own standards for engagement and mastery. 

John Taylor Gatto wrote in an article published in 2004 
that it is not the potential of self-education that has 
yet to be demonstrated, but that its success has to be 
suppressed in the service of compulsory education’s true 
purpose: the cultivation of thoughtless acquiescence 
and conspicuous consumption which defines our true 
culture and fuels the economy. Thus, the “education” 
system’s ultimate goal isn’t to impart knowledge, or to 
inspire the love thereof, but to train people not to think 
at a sufficient level because that is what makes them 
good employees and good consumers and good citizens. 
School is [in part] a mechanism for those in authority to 
maintain control of a potentially unruly citizenry.

Summarily speaking, school represents an artificial 
scarcity of choice. Of course, one of the most important 
things missing from schooling is the freedom of choice 
(i.e., the freedom to choose). School removes volition.  
Volition is essentially your [free] will. And, the question 
everyone must ask themselves is, “Am I choosing this for 
myself? Am I making informed decisions, and am I acting 
in a constructive manner on my behalf regularly? Am I 
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WHAT ABOUT BEDTIMES?
One ought to ask oneself what the meaning of a “bedtime” is when there is the understanding that our bodies 
have naturally evolved rhythms. What are you actually enforcing when you enforce this thing you refer to as a 
“bedtime”? We now understand that modern technologies, particularly lights and televisions that emit photons 
of blue and green light will interrupt or offset sleep cycles. In nature void of modern technologies, when the sun 
sets our bodies naturally begin shifting toward sleep, with the exception that ancestrally, those younger in age 
might still be active for several hours after the sun goes down. There is a natural timing cycle which we can entrain 
to, and the entrainment can be interrupted through modern technologies and practices. Using red and amber 
lights at night and shifting television screens and monitors toward a lower kelvin value can help mimic the light 
cycle we have evolved with. We might ask ourselves, how can we facilitate a change in the environment to ease 
us more naturally into sleep [so that we drift off to sleep when our body is ready instead of forcing a schedule 
or agenda]? Fundamentally, you can’t force someone to sleep. Of note, exposure to sunlight for at least 15 
minutes first thing in the morning is also fundamentally natural, and it helps to set the circadian rhythm. Clearly, 
we evolved to wake up and walk around outside wherein our retinas [at least] would be exposed to sunlight. 
Further, the foods that one consumes throughout the day, though particularly in the afternoon and evening, 
play a role upon when we begin to feel 'sleep pressure'. Temperature is another environmental factor. Goals 
and values also play a role. If we have more conscious awareness during the process of sleep, then we might 
be keener to sleep. In other words, do you dream and do you enjoy your dreams? Are you possibly practicing 
'lucid dreaming'? And finally, the knowledge of what sleeping is and its value to performance is another factor. 
Sleep is when we build, cleanse, and consolidate our tissues (and memories). Hence, it is empowering to know 
that we can do things and know things which may facilitate sleep pressure and reconnect us with our natural 
cycles, which will improve our waking-life performance. Here, guidance and a restructuring of the environment 
are significantly useful; imposing rules and arbitrary consequences are probably unhelpful and possibly hurtful, 
certainly disrespectful to the individual and to the individual’s self-directed rhythms, which can become offset 
and disrupted by technology and may be different than one’s own, naturally. The real question is, how do you as 
a “parent” seek consistency between your knowledgeable understandings about how individuals learn and have 
evolved to thrive, and your actual practices (i.e., your approach to connection) as a “parent”? When someone 
goes from years of a strict bedtime to no externally set bedtime, then sometimes they binge; they go crazy and 
don’t want to go to sleep. It can take time to reset natural cycles.

improving my circumstances? Do my actions generate 
or otherwise create more opportunities for myself and 
others? How are my actions affecting others? Are my 
actions lessening our opportunities?” To a great degree 
these are the variables that measure how much “I” have 
learned. When volition is removed education is no longer 
about learning and instead becomes about conditioning 
or modeling in another’s desired image.

When learning among community (i.e., “unschooling”) 
is equated with “alternative school”, then it can blind 
people to the possibilities of full on [radical] learning. 
No matter how extremely great or different a school is 
from a traditional school or the default standard, it is 
still a school. Learning as a whole way of life, particularly 
among a community of learners, can discover learning 
that no school can find.

Adults can learn what they want to; that same freedom 
and respect and dignity ought to be extended to the 
youth of society. Schools treat children like children (and 
many parents do the same). In other words, there is 
not a lot of respect going on for young humans in early 
21st century society. In early 21st century society the 
youth are beyond second class citizens; they are beyond 
prisoners in some cases. 

“Whatever does not spring from a man’s free 
choice, or is only the result of instruction and 
guidance, does not enter into his very nature; he 

does not perform it with truly human energies, 
but merely with mechanical exactness”— and so 
when the laborer works under external control, 
“we may admire what he does, but we despise 
what he is.” 
 - Wilhelm von Humboldt 

2.4 Prison and play
“Is it surprising that prisons resemble factories, 
schools, barracks, hospitals, which all resemble 
prisons?”  
 - Michel Foucault

The things that one chooses to do voluntarily give one 
a sense of fulfillment, of completeness, and flow in 
their life; conversely, the things one is forced to do are 
an imposition and makes us emotionally distraught, 
upset, and distant. The experience of schooling is the 
experience of having something done to you by an 
outside force; school is [by degree] a prison for children 
(both in its internal and external meaning – it is a mental 
and physical prison principally for the regurgitation of 
belief). School is force; it is jail for the first part of your 
life. It is the inculcation of dependence and a lack of self-
sufficiency; and some people make it through better 
than others. Only when one is imprisoned can an outside 
authority force another individual to “learn” something. 
In other words, school is an actual prison that children 
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are forced to go to. School is not voluntary, otherwise 
it would be called ‘play’, which is what we naturally do 
when we are young.

Play is the ability to make mistakes without fear, which 
generates rapid cycle-time learning (i.e., rapid iterative 
learning). As such, play is activity that is directed by 
the player(s) oneself (or themselves). Play is an activity 
that you can freely join and freely leave [without fear 
of punishment]. In other words, you can quit whenever 
you want; there are no consequences from authority for 
losing interest or walking away. If you are not having fun, 
you quit, you walk away. 

The presently emergent scientific hypothesis is: The 
cost of a decline in our freedom to play equates to an 
increase in our mental disorders. It is the opinion of Peter 
Gray that it is a cause effect relationship. Hence, one of 
the effects of play deprivation is to make us unhappy. 
In play we judge our own activity and are not judged 
and evaluated and ranked and compared with others 
by others, particularly authorities. Play is a context of 
emergent organization. In the book “Free to Learn” 
(Gray, 2015), Gray argues that children, if free to pursue 
their own interests through play will not only learn all 
that they need to know, but will do so with energy and 
passion. Therein, Gray provides evidence and articulates 
how all people are born to be self-directed learners. He 
has conducted several research studies on individuals 
who were never coerced to learn.

The scientific finding is that depriving rats of play 
has an effect on their psychology, their personality 
and their behavior. When these deprived rats become 
young adults and they are assessed for their emotion 
stability and positive interconnectability, they are found 
to be emotionally crippled in comparison to control 
rates whom are allowed to play as they are growing 
up. Note here that there are ways of raising rats so 
that aren’t deprived of other social experiences, but 
are deprived of play. Those that have been deprived of 
play, if you put them in a somewhat novel environment, 
they often freeze in the corner, they don’t explore the 
environment as a normal rat would; they don’t habituate 
to their environment. And, if you place them with an 
unfamiliar other rat they alternate between freezing in 
fear and lashing out with inappropriate and ineffective 
aggression. This is analogous to the kinds of behaviors 
we see in children today in early 21st century society. In 
rats, this is extreme, they have been totally deprived of 
play; children in early 21st century society are not totally 
deprived of play, but they are partially deprived of play. 
School shackles our instinct to learn and to play.

One of the things that children learn while they play 
is how to deal with strong emotions. In play we are 
learning how to process strong emotions and come 
to an emergent understanding of our capabilities. For 
example, we may be learning how to be in a fearful 
situation and how to overcome it. I can feel this fear and 
I can overcome it, I can handle this situation effectively 
and I can process these emotions.

In social play we learn how to not be self-centered and 

how to pay attention to the needs of others. We come 
into the world with the desire to play with others, which 
leads us to learn how to attune to the needs of others. 
When children are playing with other kids and there 
are no adults there to solve their problems for them, 
then they have to pay attention and learn to adapt, to 
compromise, to negotiate, otherwise the other kids 
will quit and just leave them. And quitting is a powerful 
lesson; it is a learning opportunity. It represents the 
potential that the next time we play together again we 
will be more attuned to each other’s needs so that we 
maintain play and no one quits. The process effectively 
facilitates our attunement to others’ subtle expressions 
of whether they are having fun, or not. So, in play we 
learn to meet our own needs while also helping others 
meet their needs. We are social animals and we need 
to get along and interact with others in such a way that 
they find us a pleasure to be with as opposed to a pain 
to be with.

Play is a creative activity. The essence of play is that it 
is fun; and hence, when you play you find your interests. 
People find what they enjoy doing and they develop real 
skills while doing it. The secret to living the good life is 
... play.

You (as a “student”) think school is a prison and hate it, 
and all the adults tell you that you just don’t understand. 
This carries with it the probability of you believing that 
you are “defective” when you are not such a thing – 
school maims intuition (and it cuts the legs off of will). It 
makes independent thinking extremely difficult.

You aren’t defective for feeling that school sucks, that 
school is like a prison or that you are being psychologically 
conditioned and tortured. Adults that are telling you 
something else are kidding themselves. 

2.5 What does school teach?
“School prepares for the alienating 
institutionalization of modern life by teaching 
the need to be taught.” 
 - Ivan Illich

School is what it teaches -- school is not its teachers. 
Schools teach conclusions [to the young] who 
might otherwise be having their intellectual abilities 
encouraged and curiosities fostered [in a fulfillment-
oriented community environment]. Anything less is not 
“fair” to the young. Unfortunately, for many people, the 
encouraging of their child’s rationality and curiosities may 
lead their child to conclusions that are uncomfortable 
for them; and a lot of people [would rather] choose to 
avoid that.

In school, many students learn that they should look 
to the older, more experienced people in their lives to 
tell them what to do and who they are. Therein, they 
intuitively learn to expect to be taken care of in this 
way. Another thing students learn in school, particularly 
public school, is that they learn their place in life ... which 
is important. They learn to settle for their lot in life, while 

the learning cycle

www.auravana.org  | sss-ls-001 | the lifestyle system38|



at the same time envying those who [seem to] have more 
in their lives. In other words, school teaches people their 
place in life.

What else does school teach? 

1. It teaches that truth comes from authority. Mostly, 
the authority figure stands up in front of you, 
telling you when you have to be there, when you 

can leave, and what you do while you are there. 
The school authorities are preparing you to be 
an adult whereupon you will acquire a greater 
authority (e.g., a boss or leader) who gives similar 
commands. 

2. It teaches the confusion of intelligence with 
memory and recall. In reality, intelligence is not 
the ability to repeat or remember what someone 
else has told you; and, it is what you do with your 

LEARNED HELPLESSNESS
Learned helplessness is a mental state in which an organism forced to endure aversive stimuli, or stimuli that 
are painful or otherwise unpleasant, becomes unable or unwilling to avoid subsequent encounters with those 
stimuli, even if they are escapable, presumably because it has learned that it cannot control the situation.[1] In 
other words, learned helplessness develops when an organism learns that its efforts are wasted and it’s easier 
to just conform, when it believes its problem is permanent. It is characterized by decreased motivation, failure 
to learn, and negative thoughts and emotions. 

The learned helpless [behavioral] response pattern was discovered accidentally during the mid-1960s while 
studying the relationship between fear and learning in animals: psychologist Martin Seligman observed that 
after exposure to inescapable electric shock some dogs passively accepted the shock even when they could 
take action to turn it off. Seligman and colleagues discovered that the conditioning of dogs led to outcomes 
that opposed the predictions of B. F. Skinner's behaviorism, then a leading psychological theory.[2][3] In the 
attributional reformulation of the theory it was found that humans with a pessimistic explanatory style who 
perceive "negative events" as permanent, personal, and pervasive, are most likely to suffer from learned 
helplessness and depression.[4] Certainly, learned-helpless individuals see failure as permanent (ability not 
effort), pervasive, and very personal. Learned helplessness has a high chance of occurring when someone feels 
a lack of control of one's time and space and activities. 

INSIGHT: Among the many things that schooling creates is learned helplessness in the face of authority. As 
a result of being harnessed for a period of time, even when that harness is removed, that animal may act 
as though it is still harnessed.

Learned helplessness is formally defined as a disruption in motivation, affect, and learning following 
exposure to non-contingent (uncontrollable) outcomes. There are three essential elements to its definition: 
contingency, cognition, and behavior. It also produces three basic deficits in someone - cognitive, emotion, 
and motivational - which inhibit the desire to learn. For all practical purposes, learned helplessness involves a 
"giving up" that is incompatible with new learning. Contingency is the idea that there is an identifiable relation 
between one's actions and the environmental response. In learned helplessness research, contingency is more 
often operationalized as its converse—uncontrollability—so that when an agent acts, there is no identifiable 
relation with a specific response. Cognition refers to the way one understands and explains contingency or lack 
thereof. And, behavior refers to the observable effects of being exposed to uncontrollable outcomes; including, 
relative passivity versus activity in coping with situations that are potentially controllable. The motivational 
deficit of learned helplessness aborts the initiation of a productive response. Teachers and parents often state 
that a struggling student isn't trying, but research shows that such individuals have likely learned to be helpless 
to learn. The learned helpless individual believes s/he has no control over the learning process, and, after 
many failures, the gives up trying because it hurts too much to try. It is a cognitive deficit in that it is a learned 
conditioned response; it is learned rather than rational. Someone who has adopted a mental state of learned 
helplessness will experience some degree of cognitive debilitation, including a reduction in awareness, logic, 
and thinking. The emotional deficit is the experience of substituting energy-depleting emotions for energy-
mobilizing emotions. The emotional deficit may lead to anxiety, depression and lowered self-esteem, which may 
result in anger, aggression, and avoidance.

1. Nolen, J. L. “Learned helplessness”. Encyclopaedia Britannica. Retrieved January 14, 2014.
2. Seligman, M. E. P., Maier, S.F. (1967). “Failure to escape traumatic shock”. Journal of Experimental Psychology 74: 1–9. 

doi:10.1037/h0024514. PMID 6032570.
3. Overmier, J. B., Seligman, M. E. P. (1967). “Effects of inescapable shock upon subsequent escape and avoidance 

responding”. Journal of Comparative and Physiological Psychology 63: 28–33. doi:10.1037/h0024166. PMID 6029715.
4. Peterson, C., Maier, S. F., Seligman, M. E. P. (1995). Learned Helplessness: A Theory for the Age of Personal Control. 

New York: Oxford University Press. ISBN 0-19-504467-3.
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intelligence that matters. 
3. It teaches that accurate memory and repetition 

are rewarded by society. You remember what the 
teachers have told you, and you repeat it where 
the teachers tell you to (on the exam or in talking 
to me), and the authority will say you passed, and 
others will find you intelligent because you “got 
good marks and evaluations”; whereupon, your 
prospects for a good university and good career 
will improve. 

4. It teaches that non-compliance is punished. 
Challenge the authority figure at the front of the 
classroom, or in the circle, don’t agree with them, 
refuse to do what they say because you don’t agree 
with them, and then, there is punishment and 
disciplinary action. 

5. It teaches us to conform intellectually and socially, 
or face not being accepted. Because, that is the 
easiest way to get by without hassle and upset. 
It is a way of preparing young people to become 
adult[ed] slaves for the rest of their lives. 

In school, students are told, ordered, and assigned 
[content]. In other words, students are told what their 
assignments are through orders from authority. Hence, 
there are [at least] four lessons of school:

1. Obedience. Everything is already known and has 
been decided by your authorities.

2. Conformity. You will join us and participate in this 
polite society.

3. Punishment. If you don’t participate politely then 
you are going to stand out and there will be [at the 
very least] social consequences.

4. Apathy. We don’t want your self-direction 
interfering with our lesson plan.

John Taylor Gatto (1991) is one of the more prominent 
critics of the idea of a public school system. His 
observations and criticisms of the public school system 
were distilled into 7 lesson that the schools teach, which 
he wrote into his work “Dumbing Us Down: The hidden 
curriculum of compulsory schooling”. These 7 lessons 
are quoted below:

1. Confusion: The first lesson I teach is confusion. 
Everything I teach is out of context. I teach the un-
relating of everything. I teach disconnections.

2. Class position: The second lesson I teach is class 
position. I teach that students must stay in the class 
where they belong. I don’t know who decides my 
kids belong there but that’s not my business. Stay 
in the class where you belong.

3. Indifference: The third lesson I teach kids is 
indifference. I teach children not to care about 
anything too much, even though they want to make 

it appear that they do. Turn on and off like a light 
switch.

4. Emotional dependency: The fourth lesson I teach 
is emotional dependency. By stars and red checks, 
smiles and frowns, prizes, honors and disgraces I 
teach kids to surrender their will to the predestined 
chain of command. Rights may be granted or 
withheld by any authority without appeal, because 
rights do not exist inside a school.

5. Intellectual dependency: The fifth lesson I teach 
is intellectual dependency. Good people wait for 
a teacher to tell them what to do. It is the most 
important lesson, that we must wait for other 
people, better trained than ourselves, to make 
the meanings of/in our lives. The expert makes 
all the important choices; only I, the teacher, can 
determine what you must study; or rather, only 
the people who pay me can make those decisions, 
which I then enforce.

6. Provisional self-esteem: The sixth lesson I teach 
is provisional self-esteem. If you’ve ever tried 
to wrestle a kid into line whose parents have 
convinced him to believe they’ll love him in spite of 
anything, you know how impossible it is to make 
self-confident spirits conform. Our world wouldn’t 
survive a flood of confident people very long, so 
I teach that your self-respect should depend on 
expert opinion. My kids are constantly evaluated 
and judged. People need to be told what they are 
worth.

7. One can’t hide: The seventh lesson I teach is that 
one can’t hide. I teach children they are always 
watched, that each is under constant surveillance 
by myself and my colleagues. There are no private 
spaces for children, there is no private time. Class 
change lasts three hundred seconds to keep 
promiscuous fraternization at low levels. Students 
are encouraged to tattle on each other or even to 
tattle on their own parents. Of course, I encourage 
parents to file their own child’s waywardness too. 
A family trained to snitch on itself isn’t likely to 
conceal any dangerous secrets.

These lesson structures are highly likely to re-generate 
faith in authority as well as self-sacrifice to authority. In a 
very real sense, learning is dangerous to authority. Here, 
a community may recognize that it need not regenerate 
faith in anything; we can verify existence for ourselves 
through our experience(s), and coordinate therein. 

What is it that the process of schooling will teach 
anyone, regardless of what is being taught? It is to 
“behave”, it is to “defer to authority”, it is to “memorize 
facts by rote”. Often, though not always, school is one 
class after another of apparently unrelated “subjects” 
in which you just “memorize” what is being thrown at 
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you, and if you don’t, there is punishment. What kind 
of a view of oneself and the world does that create? 
What kind of a person does that create? What kind of an 
understanding of values does that create? And, to put it 
slightly differently, are you creating people who might 
endanger your own future as you age in that society? Are 
you creating fulfilled individuals who have everybody’s 
interests at heart, who can think in terms of a fulfilling 
context and adapt and change their thinking as new 
information becomes available? No, schooling does not 
and structurally speaking, cannot do this. The system is 
what it produces; and, it produces a standardized and 
marketable product primarily for the State and for the 
[cultural] market.

In school, students are taught that they get rewards 
for obeying and conforming. In other words, they are 
rewarded (or not punished) for sitting still, shutting up 
[when told], speaking [when expected], and answering 
questions according to the plan.

In most schools, people learn that graduation comes 
through “credits”. This idea of a “credit” is visible and 
plays a role in the monetary economic system also 
(it goes by the same name). In other words, students 
learn that at the end of “learning” there is something 
called “graduation”, and “graduation” comes from 
having accumulated enough points, credits, or “positive” 
subjective evaluations. Similarly, to be accepted into the 
monetary market, you too must have credit in the form 
of currency (i.e., purchasing power) or capital ownership. 

Questions are a threat to authority. Ask questions and 
notice the “authorities” around you. Beware; you may be 
punished for doing this.

Fundamentally, school teaches you to trudge through 
life according to the scripts of others. Trudging through 
to get a piece of paper (diploma) to trudge through some 
more to get more paper (money). Hence, in part, the 
schooling system exists to sort people for the market. 
The market needs some people to work in factories, 
some to work in offices, some need to be managers, 
and some need to be policy and decision makers. The 
market needs employers, laborers, and consumers; 
it needs money circulation. The current educational 
system exists to sort people out and to prepare them 
for citizenry in a market system overseen by a State. Is 
that truly education? One might then ask, “How will the 
economy work if everyone has a high level of education 
and a self-directed nature?” You may wonder ... 

2.6 Force
”School is indeed a training for later life not 
because it teaches the 3 Rs (more or less), 
but because it instills the essential cultural 
nightmare[:] fear of failure, envy of success, and 
absurdity.” [The 3 Rs are reading, writing, and 
arithmetic]. 
 - Jules Henry

Most of schooling is the process of having opinions 
formed for you without engaging critical thought and 

discernment. Most of the school experience is about 
you showing up and being evaluated for what was 
prepared by someone else. When people are forced into 
a relationship, a huge amount of quality is lost from the 
social environment. In other words, when “you” force 
people into a relationship “you” lose a huge amount of 
quality within society.  

School teaches that the school schedule is something 
that must be followed ... or else. School teaches individuals 
to attend, to memorize, and to perform on command, or 
else. In other words, school is force for “your” own good. 
It uses compartmentalization and chaos to reinforce the 
need for authoritarian order; while removing individuals’ 
natural ability to organize, plan, and integrate for their 
betterment. If you, as an adult, don’t feel like you have a 
tremendous amount of self-efficacy, then it is important 
to realize that a psychological sense of dis-empowerment 
has likely been built into you through those 12 or more 

THE NARROWING OF OUR ‘SENSORY FEELING 
GATE’ THROUGH SCHOOLING AND TEACHING
Our senses are designed to communicate meaning 
to us of the place/space we are in, and we then craft 
responses within that context. But, in early 21st 
century society we have now consumed poisoned 
meanings and feelings and material by the ton, and 
our senses can no longer taste toxin from nutrition. 
Most young humans walk into school and say, “This 
feels horrible”. And then, the parent or teacher says, 
“Sorry, you have to stay here for 14 years or about 
15,000 hours ... at least.” What sort of a 'double 
bind' [wikipedia.org] might that create in someone? 
Someone placed in such a position is likely to deaden 
their feelings (or “feeling sense”) so that s/he can 
continue to remain in a place that by its very nature is 
not supportive of life and well-being. When confined 
to a place that feels “bad”, after a while, our “feeling 
sense” has to dull [for us to survive]. We shut down 
our feeling(s) because we have to endure it and get 
through it, and survive. Those who attempt to delve 
too deeply into the meaning [behind schooling and 
teaching] often get punished or ostracised. Therein, 
young humans lose their sense of childhood wonder 
about the nature of the universe. They shut down 
because most of that which is coming into them 
(i.e., is being felt) is something that feels so bad 
that they don’t want to feel it. Effectively, over time 
school shuts down our intrinsic drive and curiosity; 
it teaches us to ignore [our sensitivities to life and to 
our fulfillment]. We become inculcated through the 
school system into an experience that is commercial, 
reduced, competitive, and that constantly requires 
deference to an authority.

Once something has been gated (i.e., "shut out" 
or "closed out"), then that which can be perceived of 
the world around becomes artificially limited, until 
an event occurs that re-opens the gated channels.
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years of experience in schooling, which at least affects 
your thinking, and ultimately, your efficaciousness. 
Oddly enough, some people can get pretty far in life 
never experiencing or even understanding intrinsic 
motivation. Some people live their whole lives never 
entering into the state of flow.

Force feeding individuals information that has no 
apparent relevancy or relationship to their lives and then 
assessing their regurgitation establishes a less than ideal 
environment for fostering positive, serving emotions in 
learners.

An education system based upon force creates anxiety, 
stress, and frustration within all individuals under its 
control. Such a system serves only to control others, 
and not to support others in their self-directed freedom 
and intellectual liberation. Observationally speaking, the 
force-feeding process permanently sours individuals on 
learning and the mechanisms are well described in Alfie 
Kohn’s work entitled, “Punished by Rewards”. 

Forcing students under threat of punishment and 
coercion to take exams is highly likely to lock the true 
capabilities of individuals. Forcing students to complete 
work and judging their finished products can create 
serious stress responses. Such an environment will 
modify behaviors, decisions, and cognitive processing. 
The stress individuals experience due to threat and 
judgment is likely to cause them to act and think in ways 
that are less than optimal for their well-being and the 
well-being of the social environment.

Additionally, many schools are funded by the threat 
of force (i.e., they are funded through taxation, which is 
backed up by the threat of violence). Therein, if school is 
a “social responsibility”, then force is a social value. 

2.7 Stress
NOTE: Having to ask permission to use the 
restroom is a dehumanizing experience. Some 
schooling experiences are more dehumanizing 
than others.

It is a natural and healthy response to fight back against 
oppression (i.e., the forced un-fulfillment of needs), 
to escape, or to seek help. In a system based upon 
authority we either conform or rebel, both of which lead 
to self-destructive behavioral patterns. Or, we escape 
the trap entirely and build a new system that makes 
the old one obsolete. But, what if you are in a position 
where you realize that fighting back is futile because the 
opposing party has “authority” and/or a monopoly on 
violence (to escalate it infinitely beyond your capability). 
Such a structure has the potential of maiming self-
empowerment (i.e., generating self-helplessness) and 
wasting cooperation. How might someone’s brain deal 
with the overwhelming stress being imposed on them 
under such aberrant conditions? One way is to “tune 
out” or to enter a dissociative state as a natural defensive 
state of the brain [in part] for blocking conscious 
awareness of emotional pain. Effectively, some people 

disassociate as a way of dealing with their environment, 
and this disassociation persists.

The actual effect of school is to put some people into 
dissociative states and states of psychosis. The belief 
in “authority” is actually a state of psychosis involving a 
“loss of contact with reality”. As is detailed in the Social 
and Decisioning Systems, there is no such thing as 
“authority”. Effectively, the process of schooling creates 
psychotic symptoms in people by conditioning them to 
believe in and respond to those who themselves believe 
they are authorities. In early 21st century society, these 
psychotic symptoms might appear normal to most of the 
population because most people have gone through the 
process of schooling or a similar indoctrination process 
(i.e., they have had the belief inculcated into them). 
However, in a cooperative and fulfillment-oriented 
community based upon the natural environment, the 
so-called “normal” behaviors expressed by people in 
early 21st century society would be seen for what they 
really are: characteristic symptoms that indicate a level 
of severe malfunction where the person is unable to 
differentiate real from not real.

It is common knowledge that unwanted stress 
negatively affects learning and memory. The man who 
gave the world the “conditioned response” was also 
one of the first researchers to recognize the profoundly 
negative influence that stress has on the learning process. 
In 1924, during a major Leningrad flood, water surged 
high into Ivan Pavlov’s laboratory. The terrified dogs that 
Pavlov had spent weeks and months conditioning were 
trapped in their cages and had to paddle for their lives 
with their noses just barely above the high-water mark. 
After these animals were rescued, Pavlov was shocked 
to find that the stress of the flood had produced such 
profound changes in these animals’ brains that they had 
unlearned the conditioned responses he had worked so 
hard to implant. (Pavlov, 1927) Recent research confirms 
Pavlov’s findings. Over 125 studies of more than 36,000 
individuals have shown conclusively that the more stress 
you are under, the lower your memory performance, no 
matter how it is measured – by grade point average, IQ, 
or any other form of achievement test.

There are [at least] nine primary reasons why 
excessive and unwanted stress significantly decreases 
learning and skews decisioning:

1. Stress can atrophy and wither neural connections.
2. Stress can wipe out memory by literally killing 

neurons.
3. Excessive amounts of stress inhibit the creation of 

new brain cells.
4. Stress negatively affects specialized neurons 

called glial cells, inhibiting them from transporting 
nutrients, cleaning up neuron waste, and 
generating the insulation that surrounds neural 
wiring.

5. Stress compromises learning by promoting the 
negative expression of specific genes, resulting 
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in the creation of neural tangles, the obstruction 
of working memory function, and a propensity to 
engage in reckless behaviors.

6. Stress can cause neurochemical reactions in the 
brain, producing “neural static”, which garbles the 
brain’s ability to effectively prioritize information 
for inclusion into working memory.

7. Stress can weaken the body’s immune system with 
the consequence that it reduces someone’s desire 
and energy to learn.

8. Stress destroys the brain’s ability to effectively drop 
into the incubation states (Sleep, 2009).

9. Stress causes a shift in neural energy (and blood 
flow) away from our most flexible and evolved 
neural structures to our most fixed and least-
evolved structures. This neurological “downshift” 
has the potential to “blank out” our learning and 
creative abilities, while also negatively affecting 
our capacities for big-picture thinking and planning 
for the future, as well as reducing deep empathy 
and compassion for others. It also increases 
impulsiveness, which leads to the high number 
of behavioral problems seen in stress inducing 
institutions.

If learners begin to feel aggressed upon, threatened, 
subjugated, or alienated, they are more likely to stop 
learning, start arguing, cease participating, or perhaps 
drop out [mentally and/or physically]. This is simply the 
fight or flight reflex taking effect, which leads to [a state 
of] disassociation [with one’s environment]. 

2.8 Indoctrination
“Governments want efficient technicians, not 
human beings, because human beings become 
dangerous to governments – and to organized 
religions as well. That is why governments 
and religious organizations seek to control 
education.” 
- Jiddu Krishnamurti, Education and the 
Significance of Life

The process of schooling removes [by contextual 
degree] the self-reliance and self-esteem of individuals 
[while instilling them with fear] to make them more 
malleable and susceptible to authority; it effectively 
trains deference [to authority]. In other words, schooling 
trains people to defer to “authorities” (sometimes 
also known as “experts”, “teachers”, and other 
“professionals”, “leaders”, or “owners”). Bluntly speaking, 
school emphasizes regimentation and conformity while 
it leads people around and dominates them by directing 
and scheduling their development. Once we have 
established that conditioning is indeed a major tactic of 
public school, we have to ask what the students are being 
conditioned for. Again, candidly speaking, school is a 
place where human beings are trapped and their minds 

are opened as a dumping ground to whomever controls 
the curriculum. And, over the years, a variety of different 
interest groups have tried to shape the curricula.

School often overlooks the negative factors of a 
given society, exaggerating the positive, and providing 
a superficial understanding of its meaningful operation 
[and structural purpose]. As such, school becomes 
an efficient structure for inculcating beliefs and other 
patterns into people, principally, the belief in authority. 
In early 21st century society, the greatest authority for 
some is the State [or nation] and for others it is the 
market [or business, ownership]. In other words, the 
State is a god in early 21st century society for some as 
the Market is for others. One ought to ask themselves 
how that might have happened – could it possibly have 
something to do with the nature of schooling? The state 
appears to make a lot of sense after 15,000 hours of 
schooling (or approximately 12 years). Allegiance to 
the state is implicit in much of schooling, and it is still 
noticeable in many alternative schools.

Schools are autocratic institutions designed [in 
part] to indoctrinate students into an autocratic socio-
economic system. Practically speaking, school instructs 
individuals in their identity as the citizen of a nation-
state and a future laborer/owner in the market. Through 
schooling our resistance to authority is bred out of most 
of us. In practice, schooling is a behavior system that 
trains people like people domestically train animals. 
School exists [in part] to create a uniformed pattern of 
response to authority – that is the outcome and was 
[quite possibly] the intended result. Yet, it is also true 
that the claim that school is solely about control is an 
overly simplistic narrative.

If education is enforced in any manner, then surely it is 
not about personal development ... it is about conformity. 
It might be interesting to note that in Germany in 1936 a 
law was passed that made it mandatory for all German 
youths to be educated in National Socialism through the 
Hitler Youth Program (except for Jews). The Nazi’s even 
punished parents with jail time when they would not 
allow their children to join the organization. Over time, 
the youth of the country began to regard Hitler as a god-
like figure/leader. The National Socialists became willing 
to die for his cause. In early 21st century society also, 
schools are reproducing similar, though significantly less 
caustic, authority-oriented belief structures. It was not 
until very recently that the act of homeschooling was not 
a seriously punished offense, in Germany.

Learning is not about entering an institution that 
is organized by policy and managed by a collection of 
bureaucrats and security officials that are there to 
make sure the policies are followed. Like the State and 
industry, school treats “students” as mere units moving 
along an assembly line governed by a manager and 
policy / procedural documentation.

Despite their “democratic” claims, the few owners 
with the greatest wealth in early 21st century society 
have long seen compulsory schooling as a mechanism 
for maintaining control of a potentially unruly citizenry. 
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In 1909, Woodrow Wilson, then president of Princeton 
University, put it this way in a speech to the New York 
School Teachers Association, “We want one class of 
persons to have a liberal education, and we want another 
class of persons, a very much larger class of necessity in 
every society, to forgo the privilege of a liberal education 
and fit themselves to perform specific difficult manual 
tasks.” A scarcity-oriented economy doesn’t have a need 
for creative and cooperative systems thinkers.

In school, children are taught to be servants [to an 
authority]. School is not about building self-reliant, 
confident and cooperative individuals, but about building 
a servile class of people; a class of people subservient to 
the greatest owners; a class of people who are unlikely 
to freely cooperate and express their creativity and 
imagination when they encounter a problem (i.e., they 
do not “cross the chasm” of self-integration). Instead, 
they become thinking servants who do little more than 
stimulus-response. Instead of crossing the chasm on 
their own they have to wait for an authority, teacher, 
expert, leader, or manager to tell them what to do next 
or to give them the resources through some requisite 
exchange. Some people become so disconnected from 
reality that they can’t even fulfill their own needs. It is 
the creation of a naive class of people, the extension of 
adolescence, the generation of a mass of people who 
become absorbed into the collective chaos of early 21st 
century society.

What if school included the notion of an education 
as the idea that it is possible to self-direct and to self-
integrate? Then, it is likely that the population would 
begin cooperatively coordinating its efforts at scale, and 
individuals would stop turning their ability to navigate 
over to an authority, which would essentially mean 
the end of schooling, as well as the end of many other 
socio-economic institutions reliant on the reinforced 
regeneration of the value of competition in early 21st 
century society.

There is a saying, “Strings attached often turn out to be 
chains”. Are these strings going to make our independent 
thinking difficult. There is a schooling primary and it says, 
“Want them to learn more, teach them more.”

In a sense, the State and other forms of authority are 
giving “students” assignments (as work dictates) at a very 
early age. They say, your school work is your duty as a 
student, as a “citizen”, as someone who has yet to begin 
living their own life.

2.9 Grades
“... One of the best ways to destroy love for any 
of these activities would be through the use of 
grades, and the coercion and judgment they 
represent. Grades are a cudgel to bludgeon the 
unwilling into doing what they don’t want to do, 
an important instrument in inculcating children 
into a lifelong subservience to whatever authority 
happens to be thrust over them.”  
 - Derrick Jensen

When students are given grades in school, three things 
tend to happen, and this is the scientifically studied 
result: 

1. Students become less excited about and interested 
in learning. The results of every study on the effects 
of grading and learning have found a negative 
effect.

2. When kids are given grades they tend to pick the 
easiest possible task when given a choice. This is 
not because they are lazy, but because they are 
rational. Of course, “I” would pick the shortest book 
[to read] because the point is to get a grade or 
point, so the easier thing “I” am doing the better 
the chance “I” have of reaching your goal (i.e., 
the authority’s goal). Effectively, the goal is not 
intellectual risk taking, it is the opposite, it is risk 
avoidance. But then, you blame “me” for not being 
motivated or having enough grit (or something) 
to select the more complex task. To you, it is all 
about “me”, as opposed to looking at the structure 
and the way it predictably elicits artificially limited 
behaviors. Fundamentally, the goal is not to learn, 
learning pulls in the opposite direction of the 
grade. 

3. Kids that are trying to work for a high grade in 
school tend to forget more quickly that which 
they were taught. They also tend to think in a 
more superficial fashion and with less depth, than 
students given the identical task in a grade-free 
environment. 

Educational reform often involves the question of how 
to assess and grade: should we grade for effort or not, 
should we include zeros or not, as opposed to taking a 
step back and asking, why are we talking about how to 
grade when all the research, all the real life experience 
argues strenuously for the non-encoding of grades, 
and for more authentic forms of reporting that are not 
reduced to letters and numbers. 

Radical questions must be asked of ourselves and 
others -- “radical” comes from the Latin meaning “root”). 
Practically speaking, grades are only an assessment of 
how well a student has learned to play the school game. 
Generally speaking, the better someone’s grades the 
more that someone has bought the lie, hook and sinker; 
the more s/he has conformed and obeyed. 

In reality, grades are a problem. On the most general 
level, they’re an explicit acknowledgment that what 
you’re doing is insufficiently interesting or rewarding for 
you to do it on your own. In school, what does the grade, 
letter or number tell you? It tells you what the teacher 
or the institutional system happens to believe about 
your ability to follow orders and memorize. From the 
institution’s perspective grades are useful for comparing 
students, and from the student’s perspective grades 
represent a form of competition.
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Grading and subjective evaluations by authority 
figures in one form or another are inherent to school. 
Yet practically speaking, grades are unhelpful [to self-
development] at best and damaging to the individual at 
worst.

Punishment with a failing grade is still punishment. 
What sort of tools does a teacher have when a child is 
simply not interested in what the teacher has to teach 
them or where the teacher wants to keep them? It comes 
down to coercion, one way or the other. Effectively, 
failure means being forced to repeat the lesson this 
year or next. In higher education it often means paying 
a second time for a repeat of the course, or losing a 
scholarship. And, if “you” are grading them for class 
participation, then that is the definition of a lack of safety. 
The kids are now contributing to impress you and get a 
grade (or evaluation), which is the opposite of doing it for 
authentic and intrinsic reasons.

To consciously integrate is the polar opposite of 
extrinsic motivation, as that which you are assigned to 
do. Creativity arises from self-integration and not from 
authoritarian conditioning. In community, we focus into 
the areas of life that we find the most interesting and 
exciting, and we see what grows out of that. It is unwise 
to sacrifice the identification of [your] consciousness to 
collective conditioning. Herein, emotional investment in 
your own conditioning is unhelpful. 

2.10 Homework
“Real wisdom is not the knowledge of everything, 
but the knowledge of which things in life are 
necessary, which are less necessary, and which 
are completely unnecessary to know.”  
 - Leo Tolstoy

The industrial educational system is addicted to 
homework, which is tedious busywork from the 
perspective of an autodidact (i.e., a self-directed learner). 
How does killing the excitement around learning by 
making someone work what is essentially a second shift 
[with more academic assignments] help them to become 
someone interested in life-long learning with a wide 
variety of passions? Most people hate most homework 
even if they can manage to get it done successfully. 

From a business perspective, homework meets the 
needs of the school perfectly:

• It reduces the responsibility and accountability of 
the existing system, teachers and school processes.

• It makes parents accountable to the school.
• It keeps the student feeling guilty and dis-

empowered.
• It maintains the illusion that there is so much to 

teach and the school mission is so important that it 
is worth consuming all aspects of a child’s life.

Homework helps the school system, not the learner. 
Homework is ironic considering the general situation 

that those who were already proficient have to do the 
homework anyway, and those who were struggling and 
are having difficulty doing it on their own are expected 
to do it on their own. 

In fact, homework is more akin to robbery: it robs the 
“student” and their families of meaningful time; it robs 
individuals of self-paced experimentation and reflection 
time; it robs passion; and it robs individuals of the “right” 
and respect to decide what to do with his/her time away 
from school. What gives the institution of schooling and 
its associated authorities the right to dictate what a 
person does when s/he is away from their control?

In terms of standardized test results, there is a 
distinction between high-school and before high-school 
for homework. At the high-school level, there is evidence 
of a modest correlation between standardized test 
scores and how much homework kids do; if, someone 
happens to think that test scores are a meaningful 
marker of intellectual proficiency, which they are not. 
But even then, that correlation tends to vanish with 
multiple controls. Below high-school the research clearly 
shows that there is no case to be made for homework 
of any kind.

2.11 Cheating
INSIGHT: It’s not surprising that: No tests + no 
homework + no grades = no cheating;  
no coercion = no reason to cheat. 

School is a system of distrust, deception, trickery, fraud, 
and the swindling away of the natural desire to learn and 
the innate ability to integrate. Only a system of distrust 
would encode the idea of “cheating” into its structural 
fabric and then punish its structurally incentivized 
behavior. Remember, the system is what it produces. In 
truth, there is no problem with “cheating”; the problem 
is with the system of schooling itself. 

What is often called “cheating” in school is actually 
discussing, comparing, questioning, sharing, asking, 
and looking up the best answer possible [often to avoid 
punishment or maintain a reward]. It is ironic and sad 
that students that get caught are punished for the very 
skills they will need to do well in life. Therein, a lack of 
compliance with is not immoral. What is immoral is the 
coercive demand to do otherwise. One could go so far as 
to say that to follow the rules of a tyrannical system [of 
individual and social limitation] is immoral.

Consider that in many ways, the behavior in school 
called “cheating” is exactly the behavior society desires 
from people in a participatory and cooperative world. 
Think about it. What behaviors are called “cheating” 
in the school system? Generally, they involve asking 
others for help and copying answers. In the real world, 
these activities are called inquiring, helping, networking, 
working cooperatively, and sharing. In business, 
managers don’t ask their employees to continuously 
reinvent the metaphorical “wheel” when they are 
working; instead, answers are shared and help is 
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appreciated.
In early 21st century society, the taking of someone 

else’s work and passing it off as one’s own to an 
authority figure or to an entity in the market is generally 
known as “plagiarism”, which is considered a form of 
“cheating”. So, several questions arise. In order to more 
greatly understand the concept of ‘plagiarism’ we might 
ask some questions in the context of what we know of 
learning: 

1. What sort of system would require an authority 
to approve work you have done for your own 
supposed benefit?

2. What sort of social system would incentivize people 
to pass off another’s work as their own? And, what 
sort of economic system would punish someone 
for passing off another’s work as their own?

3. Why would a learner require the permission, 
approval, or judgment of an authority figure to 
continue their learning process? 

4. Why would someone “cheat” if one were not in 
competition with others for reward or award or 
praise or grades or employment or resources? 

5. Why would someone “cheat” [on an assessment 
that qualifies one to operate a technology that 
could put others’ lives at risk] if one’s survival 
and basic needs were covered and one had the 
freedom to pursue a subject or skill to mastery in a 
fulfillment-oriented value environment?  

6. What sort of system predicates your survival on the 
work you do for others? 

7. What exactly is the meaning of the concept of 
“cheating” in a society based on cooperation, 
sharing, transparency of operation, and the 
generation of abundance? 

In the real world, “cheating” is a term without meaning. 
Once we begin to recognize the damage that school has 
done to us, then we can begin correcting our direction 
toward one of greater fulfillment for ourselves and for 
all others.

Often, the most successful “students” become robot-
like, learning how to memorize and spit out information, 
but not to deeply analyze it and integrate it without 
contradiction. They fully accept and adopt the meaning 
of concepts with little to no relationship to the true 
nature of the reality around them (i.e., they become well 
indoctrinated).

Often, students with a strong loyalty to authority 
(i.e., a strong authoritarian “honor code”) will turn other 
students in for cheating. These “honorable” people 
establish a culture of denunciation and “snitching”. 
Denunciation (McElroy, 2013) is the act of accusing 
someone of wrongdoing and its inculcation into the 
minds of young people extends far beyond their school 
experience. In a political context, it means reporting 
a person to the State for investigation and possible 

punishment. 
We are intelligent beings and can initiate and quantify 

our own “progress” (i.e., we have intelligence and can 
seek feedback; we can self-assess, which requires self-
empowerment). And, if assessment can’t be authentic, 
then the variable it is assessing likely shouldn’t be 
assessed. When we have passion and care for the things 
we do then we are more likely to self-assess accurately. 
If the work is real, there will be a real audience. The 
real audience will be assessing the work by giving 
feedback in the form of viewing the work, sharing their 
appreciation for the work, and critiquing or otherwise 
commenting on it. If there is no real audience interested 
in doing that, then you’re wasting your time. As a point 
of clarification, it is okay if the person doing the work is 
the only interested audience member. It is not okay if 
the only interested audience member is the teacher or 
some other authority figure.

INSIGHT: Ignorance (ignoring evidence of life 
and suffering) is a necessary ingredient for 
oppression.

2.12 Subjectification
A.k.a., Academia, non-interdisciplinary.

Subjectification is the divisioning of reality into 
teachable subjects (or, disciplines). To cut off a single 
field, any subject, from the rest of cognition, is to drop 
the vast context which makes that field possible and 
which anchors it to reality. The ultimate result, as with 
any failure of integration, is floating abstractions and 
self-contradictions. Potentially generating a form of 
compartmentalization with respect to values, desires, 
and logical self-interest, by the compartments of private, 
economic, and political life. Relating one context of 
knowledge to another is necessary for integration. Reality 
must be viewed as a whole, a unity, in the formation of 
concepts that indicate aspects of reality.

Note here that the term ‘academia’ means to separate 
a whole into disciplines or subjects. (Discipline, 2019)

INSIGHT: When people learn superficially, then 
only recognize reality superficially. 

2.13 College and University 
QUESTIONS: What type of a society would 
charge people for learning? What type of 
society would create an admissions (e.g., college 
admissions) boundary to bettering themselves 
and developing the skills necessary to survive 
and thrive in their world? What type of a society 
would “in-debt” future generations for education 
in the present? What type of a society would use 
the threat of violence (Read: taxation) to pay for 
the schooling of others?
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In early 21st century society, the ultimate goal and 
measure of an education is a college degree. There 
are two reasons why college used to mean a lot more 
than it does now [and secondary school was someone’s 
ticket to getting there]. The first reason was that college 
kept certain sets of knowledge more protected from 
the ordinary masses. And, the other reason is/was that 
everybody is told to go to college for college is their ticket 
to “success”. 

The college degree replaced the family name as 
a centralized model of trust for businessmen. The 
trust relationship is that some person graduated from 
this college, which I trust, so I trust them to work in 
my business. The businessman could trust that the 
graduate was roughly as good as the colleges reputation. 
Colleges are selling and students are buying a credential, 
nothing else. Colleges are credential factories. What is 
being bought and sold is the certificate. The credential 
signals to employers and others that someone has 
some minimum standard of acceptability based on 
the reputation of the institution. A certificate from an 
academic institution (the academic system) means 
that you are approved for placement in commercial 
institutions. Naturally, the more certificates someone 
gets from a certificate rewarding system, the more likely 
someone is to become a spokesperson for that system. 
In the [labor] market, coaches/teachers are certified and 
sold. 

A degree is more easy to obtain now than it has ever 
been in the past. Hence, it is becoming a commodity that 
is no longer able to sell itself on the basis of rarity. In the 
market economy the notion that “my degree is valuable 
because not a lot of people have it, or because it says 
something really special ... about me” is beginning to be 
seen as vacuous. More and more people are realizing 
that their ability to survive and thrive is actually based 
on our capacities to solve problems, not to acquire 
pieces of paper. In the past, the degree was the primary 
market signal for a person’s capacity to solve problems 
and to create “perceived value” for others, but now, the 
signaling power of that degree is weakening amongst 
the numerous ways we can freely and transparently 
demonstrate our intellect and abilities. In the early 
21st century, people have an abundant number of 
ways of educating themselves and demonstrating their 
abilities. There are many alternative ways for people to 
signal their abilities and share knowledge when global 
communications mediums and creative avenues are 
essentially free and open to everyone. One might well 
wonder how this abundance of access to knowledge 
and the ability to help others affect the [labor] market? 
We no longer need personal intermediaries like school 
and agents and representatives, and when logically 
extended, money itself (which was at one time a requisite 
for education and labor). We don’t need institutions to 
signal our abilities or to provide for our fulfillment; we 
can signal ourselves and create for our own fulfillment.

Primary and secondary school were once considered 
preparation for this thing called “college”, which was 

preparation for this thing called “employment”. Herein, 
it is important to remember that “employment” is a 
legal term, and not a term that describes work within 
the Community. Fundamentally, no one needs college 
to develop passions, or to step forward in their own 
development and facilitate the development of others. 

A degree is supposed to represent competency. In the 
real world, competency represents itself. It is important 
to recognize that universities do not add value to us (or 
to community); they are a product of a specific (and one 
might say, unfortunate) socio-economic environment, 
that of employers and employees. In reality, college 
degrees exist primarily to produce employees.

In early 21st century society, college is the finishing 
school for citizenry. In other words, schooling is 
partially a tool of the State and university is its finishing 
school. It is the metaphorical nail in the coffin to social 
conformity around the encoded concept of “authority”. 
It represents a duty to contribute to the perpetuation of 
the society in which one was enculturated and given the 
gift of an “education”. Therein, the institution of college/
university is designed primarily to provide graduates 
with employable skills and/or managerial skills. In 
fairness, these institutions also conduct research as 
well as providing a space for socializing and recreating, 
but these are secondary to the organizations primary 
purpose which is well described in “Don’t Worry About 
College: A Letter To My Granddaughter” by John Taylor 
Gatto [lifelearningmagazine.com].

What do capital industrialists and other social 
controllers (i.e., human resource managers) want? 
They want a population with skills useful for specialized 
commerce as well as a predictable and ordered 
subordination among the common population. 
Effectively speaking, college is a commercial product that 
standardizes and turns out other commercial products. 
Yet, statistics of working college graduates show that 
many (if not most) of them don’t end up working in a 
field related to their college education. 

Here, we are called to notice the general difference in 
perspective toward life taught at “prestigious universities” 
versus the perspective conveyed by most other schools. 
At the Ivy League schools they teach their students from 
the perspective of, “how to make a living for yourself”, 
and at all the other schools, especially public schools, 
they teach students from the perspective of “how to get 
a good job.”

In the market, educational establishments are in 
competition with one another. Hence, they naturally 
attempt to hoard knowledge, creating artificial 
scarcity to give “market value” to the information they 
systematically sell as a product / service. Today, however, 
some universities have such a great reputation, as well 
as such advanced and expensive technological research 
facilitates that they are capable of giving away a small 
portion of their instructional-oriented knowledge for 
free. MIT OpenCourseWare [ocw.mit.edu] is one such 
example.

College is an institution that came to be when most 
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people had no [easy] access to information. Through the 
internet, anyone can replicate everything that college (as 
an institution of knowledge storage and sharing) does, 
for the equivalent of marginal cost; with the exception 
of the achievement of the piece of paper (i.e., the 
“diploma”) at the other end. Teachers and professors 
and authorities are no longer gatekeepers. In the age of 
ridiculously abundant information and multiple avenues 
for acquiring knowledge, these anachronistic institutions 
are slowly being seen for what they are: principally, 
scarcity promoting structures for rolling out a new 
generation of employees for State industrial capitalism.

There is more educational freedom in college. Yet, 
college is different than other schools in ways that 
seem important but are insidiously not. College is still 
schooling; it is just a different version of schooling. To put 
it less eloquently, it is true that everything “stupid” about 
primary and secondary school is less “stupid” about 
college, and even less “stupid” about graduate school; 
but, school is still school is still school (i.e., schooling as a 
process has a set of characteristic variables which exist 
along a spectrum and produce equivalent behaviors 
along the spectrum). People are attracted to these places 
for entertainment, socializing, and personal interests, all 
worthwhile. But, a common goal is to come out a winner 
and enter your next role in the life of a machined society.

CLARIFICATION: What the words “college” and 
“university” stand for varies significantly by 
country. In general, a “college” is a schooling 
institution of “higher education” that may stand 
alone or make up one part of a university. 
Within a single university, there may be several 
colleges that cater to a variety of specialized 
professions, such as law, medicine, the liberal 
arts, etc. In some countries, the terms “faculty” 
or “school” replace the usual meaning of college 
(e.g., “faculty of law” or “school of medicine”, 
instead of “college of”). Sometimes “college” and 
“university” are used interchangeably.

2.14 Professionals
INSIGHT: One of the great failings of a lack of 
critical thought is the assumption of authority 
around a given data set.

In school, the authorities tell the students what to 
believe, and after graduation, the students become 
a “professional” practicing in what they have been 
schooled to believe. “Professional” is a market-State 
term. A “professional” is someone who has been trained 
and is being paid to render a service or an opinion in the 
market or State. In the market-State there are inherent 
hierarchies of professions, and hence, power-classes of 
professionals. In early 21st century society most people 
do very little for themselves, and rarely do they have 
volunteers to do things for them. Instead, most people 
hire “professionals” to organize, manage, and fulfill their 
needs. A [professional] service culture is not equivalent 
to the engineering of need fulfillment. In truth, potential 

is wasted through a societies contrived notions of [a 
“professional”] identity.

Certainly, any society demands a certain level of 
training, experience, simulation, etc., before it accepts 
someone as capable of practicing some service that can 
greatly affect others, or another (e.g., piloting potentially 
dangerous vehicles, conducting a surgical procedure, 
etc.).
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3 De-schooling (unschooling)
People who grow up going to school end up believing 
that learning is something that has to be forced; and, 
therefore, that learning is not fun. Children who are 
never forced to learn or to do schoolish things have 
no reason to believe this. Before children, and more 
importantly, their parents who have gone to school and 
do believe this, can find the joy in natural learning, they 
first have to unlearn this idea that they have acquired 
from the forced learning (school) model. This healing and 
unwinding process is usually referred to as “deschooling” 
or “the deschooling period”.

“Deschooling” is going through a period of time 
when you are decompressing from all of the extrinsic 
motivators that have stripped away your intrinsic 
motivation, your own sense of identity of what you want 
to do and your sense of purpose. Many people in early 
21st century society seek spiritual guidance from others 
for identification of their “life’s purpose”. Yet, if they were 
to just strip away all the conditioning and trauma they 
might see the purpose in life for themselves.

DE-SCHOOLING INSIGHT: 
Indoctrination + Regurgitation + Graduation ≠ 
Education

“Deschooling” is effectively a period of detoxification 
[from the toxic accumulation of by-products which 
someone has accepted, by varying degree, while in the 
process of schooling]. People who begin deschooling 
might do nothing for a period of time because they 
need to rest and recover, to decompress and to re-set. 
“Deschooling”, if not interfered with, eventually leads 
to a higher degree of completeness and confidence; 
but, it can take time to re-integrate one’s sense of self-
esteem and self-direction. From a parent’s perspective, 
deschooling is a time of relaxation and healing away 
from the system of conditioning. It is important for a 
parent to note, however, that often the entire process 
of deschooling starts over again for the deschooler each 
time a presumed authority figure appears to instruct 
the deschooler. In other words, the deschooling process 
starts over again each time someone from an apparent 
position of authority tells the deschooler what s/he 
should be doing with his/her time. 

Deschooling can be slow because it is not just about 
understanding, it is also about letting your emotions 
catch up with your intellect, which takes time, and often, 
an environment of support. Read a little, try a little, wait 
a little, watch [and repeat]. This is a useful mantra while 
you are in the throes of deprogramming yourself and 
relaxing into the natural flow of learning, of inquiry. 
It can be painful at times to look at the broken trust 
and suffering that one experienced around the whole 
schooling process.

Many people don’t want to face the truth that many 
of the ways in which they were treated, when they 
were younger, were morally wrong, and that many of 

the conditions they suffered were unjust, which can be 
difficult to come to terms with (i.e., to accept, process, 
and move forward). Life goes on. The realization that 
one has been duped is an opportunity for learning.

Because schooling is a model that becomes deeply 
conditioned into peoples’ psyches, it can be difficult to 
de-condition from that model and integrate a new and 
more accurately “emergent” one.

People who grow up around school have a degree 
of fear and panic around the non-existence of school. 
Partially, this is because they were told that school is 
crucial to life and that if they didn’t finish school they 
wouldn’t have the ability to provide a life for themselves. 
Likely, they were also told that if it wasn’t for school no 
one would know how to read and write, and that there 
would be this thing called “chaos”. They may have also 
been told that if it weren’t for school then laziness would 
dominate.

What is laziness? Is “laziness” just a reaction against 
the constraints placed on someone by an overly 
controlling [schooling] environment? Is “laziness” 
possibly just a reaction against that process, against 
being programmed? Is “laziness” a fear response to 
failure? Is “laziness” a lack of energy, or an unwillingness 
to apply effort, as a result of abuse in life? How do 
you feel when your day/week is completely busy and 
being programmed for you by others? Disengagement 
sometimes looks like “laziness” to people on the outside. 
Yet, downtime and recovery is often where our most 
creative ideas come from -- from stillness often comes 
a build-up of energy and power. What is laziness as a 
measure of someone else’s behavior (i.e., how exactly 
is one individual judging another individuals behaviors, 
or lack thereof, to be lazy)? In community, laziness is a 
personal projection onto another. If you call someone 
you love “lazy”, then you ought to understand that they 
may come to believe your label.

Maybe someone is doing something internally and 
does not look productive form the outside, but inside 
there is processing going on, there is a part of the 
naturally cycled process of learning. Or, maybe there 
is something actually wrong. Downtime is useful; it is a 
time for processing, restoring, thinking, doing something 
different, and de-conditioning/decompressing. Therein, 
it allows us the space and freedom to think about what 
might be going well, and what might be going wrong, in 
one’s life.

Trying to stay busy is a failure to acknowledge that the 
moment you are in is the only one you can live.

Practically speaking, it can take a long time and a lot 
of revision and reflection to unscrew the worldview that 
is plugged into someone’s brain through schooling. And, 
it is sad to see how many people can’t unplug from it 
completely. In order to actually better oneself and 
others, then you kind of have to realize the hole that 
you have been thrown into. And if you don’t realize it, 
you might live the rest of your life in that hole. A life of a 
higher potential is about identifying and stepping out of 
(or around) holes when you encounter them.
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It is important for our health as individuals to look at 
our past in a meaningful and constructive way [so that 
we stop feeling defective and we don’t let it beat us down 
into despair].

Generally, parents come from the same school system 
that they send their kids to. To put the same idea forward 
from a somewhat linguistically imprecise psychoanalytic 
generational perspective, “bad” people tend to do “bad” 
things because “bad” things happened to them. Without 
interruption, most societies condition and repeat the 
same pattern of abuse and trauma across generations. 
We developed ways to protect ourselves from further 
harm when we didn’t get our needs met as children. And, 
we repeat those same patterns over and over again even 
when they no longer serve us as adults.

Once a paradigm has become established among 
a society and the population has given away their 
power to people who spout the paradigm, then that 
population essentially becomes stuck in the replication 
and multiplication of that paradigm. Once a paradigm 
has been established through belief and repetition (in 
a parrot-like fashion), then it becomes extraordinarily 
difficult to shift people away from their limited 
understanding. 

People who support or have otherwise become 
invested in the system will say, “I went through the 
school system and I turned out fine.” And from their 
perspective they did; they can pay the rent, they can 
take care of themselves and their families; and they feel 
like, “How dare you attack this system, it did good for 
me.” At a basic level, the system they were processed 
through has formatted their thinking, conditioned 
their opinions, and re-orientated their values to find 
acceptable behaviors and systems that if they more 
accurately understood themselves and the real world 
they would find unacceptable. And, its likely (or possible) 
that they actually found school unacceptable at the 
time [they were in processing through the condition 
system of schooling]. In other words, they do not realize 
that they have come to accept artificial limitations, 
misunderstandings about themselves and others, and 
[by degree] the initiation of force, for those are the 
things they have been conditioned to accept through 
schooling. Schooling modifies and shapes one’s own 
perception of themselves and of the surrounding world, 
while masking the real influence of its social purpose 
and content. It effectively conceals how it contributes 
to the reproduction of harm and the limitation of 
individual potential. In other words, it masks the social 
and economic roots of under fulfillment. The process 
of schooling itself is rarely interrogated and critically 
examined in school [or anywhere else in early 21st 
century society, for that matter]. The system is designed 
to repeat its own cycle.

When you are in high school, people are already asking 
you what you want to do for the rest of your life. Early 
21st century society has a practice of trying to establish 
who you are (i.e., where you fit in the socio-economic 
hierarchical system) and make these proclamations 

before you even have the tools for self-discovery. By the 
time you want to start figuring out who you are, you are 
already too busy pretending to be who you said you are 
going to be. 

In academic schooling people spend years developing 
their opinions, many of which are contrived, about the 
way in which the world should work. Fundamentally, 
it is unwise to expect that just because something was 
apparently good in our own lives that it will be good in 
the lives of others; particularly if we have been living 
sheltered lives.

Many adults don’t want to look back and admit that 
they were deceived, that they were lied to, that they were 
forced and punished for doing things that they didn’t 
want to do, that they were put through a processing 
machine. In this sense, there is a rationalization that 
happens. They have become completely invested in 
the system, of which they are a product. From a wider 
perspective, what these people are essentially saying 
is, “I have become attached to my given identity (or, the 
identity I have been given) and I cannot change or accept 
change, for then I would not know who I am.”

The enemy that the system of schooling and forced 
education crushes at each and every opportunity, 
starting at birth and continuing until death, is: creativity. 
When someone’s life is dominated by curiosity, then 
creative desires become relatively immune to this 
agenda. When people are creative, they want to make 
things, not buy things. They want to discover, not follow. 
They want adventures, not entitlements. They want self-
control, not control of others. They want intelligent  
s, not social sacrifices. They want to free others in like 
kind and not claw over others to see who can acquiesce 
or acquire first. They set goals and are not set back by 
agendas. They are creators, not social manipulators. 
The worst nightmare of social controllers is a population 
of intelligent, creative, and curious individuals sharing 
and working together. Such people are potentially 
subversive to self-serving agendas. So, once employed 
or in debt, they are buried alive in contracts written up by 
organizational entities that fear them and wish they did 
not need them. These contracts hijack their physical and 
intellectual freedom, and prevent them from working on 
what they think is important, in favor of what a “boss” 
orders. This is a system of slavery by any other name – a 
system of profit and social control over people. 

Those who choose to engage with and stay in artificial 
structures of forced limitation, must remember at 
all times (i.e., always and all the time), that they are 
being molded and patterned to fit the narrow and 
superficial agendas of that particular society. Some 
control structures are simply more likely than others 
to refresh a “mask” over reality, and cause a forgetting 
of the true nature of this existence we all share. It is 
important to remember that we all naturally entrain to 
our environments, and that someone can entrain to a 
corrupted environment [over time] without realizing it 
-- by being continuously present in (or exposed to) that 
environment. 

the learning cycle

www.auravana.org  | sss-ls-001 | the lifestyle system50|



For those who have been subjected to “power over” 
[fulfillment] strategies for most of their childhood, school 
seems helpful as a natural extension of the parenting 
process.

INSIGHT: Before calling the young a pejorative, 
such as, “clumsy”, “bad”, a “disappointment”, 
or a “child”, consider the question, “Is this how 
I want this young person to experience himself/
herself?” Which, eventually speaks to the type 
of relationships this person will be able to form 
as an adult: their friendships; their romantic 
partners; and ultimately, how they view 
themselves.

3.1 The schooled narration of life
MAXIM: The largest proponents of slavery 
are often those who are the most enslaved 
themselves.

The general and impressionable narrative of life given to 
people by schooling is: You go to kindergarten, and that 
is a great thing, because when you finish that you will get 
into first grade. First grade leads to second grade and so 
on, until you get out of primary grade school, and now 
you have secondary high-school and life is just revving 
up. The thing is coming, and then, you go to college 
and become educated. Some of you will then go on to 
graduate school. When you are through with school, you 
go out and join the world’s workforce (or become part of 
ownership class) where you have timelines and quotas 
and tables and deadlines and commands to give [into]. 
And, all the time that thing is coming, its coming, its 
coming, that great thing, the success you are working for, 
that absolute reward. Until one day, if you are fortunate, 
you wake up somewhere and you say, “My god, I have 
arrived”. Yet, you don’t feel very different from how 
you’ve always felt, and there is a slight let down. It is 
here, in this moment of pause, that the courageous and 
still inquisitive begin to reflect on this feeling; they begin 
to search more deeply for answers. And, if they search 
long enough, they eventually realize it was all a hoax, 
a dreadful hoax. “They” made you miss everything by 
expectation. We cheated ourselves the whole way down 
the line. We thought of life by analogy with a journey, a 
pilgrimage, which had a serious purpose in the end, and 
the point was to get to that end, success, or whatever 
that it is for you, maybe heaven, after you are dead. 
But, we missed the point the whole way along. It was a 
musical thing, and we were supposed to sing and share 
and dance and create while the music was being played. 
Then, after this realization, you begin to inquire about all 
the other illusions that were once accepted, tolerated, 
and dis-integrated as truth. One’s whole value system of 
what’s important and what’s not, what’s good and what’s 
not, what’s worth putting effort toward and what’s not, 
must be called into question [not to destroy the whole 
value system, but in order to see it for what it is, and to 
redirect where necessary]. 

Among community, why would you follow this narrative; 
why would you stop being yourself and become a tool 
for someone else, or for someone else’s agenda?
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4 Learning strategies and methods 
in a community-type society

There are no pre-defined, authoritative programs of 
study in our learning community. Learners progress 
from module to module (or experience to experience) 
dependent upon their developing interests, curiosities, 
and goals. This progression of flow is known as 
‘branching’, and therein, the system keeps track of 
the modules someone has completed (including the 
interactions the individual participated).

A module is one or more closely bound learning 
objectives or purposefully definable experiences 
designed by an earlier learner who may be acting in 
posterity as a facilitator. Modules may also have a series 
of learning tasks (or interactions) including but not 
limited to exercises, events, videos, and other activities 
relevant to the acquisition, completion, or experience of 
the learning objective(s). 

In a sense, every module could be seen as a “situated 
problem” representing some form of explicitly formalized 
inquiry, which involves access to knowledge and the 
practice of tasks [to acquire a set of knowledge and/or 
skills for oneself].

Our community recognizes that lengthy, course-
based instruction is perhaps not an ideal model for 
learning. A course [of study or of instruction] is still the 
“educator’s” pre-existing combination of connections, 
and so, the “teacher” is highlighting by default, whether 
intended or not, certain elements of the discipline and 
deselecting other elements. When a course follows more 
of an “instructionally open” approach, then individuals 
have the space to express their own views (allowance 
for critical thinking and logical integration), and they 
can explore and involve their own personal learning 
preferences, while truly integrating their experiences. 
Our community fundamentally requires an environment 
where individuals are allowed the space to foster the 
development of new and potentially novel (i.e., creative) 
connections. In other words, it is an open approach, and 
not necessarily an instructional approach. 

A second issue with courses is that as our understanding 
of learning itself continues to evolve, those methods and 
strategies followed in a course must be continuously 
updated and adapted, which is a tedious action for a 
course instructor to pursue, if they even remain aware 
of the understood advancements in the field of learning 
sciences. And, if an instructor is aware of changes and 
has a desire to implement those quasi evidence-based 
changes, then they require the permission of another 
layer of authority. Certainly, the change management 
process for a course of instructional material is less 
efficient than the change management process of 
shorter modules and their associated learning objects.

When a module is created, then a defined sequence 
of learning activities, events, content and materials are 
associated with (Read: linked to or placed within) the 
module. And, anyone can facilitate the creation of a 

module.
When a learner decides to “take” a module, they 

may either follow a predefined path (i.e., a template), 
such as the one created during the modules initial 
establishment, or they may define their own path (i.e., 
their own sequence of relevant activities and events, 
personalization). This flexibility allows individuals to 
pursue their own path of learning and joy, while adding to 
the learning community’s understanding of the learning 
process itself. Each new path to an objective or purpose 
helps to more greatly inform the community’s knowledge 
base. In many ways, learning is like journalling.

Module sets often contain different templates, which 
represent different activity pathways to the same 
learning objective. Every learner has the choice to select 
their next learning objective/module.

Within our community learners choose those activities, 
events, and materials that they wish to utilize during 
their learning experiences. Learners have three primary 
options when it comes to personalizing a module. Firstly, 
they may select a “good practice” design template that 
other learners have followed as an efficient and enjoyable 
way to complete the module. Secondly, learners may 
follow the advice of the community’s recommendation 
planner, which provides the learner with a selection of 
templates that meet the learner’s personal preferences 
and explicit requirements, such as completion date, 
the amount of deep practice desired, and the desired 
amount of collaboration. Finally, the learner can define 
(or develop) their own unique path. 

It is relevant to note that learners regularly create 
new modules with previously unrecognized learning 
objectives.

Learners may “formally“ enrol in a module when they 
have met the module’s prerequisite knowledge or skill 
requirements. Some modules require no prerequisites 
and others necessitate the taking of prerequisite 
modules. Few modules exist in isolation; there is a 
tree of integrated progression with all knowledge. As 
the learner advances, s/he moves further and further 
down (or “along”) the knowledge map. The great 
majority of modules have content elements (Read: 
specific knowledge and tasks) that are also part of 
another module. The restricting of participative access 
(i.e., enrolment) in a particular module due to a lack of 
prerequisite knowledge and experience is discussed 
later, and is a necessary control mechanism built into 
the functioning of our learning system. Please note that 
this is not a secreting or confidentiality mechanism. It is a 
material, safety control mechanism. A quick example of 
this is someone who has never driven a car before and is 
on their first day of a driver’s education course. It would 
not be safe for them to sit behind the wheel during rush 
hour highway traffic conditions. Without prior training, 
there would not be sufficient proficiency of knowledge 
and skill to operate a vehicle safely in those conditions. 
This is an example of an evidence-based safety control 
mechanism.

Learners in our community generally take a single 
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module at a time. Instead of being forced by an outside 
authority to handle multiple subjects at once [splitting 
their attention and their will], they may immerse 
themselves in as little as one, or more if they so choose, 
full-time modules for any pre-specified period of time 
(Read: module duration). 

The Community’s learning system makes a 
recommendation to the learner concerning the 
amount of time the system forecasts it will take the 
learner to complete the specified module. With this 
recommendation in mind, which is informed by prior 
knowledge of a learner’s past experiences, a learner will 
then set their desired module-completion date and time 
goal based upon a reasoned expectation of how long 
they foresee the module taking. Over time, this action 
becomes second nature and becomes a useful measuring 
tool for individuals to gauge how rapidly they acquire, 
understand and integrate new material. It is a feature of 
the learning system to be capable of logging the amount 
of time a learner spends on a module. The learner can 
choose to enable or disable this logging capability. If the 
learner chooses to enable it, then the learner has the 
option to share or not to share the information. Time 
tracking gives the learner useful data for quantifying 
self-improvement. It also gives the community useful 
data for flagging modules that may need improvement.

Learners can choose to complete modules individually 
or work voluntarily in teams (or groups).

For most modules, individuals work toward 
proficiency/mastery, which is indicated by completing 
a set of active problem-challenges in a row, unlike a 
test. This means that proficiency (or “mastery”) can be 
achieved in minutes or hours, but the learner is learning 
through the entire process. There are no time limits or 
even estimates for how long it takes someone to obtain 
proficiency, and there is no final exam in which “you” can 
“fail”. It should, however, be noted that there are some 
modules that involve the operation of technologies/
processes which could be unsafe to the wider community 
if mishandled or if mistakes are made. At the conclusion 
of one of these modules, or “module series” (Read: a 
sequence of modules with an overarching objective) 
learners take a set ‘knowledge and skills assessment’ 
to give reliable information to the community (and to 
themselves) that they have achieved (or not achieved) the 
learning objective(s) of the module(s). After passing the 
assessment learners may safely operate the technology/
process, or move on to a more advanced module that 
involves the technology/process. The assessment of 
certain learning objectives is part of the safety control 
mechanism mentioned earlier. These assessments may 
be retaken as many times as necessary, so the fear of 
failure or the urge to rush the learning is significantly 
lessened or non-existent (i.e., removed). Also note that 
the operation of certain technologies/processes may 
require periodic re-assessment on a scheduled cycle to 
ensure that proficiency has been maintained.

Although higher-level modules often have 
prerequisites, and learners are encouraged to take a 

broad-range of modules in different disciplines, learners 
choose modules based upon their own evolving and 
emerging interests. Therein, the Community’s learning 
system makes recommendations to the learners 
concerning which module(s) might be a preferred 
next module (based on a variety of metrics, including 
observed interests, potential challenge areas, pre-
requisites, skill set, and goals), but this system acts solely 
to support the learner in making an informed choice. 
This recommendation system could ease learners’ 
regular entry into the flow state by supporting them in 
determining tasks/activities (and their qualities) that are 
of an optimal, individualistic challenge to skills ratio for 
producing flow.  Another feature of the learning system 
is the ability of learners to recommend related materials 
(i.e., something found on a video hosting platform could 
be associated with the module as a recommended 
resource by other learners). Over time, as others review 
the modules, they can up-vote or down-vote materials, 
and the module algorithmically updates the presented 
content.

Modules are designed, developed, and updated by 
an interdisciplinary team, including members of the 
learning sciences team, multimedia content developers, 
facilitators, and the learners themselves.

The form of learning described herein is also known 
as self-regulated learning (SLR). Under SLR conditions 
the learner has control over his/her own learning. The 
learner steers and directs their cognitive and motivation 
processes toward achieving their highest potential at 
their own desired pace and through [objective] selection 
via preference.

At the present, we understand the most efficient form 
of learning as that which is characterized by definable 
and recognizable experiences. It is in the recognition of 
having these experiences and the integration of being in 
them through which our cognitive and physical abilities 
evolve.

4.1 Open and meaningful learning

Our community defines “open learning” as an approach 
to learning that gives the learner flexibility and choice 
over what, when, where, at what pace, and how they 
learn, and also, that there is no externally ordered or 
coerced target, outcome, or result that a learner must 
achieve.

For a moment, imagine the following: A student enters 
an educational institution and registers for a course. The 
background of the student is not taken into account. 
The institution does not know the types of experiences 
that the student has formerly had, the type of home life 
they have come from, the beliefs and value system they 
hold, and the extent of knowledge and understanding 
they maintain in long-term memory. Simply, educational 
institutions do not know their students. Said institutions 
then throw disconnected and often irrelevant materials 
and experiences at their students, and then, give 
them a standardized test. This commonly accepted [as 
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normal] and established schooling process is irrelevant 
to meaningful learning, because meaningful learning 
is concerned with active participation and reflective 
engagement on the part of the learner. Most educational 
institutions are simply not designed to facilitate/produce 
meaningful learning. To a great degree, they are 
designed to produce people (Read: workers) who can 
mimic and duplicate. By making learning experiences 
open, our learning community establishes a system that 
supports individuals in pursuing learning experiences 
that they find relevant and meaningful to their lives, not 
to the lives of controlling outside forces.

Open learning exists even within the learning 
module’s, for learners have the flexibility of selecting 
those learning activities, tasks and events that they 
find relevant and meaningful [in the context of a given 
objective]. There is no outside force applied to them in 
the selection or creation of a template (i.e., the defined 
series of learning experiences or activities).

4.2 Proficiency learning within the context 
of continuous eduction

It is commonly recognized that individuals learn at 
different rates (i.e., different paces). If learners intend to 
progress toward their own higher potentials, then they 
must be afforded an environment where conditions 
allow for individualized progress. The amount of time 
and effort learners’ need to master a given objective 
will vary, and a learning system designed to support a 
community in developing toward its highest potential 
must account for this. The understanding that learners 
have different temporal needs when learning a subject 
matter is a core characteristic in what is commonly 
known as “proficiency learning”.

Proficiency learning is most adequately defined by its 
four major associated principles:

1. Principle #1: Individual learners have sufficient 
time to acquire proficiency of specific learning 
objectives. It is a feature of the community to 
provided learners with a recommended completion 
date & time using an informed predictive engine. 
The predictive engine arrives at the recommended 
completion date based upon several factors of 
input, including but not necessarily limited to: past 
performance of the learner, current/predicted 
knowledge schema, the observed performances of 
past learners with the module, and other ongoing 
modules or activities the learner is participating in. 
Learners then set, if they so choose, a completion 
date & time goal for themselves, which may have 
no relationship to the recommendation engine’s 
date & time. The setting of a ‘timeframe’ may be 
done for each module. If the completion date 
needs to be changed, extended or shortened, then 

this is generally always possible (i.e., it may not 
be possible when a module is scheduled among 
multiple participants). And, this information can be 
added to a personal schedule/calendar.

2. Principle #2: The subject matter to be learned is 
broken down into units of learning (i.e., modules, 
experiences and learning objects) with objectives 
for each unit. All learnable content is provided 
in modular branching (Read: tree like) form, 
which constitutes a systems knowledge map. 
Branched knowledge progression maps (by the 
Khan Academy) often look like trees with trunks 
representing core concepts and leaves represent 
modules. Here, each module (or, content + 
task) contains one or more learning objectives. 
Community is essentially a purposeful experience, 
wherein meaning generates goals, which 
subsequently direct tasks. 

3. Principle #3: Learners demonstrate proficiency at 

LEARNING STYLES AND MEMORY
The ability to learn involves the capability 
of remembering, logically speaking. Skilled 
practitioners of memory show us, they 
demonstrate, that memory is visual, regardless of 
what people may believe about "learning styles". 
We can improve our ability to learn by looking at 
those who have deeply studied and practiced the 
skill of remembering. Therein, we may refine our 
approach and our visualization skills.

There is a significant lack of evidence that there are 
different kinds of "learners". A scientific assessment  
of the "evidence" for learning styles published in 
Psychological Science in the Public Interest (Pashler, 
2009)[1] conclude that the learning-styles hypothesis 
has little, if any, empirical grounding. Further, the 
very idea of a "learning style" becomes significantly 
irrelevant when the teacher-student paradigm 
is dismissed, and hence, "teaching styles" also 
become irrelevant. Individuals do not "learn better" 
when the instruction they receive is tailored to their 
preferred way of learning. Instead, individuals learn 
better when the learning is self-directed. In part, the 
idea of a "learning style" has persisted because in a 
school-type setting: Parents like to think that their 
children are receiving a tailored education, and 
teachers like to think that they are sensitive to each 
child’s needs and motivated to find out more about 
how to fulfill this ideal.

Finally, in concern to learning, neuroscience tells 
us that memory consolidation occurs primarily 
during sleep and down time (a restoration phase). 

1. Pashler, H., McDaniel, M., et al. (2008). Learning Styles: 
Concepts and Evidence. Psychological Science in the 
Public Interest, Vol. 9, No. 3. [psychologyscience.
org]
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each unit’s objective(s) before moving on to other 
units. Learners may take an authentic/formal 
“knowledge and skills” assessment or an alternative 
requirement to certify to the community (where 
necessary) that they have achieved proficiency of 
some information or task. Also, the learner may 
need to re-assess at some periodicity. Again, for 
our community, this is an inherent safety control 
mechanism to maintain the safe continuance of our 
society, and it is not applied to every module. Note, 
that this principle isn’t embedded into the learning 
system itself. In other words, it isn’t designed 
into the learning system to restrict learners from 
progressing to other modules if they haven’t 
achieved proficiency at a given module.
We recognize the necessity for proficiency of a 
given task before moving on to a more complex 
information set. As we move on in our education, 
we achieve proficiency in different ways, which 
facilitates mastery over time in a given subject.

4. Principle #4: Learners’ assess their progress and 
receive feedback and guidance where necessary or 
available. Many of our community’s computerized 
learning modules provide continuous feedback. 
End of module (i.e., subsequent or “summative”) 
feedback is sometimes provided. Feedback may 
be entirely automated or it may come in the form 
of facilitator or guide, or in form of the individual 
checking their own work. But primarily, it comes 
in the form of sensation from a responsive 
environment. Human facilitators and subject 
matter experts are available for feedback and re-
mediation when necessary.

4.3 Community education

The individuals in our community learn, play, grow, 
and work together as all pursue their highest potential 
through the opportunities provided by the synergy of 
cooperation. Herein, we recognize that there exists 
self-benefit through the interplay of action, interaction, 
and reaction with a community of those who have 
similar interests, curiosities, and goals. Humans are 
social beings with a vast potential for learning from one 
another. Individuals that recognize this necessity for 
connection will seek to better the community because in 
so doing they better themselves. 

Community learning is not teaching: it is not the 
teaching or selling [of anything] to an audience. A 
community is a space where like-minded people can 
come together and share with each other things that 
matter to them, while they design and engineer things 
that benefit them. With an “audience” there is a sense 
of removal, of artificiality, and of persuasion -- there 
is a disconnect. There are experts and students, not 
learners. It is a sense of being “talked at”. Whereas with 
a community, there is a sense that we are “all in this 

together”. No one is above the other, we are here to 
help each other, and we care about things together. An 
audience is passive, a community is active. An audience 
is entertained or not; whereas, a community is actively 
involved. 

Imagine having a relationship with a community that 
supports you and fulfills you. In community, we are 
supported to maximize a maintained movement toward 
our highest potentials. We create a space where ideas 
can mingle and swap, and evolve to create more fulfilling 
forms. Here, we are continuously evolving our spaces 
and information systems to make it easy for people to 
find one another and share information and creative 
works and tools and tasks.

In the community,  many people’s days are highly 
taken up with participation in multiple communities of 
practice.

4.4 Communities of practice

In community we get together and share and practice 
forming a structure of peer-to-peer education -- we share 
with our peers and learn from our peers. Communities 
of practice are groups of people who share a concern 
or a passion for something they do, and learn how to 
do it better as they interact regularly.  Communities 
of practice exist both offline and online. Communities 
of practice are not a new phenomenon: this type of 
learning practice has existed for as long as people have 
been learning and sharing their experiences through 
storytelling. A community of practice is essentially a 
group of people practicing something in some form 

DAILY ROUTINES
We have routines in our daily lives that we follow 
which maintain our lives on some [oriented] course. 
These daily routines may over time lead to the 
development of greater skill, understanding and 
appreciation, or they may be harmful patterns and 
can have the opposite effect. Over time, hurtful 
patterns can wear us down, make us unhappy 
and less functional. Our daily routines can help 
fashion and mold us into beautiful and intelligent 
compassionate beings, or they can break us down 
and cycle fear, and ultimately, disease. Yet, these 
routines do not just manifest out of nowhere; they 
might not only come from with us, but they can be 
conditioned and influenced from without also.

INSIGHT: A slight change in repetitious 
thought or behavior pattern can bring 
about major effects.

The brain adaptively rewires itself through our 
patterns. It has an almost inexhaustible capacity to 
rewire. It adaptively reroutes control of the way it 
uses various packets of neurons in order to help us 
do the activities we regularly participate in.
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of a “gathering”. A group of interest is simply a group 
of people sharing information of a particular topic of 
interest.

Etienne Wenger et al. (2002:4) define a communities of 
practice as:

“Communities of practice are groups of people 
who share a concern or a passion for something 
they do and learn how to do it better as they 
interact regularly.”  

4.5 The one-room school house model 

Learning within an open community has some similarities 
with the historical schooling model known as the “one-
room schoolhouse”. The one-room schoolhouse is the 
name given to the space in which some cultures have 
historically (as youths) learned in a formalized manner. 
The concept is now more commonly known as a “multi-
age classroom” or “multi-age learning environment”. It 
is essentially a space where learners, who are diverse in 
age and experience, get together and pursue learning 
activities where they facilitate each other’s progress.

In many historic cases of the presence of a one-room 
schoolhouse, the majority of “teaching” was actually 
not done by the “teacher” overseeing the space, but 
was instead done by older students, who were more 
advanced, helping younger students with their lessons. 
Younger students also learned by observing the more 
advanced lessons being given to older students by 
the “teacher”. Although schooling still occurred here, 
if someone was slow or had a problem, it was another 
student that was responsible for helping when the 
teacher (or “facilitator”) was busy. Sometimes even if 
the sole teacher wasn’t available, it would be another 
student who was responsible to provide assistance. 
Traditionally, the basic structure of a multi-age learning 
environment is one in which the teacher views the entire 
class as one learning community, and students stay with 
the same teacher for more than one year.

In some cultures the one-room schoolhouse served as 
a center of rural town activities, a place where parents 
gathered and shared information. Learning has not 
always been isolated in our history, but was typically 
considered a part of the community (or “tribe” / “village”). 
The one-room schoolhouse is described and discussed 
at length in John Taylor Gatto’s authored work, “The 
Underground History of American Education”.

4.6 Task- and project-based learning

In the community, a project-based approach to learning 
focuses on the exploration of real world problems 
and challenges, while simultaneously developing 
interdisciplinary skills through individual practice, or 
through participation on a systems team. Because 
project-based learning is filled with active and engaged 

learning, it inspires individuals to obtain a deeper 
knowledge of the topic they are pursuing. Project-based 
learning is essentially a form of task-based learning 
where tasks are defined, completed, and integrated 
[through a “project or “mission”].

Here, the idea of ‘mission-based learning’ is similar 
to project-based learning with the transposition of 
the notion of ‘mission objectives’ in place of ‘project 
objectives’. The terms ‘project’ and ‘mission’ are similar, 
but may have slightly different meanings depending 
upon the specific situational context. A ‘mission’ is 
essentially a declaration of a purpose; however, the 
term also applies to an assignment (or objective) given 
to someone (or to a group) by an authority that expects 
compliance.

At a basic level, most projects involve organizational 
skills, discovery and analysis skills, and communication 
skills. Learning within project-based environments is 
often based on one or more of the following:

• Adding to one’s knowledge schema.
• Consideration of future projects and new or 

rekindled interests.
• Assessment of the success of the project.
• Self-evaluation and reflection.
• Documenting what occurred.
• Producing something.
• Accomplishing the goal of the project

4.6.1 Goal setting

Just the act of setting a goal has been shown to increase 
performance. And, setting “big” goals is important; it is 
just easier for our cognition to process a complex goal 
when it is broken down into tasks (or “chunks”). The 
“quantitative self” metrics that matter are those that 
measure your progress towards a well-defined goal. If 
you can’t measure it, then it is likely not understood. 
Even the five sensations we are familiar with (i.e., touch, 
taste, and so on) are a form of measurement.

4.7 Informal learning

Informal learning is widely used to describe the many 
forms of learning that take place independent from an 
instructor or teacher, through direct and often real-time 
experience. Informal learning is not formal learning, 
which involves a pre-design of the learning experience. 
In essence, informal learning is everything that is not 
formal learning (Read: that with a predefined curriculum 
and time frame). The way you learn to speak your 
native language is a pure example of informal learning. 
Informal learning occurs all the time. It is the primary 
means by which most people learn. Even in early 21st 
century society, which applies a schooling model, more 
learning occurs in informal learning environments than 
in formal learning ones. It is commonly understood that 
approximately 80% of learning about a job is actually 
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accomplished through informal learning while on-the-
job. In fact, informal learning is occurring to everyone all 
the time. To not remain aware of this fact is a dangerous 
thing.

“Social networks” are vital to informal learning 
for they allow for the communication of knowledge, 
understandings and opinion from one individual to 
another. Hence, the Community’s infrastructure has 
necessarily been designed to facilitate communication, 
connection, and sharing. Conversation is incredibly 
important, and we tend to want to encourage 
conversation to transfer and reinforce learning.

4.8 Interdisciplinary learning

A community-type society supports individuals in 
contributing to and benefiting from a wide-variety of 
disciplines, which are perceived together as an integrated 
whole. Herein, the term ‘interdisciplinary’ implies 
that methodology and language become efficiently 
communicated and integrated between disciplines 
(i.e., from more than one discipline) to examine a 
central theme, topic, issue, problem, or work. Every 
complex system can be categorized by those subjects or 
disciplines which structure the language from which the 
system is built. 

An interdisciplinary approach is a collaborative 
approach because it necessitates cooperative activity 
and information flow between disciplines (or knowledge/
skill areas). 

INSIGHT: Within a community-type society, 
individuals connect and seek relationships 
regardless of discipline. They explore connections 
regardless of discipline. In this sense, nature is 
a systematic network of potential knowledge 
that is available at all times for integration by 
consciousness.

4.9 Experimental failure
INSIGHT: Being wrong might be right if it keeps 
you moving. Is there the space for being wrong in 
your society’s educational system?

Failure is useful for it represents an opportunity to 
develop ourselves further. It is our fundamental 
understanding that through the frequent testing of 
our limits, and failing, that we experiment and learn. In 
other words, we understanding that we learn through 
experimenting, through the frequent testing of our limits, 
and through our failings (or failures). We recognize that 
spectacular failures lead to spectacular learning. Failing 
is neither embarrassing, nor discouraging. Also, in virtual 
learning environments we can fail time and time again 
without any other human knowing or caring. Learners in 
our community fully understand the necessity of failure 
in exploring, experimenting, and ultimately, learning.

There is nothing wrong with failure; it is where we 

acquire our experience. And of note, there is nothing 
wrong with criticism. We shouldn’t be ashamed if 
someone (a critic) points out a technical or scientific issue 
in regards to our understanding (learning) of something? 
We are all sufficient in our process of learning. We are all 
learners; it is innate in all of us, and there is still a great 
deal more to learn.

4.10 Possible learning methods and 
strategies

In the learning community we recognize that there 
is no single, universally applicable learning method 
or strategy. In some cases a single strategy is most 
appropriate and in other cases a blended combination 
of strategies is ideal. And, in state of play or “flow”, often 
if there is a strategy, then it is applied seamlessly, almost 
effortlessly. 

In terms of the learning system as a whole, it is 
impossible to build a single learning solution that fits the 
needs of all learners. Real complexity is a requirement 
for a learner-centered, systems-based approach, an 
essentially personalized approach.

The following learning strategies are only suggested 
strategies. They are suggested due to what we now 
scientifically know of how and why we learn (in the 
context of our value system). These strategies are 
essentially learning design / selection strategies formed 
by what we know, and also by our value orientation. They 
are recommended suggestions in concern to the design 
of learning modules and their accompanying activities, 
events, and experiences. These learning strategies, when 
applied appropriately, are highly likely to facilitate high-
quality learning under intrinsically motivating conditions. 
You will not find a single method, strategy, or philosophy 
that serves the needs of so many diverse individuals who 
have different needs, desires, curiosities, aspirations, 
and varying strengths. Our learning system is not a “one-
size fits all” system. Our learning system is emergent, 
encompassing, and fundamentally, self-directed. We, as 
learners, desire to customize our learning experiences 
while we also learn from the experiences of others.

These are just some of many ways to learn in a 
more formal manner an objective (“over the course 
of a curriculum”). These methods and strategies 
provide a high potential for facilitating the acquisition 
and integration of knowledge, skills, and behaviors 
by learners in an effective, efficient, and intrinsically 
engaging manner.

4.10.1 The constructivist strategy

The constructivist strategy is based on the ‘constructivist 
learning theory [wikipedia.org]. This theoretical 
framework holds that learning always builds upon 
knowledge that a learner already knows; this prior 
knowledge is called a schema [wikipedia.org]. The theory 
suggests that because all learning is filtered through pre-
existing schemata, learning occurs when a learner is self-
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directed and actively engaged in the learning process, 
rather than attempting to receive knowledge passively 
(i.e., through teaching and/or schooling). 

The following constitute the strategy’s four primary 
principles:

1. Principle 1: Anchor all learning activities to a larger 
task or [real and responsive] problem.
• The purpose of the learning activity or lesson 

must be relevant to the learner in order for the 
learning task to be successful from the learner’s 
perspective; its purpose must be clear to the 
learner and accepted by the learner.

2. Principle 2: Design or select an authentic task.
• Tasks are authentic in their cognitive demands. 

Maybe the task has real consequences. 
Learning should occur in environments and 
under conditions that present the learner with 
the same type of cognitive challenges and 
physical demands as the authentic real-world 
environment (i.e., authentic in their cognitive and 
physical demands).

3. Principle 3: Select a focus of intention (i.e., 
“objective”).
• Learners set goals and regulate their own 

learning, through which they live in alignment 
with a deeper integration.

4. Principle 4: Design the learning environment to 
support and challenge the learner’s thinking and 
response.
• Learning environments are designed to 

promote immersion and engagement while 
supporting and challenging a learner’s thinking. 
Facilitators and others play an important role by 
encouraging critical thinking and coaching (where 
desired).

Constructivist methods ensure the replication of 
real-world, authentic learning environments. It should 
be self-evident that an appropriate redesign of the 
expository instructional environment toward a more 
authentic and problem-based learning environment 
(including interactive 3D / simulation-based learning) 
not only supports learner satisfaction, but it ensures a 
stronger connection between the learning that occurs in 
the community and the tasks and responsibilities that 
may be required of learners outside of the community. 
Computing technology can facilitate just the right 
amount of challenge, through algorithmic programming, 
to keep a learner engaged and learning a subject matter 
for a [learner’s] chosen amount of time

When individuals select their own learning activities it 
is wise to anchor them to a larger task or problem [in 
their life], which is commonly understood to increase 
feelings of both relevance and satisfaction in learners 

[by increasing the meaning and connection the learners 
experience with that which they do]. 

Fundamentally, one’s current understanding is 
constructed from experience based upon prior 
understanding. It is often stated that wisdom is the 
product of knowledge + experience.

4.10.2 The trivium method
NOTE: The Social System describes the Trivium 
Method in full. The method is a component of 
the social approach of a community-type society.

The Trivium, the first three of the seven Liberal Arts and 
Sciences, is both a method and a selection of content 
used to support the mind in learning and thinking 
systematically without contradiction. It benefits us as 
individuals and as a community in deriving certainty 
while arriving at ever greater approximations of truth 
with any information coming in via the 5 senses. The 
Trivium, by its very nature, is a systematic method of 
learning and discernment. The method serves multiple 
purposes, among which is its ability to verify an intuition 
or hunch. The Trivium is intrinsically related to the 
process of critical thinking. It is a simple stepped process 
and has been given many names over the centuries.

The Social System describes the Trivium Method in 
full. The method is a component of the social approach 
of a community-type society.

The Trivium (Latin for “three ways”) is the core of what 
was once known as a “classical curriculum”. It is believed 
to have been developed by ancient Greek philosophers 
[though forms of it date back further] and practiced 
during Greco-Roman times. It is likely that the Vedas had 
a similar system. The Trivium curriculum was formalized 
in the medieval period and nearly universally embraced 
by teachers in the English-speaking world until the 
early 20th century. Although the Trivium Method is 
traditionally a teaching method for children, it may be 
applied to the process of learning at any age level and 
with any subject matter. Every system, every subject 
matter, has a grammar, a logic, and a rhetoric.

The Trivium recognizes three developmental stages of 
comprehensive learning: grammar, logic, and rhetoric (in 
this order). A Trivium-based learning method organizes 
learning around the maturing capacity of an individual’s 
mind (their knowledge, understanding, and cognitive 
skills) by using methods and materials specific to each 
progressive, spiralling stage of development. When used 
in this configuration, one’s thoughts shuttle back and 
forth, up and down the focus stages of the Trivium in 
an attempt to discern and communicate ever greater 
approximations of reality.

The purpose of the Trivium Method is to support an 
individual in becoming intellectually independent and 
self-reliant (i.e., “intellectually self-sufficient”). A Trivium-
based approach is sometimes discussed in contrast 
to an outcomes-based education (i.e., outcome-skills 
based). An outcome-based education (OBE) generally 
teaches rhetoric level skills without teaching the basic 
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grammar and logic level skills. With standard outcome-
based education, externally expected results (i.e., 
those standards and results that teachers, parents and 
politicians expect) may be obtained faster, but they are 
often shallow, short-term, and create collective minds 
that perceive themselves incorrectly, sometimes with a 
sense of deficiency.

The three roads of the Trivium offer three insights 
for learning. First, every discipline has a “grammar”: 
the organizing factual data (a coherent body of 
knowledge) on a particular subject, known as “general 
grammar”. Logic refers to the systematic arrangement 
and relationship of factual data in a non-contradictory 
manner. And a rhetoric, which concerns the means by 
which it is most cogently and appropriately applied and 
communicated – its stories, discourses, and applications. 
Second, any topic can be learned (or taught) in a way 
that includes its grammar (that which exists – factual 
knowledge), its logic (cause and effect relationships, 
scope and sequence, and rationale), and its rhetoric 
(communication and implications). Third, the Trivium 
affirms the developmental nature of learning – that 
is, learning progresses in iterations and the learning 
process is best tailored to each iterative stage.

The Trivium Method is roughly equivalent to a 
community-type society’s Social Domain, as composed 
[in part] of data, knowledge, and values. 

1. The ‘grammar’ is the ‘data’.
2. The ‘logic’ is the ‘knowledge’ involving the data and 

its complete relations set.
3. The ‘value’ is the ‘rhetoric’, which explains why and 

how individuals share, communicate, and create 
together.

Because the Trivium Method necessitates the 
verification and understanding (i.e., grammar and logic) 
of information prior to the information’s communication 
(i.e., rhetoric), it is reasonably effective at reducing 
the dissemination and accepting of falsehoods (i.e., 
the learners’ exposure to information that if properly 
checked would be shown to be false). Thus, its application 
generates a more efficient learning process by reducing 
the noise within the learners’ learning space. Further, 
with this systematic method of discernment learners 
always know to dig back down into the grammar and 
logic of a subject when instruction is being provided (i.e., 
a teacher is teaching) to ensure that what they are being 
taught is the presently knowable truth, and the most 
valid and logical conclusion with all the available data.

The Trivium, as a functioning system, always teaches 
the user to return to an examination of the data when 
contradiction precludes a logical conclusion. It also tells 
the learner that they must go back and recheck the whole 
information system when more data becomes available.

There exists an understanding that humans make 
errors; those errors in thinking and acting are a natural 
part of the learning process. Through error correction 
we can correct our patterns. When the Trivium Method is 

applied, errors are recognized and instead of stagnation, 
a continued movement toward truth occurs; setbacks 
are seen as opportunities for further development 
and integration. When the Trivium Method is applied 
appropriately, one’s thoughts flow in a coherent manner 
between the Trivium’s stages (or nodes) in search for 
the truth relative to the known information system. 
Similarly, the idea of science is to look at the available 
evidence and then always look for new evidence. If 
someone is holding on to a single idea, then they are 
effectively putting logic before grammar, which is neither 
the scientific method nor the Trivium Method, and will 
flatline self-development.

4.10.3 The three stages

The three stages are most easily represented as:

• Knowledge [or grammar]
• Understanding [or logic]
• Wisdom [or rhetoric]

4.10.3.1 The grammar stage 

During this stage individuals learn the facts (or “general 
grammar”) of a subject or task. Under the Trivium 
Method this is traditionally done through memorization 
and drill. It is important to recognize that memorization 
and drilling can be made enjoyable and often young 
children have a natural fondness for such activities - 
think of those who repetitively use their body in a way 
that they enjoy such as any sports practice. To “drill” is 
just to practice. However, the grammar stage can be 
blended with numerous other learning methods in an 
effort to create a fun and engaging learning experience.

General grammar answers the questions of who, 
what, where and when of a subject under study and 
concerns the discovery and ordering of the objective 
facts of reality to form a basic, systematic knowledge set.

4.10.3.2 The logic stage 

An individual’s capacity for abstract thought expands 
rapidly. At this stage the learner becomes attracted to 
reason and abstraction. The introduction of logic shifts 
the focus from mere facts to the understanding of 
relationships (conceptual and mathematical). Individuals 
learn to reason as they identify critical assumptions, logical 
fallacies and inconsistencies. Through the logic stage the 
faculty of reason and the actualization (or integration) 
of non-contradictory relationships is established, which 
reveals a fully systematic understanding of the thing 
being dealt with. 

The art of logic is the art of non-contradictory 
identification. Logic answers the why of a subject. It 
is important to note that without having a solid grasp 
of the general grammar of a subject, then how do you 
know exactly what you are understanding?

Having explicit knowledge of the fallacies enables the 
identification [via explicit knowledge] of the exact type of 
falsehood being used against someone, and it provides 

www.auravana.org  | sss-ls-001 | the lifestyle system

the learning cycle

|59



the ability of expressing (or explaining) the specifics of 
the uncertainty generated by the use of the fallacy to 
others (i.e., intellectual self-defense). This is an especially 
useful faculty for all learners. Sophistry (“sophisticated”) 
behavior exists. Sophism is the intentional use of 
fallacies to “win” an argument regardless of grammar or 
certainty.

4.10.3.3 The rhetoric stage 

Grammar and logic are now integrated into 
communication and problem solving. In experimenting 
and designing learners develop clarity and beauty 
of expression in addressing vital and sometimes 
controversial issues and philosophies.

Rhetoric is the how of a subject. A rhetor will ask, “How 
is the grammar and understanding of a subject best 
communicated and applied?” Thus, rhetoric concerns 
the application of knowledge and understanding 
expressively, which composes wisdom. Note that 
inherent in the rhetoric stage is the proper choice 
of means and methods for cogently expressing the 
conclusions of the grammar and logic of a subject. 

In the market, rhetoric is generally seen as a synonym 
of persuasion, maybe with evidence. In a more 
general sense, rhetoric is determining the best way of 
communicate an idea to another.

Fundamentally, if something cannot be explained, 
then it is likely not understood. If something is not 
understood, then it is likely that the comprehension or 
breadth of its grammar is not sufficient. Therefore, when 
something cannot be fully or appropriately explained, 
under the Trivium Method, it is prudent to return to the 
grammar stage before preceding forward once again. In 
other words, if someone doesn’t understand a subject 
(logic), then they likely don’t know enough about the 
subject (grammar), which may necessitate further inquiry 
and discovery. One might gather more “grammar” 
through additional study, research and/or discovery, 
(i.e., all the available data), then one might remove the 
contradiction for the purpose of integration (logic), 
and finally, one might seek its cogent re-expression or 
re-explanation. For true rhetoric, true wisdom, is pure 
signal and void of noise.

4.11 Playful learning and appropriate 
challenge

APHORISM: If you don’t love it, you’ll never work 
hard enough to be great at it. 

Play is nature’s learning engine. It is therefore terribly 
unfortunate when play is painted as a negative or placed 
in contrast to the “work” or “effort” of learning. When 
we look at the mechanics of play, it is fundamentally 
the act of deploying the scientific method toward 
learning in its most natural form through which a state 
of flowing engagement is formed with the natural 
world – hypothesizing, testing, retesting, improving, 
and enjoying. Fundamentally, if you are playing, then 

you are likely learning. If you are not playing, then 
you are likely not creating long-lasting and integrated, 
meaningful learning. We view the abundance of play as 
true freedom. The term ‘play’ is generally used to refer to 
children when they are in this state. And, the term ‘flow’ 
is generally used to refer to adults when they are in this 
state. Quite possibly the two words might be connected 
to describe a ‘playfully flowing’ state of experience.

A playful learning design strategy selects for an 
environment where the learner is energetically 
explorative and curiously interested in solving a 
problem or pursuing a purpose. Playful learning is in 
effect, learning through the act of playful exploration. 
Playful learning is itself an excellent facilitator of intrinsic 
motivation. In other words, the space and opportunity 
to play increases our internal incentive to play. The Rat 
Park study discussed in the Social System specification 
relates to this understanding. It is important to 
recognize, however, that within an environment that 
accommodates play, it is relevant for learners to develop 
a sense of metacognitive reflection on their actions and 
activities. In other words, not all play includes learning, 
though it is our preference that all learning includes play.

Learning is more than the accumulation of data, 
especially in a society where the Internet and online 
reference and troubleshooting guides are at everyone’s 
fingertips. In community there are no artificial barriers 
(e.g., pay walls) to learning. This perspective has 
empirical support from the field of neuroscience, which 
shows that the brain is changed more so through active 
experimentation, rather than by a teacher-centered 
pedagogy.

Playful learning may be differentiated from 
“edutainment”. Edutainment activities typically blend 
entertainment and education. At least one complication 
with edutainment includes the way that creators of 
edutainment products tend to think about learning and 
education. Too often, they view education as a bitter 
medicine that needs the sugar-coating of entertainment 
to become palatable. Further, edutainment activities are 
often not complimented with metacognitive reflection. 
In an edutainment environment, entertainment is often 
provided as a reward for suffering through “education” 
(Read: extrinsic motivation).

James P. Carse (2013) observed in Finite and Infinite 
Games,

“It is an invariable principle of all play ... that 
whoever plays, plays freely. Whoever must play, 
cannot play.” 

In other words, if someone is forced to do something, 
by definition, it ceases to be play; therein, one might ask 
themselves, Do you have to get your playing done now, 
so that you do not lose your chance?

When you seek to explore and to answer questions 
freely, of your own volition, and not because you are 
obligated to, then we say you are “curious”. But curiosity 
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does not immediately imply you are going to play. Play 
involves something else — play involves willful action, 
usually a willful action of touching or changing something 
— manipulating something, you might say. So, one 
possible definition of play would be: Play is manipulation 
that indulges curiosity.

4.12 Experimental learning

Aristotle once said, “For the things we have to learn before 
we can do them, we learn by doing them.” Experiential 
learning is learning through reflection upon doing, 
which is often contrasted with rote (or didactic) learning. 
Experiential learning is related to, but not synonymous 
with, experiential education, action learning, adventure 
learning, free choice learning, cooperative learning, 
and service learning. While there are relationships and 
connections between all these methods of learning, they 
all have slightly different meanings.

Experiential learning focuses on the learning process 
for the individual (unlike experiential education in an 
institutional setting, which focuses on the transactive 
process between teacher and learner). An example of 
experiential learning is going out in nature and learning 
through observation and interaction with the things in 
nature, as opposed to reading about animals and plants 
from a book. Through experience we may experiment 
and discover knowledge firsthand, instead of hearing or 
reading about others’ experiences.

Experiential learning requires no teacher and relates 
solely to the individuals process of direct understanding 
and integrating an experience. According to David 
Kolb, an American educational theorist, knowledge 
is continuously gained through both personal and 
environmental experiences. He states that in order to 
gain genuine knowledge from an experience, certain 
abilities are required:

• The learner must be willing to be actively involved 
in the experience;

• The learner must be able to reflect on the 
experience;

• The learner must possess and use analytical skills 
to conceptualize the experience; and

• The learner must possess decision making and 
problem solving skills in order to use the new ideas 
gained from the experience.

Experiential learning can be a highly effective learning 
method. It engages the learner at a more personal 
level by addressing the experiential needs, wants and 
preferences of the individual under the condition of 
experience. Experiential learning requires qualities such 
as self-initiative and self-assessing. For experiential 
learning to be truly effective, it should employ the whole 
learning lifecycle, from goal setting, to experimenting 
and observing, to reviewing, and also, action planning.

As stated by the ancient Chinese philosopher, 

Confucius, “tell me and I will forget, show me and I may 
remember, involve me and I will understand.”

4.13 Problem-based learning

Problem-based Learning is a method of learning that 
stresses problem solving activities and the arrival at 
solutions as a means to develop and apply knowledge. 
The learner is initially confronted with (or inquires into) 
an interesting and relevant problem that requires a 
solution. The problem itself drives the activities and 
learning tasks. Instead of proceeding from the abstract 
to the concrete via a more traditional educational 
strategy, learners experience for themselves the process 
of arriving at a solution to the problem as they identify 
requirements and test their engineered solutions. 
Problem-based learning can be a solitary endeavour, 
but it is often done within a collaborative [team] 
environment.

Learners often select problems that exist within 
their own lives, as the content to which they apply 
the problem solving methods. Thus, they learn while 
improving the total society around them. Here, learners 
make meaningful connections between themselves and 
the community. Learners build upon prior knowledge 
and skills while they work to solve authentic, relevant 
issues facing themselves and the society of which they 
are a part.

The individual (or group) formulates an understanding, 
an analysis of the problem and key questions which have 
to be answered in order to “solve” it. They collect data 
and analyze it for relevancy prior to synthesis and the 
arrival (or calculation) of a tentative solution [and not 
an opinion]. They then work to articulate the solution 
so that it may be tested to see whether it solves the 
problem. A solution might then be disseminated to the 
wider community. Depending upon the context of the 
problem, the learner(s) may apply the solution in real-
time and assess/evaluate its results. 

The learner is the primary agent of his/her learning 
in a problem-based environment with possible guidance 
and support from a facilitator, or even, the community 
as a whole.

THE CONCEPT OF "ENTERTAINMENT"
To entertain a guest means to bring him/her into 
your house. To entertain a thought means to bring 
it into your mind. To be entertained means to be 
brought into something external (e.g., television 
programming). To be entertained means to be 
removed from yourself and the world. When 
television does this successfully we applaud it as 
entertaining. Craving for entertainment points 
to the impoverishment of a society. Yet, the dose 
makes the poison.
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4.14 Game-based learning

Games involve problem solving and one is hard pressed 
to come up with a game that does not. Any game with 
a goal effectively has presented you with a problem to 
solve. A game is a problem-solving activity, approached 
with a playful attitude.

Games are also a form of play and have the innate 
capability of inducing a state of flow in those participating 
in them where skill and challenge match one another and 
learners become so focused that they experience a loss 
of time perception. It is often during this experience of 
flow that gamers rapidly develop and evolve those skills 
which they are applying. Although a game is something 
you “play”.

4.15 Case-based reasoning

Case-based reasoning (CBR), broadly construed, is the 
process of solving new problems based on the solutions 
of similar past problems. An auto mechanic who fixes 
an engine by recalling another car that exhibited 
similar symptoms is using case-based reasoning. Under 
case-based reasoning, an individual works through a 
significant number of cases in order to learn how to 
respond effectively to various situations and future 
cases.

4.16 Simulation-based learning

Simulation-based learning (SBL) is comprised of a 
computer-based learning environment that simulates 
in an interactive and dynamic manner both abstract 
concepts and complex processes. Simulation-based 
learning has emerged as a model implementation of 
interactive, real-time, photorealistic visualizations for 
the presentation of and interaction with information. 
Simulation itself is a technique for practice and learning 
that can be applied to many different disciplines. It is a 
technique to facilitate the experience of elements of the 
real natural world in an immersive manner that would 
be impossible, difficult, or dangerous to experience 
otherwise. Virtual immersion is intended to replicate 
substantial aspects of the real world in an interactive 
fashion. With simulation-based learning and immersive 
hardware, learning experiences become increasingly like 
real world physical experience.

Simulation-based learning environments are typically 
highly interactive and permit learners to change input 
variables, manipulate visual objects and perspectives, 
and view the results of changes in parameters in real-
time. Simulations are generally aimed at establishing an 
active learner environment.

Today, interactive 3D / dynamic perspective technology 
provides a highly interactive and spatial environment 
for simulation-based learning. One example of this is a 
simulation that illustrates the contraction of the bicep 
muscle in a manner that permits the learner to both 
visualize and experiment with influential variables in 

the process in real-time. A flight simulator is another 
example.

The following are some characteristics of the applied 
technology of simulation-based learning:

• Simulated learning environments provide learners 
with as much reality as necessary and technically 
possible to give them the “hands-on” experience 
they need to learn real skills. Simulation-based 
training techniques, tools, and strategies can 
be applied in designing structured learning 
experiences, as well as used as a measurement tool 
linked to targeted learning objectives.

• Simulated environments are scalable. Because, it is 
a simulation.

• Simulated environments are flexible. Because, 
simulated environments are a digital recreation of 
the material [technology] that they represent, they 
can be technically re-configured in a large number 
combinations. In early 21st century society, an 
instructor might have to literally break something 
on a machine so the student could diagnose the 
problem and then fix it. And, to manufacture and 
configure complex technical machines for many 
learners for one simple exercise may be inefficient 
when simulation technology is present.

• Simulated environments are portable. With the 
advent of the internet the ability to provide hands-
on experience at a distance is now possible. 

• Simulated environments are a safe option when 
working with the real thing provides unnecessary 
risk. Simulation solutions are a safe and 
responsible way to train. Simulation-based learning 
helps to mitigate errors and maintain a culture of 
safety. With a simulator, dangerous and sensitive 
tasks may be trained for in a safe and flexible 
manner. 

• Simulated environments allow learning and re-
learning as often as required to correct mistakes, 
permitting the learner to perfect steps and 
fine-tune skills. Human performance is strongly 
influenced by the ongoing situational context (i.e., 
the interaction between the task, the environment, 
and behavior), and simulators virtually facilitate the 
maintenance of a realistic context.

• Simulated environments are designed for learning. 
Learning scenarios can be reset and practiced 
over and over again. Technical processes can be 
artificially slowed down to demonstrate difficult 
concepts or time consuming processes can be sped 
up to not waste time waiting for the process to be 
completed.

• Simulated environments are updatable. When you 
consider the cost of technology and the rapid rate 
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of technical obsolescence, it is obvious that digital 
environments are uniquely more easily updatable, 
and therefore, sustainable, than their physical 
counterparts (i.e., material duplicates for a great 
number of learners).

The features of a simulation that best facilitate 
learning include, but are not limited to:

• The ability to provide feedback
• Repetitive practice
• Information system integration
• The ability to range (i.e., set, modify, and control) 

the difficulty level
• Engagement and enjoyment

The benefits of simulation-based learning include, but 
are not limited to, the following:

• Deliberate practice with feedback
• Exposure to uncommon events
• Reproducibility
• Opportunity for assessment
• The absence of risks
• Parameter modification

Simulation Based Training is ideal when:

• A piece of equipment is hidden or inaccessible to 
the learner.

• An object is dangerous or difficult to manipulate in 
reality.

• An object is too small and needs to be shown in 
great detail.

• A process must be visualized [with spatial 
information] to be effectively understood.

• When the technology is available, and the learning 
strategy is conducive.

4.16.1 Simulation games

Simulation games are a practice associated with both 
interactive 3D (i3D) and simulation-based learning 
(SBL). Simulation games used for learning (i.e. “serious 
simulation games”) engage learners as active participants 
in an immersive gaming environment. Designers must 
realize that it is not a necessity for simulations to have 
explicit goals, and many simulation games are open-
ended in that they contain a flexible virtual environment 
where players define their own goals. It is also important 
for learning designers to understand that the primary 
role of a simulation is for it to be a highly realistic 
representation of some chosen reality; however, this 
is not the function of games, which out of necessity 
use restrictions and challenges to create and maintain 
playability.

4.16.2 Game design considerations

It is not sensible to design a game that baits learners 
into doing things while disregarding their movement 
toward greater skill acquisition. If badges and rewards 
aren’t actually built on a basis of real learning, real 
accomplishment and real skills development, then the 
rewards will wear off and the badges will wear away. We 
will be left with a sense of loss for what we could have 
accomplished together, instead of set in opposition to 
one another.

Well-designed games often have the following 
elements in a particular balance for a particular learner 
or group of learners:

• Objective – the goal.
• Outcomes – what do I win, what if I do it right, what 

happens.
• The activity itself, what is the activity.
• Player profile – who is this person, what drives 

them (psychological or personality profile). The 
things in the middle are the skill cycle, the things 
that are done repetitively.

• Actions – what can you do.
• Black box – The formulaic arrival at an alignment 

off/on (by degree) of the “optimal” or “correct” 
decision/action. In concern to a game, it is the 
coding.

• Feedback – the thing that gives you points or lets 
you move ahead or gives you more ingredients, or 
whatever the case may be.

• Skills, what skills are you learning – spatial 
reasoning, hand-eye coordination, cognition, 
memory.

• The resources that you have to apply, the inputs. 
Limiting resources in this context creates a drive for 
efficiency.

• Resistance– uncertainty is key to a game 
experience. You are on the hairy edge, will you win, 
spontaneity.

What are some key qualities (or elements) of games? 
Games are entered willfully; games have goals; games 
have conflict; games have rules; games can be won and 
lost; games are interactive; games have challenges; 
games can create their own internal value; games 
engage players; games are closed, formal systems.

4.17 Effective practice and deep practice
QUESTION: How do you know you are 
passionate about something until experience 
it (i.e., “try it”)? It is after an initial exposure or 
experience that the passion may develop. 

Among a community of learners we desire to know 
more greatly how high-level performance is developed. 
Certainly, there are ways of practicing that are more 
effective and less effective at achieving goals. Research 
shows that the way individuals practice skills, and the 
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amount of practice they do, largely explains differences 
between top performers and others (given that there are 
a wide-variety of other factors that influence how rapidly 
and precisely a task is capable of being performed at a 
high level). The concepts of ‘deep practice’ and ‘deliberate 
practice’ are two similar ways of describing the process 
of ‘effective practice’ (i.e., practicing effectively so as 
to develop efficiently toward high-level performance). 
Generally, all forms of effective practice resemble each 
other and have just been given different names by 
different market entities promoting what is basically 
‘effective practice’. And, the approach that leads to the 
application of effective practice principles might be 
more broadly labelled as a “progress-focused approach” 
or “error-focused approach”. In other words, in ‘effective 
practice’ an individual practices, determines errors, 
and then corrects for those errors as they progress [in 
improving their performance of a task].

‘Deliberate practice’ refers to effortful activity designed 
to improve individually targeted performance. It consists 
of the following four elements: 

1. It is designed specifically to improve performance.
2. It is repeated frequently.
3. Feedback on results is continuously available.
4. It is highly demanding mentally, and not necessarily 

particularly enjoyable because it means you are 
focusing on improving areas in your performance 
that are not satisfactory (i.e., it is challenging). Thus, 
it “stretches” (challenges) you. 

No one needs talent; great performance is available 
to everyone [through precision of effort qualified by 
technical mechanics]. Talents is, in a sense, overrated. 
People carry around beliefs and myths about what great 
performance is. There are plenty who work extremely 
hard and are not great performers and vice versa. 
Deliberate practice is a method for developing better 
performance. Deliberate practice is:

1. An activity designed expressly for you at this 
moment of development.

2. The activity will change as you get better.
3. The activity pushes you slightly beyond, just 

beyond, your current abilities. Not too far so you 
become confused, and not too little so you don’t 
grow. And, not too far so you don’t injure yourself.

4. The activity is repeated at high volume, high 
repetition, in flow, etc.

5. The activity includes [continuous] feedback, 
[constant] feedback that is telling you how you are 
doing, so that you can navigate and course correct. 

Here, passion provides intense mental focus = getting 
better faster. Passion drives deliberate practice in time. 

Daniel Coyle describes a way of effective practice in 
the book The Talent Code, which he calls ‘deep practice’. 
Deep practice is a way of attentive practicing which 

closely resembles deliberate practice. Deep practice has 
three principle rules; and, the first rule identifies the 
three steps to the deep practice system:

4.17.1 Rule 1: Perceive system and data

If data comes in packets and systems are wholes, then 
the first steps to deep practice are:

1. View the whole system (i.e., absorb the whole thing; 
see the big picture). Take the task as a whole – one 
big chunk – a mega circuit. 

2. Break up the system/task into the smallest possible 
chunks. Make small fragments/parts. Remember 
them. Then, link them together into progressively 
larger groups.

3. Play with time: first slowing the action down and 
then speeding it up. Slowing down helps with 
attending more closely to errors, creating a higher 
degree of precision.

4.17.2 Rule 2: Repeat procedures

Repetition (in the context of a task and a degree of 
intelligence) is invaluable and irreplaceable, with some 
caveats. First, stay at the edge of your abilities. Also, 
3-5 hours of daily practice is generally the human limit.  
Repetition (performance) has the effect of deepening 
the likelihood of retention. Hence, it may be better to 
become proficient, and then move on to other activities, 
while receiving prompts over time to reassess skills and 
knowledge, which reinforce the memory/skill. 

4.17.3 Rule 3: Learn to feel

To avoid the mistakes, first you have to grow to feel 
them immediately. “An out-of tune note should bother 
you ... a lot,” states Daniel Coyle. High-level performers 
often describe their most productive practice with the 
following descriptive words: attention; connection; 
build; alert; whole; focus; mistake; repeat; tiring; edge; 
and awake. The following words were never used as 
descriptors: effortless; natural; routine; automatic; and, 
genius. When we struggle, it feels like a struggle. And 
through struggle, we develop skill that may be applied 
toward a greater experience of ‘flow’ in our life.

Embedded into the idea of ‘deep practice’ is the 
notion of ‘ignition’. The term ‘ignition’ is something of 
a metaphor for the burst of awakening that leads one 
to passionately pursue the practice of a task. Here, 
ignition is seen the process by which individuals start 
and then maintain the high level of motivation necessary 
to pursue the deep practice process itself. Forms of 
ignition include, but are not limited to: primal cues, an 
event, interest or curiosity, and establishment of a goal. 
Opportunity and environment also play crucial roles in 
the ignition process. Coaching is a part of deep practice 
and it is described in The Talent Code.

the learning cycle

www.auravana.org  | sss-ls-001 | the lifestyle system64|



The authors of The Talent Code found that highly 
experienced facilitation coaches delivered their 
[feedback] information to those practicing in a series of 
short, vivid, high-definition bursts. The directions weren’t 
dictatorial in tone (usually) but were delivered in a way 
that sounded clinical and urgent, as if they were being 
emitted by a particularly compelling GPS unit navigating 
through a maze of city streets: turn left, turn right, go 
straight, arrival complete. Also, The Talent Code noted 
that excellent coaches and “teachers” were mostly older 
in age: all had spent decades, usually several, intensively 
learning how to coach a particular task (or set of tasks). 

Feedback and guidance in the form of facilitative 
“master” coaching are useful in developing exceptional 
skill. Think of this as the wise, older sage who can tell 
the younger learner what he could discover on his own 
in time, but can’t tell himself in the immediate. Coaching 
is a bit like neurofeedback: it becomes effective (or, 
more effective) with a faster signal response time. The 
development of great skill often requires the assistance 
of those who have the ability to facilitate skill in others.

The basic observation that the repetition of a task 
improves performance is not coincidence. The simple 
fact is that practice is a prerequisite for high-level 
performance of any type. This is because practice builds 
the neural superstructure that is the most essential 
part of a skill. In concern to coaching, if a strong neural 
superstructure is the first virtue of a great coach, then 
perceptiveness is the second virtue, which also takes 
practice to develop.

The neuro-scientific truth about skilled performance 
and information retention is that learners develop 
“mastery level” proficiency on only those activities 
they practice. Fundamentally, to improve ourselves 
and continue our growth process, knowledge must be 
applied and skills must be practiced. 

At the level of neuroscience, excellence in thinking, 
problem solving, and skills are at least partly based 
on the laying down of a dielectric material known as 
‘myelin’ around the axon of a neuron. Myelin is the 
“white matter” in our brains, the dry mass of which is 
composed significantly of lipids. Myelin is the insulation 
that wraps around the nerve fibers in our brains and 
increases signal strength, speed, and accuracy. Scientists 
have discovered that there is a direct proportional 
relationship between “hours of practice” and “volume of 
white matter”. As humans develop their skills they build 
thicker and thicker myelin around the nerve fibers that 
make up the neural pathway under use. In effect, the 
construction of myelin makes (or allows) the individual 
to perform a skill with greater accuracy and efficiency, 
leading to mastery. Building myelin through practice is a 
temporal variable (i.e., it takes time). One of the quickest 
and most efficient ways to build myelin is to place 
ourselves in a position to fail, then fix our mistakes and 
fail better.

When we practice anything — be it the flute, our 
tennis swing, or singing in the shower — we create a 
circuit of nerves in our brain (i.e., new neural pathways) 

and the more we practice, the more free-floating myelin 
wraps itself around that neural circuit. The more a circuit 
is fired, the more myelin optimizes the circuit. Heavily 
myelinated nerves are estimated to be 100 times faster 
than lightly myelinated nerves. The brain functions at a 
faster than average speed for highly learned tasks. And, 
highly practiced nerve systems are several thousand 
times more efficient. It is, however, also important 
to recognize that the opposite is also true. If we don’t 
“exercise” a neural pathway in our brains, that pathway’s 
signal will weaken. 

The more myelin the circuit attracts, the stronger 
and faster its signal strength becomes. It turns out 
that myelin, not the nerves, is what builds the speed, 
precision and timing that creates super performers. 
The difference between a high performer, such as Tiger 
Woods, and most other people, is that Tiger Woods has 
built a “broadband” around his golf swing; and, most 
everyone else has chicken wire around theirs. 

Fundamentally, neurons that fire together, wire 
together. Additionally, those behaviors and thoughts 
that are repeated become habit[s], they become 
subconscious and almost autonomic. Note here that 
a habit is doing something regularly with little to no 
conscious thought. It is different than routine, which is 
doing something regularly with conscious thought to the 
need do the routine (task).

If the ability to focus attention for enough time 
to complete a task is a learned skill, then it’s worth 
considering how the constant interruptions typical 
in today’s digital age may be fostering an inability to 
concentrate.

The right form of practice makes the master. Rote 
practice is not effective practice. Effective practice is a 
slow and uncomfortable interaction with something that 
is just out of your grasp and just beyond your capabilities, 
and this is what leads best to well-developed myelin. 
To practice deeply is to live deliberately in a space that 
is uncomfortable, but with interest and the sense that 
progress is not only possible, but absolute. Deep practice 
is built on a paradox: struggling in certain targeted ways 
– operating at the edges of your ability, where you make 
mistakes, which make you smarter and furthers your 
capacity [by restructuring your bodies systems]. Deep 
practice positions individuals in a place of self-leverage 
where they can capture failure and turn it into skill. 
Here, it is important to choose a goal just beyond your 
present abilities, to target the struggle, which may in fact 
lead into a state of flow. Thrashing blindly doesn’t help; 
reaching does.

Every human movement, thought or feeling is a 
precisely timed electrical signal traveling through a 
chain of neurons. The more we develop a neural circuit, 
the less aware we become of using it (often associated 
with the sensation of flow). In other words, through 
repetition the process becomes “automatic” (i.e. without 
perceptible transition). When many of these automatic 
process are happening concurrently, driving awareness 
into the “now”, then we are in the state of “flow”. The best 
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way to build a good circuit is to fire it, attend to mistakes, 
then fire it again, over and over – tension is a necessary 
biological requirement. 

Optimally, individuals would only pursue deep 
practice in skills they truly enjoy, and certainly under an 
entirely voluntary and non-aggressive environment. If a 
person is going to invest the amount of time, passion 
and concentrated, difficult practice that produces high-
level skill, that person will have to be deeply interested 
and motivated. This is quite simply, the way things 
factually are.

4.18 Immersive virtual technologies

Immersive and virtual technologies allow for the 
creation of flexible, realistic and authentic learning 
environments. The potential learning uses for immersion 
and visualization technologies are virtually endless. 

The advent of immersive display and virtualization 
technologies means that highly-realistic and simulated 
creations of real-world environments are entirely 
possible, and have been so for several years. Of particular 
importance are immersive 3D stereo technologies in 
their ability to convey a spatial experience, a sense of 
distance, to a user. In virtual worlds and environments, 
learners personally experience the concrete realities 
that words and symbols describe. Through the use 
of intuitive, interactive virtual environments, learners 
practice skill-based activities for as long and as often as 
needed in an effort to develop mastery.

Certain applications of these technologies may not 
produce statistically significant differences in subject 
matter expertise over non-technology environments. 
However, due to the ability to alter environmental 
variables,  the technological environment may be more 
efficient, safer, and also, more effective at capturing the 
interest and imagination of a learner.

4.18.1 Interactive 3D (i3D)

Interactive three-dimensional content allows for the 
realistic visualization of objects, processes, and/or 
complex concepts within a virtualized and immersive 
environment. The degree of immersion depends on 
the type of technology used. Stereo 3D technologies 
are more immersive than 3D content published on a 
2D surface (e.g., watching an animated film on a LCD 
monitor). Interactive 3D technologies are potentially 
one of the most effective learning and communication 
tools presently available because of their ability to 
photo-realistically replicate the physical world. Due 
to the immersive graphical nature of i3D technologies 
they have been found to support effective knowledge 
transfer; regardless of, to a certain extent, educational 
and cultural limitations that would have otherwise 
inhibited the effectiveness of learning. Further, because 
i3D replicates physical reality, it is a more natural 
learning medium than other more widely implemented 
mediums such as textbook reading, lecturing, and slide 

presentations.
One of the most powerful aspects of i3D is its ability 

to blend various media forms including audio, video, 
graphics, and animation into a single delivery method, 
which may be analyzed, evaluated, updated, reused, 
and shared. A second powerful aspect of i3D is its 
ability to be delivered in a large variety of presentation 
formats. Although i3D may be displayed on standard 
PC system with a standard flat screen monitors, it may 
also be displayed on mobile devices, head mounted 
displays, through transparent holographic displays, 
via stereoscopic technology, and in immersion rooms. 
Integrating i3D with simulation-based learning can 
establish learning environments which resonate with 
today’s modern learners.

Some of the benefits of visualization include:

• The safe simulation of real-word activities.
• Visualize all proposed changes to existing 

structures in 3D prior to development. Create walk-
throughs of the intended designs.

• Demonstrate a tool’s functionality, quality, 
effectiveness, and efficiency prior to 
manufacturing.

• Model, train, and develop physical-world 
procedures.

• Content may be published to a wide array of display 
platforms and the Internet.

• Visualizing data and conducting research within a 
stereo 3D immersive (virtual reality) environment.

• Virtualize all your design elements simultaneously 
to accelerate the design process.

• Ability to augment reality.
• Convey spatial information about objects, scenes, 

and other learning content.
• Add visual depth and digital immersion to your 

peak state and meditative experiences.

4.18.2 Virtual reality 

Virtual reality (VR; and virtual environments) refers 
to a three-dimensional and interactive computer-
simulated environment that creates a sense of physical 
presence for the user. There are multiple publishing 
platforms for virtual reality-based solutions. VR provides 
a less symbolic interaction with the environment. 
Any description of an experience or action is usually 
transmitted through symbols, conventions and 
formalisms, meaning that the traditional learning of a 
concept requires previous knowledge of symbology. VR 
also enables first person experiences, which are natural, 
unreflected and personal, generating direct, subjective 
and personal knowledge.

Physical and perceptual interactions in first person 
are possible with VR. Because VR can simulate the real 
world users may learn while placed in the context where 
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they should apply that learning. This enables two types 
of experiences of knowledge not available in the real 
world, which have a high potential in education: scale 
and transduction. Scale is the process of distorting the 
relative dimensions of objects and the virtual world 
to give access to new perspectives. Transduction is 
the conversion of usually imperceptible data into 
information that is perceptible to human senses.

There are some valid concerns with virtual reality. 
Virtualization can create an environment that allows 
learners the opportunity to turn toward the virtual world 
as a means of escape. However, when individual’s basic 
needs are met and they are driven in some way toward 
a purpose, they are happy in their pursuits and will be 
less likely to turn to VR as a means of escape; for they 
have nothing to escape from and only a path of growth 
to move down.

New technologies can lead to a disturbance in an 
individual’s learning process. VR can turn the interests 
of the learner toward the medium itself (i.e., the VR 
technology), and away from the content to be learned. 
While  this is true in particular cases, it may be more true 
that users of new virtual reality systems experience a bit 
of a “wow effect” and get caught up in the environment, 
no longer maintaining an awareness of what they had 
intended to learn. However, this peak interest and 
fascination in the technology fades after continued use 
of it, leading to the experience eventually becoming the 
tool it was intended to be for the user.

Also, learners acting in a self-directed environment 
are more likely to maintain interest in the content, 
regardless of a peaking interest in the technology.

Technology can lead to physiological complications 
when not designed ergonomically or in bio-physiological 
alignment of its user. Every technology in our community 
exists in a continuous evaluation cycle for its short and 
long-term effects on users and the community.

4.18.3 Immersive visualization and display 
technologies

Immersive displays (a.k.a., immersive environments or 
immersive visualization) physically surround the viewer 
with a panorama of imagery, typically produced by video 
projection. These display solutions generally allow a 
user to walk into the immersive environment, although 
there are exceptions (e.g., head-mounted displays). In 
an immersive environment, images are often, though 
not always, displayed in stereoscopic 3D. Examples of 
immersive displays include but are not limited to CAVEs 
and DOMES, head mounted displays (HMDs), panoramic 
projection screens and holo-immersive displays.

When presented in stereoscopic 3D mode, immersive 
displays are sometimes referred to as spatially immersive 
displays (or environments; SIDs). Stereoscopic 3D 
conveys spatial information to the user, and thus, 
the environments are known as spatially immersive. 
Please note that it is the stereoscopic 3D aspect of the 
visual display that conveys spatial information and that 

stereoscopic 3D presented on non-immersive displays 
(e.g., a desktop monitors) also conveys a degree of 
spatial information.

4.18.4 Augmented reality

Augmented reality (AR) is any environment that 
combines both virtual reality and real-world elements. 
More precisely, it is a type of virtual reality that 
augments a direct or indirect view of the physical real-
world environment with an overlay of virtual, computer-
generated input, such as sound, graphics, or text. 
Augmented reality differs from pure virtual reality in 
that while virtual reality often aims to replace a person’s 
perception of the world with an artificial 3D world, 
augmented reality enhances a person’s perception of his 
or her physical surroundings. AR technology can even be 
used to annotate physical reality. Augmented reality can 
be implemented over tablets, smart phones, HMDs, and 
even pcs with a camera attachment.

Augmented reality head-mounted display (AR HMD) 
devices present an alternative to CAVEs. Whereas a CAVE 
can only have one individual using it at any one time, 
AR HMD allows for multiple people to see 3D objects in 
midspace at the same time.

AR requires the use of physical markers or real-world 
shapes that allow the correct positioning of objects and 
text in 3D space. There are degrees of interactivity built 
into AR systems. Some AR marker systems allow a user 
“touch areas” on the marker, thus causing the AR 3D 
model to animate in some pre-defined manner. Some 
AR marker systems allow markers to “interact” with one 
another to change or animate the 3D model. AR systems 
may also be combined with voice recognition software. 
For example, a marker may be displaying a 3D model of 
a wind farm. When the user blows into a microphone 
the voice recognition software detects the noise and in 
return animates the movement of the blades on the wind 
turbine and makes a whirling noise. It is also important 
to point out that augmented reality is moving toward 
markerless AR using real-word shapes.
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A community-type society is a proposed system in which all 
goods and services are available to all people without property 
or trade. Instead of trading oneself or one’s property in the 
market, contribution through a transparent project planning 
information system. When there is cooperation, there is no 
need for labor; instead, work becomes effortlessly enjoyable 
because it is personally chosen. Work is therefore not seen as 
labor, but as desirable contribution of effort. Different societal 
configurations setup their work cycle differently. Some work 
cycles and methodologies are more likely to lead to mutual 
human fulfillment and others are more likely to lead to mutual 
human suffering and depression. Work for the adult and play 
for the young is a key aspect of human well-being. How work is 
defined and expressed in any society is likely to reflect on the 
general happiness and well-being of that population. What is 
technologically possible in the early 21st century is localized 
contribution of effort and distributed computation, giving 

humanity a platform from which to openly source solutions to 
societal problems.
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1 Introduction
INSIGHT: If any of us have a job, our job is to 
be good ancestors. In other words, we ought to 
leave a better environment as ancestors.

Understandably, it is difficult for most in the world today 
to imagine a different type society. To envision what 
one’s own lifestyle might be like among community, it 
is important to recognize the lifestyled culture of most 
people in early 21st century society [and the hole(s) into 
which they are dug]. The following reading should make 
it abundantly clear that the default lifestyle in early 21st 
century society has already been designed for those in 
participation by other interests. 

Among community there is the freedom and interest 
to design one’s lifestyle for oneself around a framework 
that allows for customization, the fulfillment of need, 
and the self-empowered direction of ones’ own life.

One of the most well-known traits of early 21st century 
society, around which most people’s life circles, is the 7-8 
hour workday (and working week), and its equivalent, the 
6-8 hour school day (and schooling week). The workday 
is the root component of the lifestyle of most individuals 
in early 21st century society; it is a fundamental structure 
around which most people’s lives are built. Therein, as 
one reads this section, it would be useful to consider 
how the workday itself may be one of the dominant 
issues/pollutants in early 21st century society.

In Scandinavian languages there is a word for work 
(a.k.a., job), and there is a separate word for work 
happiness (a.k.a., job satisfaction). This separate word 
for job satisfaction means something between one’s 
satisfaction/happiness with one’s work and also “I’m 
satisfied with what I’m doing and the environment I’m 
doing it in”. There is not yet the equivalent word in 
English. The term is characterized by multiple factors, 
including the extent to which someone can meet his or 
her needs at work, and how well s/he feels about his or 
her job and work environment. In Finnish, the word is 
“työtyytyväisyys” [wikipedia.org].

There are at least two separate and dissimilar forms 
of the concept of ‘work’ (in an economic context): there 
is “work as labor” and there is “work as fulfillment”. In 
community, work is the expenditure of energy toward 
fulfilling or achieving something, possibly a goal, in a 
voluntary manner. Herein, we work on what we love 
doing (i.e. that which we have passion and an intrinsic 
drive). In the market, work is something you have to 
keep coming back to do more of in order to maintain 
an employment position that recycles and sustains the 
earning of a salary, which you may give yourself (if you 
are self-employed) or someone else may give you (if 
you do not own the business). These two conceptual 
meanings of ‘work’ are not alike in any meaningful sense.

In the market-State, people don’t just work, they 
have jobs which easily become their identities (Read: 
economic identity). 

There are multiple reasons for doing work:

1. The reason to do work is not to do the same thing 
repetitively, it is to get the job done so you can go 
do something else.

2. The reason to do to work is to sustain something 
usable or needed. 

3. The reason to go to work is to play.
4. The reason to go to work is to contribute.
5. The reason to go to work is to meet a need.

Herein, someone might ask themselves the following 
questions in order to facilitate a greater awareness of 
the type of work and type of society they are involved in: 

1. If you didn’t have to work you would probably 
still be doing what you are doing, right or wrong? 
In other words, if you didn’t have to do the work 
you are currently doing to survive, would you still 
be doing the work? Or, said another way, if you 
were part of the top 1% socio-economic class in 
your society, would you still do the work you are 
currently doing?

2. Does society apply technology as a labor saving 
device or as a labor adding device?

3. Should we end employment discrimination or 
should we end employment?

4. In your society, do people drink coffee (a stimulant 
drug) to wake themselves up in the morning to do 
the most mundane, banal, and repetitive of tasks?

5. Am I working as a laborer for a company in 
compensation via a wage? 

6. Am I living the life I want or the job I have found? 
7. What am I working for: acquiring currency or 

creating something that I will use? 
8. Am I working to sustain my occupied position or am 

I working through a deep desire to share myself 
with others? 

9. Does my work have even a quanta of intrinsic 
interest; is it being done out of its sheer joy? 

10. If I don’t continue working, will I lose the right to 
live [with access to that which I need to survive and 
thrive]? 

11. How much of the effort that one exerts on a daily 
basis is exerted through intrinsic self-direction? 

12. Does the work make sense [in terms of one’s own 
fulfillment], or does it seem fragmented? 

13. Is the work actually solving a personal or social 
problem? 

14. Whose choice is it to do the work or not do the 
work? 

15. In other words, if you don’t do the work will the 
structure of society you live in dictate that your 
standard of living and fulfillment decrease? 

16. Should we be “selling” [the] time [of our lives] in 
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Figure 6.  Depiction of three different methods of socially organizing work. Work 
may be organized through, at least: 1. competitive power position, 2. competitive 
price positioning, and cooperative explicit synchronization. People can compete 
to get things done, or they can cooperate to get things done. Cooperation 
necessitates externalization of data in order to synchronize efforts.

exchange for salaried survival? 
17. Is work just a way of keeping people busy, out of 

the way, and not causing trouble for the powers 
that be? 

18. How can we turn how we love to live into our 
“job”? 

19. And yet, things done in comfort are not jobs? 
20. Is it wise to measure our value by a calendar or by 

how many widgets we can produce? 
21. Can freedom be purchased? 
22. Should freedom be purchasable? 
23. Can social power be purchased? 
24. Should social power be purchasable? 
25. What does it mean for our behaviors toward one 

another when fulfillment is purchasable? 
26. Should freedom come at the end of a purchase? 
27. What is the difference between 

renting yourself and selling yourself? 
28. Is it wise to exchange one’s life for 

payment? 
29. If slavery exists when authority 

has the right to take 100% of your 
effort, then at what percentage [of 
extraction] is it not slavery?  

30. How does one distinguish 
participation in the market from 
mere survival? 

31. Is it intelligent to structure a society 
around the idea that everyone must 
work in order to earn the right to 
live? 

32. If we can meet our needs and wants 
by individual self-direction, then why 
would we compensate for effort 
put into sustaining and evolving the 
system that ensures our needs and 
wants are met?

Someone might further determine the 
type of ‘work’ they are doing through 
the following descriptive characteristics 
that differentiate the two empirical 
expressions (i.e., the two different forms 
of work):

1. Work is something one does for 
a chance at other opportunities. 
[potentially both forms]

2. Work is the exertion of effort to 
produce something. [both forms]

3. Work is something performed as 
labor in return for compensation. 
[the market form]

4. Work is something performed 
without compensation. [the voluntary 

form]
5. Work is something that generates profit for another 

human(s). [the market form]
6. Work is the inability to fully choose one’s working 

conditions. [the market form]

Fundamentally, salary dependence serves as a 
substitute for a means of establishing parameters for 
voluntary participation and cooperation on an intrinsically 
motivating project. If somebody is dependent on their 
employer for a salary, then their work cannot be claimed 
as voluntary (i.e., such a claim would be disingenuous).

There is a warning in what is written here that if a 
society fails to break its ideological commitments to the 
value of work (as ascribed by puritanical and market 
philosophers), then it will create enormous ecosystems of 
unnecessary employment that will consume enormous 
amounts of resources that could and should be put to 
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much better use.

Federico Pistono imagines two possible future for work,

“I can envision a plethora of futures where 
everyone has a job. One job could be to show 
up at the office, sit down, look busy, and read 
emails all day. Another could be to look at 
robots working, and make sure nothing is wrong. 
The fact that only one in ten thousand robots 
fail over the course of a week, and that one 
supervisor per facility would suffice matters 
not. We can have hundreds of supervisors. 
And then supervisors of supervisors. And then 
managers, and managers of managers, up in the 
food chain. We can fabricate new diseases, and 
then create professions to cure those fictitious 
illnesses. Finally – desires, as economists teach 
us, are infinite, therefore we can perpetually 
generate things to fulfil those desires, however 
frivolous or whimsical they might be. While this 
may sound laughable to some of you, it may also 
sound striking similar to what we are already 
doing today.” 

Federico concludes that the idea that everyone must 
earn a living is a spurious conceit that we must eliminate 
before we squander our resources trying to give every 
human a job to do in an environment in which artificial 
intelligence and robotics are eliminating whole categories 
of human labor. Not only will the newly created jobs 
serve invented needs, but they will mostly fail to provide 
people with any sense of meaning or challenge because 
the work, by its very nature, is unnecessary, and so if it 
is done poorly or not done at all, the only consequences 
will be invented consequences in the way that we 
invent and impose harsh consequences on people who 
cultivate illegal plants. Not only will the failure to perform 
unnecessary work have no meaningful consequences, 
but the diligent pursuit of the duties of those made-up 
jobs won’t produce any tangible good.  Such work can 
provide no sense of accomplishment unless one takes 
seriously accolades like employee of the month or top 
sales achiever for the year. In Federico’s well-informed 
view the belief that every human must toil and earn a 
living serves mainly to prevent people from imagining 
any alternative. It is one piece of a belief system that 
serves the establishment’s goal of quashing any inkling 
of an alternative vision.

The monotony of a job drains its ludic potential. A job 
that might engage the energies of some people for a 
reasonably limited time for the fun of it, is just a burden 
on those who have to do it for 35 hours a week, with no 
say in how (and why) it should be done, for the profit 
of others who contribute little to nothing to the project. 
The degradation that most workers experience on the 
job is the sum of assorted indignities called ‘discipline’. 
‘Discipline’ is essentially totalitarian control at the 
workplace, and may be forced through management, 
surveillance, rote work, imposed work tempos, 
production quotas, and punching in and out. ‘Discipline’ 

is [in part] what the factory, and the office and the store 
share with the prison and the school and the [mental] 
hospital. 

Remember that play is always voluntary. What 
otherwise might be play is work (in its pejorative, herein) 
when it is forced or coerced. This is axiomatic. To play 
involves flow, as non-attachment to results. The player 
gets something out of the process of playing. The core 
reward is the experience of the activity itself.

The alternative to work (as defined in the market) is 
not idleness. As much as we may treasure the pleasure of 
passive entertainment, it is never more rewarding than 
when it punctuates other actively engaging pleasures 
and pastimes. 

Some people confuse work among community 
with vacation. Voluntary effort expended toward the 
development and maintenance of the community is not 
the managed, time discipline, safety-valve commonly 
called “vacation”. Vacation is non-work for the sake of 
work. Vacation is time spent recovering from work, in 
the frenzied, but hopeless attempt to forget about work. 
At work, at least you get paid for your alienation and 
enervation.

In community, we don’t “have to” work [at a job] 
or do anything, but if we do that en masse, then our 
fulfillment reciprocally suffers. In other words, we seek 
to maintain the relationship between that which we do 
and our fulfillment without the interjection of artificial 
abstractions that disconnect our behaviors from our 
fulfillment -- we facilitate self-integration and self-
direction. Hence, it is important to realize that the notion 
of ‘work’ takes on an entirely different meaning when we 
are working in a connected and coordinated manner 
for fulfillment. As socially connected individuals among 
community, our work is meaningful and prioritized. 
In community, there is concern for priorities and 
efficiencies.

Let’s be clear that this logical derivation is not a 
knock against “strong work”. Most things worth doing 
are going to be difficult, and will likely involve some 
degree of struggle or unpleasantness (see the flow 
cycle). Certainly we can agree, however, that consorted 
effort to create something worthwhile is quite different 
from the arbitrary, narrow-minded, soulless drudgery of 
contemporary labor. It’s called an “occupation” because 
it’s just something to keep you busy.

INSIGHT: Even the word ‘patient’ in a medical 
context is a product of the labor-market 
environment, which is used to disassociate the 
individual from their own healing processes 
as well as from a socio-economic context that 
nurtures health and well-being.

1.1 Superficial time expansion through 
unfulfilling work

INSIGHT: Do what needs to be done, and then, 
when you are done, stop. Note, at a “job”, 
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there is always more to be done, even if it is 
just looking busy or doing busy work. In all 
practicality, business is one grand open-loop.

There is a fairly well-known employee/worker maxim 
that states, “Work expands to fill the time allotted to 
it”. Herein, we come to realize that knowing how long 
the average person works every day has little to do 
with how efficient or productive that pattern is [toward 
fulfillment]. Similarly, you may have heard of Parkinson’s 
Law. It is the adage that “work [as labor for others, or for 
extrinsic reward] expands so as to fill the time available 
for its completion”. It is often used in reference to time 
usage: the more time you’ve been given to do something 
[by a manager/authority], the more time it will take 
you to do it. For an intrinsically driven individual, this 
understanding alone should unravel the whole labor for 
income paradigm. In part, this is why most individuals 
who remain intrinsically driven and concurrently believe 
in the market paradigm become entrepreneurs and 
business owners. They understand the importance of 
“working for oneself” and of self-direction in actually 
accomplishing things in an efficient, and often, effective 
manner. Therein, there is possibly just one final thought 
hurdle, one last truncation, for them to arrive at the 
understanding that the market itself and the set of values 
surrounding it are artificially inhibiting the effective and 
efficient common fulfillment of everyone.

“Don’t ask yourself what the world needs: ask 
yourself what makes you come alive. And then 
go and do that. Because what the world needs is 
people who have come alive.”
 - Howard Thurman

1.2 The purpose of a job considering 
automation

“Of course, our failures are a consequence of 
many factors, but possibly one of the most 
important is the fact that society operates on the 
theory that specialization is the key to success, 
not realizing that specialization precludes 
comprehensive thinking. This means that the 
potentially integratable techno, economic 
advantages are not comprehended integratively 
and therefore not realized.”
- R. Buckminster Fuller, Operating Manual for 
Spaceship Earth, 1963 US architect & engineer 
(1895 - 1983)

Work motivation, at its core, is based on relationships, 
such as the relationship with the individual and the task 
at hand, the individual and the need, the relationship 
between the individual and that person’s peers, or the 
relationship between the employee and their supervisory 
employer.

As far as occupations are concerned, we need to ask 
ourselves what the point is of a given focus and why said 
focus is necessary. In other words, we ask, “What is the 

focal point of our efforts and why has it been chosen?” 
The fact is, most jobs in the early 21st century are not 
directly related to the actual necessities of life (or even 
toward facilitating material fulfillment). Rather, most are 
artificial concoctions created in order to keep people 
employed so they can maintain purchasing power 
in an environment where technological capabilities 
continuously expand, exponentially, slowly displacing 
humans from the production and distribution force. 
It has become increasingly obvious over the first half 
of the 21st century that it isn’t required that every 
individual be doing what they can to generate economic 
activity, so that they can make money, so that they can 
buy products and other property; instead, it only takes 
a tiny fraction of the total potential working population 
to supply everyone with their human needs, wants and 
preferences. There are a lot better uses for the human 
mind than monetary acquisition and financial services, 
and there is a lot of economic activity in the early 21st 
century that the human population would be better off 
without.

In modern societal politics it is common to hear 
(statements) about the need to “create jobs”. Well, in 
theory, an occupation could be created where people 
are paid to sit in a room and test chewing gum all day, 
every day; but, is that a reasonable and viable use of the 
human mind? Should we relegate our mental capacity 
to simply any so-called job due to mere “economic” 
reasons, regardless of what it actually contributes to 
personal and/or social sustainability, development, 
and progress? The re-creation of occupations becomes 
even more bizarre as a train-of-reason when we realize 

WHAT HAPPENS TO PEOPLE WHO CAN’T FIND 
JOBS IN THE MARKET?
The above question is likely to be answered in 
a unique way depending upon the ideological 
background of the responder:

• A market philosopher will generally answer by 
saying: The strong will survive and the weak 
will perish. 

• A religious philosopher will generally respond 
with: Your question is a good one, and this is 
why we need more charity in the world. 

• A Statist philosopher will generally respond by 
saying: No problem, they are entitled to State 
services, and the public will sustain their life. 

At this point, the questioner might say, “Ah, I 
see. No thank you. None of those options are good 
enough for me; none of them go far enough. To the 
market philosopher my retort is: Why should death 
be the solution? To the religious philosopher my 
rebut is: Why should we not integrate and coordinate 
our efforts? And to the State philosopher, I reply: 
Why should we facilitate dependency upon others?”
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that mechanization not only frees us from labor, but 
it is actually more efficient and productive due to the 
exponential advancement of science and technology. 

Technology is always creating jobs and destroying 
jobs, but right now the pace is accelerating faster than 
ever before in history, and as a consequence early 21st 
century society is not creating jobs at the same pace that 
the market system requires to in order to maintain the 
money cycle. 

Karl Marx actually addressed technological 
unemployment in his book Capital:

“The instrument of labour, when it takes the 
form of a machine, immediately becomes a 
competitor of the workman himself. (…) When 
machinery seizes on an industry by degrees, it 
produces chronic misery among the operatives 
who compete with it. 
 - Marx, 1887

Advancements in science and technology have shown 
that we can significantly automate our services, and those 
services that pose an automation challenge may not even 
be necessary (i.e., may be superfluous to the fulfillment 
of our life-support, technology-support, and facility-
support). The more greatly we apply mechanization to 
labor, the more productive our systems become. The 
result is less employee involvement in production and 
a corresponding reduction in purchasing power by non-
owning/employable entities in the market. Further, it is 
not only negligent for us to waste our lives waiting tables, 
working at a bus station, fixing cars, or other repetitive, 
monotonous jobs, it is also entirely irresponsible for us 
not to apply modern mechanization techniques to every 
possibly service. Apart from strategic resource planning, 
the application of mechanization to a service system 
is a powerful way to sustain distributive justice and 
abundance for everyone in community, thus reducing 
crime generating imbalances. 

We no longer need employment because we can 
conceptually and technically create for our fulfillment 
without it. We know how to create an access abundance. 
We know how to coordinate resources toward mutual 
fulfillment for an exceptionally high standard of living for 
all of us.

Jobs are going the way of child labour, slavery, and 
indentured service, which is hardly encouraging news 
for the billions who have been schooled, trained, and 
conditioned their whole lives that a good job and steady 
paycheck are the dividends of playing by the rules in early 
21st century society. Automation is displacing human 
labor, which also displaces purchasing power, continuing 
the inevitable loss of “growth” that defines the monetary 
market system. Corporations will continue to move 
toward automation because they are competing against 
one another, and automation is less costly than human 
labor. Oddly enough, such behavior really is the purpose 
of technology - the creation of [fulfilling] services, to free 
humans from banal, repetitive and undesired effort, and 

to extend our potentials.

“The goal of the future is full unemployment, so 
we can play.”
 - Arthur C, Clarke

1.3 The ‘workday’
QUESTIONS: In early 21st century society, why 
is the work week 5 days? Why is the weekend 
2? How might the workday, as a fundamental 
structure in the lives of individuals in early 21st 
century society be a significant contributing 
factor to the mental and physical pollution 
ubiquitous in early 21st century society? 

The workday is the number of hours someone has to 
work for an employer to maintain salaried compensation. 
The workday “experience” is significantly formed from a 
combination of culture and values. The average human 
being in early 21st century society must mould their 
daily routines to fit this employment schedule. Therein, 
they internalize the patterns of working life, which 
constitutes the centerpiece of their day, and often adopt 
their occupation as their personal identity. 

Early 21st century has decided without significant 
reference to human fulfillment that a (work) “week” is 
seven days. A “day” is the time it takes the planet earth 
to make one complete revolution in its axis. To a human, 
a day is its organisms cyclical restoration time period 
(the sleep/wake cycle). Here, the referential point of 
measurement is significant. If the sun has been chosen 
as an axiomatic reference point. It is possible to say that 
it takes a full “day” for a portion of this planet to face the 
sun, turn away from the sun, and then face the sun again, 
as it circles the sun. This light/dark and consequential 
temperature and light cycle establishes, largely, human 
circadian rhythms. It was decided that this cycle be called 
a “day” cycle, and be sub-divided by 24 “hours” - again, 
quite arbitrarily. People could just have easily divided 
the day cycle into 10 or 83 “hours” (wherein, hours are 
the next sub-unit after the unit “day”). Individuals then 
divided each “hour” into “minutes” (Read: minutes 
are the next sub-unit after hour). Since each hourly 
unit contains 60 smaller units called “minutes”, it was 
decided that each of these “minutes” contains 60 even 
smaller units called “seconds”. Together, it is possible to 
calculate that it takes 365 revolutions of the earth, for 
the earth itself, to revolve around the sun. This number 
of earth spins was called a “year”. But the calculations 
become imprecise (i.e., messy and necessitates rule 
breaking) when it was decided to divide up a “year” into 
units smaller than a “year”, but larger than a “day” (i.e., 
the idea of a  “leap year” was added).

This is what a contributor to the Huffington Post has 
to say in an article entitled, The Origin of the 8 Hour Work 
Day and Why We Should Rethink It (Widrich, 2013): 

“The typical work [labor] day is around 8 hours. 
But how did we come up with that? The answer is 
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hidden in the tidings of the Industrial Revolution. 
In the late 18th century, when companies started 
to maximize the output of their factories, getting 
to running them 24/7 was key. Now of course, to 
make things more efficient, people had to work 
[labor] more. In fact, 10-16 hour days were the 
norm.” 

These long work days caused labor strife and eventually 
there was a successful campaign that standardized the 
number of hours to be worked each day. The reason 
most people around the world labor 7-8 hours a day 
isn’t scientific or much thought out. It’s purely a century 
old norm for running factories without significant labor 
strife, and as will be discussed later, potentially for 
keeping the consumption-production cycle going.

It may be interesting to note here that the State likes 
to claim the role of saviour in mandating a set work week 
over which employees may either not work or must be 
paid extra for work. 

In some cultures the market-based workday is much 
more relaxed and incorporates everyday life such that 
there is a greater sense of flow and continuity in the 
lives of such societies. In other cultures, the workday is 
considered significantly separate from the rest of the 
day. Some people believe that labor in the market should 
be scheduled around human’s ultradian rhythm. In 
chronobiology, an ultradian rhythm is a recurrent period 
or cycle repeated throughout a 24-hour day. Instead of 
force fitting labor into a schedule, society ought to think 
about labor itself, about actual economic efficiency (i.e., 
resource economization), about real human needs, and 
about what it means to have a fulfilling lifestyle. There 
is a marked difference between entraining to natural 
cycles and entraining to the cycles of production set by 
owners and by profit. Fundamentally, it is time to ask 
better questions.

It could be well argued that the 35-40 hour work 
week [as a “normal” lifestyle] is the ultimate tool for 
business to sustain a culture of mindless consumption. 
As technologies and methods have advanced, workers 
in all industries have become able to produce more 
“market value” in a shorter amount of time. One might 
think this would lead to shorter workdays. But, it seems 
that the 8-hour workday is too profitable for business, 
not because of the amount of work people get done in 
8 hours (the commonly quoted figure is that an average 
office worker gets less than 3 hours of actual work done 
in 8 hours), but because it makes for such a purchase-
happy public. Keeping free time scarce means people 
pay a lot more for convenience, gratification, and any 
other relief they can buy. For many people, it keeps them 
unambitious outside of work (and in a continuously 
tense mindset).

People in early 21st century society have been led into 
a culture that has been engineered to leave them tired, 
hungry for indulgence, willing to pay a lot for convenience 
and entertainment, and most importantly, vaguely 
dissatisfied with their lives so that they continue wanting 
things they don’t have (i.e., infinite consumerism). They 

buy so much because it always seems like something is 
still missing, which it is (as in, true fulfillment). Modern 
societal economies have been built in a very calculated 
manner on gratification, addiction, and unnecessary 
spending. They spend to cheer themselves up, to reward 
themselves, to celebrate, to fix problems, to elevate their 
status, and to alleviate boredom. Such is not the sort of 
lifestyle we desire for ourselves among community.

“Early 21st century society is a system that is 
set up in such a way that it actively attempts to 
make people dissatisfied with what they have. It 
is fundamentally toxic and making people sick, 
anxious, and depressed. It is making people 
unkind to others and also unkind to themselves.” 
 - adapted from a quote by Gabor Maté
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2 The game of life is rigged 
structurally
INSIGHT: If “you” have a plan in life and you are 
using someone else’s energy to get there, then it 
is not a plan, it is a problem. 

Specific structures produce specific outcomes. Here 
is a secret; the market-State game is, by its very (un)
nature, rigged -- it produces a specific outcome due to 
its specific structure. The most unfulfilling of structures 
with the worst of intentions can be hidden in plain sight 
when buttressed by the emotional appeal of hope and 
the belief in the possibility of winning, amongst a public 
willing to believe that if they sacrifice and “work hard” (or, 
“play their hand well” in the game of life-survival), then 
perhaps, they might earn enough money to purchase 
their freedom [from the game].

Here, we start with the concept of ‘employment’ (i.e., 
job/occupation), which is fundamental to the game [of 
life] in early 21st century society. To say one has a “job” 
[in modern culture] is to indicate employment, or that 
one is “employed”. What does this really mean? If we 
were to simply look the word up we might end up with 
the following:

employ |em’ploi|
verb [ with obj. ]
1. give work to (someone) and pay them for it.

In any jurisdiction, employment is a legal status. It 
means that someone is [in part] paying taxes to the 
government and contributing to the continuation of the 
domestic economy (which is in warring competition with 
other domesticated State economies).

But, one cannot help noticing that the word is made 
of two parts, the prefix “em” and the word “ploy”. Let us 
dig a little deeper.

em- |im| (also en-)
prefix
1. forming verbs (added to nouns) expressing 
entry into the specified state or location: embed 
| engulf.
2. forming verbs (added to nouns and adjectives) 
expressing conversion into the specified state

So we see that “em” is a combining form, meaning the 
same as “en”: To enter into. So what then is a “ploy”?

ploy |ploi|
noun
1. a cunning plan or action designed to turn a 
situation to one’s own advantage

Interesting, no? To ensure that we fully grasp this 
meaning, let’s define the above term “cunning” as well:

cunning |’kәniNG|
adjective
1. having or showing skill in achieving one’s ends 

by deceit or evasion

“Wait” you’re thinking, “that can’t be right!”. Perhaps 
we might misinterpret this to mean that getting a job 
is a trick we play on ourselves to gain the advantages 
provided by money. However, to avoid the folly of this 
interpretation, we can look to the commonly attached 
suffixes which lay plain the meaning of the word, as in 
“employee” and “employer”.

-ee |i:|
suffix
forming nouns:
1. denoting the person affected directly or 
indirectly by the action of the formative verb: 
employee | lessee.

In other words, the person being employed, the 
“employee”, is the person who is affected by the ploy. 
Which is to say, they are the victim of the ploy, not 
the perpetrator. The ploy is of course created and 
administered by the person who offers said “job”.

-er |әr|
suffix
1. denoting a person, animal, or thing that 
performs a specified action or activity: farmer | 
sprinkler.

This reveals that the ploy is that of the “employer” — 
the one who creates the ploy. Like a spider whose web, 
once spun, is a trap lain in anticipation of the misstep of 
its prey, so too does the employer create the ploy, and 
then lie in wait for the employee to enter into it.

If we assemble the pieces into their logical order, we 
can now see then that an employee could be defined as:

One who enters into a skillfully developed, 
deceitful plan designed to leverage their paid 
work for the advantage of the employer.

Hence, we could define “employer” as:

One who skillfully and deceitfully creates a 
plan, ensnares another into it by offering 
money for labor, and leverages this person’s 
work to his advantage (i.e., exploitation).

Perhaps if we are diligent and hardworking, we can 
hope for a promotion to management. This is where the 
employer vests an employee with some of the power 
over others that is held by the employer her/himself. 
Essentially allowing the employee to act on behalf of the 
employer within their appointed capacity. The effects 
of what is deliberately called ‘human farming’ (i.e., 
controlling other humans) is exhausting however, and 
we can see this reflected in the word itself: “manager”, or 
if you read it again; man – ager. 

manager = man - ager

And the stress of human [resource] management 
does age us quickly, though certainly some jobs are 
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more man - aging than others.
Let’s now take a more careful look at the word 

‘management’. Textbooks on management commonly 
define management as something equivalent to: “getting 
work done through others”; which, is a perfectly adequate 
and reasonable description of ‘management’ since 
managers are, after all, paid to organize, to command, 
and to control the work of others. It seems sensible to 
suggest, therefore, that management is, indeed, about 
achieving results through the [controlled] use of other 
people.

manage |man-ij|
verb
1. to handle, especially to control in action
2. to dominate or influence (a person)

Holland (1985) defines ‘management’ as an enterprising 
environment; one that emphasizes manipulating other 
people in order to attain organizational goals or economic 
gain (i.e., self-interest goals). In this view, management 
and business administration are about getting other 
people to do what you want them to do. Managers seek 
to control people and resources, and often, they have 
to compete for success in comparison to others. Thus, 
management entails the pursuit of power and prestige, 
ambition and success. These are goals compatible 
with the self-enhancement value types of power and 
achievement. They conflict, however, with cooperation 
and facilitation values that emphasize concern for the 
fulfillment and well-being of everyone, including oneself. 
(Sagiv, 2000)(Holland, 1985)

Enterprising

“Enterprising people prefer activities that 
involve the manipulation of others to attain 
organizational goals or economic gain, and 
avoid scientific, intellectual, and abstruse 
activities. These behavioral tendencies of 
enterprising people lead, in turn, to an 
acquisition of leadership, interpersonal, 
speaking, and persuasive competencies and to a 
deficit in scientific ability.” (Smart, 2006)

Truthfully speaking, the idea of “great [human] 
management” is meaningless [in the context of 
fulfillment]. Just like the idea of a “great teacher”, which 
was explained earlier, is equivalently meaningless [in the 
context of self-integration and intrinsic motivation].

While this word-play might feel disheartening, we 
can rest in the knowledge that if we allow this deceitful 
plan to be played on us for most of our functional adult 
life — from the time we reach early adulthood until we 
succumb under the weight of the enfeebling grindstone 
of labor — and remain loyal to both the cunning plan 
and to our employer, we can hope, under certain 
predetermined circumstances, to be able to “retire”:

retire |ri’tīr|
verb
1. [ no obj. ] leave one’s job and cease to work, 

typically upon reaching the normal age for 
leaving employment

This again – due to years of conditioning and repetition 
– sounds normal enough to most of us, until we tease 
apart this word as well.

re- |ri:|
prefix
1. once more; afresh; anew; return to a previous 
state

tire |tīr|
verb
1. feel or cause to feel in need of rest or sleep:
• (tire of) lose interest in; become bored with [ 
with obj. ] exhaust the patience or interest of; 
bore.

After a lifetime of work, we can, at the end, hope to 
enjoy being tired, exhausted, and well, bored ... again. 
Maybe there really is something to the notion that a 
‘wage slave’ is someone who trades time for money and 
for fulfillment. In common discourse, a “wage slave” is 
someone who is locked into bringing home a salary to 
pay off life-required and acquired expenses. In a sense, 
a job/employment is the lifelong security of servitude. 
Fundamentally, doing something all day that we are 
disinterested in, or possibly hate (Read: employment), in 
order to survive, is a laughable societal model.

In the market, co-workers are competitors. Therein, 
wages are prices people charge for their labor. 

Herein, it is relevant to note that the acceptance of 
[wage] slavery requires a myth. If you want people to 
give up their freedom and their sufficiency willingly, and 
work for you, then you need some kind of mythology. To 
the “owners”, “workers” are disposable and replaceable 
people (with the notation that some may be more difficult 
to replace than others). Hence, workers need a good 
story to keep them working as workers [for someone 
else]. If “your” society is one of labor (i.e., dependence 
on a “boss” who could cut “you” off), then it might be 
useful to inquire into what mythology is continuing the 
perpetuation of the perception of a human as a resource 
for another class of humans.

Head Count 

Make no mistake, the majority of the population are 
still serfs (servant class), in a system of neo-feudalism 
that is now called “capitalism” or the “ism” of “the head” 
(capita from the Latin caput, meaning: head). 

It is important to note that by no means is it being 
suggested here that any other system of human farming 
is preferential. In recent centuries there have been many 
other systems of human farming that have vied for 
dominance including Communism, Fascism, Socialism, 
and any of the other “isms” which essentially amount to 
different human farming methods, each steeped in its 
own philosophies of human livestock management.
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-ism |’izәm|
noun 
1. a distinctive practice, system, or philosophy, 
typically a political ideology

The suffix, -ism, represents a [system of] belief 
about how reality works. In other words, an -ism is a 
form of organization derived out of a belief system. A 
belief is faith in the existence of something that may 
or may not accord with verifiable information. For all 
practical purposes, beliefs do not maintain the directed 
notion that more can be learned, which changes 
how we behave and how we create. Beliefs and other 
insufficiencies consume energy and limit the self in its 
own re-direction toward an information space of greater 
accuracy and greater fulfillment. “-isms” are all immature 
attempts at an “equal-value economic system” as a 
system that reflects a balance of wealth access among 
a population and has no arbitrary, constantly shifting 
values; because, its values are objectively referential 
to verifiable information and the equal well-being of 
everyone. The adoption of an “ism” is the adoption of 
something which is immature. Someone who adopts an 
“ism” has not yet actualized the experience that reality 
is just information and that by evolving the quanta of 
low entropy information one progresses oneself, and 
when the evolving self is shared among the social, then 
there is progress for humankind also. In community 
there is an organization of increasingly accurate quanta 
of information about the evolving self, as well as the 
efficient and regenerative organization of the material 
world applied toward the fulfillment of each individual’s 
needs. 

Capitalism is “headism”, and while one could 
pontificate eternally about the implied meaning here, 
it originally referred to the unit by which livestock were 
counted, (i.e. “I have 400 head of cattle in my herd”). This 
of course calls back to a time that cattle (chattel) were 
like a form of money. The more “heads” someone had, 
the more wealth s/he controlled.

While those who sit atop the pyramid of the Ponzi 
Scheme of civilization remain obfuscated, it seems 
clear that large economic establishments in the form of 
corporations now exploit the earth and the resources 
that are found here, and we (“natural persons”) are 
both working for them and then also buying back those 
products that we make while competing against each 
other in the process. 

Increasingly though, the products are being made 
by robots (effectively cutting out the employee in the 
circular equation employer > employee > consumer > 
employer). For all practical purposes, the labor for income 
system is on its way out anyway due to technological 
unemployment (i.e., machine labor replacing human 
labor). In the market, technological unemployment 
doesn’t relieve anyone of the burden of having to pay 
rent or buy groceries or pay taxes.

When fractional reserve banking is accounted for, 
then life begins to amount to a perpetual chase after 

artificially generated, fiat receipts of perceived value 
(currently known as “money” or “notes of debt”) that we 
covetously trade about as we endlessly compete with 
one another over perceptually and artificially limited 
resources with a mounting burden of debt that, because 
of the usury (“interest”) charges accrued, never really 
seems to diminish.

All of this, of course, is what those in early 21st century 
society have been calling freedom.

“Freedom is Slavery” 
 - A slogan of Big Brother in “1984” by George 
Orwell

In early 21st century society there is a social hierarchy 
based on where someone is employed and what kind of 
work s/he does. This is [in part] due to the fact that the 
type of work, and the particular employer being worked 
for, corresponds to the amount of pay someone makes. 
Therein, the amount of pay corresponds to the amount 
of purchasing power in the market. And, the amount 
of purchasing power in the market correlates with 
the potential for social influence and the purchase of 
[economic] ownership (which maintains one’s position 
in the hierarchy).

hierarchy |hī(ә),rärkē|
noun
1. a system or organization in which people 
or groups are ranked one above the other 
according to status or authority.
• (the hierarchy) the upper echelons of a 
hierarchical system; those in authority

To best understand the word we have a look at its 
etymology.

hierarchy
noun
1. from medieval Latin hierarcha, from Greek 
hierarkhes “leader of sacred rites, high priest”. 
Hierarchy refers to the rule by a high priesthood. 
2. a body of persons having authority
3. subordination to the rank above

For all practical purposes a hierarchy is a structural 
organization of subordination to differing levels (or 
ranks) of authority. Herein, it is essential to realize that 
power positioning and violence (from the subtle to the 
gross) are part of the structure of every social hierarchy. 
Yet, it is very easy to think that the society that one lives 
in (or the organization one is participating in) is non-
violent when one becomes enculturated or otherwise 
normalized to the violence (i.e., adapted to current 
conditions). 

Socially hierarchical organizations often see any 
inquiry into the structure of the organization itself (the 
structure within which a select individual or group of 
individuals have social power) as divisive. In other words, 
to a “leader” in a position of authority [in the hierarchy] 
valid questions concerning the hierarchical social 
structure of the system will likely be called “divisive”. In 
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truth, it is the social hierarchy itself that is divisive toward 
a cooperatively shared value orientation and toward 
coordinated fulfillment.

Censorship of inquiry is an indication that someone 
is participating in a socially hierarchical organization. 
Such a structure can be initially hard to perceive until 
someone begins calling into question the structure of 
the system itself or an individual’s position in the system 
(i.e., in the hierarchy). It is important to remember that 
questions about organizational structure are often seen 
as threats to those in positions of power in the structure.

In community, our lifestyle is not one of renting our 
lives to others who demand obedience, and neither are 
we slaves to others who demand our sacrifice. There is 
no power positioning, nor is there a social power play 
(i.e., politics). Instead, we focus on creative pursuits 
rather than climbing the ladder of social power or 
“making a living”.

A socio-economic hierarchy can create some fairly 
destructive ways of perceiving the world that without any 
deep reflection lead to ways of behaving and creating in 
the world that take away from human fulfillment. One 
such view is that of the self-made privilege position: 

“I have what I have and my privileged position 
was achieved because I made the right choices 
and I worked hard, and if somebody didn’t make 
the same choices I did and if somebody didn’t 
work as hard as I did then they don’t deserve to 
live like I do, and if they are not living like I do 
then that is evidence that they didn’t make the 
right choices.”

2.1 Voluntary servitude
INSIGHT: In hierarchical human societies, the 
lifestyle of some is disadvantaged in comparison 
to others. Hence, opportunities for development 
toward one’s higher potential are fulfilled 
dissimilarly.

The root cause of voluntary servitude is believing in 
things that are not true - giving support to structures 
that dis-engage our common fulfillment. Believing in 
something which does not exist subverts not only our 
intellectual capability for survival, but it also turns off 
our resistance to “unrealities” and forms the foundation 
of tyranny. It becomes a single source of control until 
we choose to observe, identify, organize, integrate, and 
communicate in terms of that which exists. By believing 
in that which is non-existent our intellectual “immune 
system” is turned off. The unrealities accumulate over 
time and it becomes increasingly difficult to define reality 
based on that which exists. To distinguish the subjective 
from the objective, the arbitrary from the substantial, the 
unreality from reality, which we can [f]actually perceive. 
We communicate with others to meet our needs, but in a 
state of unreality, communication can become a survival 
trait inverted in on itself. Most communication in early 
21st century society is about unsubstantial, arbitrary, 

and non-meaningful information, about non-existence. 
What role does communication serve when it only 
produces noise on a mass scale; what is it indicative of; 
despite there being a clear signal available?

In the market, the employer (“boss”) decides the 
task. The employer is paying the laborer to do work. 
There is an exchange of money and body - the laborer 
get the money and the tasker gives instructions. In the 
market-State, there is a class of people who buy and own 
(capitalist class) tools and the labor of another class of 
people (labor-capitalist sub-class). In other words, there 
are a class of people who have nothing other to sell than 
their labor (human thought and motion). And, there 
are a class of people with the money and/or ownership 
(capital) to buy those who are selling their labor. Here, 
there is a class of people who do not have to sell their 
labor for survival and fulfillment, and another class who 
do.

Bluntly speaking, most workers are part-time “slaves”, 
and some are full-time. Someone who sells their thinking 
and action to another in order to survive is not free, and 
could at least, in some ways be characterized as existing 
under slave-like conditions. Most work experiences 
involve a boss, a leader, a supervisor, or a manager who 
says when to show up, when to leave, and what to do in 
the meantime. S/he dictates how much work to do and 
how fast to do it. Some managers are direct and others 
leave clues and set expectations. S/he is in control and 

EMPLOYMENT IS A LIFESTYLE
Our conditioning affects our perception and our 
participation in community. At a fundamental level 
we need to break our “employee” conditioning; we 
need to re-think [our] life[style] as a career. Life is 
not about getting onto another level in the social 
power hierarchy, which is a woefully unfulfilling 
direction. Jobs can quite easily cause people to 
miss out on the exploration of their own potential. 
"Your" potential becomes part of the capacity of an 
institutional organization, or becomes part of the 
directed capacity of a boss or leader. 

Through “employment” (as the process of adding 
your capacity to the directive capacity of another 
entity), then you (and we) miss out on fulfillment. 
When anyone in community gives their power over 
to an authoritarian entity, then we all miss out on 
the contribution of their evolving potential [to the 
fulfillment of everyone]. Through employment we 
miss out on the experience of our own  potential 
for creating things that are exciting and beautiful 
for ourselves and others. A career is a pseudo-
satisfier. Do we want a lifestyle where we feel like 
we are a cog in a machine? In early 21st century 
society most people never question the institution 
of employment, like they never question the 
institution of schooling.

‘Fulfillment’ is also a lifestyle that is possible and 
with which we may become acquainted.
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holds the power in the relationship. Often, s/he is free 
to carry his control to humiliating extremes, such as the 
clothes you wear or how often you go to the bathroom. 
With few exceptions, s/he can fire you for any reason, or 
no reason at all. S/he has you spied on by snitches and 
supervisors and talking back is called “insubordination”. 
Anyone who says these people are free (or, live in a free 
society) is being disingenuous. 

The prevalent, universal feeling among bosses and 
their agents, and also widespread among workers 
themselves, is that such work is inevitable and 
necessary. Such a perspective is not only inaccurate, but 
it is unfortunate and unhelpful in creating a system that 
fulfills everyone (the bosses and agents and workers 
alike).  In truth, systems that are not of fulfillment [are 
likely to] only multiply human misery.

Voluntary servitude could be seen thusly,

1. Submit to employment: In a competitive society 
some people must unwillingly, and therefore, 
apathetically accept employment positions in 
organizations in order to pay for those things they 
need, want, and otherwise desire. 

2. The market “party line”: “Do your fair share, and 
if you don’t, there will be consequences that you 
have brought on yourself.”

3. The reality: Find employment to earn capital for 
your right to exist in a society that re-generates 
poverty, hunger, conflict, and greed. 

It is hard to argue against the obvious fact that early 
21st century society is composed significantly of useless 
work. In actuality, much of it is worse than useless 
and causes harm, and the vast remainder of it is not 
approached from a designed direction toward effectively 
and efficiently fulfilling need. Entire industries consist of 
nothing but useless paper shuffling. What is an industry 
itself if not a means for separating, dividing, establishing 
and forming complexes [that separate out the potential 
for the formation of community]? It is wise to look more 
toward the concepts of integration, cooperation and 
emergence, and decide based upon these recognitions. 

Most work isn’t worth trying to save because it 
serves the unproductive purposes of control. They 
want your time, enough of it to make you theirs, even 
if they have no use for most of it. The tiresome debate 
of freedom versus necessity resolves itself practically 
once the production of use values is co-extensive to the 
engagement of playful activities.

‘Linear income’ keeps you tied to a ‘job’. Linear income 
is earned when you do something once and get paid for 
it once. Being tied to a job or to debt limits your freedom; 
in fact, it could be said to be the opposite of freedom. 
‘Residual income’ is earned when you do something 
once and get paid for it over and over and over. For all 
practical purposes, in the market, residual income is rent 
extraction and linear income is represented by a salary.

job |jōb|
noun
1. a piece of work
2. continuous labor [for compensation; for 
salary]

In the market, most jobs are the latter; they are 
continuous labor for a salary. When there is continuous 
labor, then a whole new set of [continuous labor] jobs 
crop up to support and advocate for the original set of 
people who are continuously laboring. Together, a third 
continuous set of labor jobs ends up forming, that of 
[political] labor advocacy.

Another common word for the concept of a job and 
for employment is ‘occupation’.

occupation 
noun
1. activity that serves as one’s regular source of 
livelihood; employment
2. holding or possessing
3 invasion, conquest, and control

One could read this concept, in the context of the 
market, as someone involved in an activity on a regular 
basis to provide an intangible for their continued 
survival while the whole time being possessed or 
otherwise controlled by something that has invaded and 
conquested ... possibly the mind of the occupied laborer 
who has less time, resources, and may have become so 
identified with the system and their occupation that they 
can neither see nor think about what has happened (and 
is still happening). Maybe the word occupation not only 
relates to the occupation of land by a conquering force, 
but also applies to the occupation of someone’s mind 
by an outside force (or structure) that is farming their 
energies [for the purpose of its own continued existence, 
as well as to maintain the separation of the individual 
from the true source of their fulfillment]. 

There is no unemployment in community because 
there is no employment. Or, said another way, community 
has no market, and so, there is no employment. Further, 
it could be said that community has no unemployment 
due to bad planning. Hence, no one is paid to sit idle for 
the sake of maintaining labor standards or a wage. In 
community we expend energy and effort efficiently so 
that we can live a life of fulfillment. We do not work for the 
sake of work (i.e., the “x work ethic” - work as good in and 
of itself). Instead, we apply ourselves and our systems 
intelligently for our fulfillment, and for which we benefit 
through a fulfilling lifestyle - a lifestyle that generates 
a higher potential dynamic of flow in our lives. Herein, 
when we do work we do it as efficiently and effectively 
as possible, so that it doesn’t have to be repeated until 
absolutely necessary (i.e., until dictated by the physical 
environment or a change in our requirements). Anything 
less than this is inefficient, and potentially, coercion.

Community is efficient, in part, because when 
individuals “work” for themselves their “workmanship” is 
of higher quality due to them being more present in the 
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moment. 

NOTE: In order to survive in early 21st century 
society most people have to submit to the 
methods of the system. In other words, they 
have to submit to “work” for income and profit, 
not work for the betterment of themselves 
and humanity. In community, we update our 
system so it fits the new understandings and 
technologies.

2.2 Structural coercion
INSIGHT: In community, the fact that you can’t 
be fired gives you the power to speak the truth.

In a market system there exists the issue of individually 
(or familially) providing for livelihood. If an individual 
desires to survive and to “make a life/livelihood”, then 
they have one of several options: 1) they can [attempt 
to] start a business (become an entrepreneur); 2) they 
can [attempt to] find a job with a business (become 
employed); 3) they can partner (as in marriage or be born 
into a life) with someone who “has money” accumulated, 
or has a business, or has a job with a business. In the 
abstraction that is the “market”, players are generally 
on their own. There is an idiom in English that says, 
Business is taking money from someone else’s pocket 
without resorting to violence. For instance, the business 
of a restaurant is providing customers with the lowest 
cost food at the highest cost, without hurting their 
likelihood of returning as a customer. Of course these 
definitions are not ubiquitously true of all businesses, 
but many, if not most, businesses operate this way. 
In the market the point is, “You do it on your own” (a 
perspective mirrored in schools where sharing is called 
cheating). Therein, people operate independent of [the 
fulfillment of] everyone else. 

Most people, however, work for a salary in a defined 
role, which they must fulfill in order to maintain a 
“livelihood” and to survive. Therein, “requests” from 
employers aren’t really requests, regardless of a 
meaningful rationale for the “request”. They aren’t 
requests, because (over time) if the employee ignores 
them or goes against them, then his/her employment 
would most likely be terminated. Such “requests” might 
be more accurately referred to as orders (or commands), 
or coerced requests. If the boss says, do it this way and 
you do it another way (regardless of the outcome) and 
the boss fires you and you can’t pay your rent that 
month or put food on your family’s plate, then clearly 
there is coercion. It is a less aggressive form of coercion 
than that perpetrated by the State, but it is still a form of 
coercion nonetheless. 

Most employers are, for all practical purposes, stating: 
“If you do not do what I tell you to do, then I am going 
to withhold bio-survival tickets (i.e., money), or fire you 
so you no longer can receive bio-survival tickets (i.e., 
salary) from me”. Therein, if you know that you can easily 

find another job, then the coercion is less aggressive. 
But, if you depend upon the job for sustenance, and 
finding another job is not a simple and quick process 
(i.e., there is undesired stress involved that could affect 
one’s personal relationships or accustomed standard-
of-living), then it is a more aggressive form of coercion. 
Though, it should also be noted that some employment 
conditions make it nearly impossible for [administrative] 
employers to fire employees. On occasion, employment 
in government and the tenureship of a professor are 
examples of this.

Fundamentally, the market coerces a great majority of 
people into jobs [in order to provide for their continued 
lifestyle and survival] that they would otherwise not 
pursue if they were free to pursue their genuine passions 
and interests. Hence, for most people, the market 
represents an obligation to submit to mindless and often 
pointless labor, or at least, labor that is meaningless to 
oneself. 

Oddly enough, the road to high pay is very frequently 
a toll road where the more money you are earning the 
more of a toll you pay by working more hours, by doing 
jobs that you don’t like, or making decisions you don’t 
like in order to get more money, while selling products 
that don’t make you feel good and aren’t particularly 
fulfilling. Conversely, the more fulfilling your work is (in 
the market), the chances are, the less it pays. And, the 
reason it pays less is because people want to do it: the 
more fulfilling work is, the more people want to do it; 
the more people want to do it, the greater the amount 
of supply of people; the greater the amount of the 
supply of labor in a relationship to demand, the more 
the pay goes down. So, fulfillment (through work in the 
market) equals low pay as a rule; and, a lack of fulfillment 
often equals high pay if the job needs to be done (e.g., 
collecting garbage is usually not that fulfilling to most 
people, but it needs to be done (due to the structure 
of the system), so garbage collectors generally get paid 
more than most other equal effort blue collar workers; 
in order to get that job done). 

Yet, speaking with even the wealthiest people, 
one soon finds that they are just as deep in, just as 

SOCIO-ECONOMIC "CLASS" DISTINCTIONS 
Socio-economic class distinctions naturally cause 
neurosis and conflict. The following are common 
class labels that are unnecessary (in community): 

Aristocratic class, upper class, lower class, 
under class, ruling class, criminal class, 
oligarch class, middle class, peasant 
class, white collar class, blue collar class, 
labor/worker class, administrative class, 
managerial class, entrepreneurial class, 
warrior class, military class, enforcement 
class, merchant class, the outcast class, 
the slave class, the servant class, educated 
class, leadership class, police class, shirking 
classes, working class, etc.
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desperately — or sometimes more so — trapped (and 
stressed) as those who are the poorest, and whether 
you work for yourself or for another, the house almost 
always wins. Once you are in, it’s nearly impossible to get 
out (both physically and mentally). 

If you have a job (or, when you did have a job), do you 
attend this job and participate in its mission because 
you are passionate about being a part of it, or do you 
feel you must in order to meet the constant stream of 
financial requirements? Does your work feel like the 
fulfillment of your “soul”, or is it something more akin to 
burden of necessity? The real determining question in 
identifying work-life passion is the following: “If you were 
given an amount of money that, let’s say, was equivalent 
to living a life at an exceptionally high standard of living 
for the next 50 years, would you go back to your job, or 
would you choose to do something else with your life?” 
So, when someone says, “but, I enjoy my job” or “there 
are people who enjoy their jobs”, then ask the prior 
question.

The very reality that most human beings are required 
to be put in a position of servitude to a business-
institution or “client” in order to gain income to purchase 
the necessities of life (or perceived necessities) not only 
perpetuates the waste of the human mind and human 
life; it is a form of oppression. It is important to note here 
that the modern monetary economic system has an 
“infinite growth” directive interwoven with debt pressure, 
which guarantees wealth imbalance. Herein, we see 
that the combination of the guaranteed debt imbalance 
and the requirement to submit to labor, regardless of 
its purpose/effect, in order to gain monetary income to 
survival is a structural form of oppression against the 
“lower [income] classes” (who hold the most debt and 
need for more ‘period income’).

Employment is a means to another end. And therein, 
you can hear the sucking sound of your energy being 
drained to fill the pockets of others [higher up] in the 
socio-economic hierarchy.

Locked into the cycle of the workday, the well-being 
of the employee is slowly eroded. Perhaps the biggest 
factor in this decline is stress that is inflicted on the 
worker. We’d never be so naive to suggest that life could 
or should be stress-free, but there is a big difference 
between stress that arises from the natural order of 
things versus overt pressures imposed upon us by 
other human beings. At its worst, malicious managers 
endlessly harass their staffs in a cynical attempt to 
extract as much profit and productivity as possible. At 
its best, the helpless employee is tethered to their labor 
that is both mundane and meaningless.

In community, the phrase “earning a living” is no longer 
(i.e., has disappeared) from our vernacular. We have 
enough for people to just be, without having to justify 
their existence through often tedious, meaningless, or 
degrading work. It must be admitted that many jobs in 
early 21st century society are irrelevant to human well-
being and fulfillment, are redundant, as well as socially, 
psychologically and environmentally destructive. Herein, 

there is a realization that we can work to design a more 
fulfilling life for ourselves and for all others. Anyone 
who says otherwise is ignoring reality, and possibly in 
business to consult other businesses on how to make 
their employees love their jobs [even] more. 

Yet, it is important to understand that most people in 
early 21st century society live the way they have to, not 
the way they want to. In other words, they don’t have the 
economic power to live the way they want to. When living 
in a society requires currency, and hence, purchasing 
power, then are you living the way you want to, or the 
way you have to? You see, this is a question of structure: 
What if you want to live a well and fulfilled life without 
currency inside of a structure that requires currency in 
order to live that way? Conversely, among community, 
power is the ability to control our own life. If we have the 
ability to control our own life, we have power. We don’t 
have power if we are working for somebody else, and if 
we feel obligated to take a job we don’t like because it 
earns an abstract intangible required for our fulfillment 
in said structure.

NOTE: In community, we do not have to depend 
on abstract entities [in the market] or on 
authorities [for permission] to remain with a roof 
over our head and food in the pantry.
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INCENTIVES
When discussing the organization of a new social system, people often project their current values and 
concerns into the new model without considering the vast change of context inherent that would likely nullify 
such concerns immediately. A common straw-man projection in this context would be that in a society where 
material production were based upon technological application directly, and not an exchange system requiring 
paid human labor, people would have no incentive to do anything and therefore the model would fail as nothing 
would get done. This type of argument is without testable validity with respect to the human sciences and is 
really an intuitive assumption originating from the current cultural climate where the economic system coerces 
all humans into labor roles for survival (income/profit). This often occurs regardless of one's personal interest 
or social utility, often generating a psychological distortion with respect to motivation.

It is fallacious reasoning to argue that humans will not do anything unless it is monetarily rewarded. In fact, 
it is such a common fallacy that it has been given the name "incentive fallacy". The great "secret" of humanity 
(which is only a secret to those conditioned into a society of disordered incentives) is that people are curious, 
love learning, growing, and doing things that help others. But, these passions can be suppressed under a 
significantly adverse system.

In the words of Margaret Mead: ”If you look closely you will see that almost anything that really matters to 
us, anything that embodies our deepest commitment to the way human life should be lived and cared for, 
depends on some form of volunteerism.”[1] It has also been found in studies that repetitive and mundane jobs 
lend themselves more to traditional rewards, such as money, whereas money is not a significant motivator 
toward tasks that involve creativity and discovery. And herein, it is important to realize that if we wish to create 
a community of fulfillment, then we must facilitate the automation of necessary, but mundane and repetitive 
tasks, and this task itself requires at least: 1) participative synthesis; 2) creativity; and 3) discovery [in order to 
intelligently direct the application of efficiency toward our common fulfillment].

INSIGHT: Nature provides the motivation and we provide each other with inspiration.

In truth, motivation and incentive exist when people have meaningful tasks. Among community there is an 
abundance of creative, challenging, and constructive endeavours. Motivation and incentive die in monotonous 
and abusive environments. In the Community, there is access and there is also [the opportunity for] challenge. 
If we are not challenged in life (i.e., there is no struggle in the cycle of flow), that in itself is a problem.

1. Mead, M., & Metraux, R. (1980). Aspects of the present. New York: Morrow. p.85

3 Patchwork
MARKET MAXIM: Careers for some, poverty and 
charity for others.

The system of which early 21st century society is 
composed is not reformable because it does exactly what 
it is supposed to do for powerful and vested interests. 
For all practical purposes, the modern monetary system 
was setup with the interests of a ruling class in mind. 
Early 21st century society has been designed by the 
cultural appetites of its designers. It is the result of a 
structural emergence, as well as people with a plan and 
access to wealth and power.

The following is a conveyor belt analogy for the idea of 
patchwork:

A moral person who was manufacturing 
something and noticed an unexpected defect 
in an item would shut down the conveyor belt. 
Patchwork is like seeing a defective item and 
trying to patch it so that it kind of works (the 
market), but mostly it is just watched (the State) 
until it falls off the end of the conveyor belt.

We need to stop putting faith in a failed system. In a 
sense, patchwork is even an admission that the system is 
broken. When “you” find yourself in a hole, stop digging. 
Using the problem to fix the problem is a recipe for 
unintended consequences, and for, disaster.

It is possible to enable change in a broken system, but 
in order to build a new system you have to build that 
new system. It is unwise to confuse the problem(s) [in 
part, the structured system] with the symptom(s) [in 
part, the surface behaviors]. Fixing symptoms doesn’t fix 
the problem. Patchwork is re-construction and not re-
structuring.

A structurally significant element of a society will 
embed its objectives in the lifestyle of those within the 
society. When ‘business’ is a significant element of a 
society’s operation, then the objectives of business will 
be embedded within the lifestyle of those in said society. 
And, the two principle objectives of business are: 1) 
to maximize profit; and 2) to minimize costs. If it is a 
business [organization], then at the end of the day money 
controls its existence or non-existence. Patchwork will 
not re-direct the structural objectives of the system. It 
might re-orient individuals within the confines of the set 
structure by a slight degree, but it does not provide a 
means for re-directing the structure as a whole.
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Trying to patch up the market system is artificial, it’s 
crude, vulgar and will not provide a solution. Herein, it 
is important to recognize that money alone does not 
produce incentive to accomplish work. For example, 
if we lived in a community with all of our needs met, 
we would have no desire to chase money (sometimes 
aptly known as an “incentive disorder”). It is only when 
something is withheld from us, and then, out of necessity 
will we chase money, or through lots of conditioning 
(one might suppose). Hence, in a society where money 
is a requirement to meet needs, then “yes”, money does 
produce incentive. But, it also has the characteristic of 
producing incentive for corruption and embezzlement, 
which span the spectrum from subtle to gross. Therein, 
when people seek advantage by money, then we cannot 
have a decent world [space]. Because, money is the 
source through which an individual maintains their very 
survival. Right now, billions of dollars are being made in 
the war industries. Yes, war is an industry. It is a profit 
generating action. And in war, there is also the embedded 
value of competition, which enhances scarcity and 
conflict. A system that facilitates and incentivizes profit 
from war cannot be patchworked to become something 
it is not. 

We are literally flying at the speed of light on spaceship 
earth and we have lost our way. We need to re-orient 
and re-examine what we have created. A system that 
has foundational flaws needs to be accurately modeled 
so that the new design doesn’t contain the same flaws. 
Fundamentally, we need a new design, a new model. 
Patchwork will never change what a system is.

And yet, early 21st century society is a construction 
of beliefs and we can change it anytime we choose; not 
through money in the hands of the few, but through 
accurate information in the minds of many.

In the early 21st century, problems and their 
perpetuation create and sustain jobs. Many people do 
not want solvable problems to be resolved, because that 
would destroy more jobs. This insight is just another 
reason why patchworking the market system will not 
work in facilitating integral fulfillment.

NOTE: Some say that if you don’t contribute to 
society the way the leaders of the society want 
you to contribute, then you don’t deserve its 
support, you don’t deserve a quality-of-life or 
even living. Therein, in the market, “financial 
independence” means you don’t have to 
surrender to life through a wage; you can come 
and go as you wish.

4 The manufacturing of demand
INSIGHT: In the market, how does anyone know 
whether or not they are a potential sale for profit 
[maximization].

Early 21st century society has become a lifestyle of 
unnecessary spending deliberately cultivated and 
nurtured in the public by economic establishments 
(i.e., businesses and States). Companies in all kinds of 
industries have a huge stake in the public’s penchant 
to be careless [with their thinking, their money, and 
their resources]. In the documentary, The Corporation 
[thecorporation.com], a marketing psychologist 
discusses one of the methods she used to increase 
sales for her industry. Her staff carried out a study on 
what effect the nagging of children had on their parents’ 
likelihood of buying a toy for them. They found out that 
20% to 40% of the purchases of their toys would not 
have occurred if the child didn’t nag its parents. Similarly, 
one in four visits to theme parks would not have taken 
place. They used these studies to market their products 
directly to children, encouraging them to nag their 
parents to buy. 

“You can manipulate consumers into wanting, 
and therefore buying, your products. It’s a 
game.” 
 - Lucy Hughes, “The Nag Factor”

These are only several small examples of something 
that has been going on for a very long time and to which 
we have become ‘normalized’. Enterprising businesses 
didn’t make their vast financial wealth by earnestly 
promoting the virtues of their products; they primarily 
made it by creating a culture of billions of people that 
buy way more than they need and try to chase away 
dissatisfaction with money.

Marketing campaigns exist to manufactured demand. 
In part, advertising exists to implant in “you” new desires 
that “you” may not have had before. Therein, advertising 
tells us that happiness is at the end of our next purchase. 
Advertisements are paid endorsements.

To add to the confusion inherent in early 21st century 
society, marketers give names to products and services 
that have nothing to do with their function. Marketing 
always comes down to one thing, perception; it is not 
about your product or its features. It is a very deceptive 
way of looking at things. Marketing is all about how others 
understand your product, not how you understand the 
product. (Ries et al., 2009)

Marketing follows the same principles as propaganda. 
One is done by the State and political candidates, and 
the other is done by businesses. There is corporate and 
political marketing, which are synonyms for corporate 
and political propaganda. In both cases, marketing 
exists to manage peoples’ emotions and perceptions. 
Special interest groups and entities in the market are 
continuously rolling out unseen narratives designed 
to manipulate opinion. Therein, advertising becomes 
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the act of amplifying opinion by paying other people to 
repeat that opinion. Simply, advertising is being paid to 
say something. Advertising is a form of persuasion that 
can be made increasingly effective until it reaches a 
critical point, wherein if used improperly can enable the 
group that wields it to manipulate and hijack an entire 
civilization.

There are countless euphemisms used in early 21st 
century society for propaganda, including but not limited 
to advertising and marketing, lobbying, public relations, 
public diplomacy. Propaganda employs a lot of people in 
early 21st century society. And yet, in early 21st century 
society, they don’t see it as propaganda; instead, they say 
things like, “we are educating people”, “we are providing 
them with information”, which is misrepresentation, 
and makes it extremely effective. Because, propaganda 
works best when you don’t see it for what it is (i.e., when 
it is sophisticated). “White propaganda” announces itself 
as propaganda, and “grey propaganda” that disguises 
itself as journalism or product placement in movies. 
Fundamentally, propaganda assists people in deceiving 
themselves.

Propagandists, instead of questioning authority, they 
question those who question authority

Industry will take every opportunity to sell more [stuff]. 
Retail stores are well known to apply scientifically backed 
strategies to make it more conducive for a [potential] 
shopper to spend more. Retailers purposefully modify 
the shopping experience to make it more likely that 
those inside their store will spend money. The .99 versus 
1 dollar is just one example. Therein, proven methods 
of manipulation are used to drive sales and profit. Just 
moving products around a store to locations that are 
easier to access or more visible increases their sale. In 
other words, whatever the manufacturers put in certain 
locations correlates to an increase in their sale; and this 
is why they pay the retailers “slotting feed” to put their 
products in those prominent places. 

Consumer preferences are shaped to meet industrial 
needs by advertising. Sophisticated and manipulative 
advertising techniques exist to convince people and to 
normalize harmful ideas and products.

The medium for the idea of humans being broken 
is marketing, which sells people things to fix their 
brokenness. Yet, it is not humanity that is broken, it is 
the society structures around humanity that are broken 
for human fulfillment.

Often, individuals buy objects to cheer themselves up, 
to “keep up with the Joneses” [wikipedia.org], to fulfill 
their childhood vision of what their adulthood should be 
like, to broadcast their status to the world, and for a lot 
of other psychological reasons that have very little to do 
with how useful a product really is.

One marketing strategy is to discover what people 
want in a particular product offering, and then market 
the product based on that information. Hence, the order 
of events is: 

1. The product is developed. 

2. Discover interest for the product.
3. Market interest (which is a double entendre). 

Therein, selling is the method of identifying, intensifying, 
and supplying:

1. Identify the target and their context.
2. Intensify their lack - manipulate into deciding to 

consume even more of something.
3. Supply the demand.

In the market, once the immense accumulation of 
commodities are produced, they must also be sold. A 
market entity can’t just produce things and not sell them. 
For commodities to lead to profits for producers, they 
have to go through the circuit of production, distribution, 
and consumption. Investment must be converted back 
into money and profit.

Therein, advertising creates a culture in which desire 
and identity are to be fused with commodities. The 
lifestyle of those in early 21st century society has become 
choreographed by marketing entities competing for 
profit.

The right question to ask is not whether this or that ad 
sells what it is advertising, but what are the consistent 
stories that advertising tells as a whole about what 
is important in the world, about how to behave, and 
about what is good and bad? In fact, we must inquire 
into values. Which values does advertising stress? And 
that’s not just one ad, but across the whole range of 
advertising.

It could, therefore, be said that advertising should 
be treated as a cultural system; a system that impacts 
how human beings make sense of the world, how we 
understand its meanings. So the images, the values, 
the ideas of advertising are lodged inside us because 
that’s the way all culture works. To not be influenced 
by advertising would be to live outside of culture, and 
no one lives outside of culture. We are all influenced by 
advertising to some degree.

Every society has to have a story about happiness, of 
how we can become happy, what we should strive for to 
be happy. And, the advertising system gives everyone a 
very specific answer to that question for their society. 
Advertising tells the receiver that the way to happiness 
and satisfaction is through the consumption of objects. 
Commodities will make us happy. In one sense, that’s 
what every single ad tells us. And, when consumption is 
so central to the way that the economy functions, that 
shouldn’t come as a surprise. The immense accumulation 
of commodities has to be sold, and it is sold through the 
story of goods bringing happiness.

A culture dominated by commercial messages that 
tells individuals that the way to happiness is through 
consuming objects, gives a very particular answer to 
the question “What is a society?” What is it that binds us 
together in some kind of common way? In fact, Margaret 
Thatcher, the former conservative British Prime Minister, 
gave the most succinct answer to this question from the 
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viewpoint of the market. She said, “There is no such thing 
as society. There are just individuals and their families.” 
That is, there is nothing solid that we can call society. 
There are no group values, no collective interests. 
Society is just a bunch of individuals acting on their own. 
And, in fact that is precisely how advertising talks to us. 
It addresses us, not as members of a society talking 
about common issues, but as individuals. It talks about 
our individual needs and desires. It does not talk about 
those things we have to navigate commonly, things like 
poverty, health, life-support, and the environment.

Fundamentally, demand can be manufactured, and it 
is the labor role of market psychologists to scientifically 
maintain and increase (where possible) sales for the 
business of industry. One could even say that the 
monetary-market socio-economic system itself [through 
the encoding of its value orientation] manufactures the 
“need” for, and then the demand for, money. Therein, 
the word “need” is in quotes because money is not 
what is actually needed. Money is an abstract ‘mediator’ 
[between competing players]. 

Instead of creating a dynamic of increased efficiency 
and effectiveness toward freedom and fulfillment, 
early 21st century society has internalized the idea of 
object acquisition and of productivity to such a state 
that it has caused a neurosis of production and a 
psychosis of consumption. The consumer vision that 
is pushed by advertising, and which is conquering the 
world, is based fundamentally, of course, on a notion 
of economic growth. More consumption requires more 
production. So it is pushing industrial production. Now, 
industrial production has costs. It requires resources, 
raw materials, and energy, and there is broad consensus 
among environmental and logistical researchers that the 
Earth simply cannot sustain present levels of economic 
expansion.

It is unwise to ignore the purpose of industry. Every 
industry wants to maximize profit (i.e., sell more stuff). 
Industry has no goal or responsibility to maximize 
fulfillment. Attempting to evolve an industry is like 
attempting to give a regular pet feline a bath: what is the 
expectation that it will evolve into, and further, you will 
get cut and slashed in the process. Similarly, re-directing 
an establishment is like re-directing a supertanker -- it 
takes significant time as well as a functional engine and 
navigational structure designed to re-direct the system 
toward a newly built point-of-focus (e.g., the Community).

Some societies create conditions that are intentionally 
hostile and cause individuals to act in ways that are 
not in their best interests. For example, in the market, 
businesses sell people more than they need, they sell 
them food-like substances and other products that 
cause disease. Some environments are actively trying to 
make and otherwise persuade people to be unhealthy 
and act against their own best interests. Therein, healthy 
and intelligent behavior requires individuals to recognize 
their environment as being hostile, and that can be 
psychologically painful. It is, generally, psychologically 
painful to come to recognize that one’s environment 

is hostile to one’s well-being. Because, people want to 
believe that the smiling face on screens, behind podiums, 
and in stores have their best interest at heart.

QUESTION: What might a societal system look 
like that actively attempts to make people feel 
dissatisfied with their lives?

the work cycle
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