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WISOCRACY REGENERATION CENTER

People Society W Systems ® Earth
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WISOCRACY REGENERATION CENTER MAP

People Society @ Systems @ Earth

People Culture Economy Governance Al - Tech Earth
* Wise Recovery e Club for Earth e Promethean * Wisocracy - *  Wizatron * Civilizational
& Wellness Earth 10 Methods Tracking
 Kids Comics Investment Wizatron
e Guides & * Functional System * Bioregional
Posters * Young Stewards |+ Sovereign Earth Countries Index Directive Learning
League Fund
 Life Lessons * Wise Law * Wise  Global
* Wise Love * Wise Wealth Cybersecurity Disarmament
*  Youth * Wise
Guidance * Wise Dating e CryptoCountry Leadership * Wise Evolution
Con Watch
e Wise Men « 7 Stepsto * Wisocracy * Wise Systems
Heaven e Wise Economy Guide-Chapters
* Wise Peace
* Wisocracy [ Click Any Link to Go There ]
World Café Wise World
Click Here to Contact Wisocracy
 Portal to * Reports
Wellbeing Click Here to Go to the Regeneration Center
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Life-Enhancing, World-Saving Values
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Enlightened Leaders € Wise Systems % Global Demilitarization
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Regenerative Earth
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. WISOCRACY ~ CLUB FOR EARTH

Militarism: The Mother of All Crises
The Machinery of War as the Ultimate Source of Global Collapse

Mad Political Leaders

Multiple Dysfun

ctional Systems

Climate
Emergency

Failing
Healthcare

Unaffordable
Housing

Crumbling
Infrastructure

Widespread
Poverty

Unraveling People, Communities, Society & Nature




WISOCRACY ~ CLUB FOR EARTH
Healing & Regeneration Tools

1. SELF, PSYCHOLOGICAL
Trauma, Obsession, Addiction, Healing, Wisdom, Wellness
Sex, Money, Power, Religion, Food, Alcohol, Drugs, Other

2. SOCIETY, INTERPERSONAL
Family, Friends, Community
Compassionate Communication, Relational Integrity, Repair & Appreciation, Wise Education

3. ECONOMY
Wise Wealth, Sovereign Earth Fund
Circular, Regenerative, Cooperative, Solidarity, Wellbeing & Commonwealth Economy

4. GOVERNANCE
Functional Countries Index
Wise Methods, Wise Systems, Wise Al

5. EARTH, ENVIRONMENT
Bioregional Learning & Regeneration Centers
Global Demilitarization & Budget Reallocation for Human, Social & Earth Needs




How WELL

TRANSFORMING SOCIETIES:

THE WISOCRACY FUNCTIONAL COUNTRIES
IS YOUR COUNTRY DOING?

INDEX

DYSFUNCTIONAL INDICATORS

10

FUNCTIONAL INDICATORS

Authoritarian control systems

Self-guiding humanitarian values

Excessive military spending
Health, housing, education debt

Spending for affordable
housing, health, education

Leadership enrichment schemes
Fraud, cronyism, insider trading
Oligarchic greed and arrogance

Fair taxes and wages
Resource and asset sharing
Commonwealth

Al for profit maximization for the rich
Education gap
High unemployment and social misery

Wise Al for human and Earth wellbeing
Quality education and training for all
Work for all who need it and want it

Algorithmic polarization and hatred

Respect and civility

Hedonism and pleasure addictions

Harmony, balance, wellbeing

Fraud, criminality, lawlessness
White collar crime impunity

Lawfulness, rule of law




Spiral Dynamics




Integrative

Success




8. Turquoise (Holistic/Interconnected)

Global thinking culture, collective intelligence, systems
harmony. Seeks unity across humanity and nature.
Driven by peace, harmony, and planetary consciousness.

1. Yellow (Systemic/Integrative)

Develop, learn, and adapt, competence-based hierarchies.
Focus on functionality, innovation, and authenticity.
Driven by integrity, humility, and self-awareness.

6. Green (Relativistic/Communitarian)

Multicultural, environmental, inclusive community, fair
economy. Celebrates equality, empathy, and cooperation.
Driven by tolerance, altruism, and social fairness.

5. Orange (Achievement/Materialistic)

Progress, entrepreneurship, competition, and consumer
success. Values achievement, innovation, and image.
Driven by money, fame, recognition, and ambition.

4. Blue (Order/Authoritarian)

MMM

Tradition, order, obedience to law or divine authority.
Belief in moral absolutes and social duty.
Driven by loyalty, sacrifice, virtue, and faith.

3. Red (Domination/Egocentric)

KHHR *
t‘"*lcbbﬂlu

Dominance, strength, conquest, heroic identity.
Power is asserted through fearlessness and force.
Driven by pride, impulse, glory, and control.

2. Purple (Magical/Animistic)

Tribal loyalty, magic, myth, and the sacred unknown.
Guided by rituals, symbols, and spiritual protection.
Driven by belonging, mystery, and ancestral ties.

1. Beige (Archaic/Instinctive)

Focus on physical survival and basic biological needs.
Life is guided by instinct and moment-to-moment response.
Driven by hunger, warmth, rest, safety, and alertness.




Holistic Organism

Synthesis Oriented

Systemic Flow

Process Oriented

Social Network // People Driven
Strategic Enterprise Em Success Driven
Authoritative Structure mﬁ 3 Order Driven
Exploitive Empire **kj‘ Power Driven
Tribal Order /Q Safety Driven

Survival Band

Instinct Driven




Evolution & Spiral Dynamics

Regenerative Earth

Fization
i Leaders

Ancing,

ing Values

As you rise and consciousness in spiral dynamics, there are fewer people to:

* associate with * create with
* network with * be supported by
* collaborate with * enjoy doing and being together

With more and more consciousness, there are fewer and fewer people on that level.

So, people may be afraid to leave their old tribe, group, community, and level
to keep evolving.

If you don’t leave and seek to find new associates, you remain trapped in an
unfulfilling consciousness and community.

Yet, finding your new associates, network, collaborators, co-creators, supporters,
and enjoyment in your new tribe and community is not instant or easy.

It took almost 14 billion years of evolution to get to this point on Earth.
It took only 150 years to severely damage the life support systems on Earth.

Only 1-2% of humanity knows this and feels responsible for designhing a
sustainable planet and creating wise Al to help us.

We need to keep educating the other 98% of humanity to be responsible
to help co-create a wise and sustainable planet.




Diffusion
of Innovation




Values/Political Adoption Curve - Diffusion of Innovation

The percentages are estimates.
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Political
Distribution




1) Turn
Spiral Dynamics
sideways to get the
contemporary
Political Distribution
Silos

2 )The Diffusion
of innovation
aligns with
Creatives and
Progressives being
Early Adopters and

MAGA being Laggards

LOZ5

INNOVATORS| S ers
* Experts ehirendy

= Futurists SProgressives
* System IhinkersSEsaltiberals

= Entrepreneurs

= Inventors

= Creatives

* Pragmatists

e Rational
Centrists
e Status quo

25%

LATE
MAJORITY

leasonable

Conservatives
ugal
lostalgia Lovers

10%

LAGGARDS

Skeptics
Selfish
Resisters
Irrationals
Hostiles




Earth

Centrists

Wellbeing Progressives Liberals Moderates Conservatives Right Libertarians
2% 18% 20% 30% 20% 18% 2%
Doughnut '
Econ%mics Government Dictators
Solutions Human Status Quo Authoritarians
Wellbeing Development Brutalists
Economy Environment P ocracy Women’s Rights Pro-Heterosexual Dominators
gy et on Renewable . c cult Traditional P
Towns Energy §eparat|on o O [ Women'’s Roles White Rights
Localists Fair Taxes Religion and State Fantas White Nationalists
Intentional Women'’s & Fan do);n Business Class Secessionists
Communities Health Care Rights Racists Radical Business
_ for All Fashionistas Low Taxes _ . Deregulation
Creative Pro-Choice : Anti-Immigration
Protopians Peace LBTGQ+ Entz(r)t:\(iirl::ent Small Government Oligarchs High Tech
Eco-Civilization Gun Control Gamers Crypto-Facists
N N, Equal Rights Fundamental & Law & Order
Flourishing Cities g g :
Social _ Sports Orthodox in Anti-Crime
Cohousing Democrats Color Equity Faflatics Government Gun Culture
Regenerists Worker Gender Rights o Pro-Cars
Wisocracy Cooperatives Black Lives Matter Gamblers Abortion Pltlc_)-l;ogsileuel
People’s Mass _ o igh-Carbon
Government for Transit Gun Regulation el Lifestyle

Earth & Humanity




Evolutionary
Protopia

Political Fragmentation & Hardened Silos

Progressives

Liberals Conservatives

Far-Right

Autocratic
Dystopia

2.70 18% 30% 30% 18% 2%
- - i Survivalism
Regenerationists Structural PO\.NeI‘. cen.trlc, . N
Eco-Civilization imbrovements Comfort-based Order, status quo, authoritarian, identity- authoritarianism,
P . progress without personal success, driven techno-tribalism
Voluntary for humanity and . ] )
. N . structural change sustain status quo improvement Surveillance
Simplicity the environment )
for MAGAs Fascism
Wisocracy for Culture of Pro-trad women

Wise Democracy
Wise People,
Wise Leaders,
Wise Systems
Wise Earth

Mindfulness
Compassion
Healing Trauma

Authenticity
Transparency
Accountability
Efficacy

Wise Earth Al Institute
Al for Good

Right to Choose
Women's Rights

Workers’ Rights

Immigration for
Peace & Work

LBGTQ Rights
Pro-DEI
Pro-Environment

Rule of Law on Earth

Peace & Gun Control

Achievement, Affluence, Comfort, Status,
Luxury, Celebrity & Entertainment

Rotarians
People on Linkedln
Peace on Earth 2030 Game
Empathy Circles

These projects
may make people feel good,
but do little to change the systems
destroying the planet
(fossil fuels, deforestation,
methane, nitrous oxide)

Anti-
liberal deep state

Anti-big government
Anti-immigration
Anti-abortion
Anti-trans
Anti-DEI
Pro-Guns
Misinformation
Dismantle Democracy

Autocratic Control

Algorithmic Control
MEGA MAGA
Oligarchy
Autocratic Kleptocracy
Private Tech Cities
Anti-government

Privatization
of Social Security

Al for Evil

Well-Being Economy
Commonwealth
Regenerative Economy

Worker Cooperatives
Fair Wages
Fair-Share Taxes

Consumer Capitalism
Financial Capitalism
Conscious Capitalism

Deregulated
Data-Surveillance
Capitalism

Crypto-Libertarians
Scammer Economy
Criminal Capitalism



https://www.google.com/search?q=four+gases+destroying+earth&oq=four+gases+destroying+earth&gs_lcrp=EgZjaHJvbWUyBggAEEUYOdIBCTE2MTRqMGoxNagCALACAA&sourceid=chrome&ie=UTF-8
https://www.google.com/search?q=four+gases+destroying+earth&oq=four+gases+destroying+earth&gs_lcrp=EgZjaHJvbWUyBggAEEUYOdIBCTE2MTRqMGoxNagCALACAA&sourceid=chrome&ie=UTF-8
https://www.paypal.com/webapps/billing/plans/subscribe?plan_id=P-2WF80577YD673470HNATZXWI

Generations




THE GENERATIONAL ROADBLOCK

SILENT

(Born 1928-45, Ages 81-98 in 2026)

Wants: Legitimacy & Rules
Block: Distrusts open, unvetted networks.

BOOMERS

(Born 1946-64, Ages 62-80 in 2026)

Wants: Hierarchy & Status
Block: Won't sit as equals in a room.

GEN X

(Born 1965-80, Ages 46-61 in 2026)

Wants: Practical Utility
Block: Rejects abstract theories & fluff.

MILLENNIALS

(Born 1981-96, Ages 30-45 in 2026)

Wants: Systemic Change
Block: Too burned out and platform-weary.

GEN Z (Born 1997-2012, Ages 14-29in 2026)

Wants: Algorithmic Speed & Authentic Connection
Block: Won't read long, text-heavy forum boards.

GEN Alpha Z (Born 2010-24, Ages 2-16 in 2026)
Wants: Instant Video Synthesis & Shared Virtual Sandbox Play
Block: Rejects strict read-only platforms without interactive creation tools.




Possible Future Generational Interest in Wisocracy

The percentages are estimates.

Algorithmic Speed &

Authentic Connection

Block:
Won't read long, text=
heavy forum boards:

IVIIELENNIALS

(Ages 30-45)

Wants:
Systemic Change

Block:
i00 burned out and
platiorm-weary.

GEN X

(AGES 46-61)

Wants:
Practical Utility

Block:
Rejects abstract
theories & fluff.

Z,

BOOMERS
(AGES 62-80)

Wants:
Hierarchy & Status

Block:
Won't sit as equals
in a room.

SILENT
(AGES 81-98)

Wants:
Legitimacy & Rules

Block:
Distrusts open,
unvetted networks.




Repositioning Wisocracy
as a movement appealing to
younger generations of activists.

GEN Z
(Born 1997 -2012 | Ages: 14-29in 2026)

Gen Alpha
(Born 2010 - 2024 | Ages: 2-16 in 2026)




Eco-Sphere:
The Wise City
Game




Eco-Sphere: The Wise City Game

1. GenZ and Gen Alpha can build and develop the game
as a Worldwide Worker Cooperative.

2. They can interact with Millennials, Gen X, and Boomers
for contacts and resources if needed and wanted.

3. They can make collective decisions about marketing,
development, production, and profit distribution.
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[ Game Metrics Dashboard ] \ Wisocracy: The Eco-Sphere /
The Sanctuary
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The Sanctuary (Self)
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The Foundry (Economy) Player Co-op Area one area's metrics affect another
The Forum (Governance)

2
: . ) . (e.g., economy loops feeding into
The Wilds (Earth/Environment) /Mrrent Objective: Stabilize the ECOSPher\ trust and environment tracking bars).
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&’ Core Concept: "Eco-Sphere: The Wise City"

Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

& The 5 Gameplay Zones (Pillar Integration)

¢ Zone 1: The Sanctuary (Self, Psychological)

The Visual: A serene, evolving landscape garden with bioluminescent

plants that glow brighter when players interact with it.
* The Gameplay:

* Mindfulness Mini-Games: Short rhythm-based breathing
exercises or sound-matching puzzles.
The Mirror Wall: An interactive kiosk where players select how

they are feeling today via emojis. Aggregated data creates a
colorful "Community Wellness Aura" over the zone.

Gen Alpha/Z Attraction: Gamified mental health breaks that offer
uniqgue cosmetic rewards (e.g., custom aura trails for their avatars).

\ “"‘ . ‘s .t
@ The Sanctuary S o




&’ Core Concept: "Eco-Sphere: The Wise City"
Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

& The 5 Gameplay Zones (Pillar Integration)

Zone 2: The Commons (Society, Interpersonal)

 The Visual: A bustling town square featuring a central amphitheater,
open-air classrooms, and collaborative murals.
e The Gameplay:
* The Repair Lab: Players work in pairs to fix broken infrastructure.
One player has the blueprint instructions via text/audio,
the other has the tools. They must communicate to succeed.
e Compassionate Quests: NPCs (Non-Player Characters) present
ethical dilemmas. Players must choose dialogue options rooted in
active listening and conflict resolution to unlock the quest.

* Gen Alpha/Z Attraction: Voice-chat active social spaces with zero
text boards, rewarding teamwork over solo progression.




& Core Concept: "Eco-Sphere: The Wise City"

Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

& The 5 Gameplay Zones (Pillar Integration)
Zone 3: The Foundry (Economy)

* The Visual: A clean, futuristic factory fueled by solar, wind, and kinetic player
energy, surrounded by a digital tracking board of the "Sovereign Earth Fund."
* The Gameplay:

* The Circular Loop: A sorting game where players track materials from
production to consumption to recycling. If items clog the system or leak
into landfills, the whole economy slows down.

* The Sovereign Ledger: Players complete quests to earn "Wise Tokens."

< Instead of hoarding them, they can pool tokens into community chests

T Pm— N to fund global zone upgrades (e.g., planting a massive forest that yields
. AR passive rewards for everyone).

* Gen Alpha/Z Attraction: Virtual agency. They directly manage a micro-

economy and see their actions physically change the environment.




&’ Core Concept: "Eco-Sphere: The Wise City"
Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

& The 5 Gameplay Zones (Pillar Integration)

Zone 4: The Forum (Governance)

- S =  The Visual: A high-tech pavilion featuring floating digital holograms and a
X | SZNR central voting platform.
e The Gameplay:

« The Wise Al Hub: An interactive, conversational Al NPC that synthesizes
player queries about the world's rules and dynamically explains laws using
simple visuals.

* Live Micro-Voting: Every 30 minutes, a global "Server Challenge" occurs
(e.g., "A drought is coming. Should we ration water or deploy emergency
cloud-seeders?"). Players step on pressure plates to cast instant votes.
The environment changes instantly based on the majority vote.

« Gen Alpha/Z Attraction: Algorithmic speed and immediate feedback loops.
No waiting around — their votes alter the game world in seconds.

@ The Forum




&’ Core Concept: "Eco-Sphere: The Wise City"

Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

& The 5 Gameplay Zones (Pillar Integration)

/- Zone 5: The Wilds (Earth, Environment)

* The Visual: A sprawling, multi-biome territory (forests, oceans, wetlands)
that degrades or restores in real-time based on the metrics of Zones 3 and 4.
* The Gameplay:

* Bioregional Learning Centers: Hidden research outposts where players
scan digital wildlife and flora, cataloging how species interactin a
healthy ecosystem.

 Regeneration Raids: Time-limited group events where players clear
digital pollution, plant trees, or build wildlife corridors to save

endangered digital species.
* Gen Alpha/Z Attraction: Immersive sandbox play. The ultimate win
condition is to transform a gray wasteland into a thriving green paradise.




&’ Core Concept: "Eco-Sphere: The Wise City"

Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

‘« Core Systems & Retention Mechanics

* The Balance Dashboard: A simple, HUD (Heads-Up Display) at the top of the screen
tracking 5 simple visual bars (Wellness, Trust, Green Energy, Equity, Eco-Health).
If one drops too low, the world turns cloudy or dystopian.

Co-Creation Tooling: A "Sandbox Plot" area where players can use simple, block-based
building mechanics to design their own "Wise Hubs" and invite others to rate them.




&’ Core Concept: "Eco-Sphere: The Wise City"

Players enter a dynamic, low-poly digital ecosystem.

The world begins in a state of imbalance (high pollution, low societal trust, volatile economy).
Through collaborative gameplay, mini-games, and voting mechanics, players must
work together to upgrade the world into a fully self-sustaining
Wisocracy.

% Next Steps to Bring This to Life

* Draft the Game Desigh Document (GDD) to map out the player's onboarding journey,
detailing the player's first 5 minutes of gameplay.

* Selectthe best target platform (e.g., comparing a Roblox experience vs. a custom
web-based 3D engine) to see which fits our developer budget.

* List specific user rewards and cosmetic items that match the Wisocracy merchandise
(like the owl hat and shirt) that would incentivize engagement.
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