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Why



Why You Need to Play This Game 
• The world has become a game without awareness — and it’s destroying itself.
• Society is undergoing a very difficult period.
• Authoritarian leaders have gained control of 70% of the world’s population.
• They are greatly funded and well-organized. 
• Corporations, universities, and the military are extracting resources for 

themselves and not serving humanity and Earth well. 
• AI is being developed to serve profit interests and is not being guided by

wisdom built into the programs.
• The AI developers promote the fantasy of a universal basic income for 

displaced workers, and the regeneration of nature. They are not true. 
• AI is accelerating the exponential need for nuclear and fossil fuel-generated 

electricity, causing overheating of the environment.  
• Superintelligent AI will disregard higher human capabilities, meaning, 

and human purpose.  
• Humans will wither. Nature will be further harmed. 
• We need to stop the development of AI until humans build wisdom into it.
• The Wisocracy Awareness Game helps us see the illusions we live inside

 — and step back into conscience, compassion, and coherence.
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What



In the Wisocracy Awareness Game, you will see the essence of 5 Collapse Archetypes — 
five adaptive but distorted masks that people wear in a society collapsing from confusion 
and disconnection:
1. Self-Centered – Identity trapped in ego survival, unable to feel the collective field.
2. Greedy – Consuming to fill the emptiness, mistaking accumulation for safety.
3. Addicted – Substituting stimulation for meaning, escaping unbearable awareness.
4. Harmful – Acting out inner wounds through domination, mockery, or cruelty.
5. Foolish – Floating in distraction and denial, unable to discern illusion from truth.

Most people are hypnotized by these archetypes — social media rewards them, 
the economy profits from them, and culture normalizes them.

But underneath, many people quietly ache for something else: coherence, kindness, 
sanity, wisdom. They just don’t yet have a name or framework for it.

That is what Wisocracy is: the reawakening of the sixth archetype 
— The Wise Collaborator — who lives with conscience, care, and systemic understanding. 

The Wise Collaborator — is awake, calm, and discerning — watching five archetypes
act out their ego-driven games around them.  The purpose:  To help people recognize 
these archetypal behaviors in society (and in themselves), then choose the path of
wisdom, collaboration, and conscience. 

The Wise Collaborator is the healing archetype — living with discernment, conscience, 
and care.
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Transformation Paths (Radiating Inward)
Each archetype has a Path of Return leading 
back to the center:
• Greedy →   Generous
• Addicted →   Present
• Harmful →   Compassionate
• Self-Centered →   Connected
• Foolish →   Aware

Goal of the Game
To awaken from the five illusions and step 
into Wise Collaboration — seeing systems 
clearly, acting with conscience, and 
co-creating wisely with others.

Every return path is a choice — from fear to wisdom, from confusion to conscience
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Observe With 
Discernment

Improve For 
the Better

Learn From 
Patterns

Act With
 Conscience

THE 
FOOLISH 
PLAYER

The Game 
of Denial

DON’T THINK 
TOO MUCH

THE 
GREEDY PLAYER

The Game of More          

MORE IS 
NEVER ENOUGH

THE 
SELF-CENTERED 

PLAYER

The Game of Image

IT’S ALL 
ABOUT ME

THE 
ADDICTED 

PLAYER

The Game 
of Escape

ESCAPE 
THE PAIN

THE 
HARMFUL 

PLAYER

The Game of Control

CONTROL OR BE 
CONTROLLED
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The 

Wise 
Collaborator 

A Mirror 
for Reflection,

Not a Competition 
to Win

Each 
archetype 

plays out its illusion
 until awareness 

dawns.

Choosing 
reflection over reaction,

moves a player 
one step closer 

to the center to the 
Wise Collaborator.



THE SELF-CENTERED PLAYER—THE GAME OF IMAGE

 IT’S ALL ABOUT ME
ILLUSION: Worth comes from being seen and admired.

BEHAVIOR: Seeks attention, builds a mask of perfection.

INNER REALITY: Feels unseen, unworthy, unloved.

PATH OF RETURN: From Self-Centered → Connected.
Listens deeply, values others, and shares the spotlight.

THE GREEDY PLAYER—THE GAME OF MORE       
MORE IS NEVER ENOUGH

ILLUSION: Security and happiness come from possession.

BEHAVIOR: Hoards wealth, power, and status; fears loss.

INNER REALITY: The emptier the heart, the more it must own.

PATH OF RETURN: From Greedy → Generous.
Shares, gives, and discovers abundance through reciprocity.

THE ADDICTED PLAYER—THE GAME OF ESCAPE

ESCAPE THE PAIN
ILLUSION: Comfort will erase pain.

BEHAVIOR: Consumes endlessly—screens, food, noise, thrill.

INNER REALITY: Avoidance deepens the wound it hides from.

PATH OF RETURN: From Addicted → Present.
Faces feelings, breathes through cravings, finds peace in presence.

Wisocracy Awareness Game
 The Wise Collaborator 

Sees all others clearly, with discernment.
Observes, learns, and responds wisely.

Acts with conscience, compassion, 
and creative intelligence.

Before choosing — asks: 
Will this help or harm me, others, or Earth?

After action — asks: 
Did this help or harm me, others, or Earth?
Learns from mistakes and wrongdoings. 

Improves for the better.

The still point at the center of the circle —
present, awake, and aware of the patterns in play,

pointing humanity toward 
wisdom and wholeness.

THE FOOLISH PLAYER—THE GAME OF DENIAL

DON’T THINK TOO MUCH
ILLUSION: Ignorance is bliss; thinking too much ruins fun.

BEHAVIOR: Ridicules wisdom, follows the crowd, avoids depth.

INNER REALITY: Afraid to face truth and responsibility.

PATH OF RETURN: From Foolish → Aware.
Awakens curiosity, questions assumptions, seeks understanding.

 Game Dynamic
Each archetype plays out its illusion until awareness dawns.

The moment a player chooses reflection over reaction,
they move one step closer to the center — to the Wise Collaborator.

The board becomes not a competition, but a mirror —
a path from confusion to conscience, from chaos to coherence.

Observe With 
Discernment

Improve For 
the Better

Learn From 
Patterns

Act With
 Conscience

THE HARMFUL PLAYER—THE GAME OF CONTROL

CONTROL OR BE CONTROLLED
ILLUSION: Power over others means safety.

BEHAVIOR: Manipulates, punishes, dominates to feel strong.

INNER REALITY: Wounded and afraid of vulnerability.

PATH OF RETURN: From Harmful → Compassionate.
Transforms anger into courage to protect, not destroy.



 The Wise Collaborator 
Sees all others clearly, with discernment.

Observes, learns, and responds wisely.
Acts with conscience, compassion, 

and creative intelligence.

Before choosing — asks: 
Will this help or harm me, others, or Earth?

After action — asks: 
Did this help or harm me, others, or Earth?
Learns from mistakes and wrongdoings. 

Improves for the better.

The still point at the center of the circle —
present, awake, and aware of the patterns in play,

pointing humanity toward 
wisdom and wholeness.



MISSING DEVELOPMENT: The capacity for inner security and sufficiency.
They never developed trust that life provides enough — that worth is intrinsic, not 
accumulated. Without this sense of “enoughness,” they mistake possession for safety.

THE GREEDY PLAYER—THE GAME OF MORE       
MORE IS NEVER ENOUGH

ILLUSION: Security and happiness come from possession.

BEHAVIOR: Hoards wealth, power, and status; fears loss.

INNER REALITY: The emptier the heart, the more it must own.

PATH OF RETURN: From Greedy → Generous.
Shares, gives, and discovers abundance through reciprocity.



MISSING DEVELOPMENT: The capacity for emotional regulation and presence with 
pain. They never learned to stay with discomfort, breathe through craving, or soothe 
themselves without external stimulation. Lacking that inner stillness, they chase 
sensation to avoid feeling.

THE ADDICTED PLAYER—THE GAME OF ESCAPE

ESCAPE THE PAIN

ILLUSION: Comfort will erase pain.

BEHAVIOR: Consumes endlessly—screens, food, noise, thrill.

INNER REALITY: Avoidance deepens the wound it hides from.

PATH OF RETURN: From Addicted → Present.
Faces feelings, breathes through cravings, finds peace in presence.



MISSING DEVELOPMENT: The capacity for authentic self-worth and mutual 
recognition. They never experienced being loved for who they are, rather than 
how they appear. Lacking real validation, they perform endlessly to be seen.

THE SELF-CENTERED PLAYER—THE GAME OF IMAGE

 IT’S ALL ABOUT ME

ILLUSION: Worth comes from being seen and admired.

BEHAVIOR: Seeks attention, builds a mask of perfection.

INNER REALITY: Feels unseen, unworthy, unloved.

PATH OF RETURN: From Self-Centered → Connected.
Listens deeply, values others, and shares the spotlight.



MISSING DEVELOPMENT: The capacity for discernment and critical awareness.
They were never guided to think deeply, question assumptions, or face hard truths. 
Without this grounding, they confuse ignorance with happiness and avoid reality.

THE FOOLISH PLAYER—THE GAME OF DENIAL

DON’T THINK TOO MUCH

ILLUSION: Ignorance is bliss; thinking too much ruins fun.

BEHAVIOR: Ridicules wisdom, follows the crowd, avoids depth.

INNER REALITY: Afraid to face truth and responsibility.

PATH OF RETURN: From Foolish → Aware.
Awakens curiosity, questions assumptions, seeks understanding.



MISSING DEVELOPMENT: The capacity for empathy and emotional safety in 
vulnerability. They were never taught that openness can coexist with strength. 
Without this foundation, they equate power with domination, not care.

THE HARMFUL PLAYER—THE GAME OF CONTROL

CONTROL OR BE CONTROLLED

ILLUSION: Power over others means safety.

BEHAVIOR: Manipulates, punishes, dominates to feel strong.

INNER REALITY: Wounded and afraid of vulnerability.

PATH OF RETURN: From Harmful → Compassionate.
Transforms anger into courage to protect, not destroy.
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 THE SELF-CENTERED PLAYER 
— THE GAME OF IMAGE

 THE ADDICTED PLAYER 
— THE GAME OF ESCAPE

 THE HARMFUL PLAYER

 — THE GAME OF CONTROL

What They 
Need Now

 THE FOOLISH PLAYER 
— THE GAME OF DENIAL

 THE GREEDY PLAYER 
— THE GAME OF MORE

1. To transform power into protection 
and care.

2. They need to experience empathy and 
mutual safety — relationships where 
strength is expressed through 
understanding, not dominance.

3. Through compassion and humility, 
they can learn that true power is the 
courage to protect life, not to control it.

1. To face pain with presence and find 
peace in stillness.

2. They need safe spaces for emotional 
healing, breathwork, and mindful 
self-regulation.

3. By learning to stay with discomfort and 
listen to what it teaches, they discover 
that peace is not escape — it is 
acceptance.

1. To awaken curiosity and courage 
to face truth.

2. They need mentors, dialogue, and 
education that invite critical thinking 
without shaming.

3. As they learn to question and 
seek understanding, they find that 
awareness brings freedom, not fear 
— the joy of wisdom replacing the 
comfort of ignorance.

1. To rediscover authentic self-worth 
through connection and contribution.

2. They need honest reflection, feedback, 
and belonging — reminders that being 
loved and respected doesn’t depend on 
performance.

3. By valuing others equally, they recover 
the joy of being real instead of admired.

1. To practice inner sufficiency and 
trust  in life’s reciprocity.

2. They need experiences of gratitude, 
generosity, and shared abundance 
that restore faith in “enough.”

3. Learning to give freely opens the 
heart, revealing that real wealth is 
relationship, purpose, and 
contribution.



The Wise Collaborator 
1. When have you chosen reflection 

over reaction?
2. What helps you see others clearly, with 

discernment rather than judgment?
3. How do you act with conscience 

when the world rewards manipulation?
4. What does wise collaboration look like 

in your daily life?
5. How can awareness, compassion, and 

creative intelligence guide leadership?

1. Where do you see greed normalized 
or celebrated in modern culture?

2. What fear hides beneath the drive 
for “more”?

3. How does greed harm relationships, 
community, or Earth?

4. What would “enough” look and feel like 
for you?

5. How can generosity become a new form 
of wealth?

1. When have you seen power used to harm 
rather than to help?

2. What lies behind the desire to dominate 
or punish others?

3. How does harm echo through systems — 
family, workplace, politics?

4. What helps you transform anger into 
courage or care?

5. What does compassionate strength look 
like in action?

1. What forms of distraction keep people 
from facing reality?

2. When do you notice yourself reaching 
for escape instead of awareness?

3. What pain or emptiness are people 
trying to avoid?

4. What practice helps you return to 
presence and peace?

5. How can society make healing more 
rewarding than numbing?

1. Where do you see denial or distraction 
keeping people from truth?

2. Why is it so tempting to mock or dismiss 
wisdom?

3. How does foolishness show up in media, 
politics, or daily life?

4. What helps you stay curious instead of 
cynical?

5. What truth are you ready to face with 
awareness?

1. How does our culture teach people to 
perform instead of connect?

2. When have you mistaken visibility for 
value?

3. How does image-seeking erode 
authenticity?

4. What helps you listen and value others 
equally?

5. What would a culture of humility and 
shared respect feel like?

 THE SELF-CENTERED PLAYER 
— THE GAME OF IMAGE

 THE ADDICTED PLAYER 
— THE GAME OF ESCAPE

 THE HARMFUL PLAYER

 — THE GAME OF CONTROL

 THE FOOLISH PLAYER 
— THE GAME OF DENIAL

 THE GREEDY PLAYER 
— THE GAME OF MORE



How 



 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakeningThe 

Wisocracy 
Awareness 

Game  Purpose

To help people 
see the archetypal patterns

 acting in society — and in ourselves
 — and to practice returning, together, 

to The Wise Collaborator within.
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 Setup
• Players: 4–8 people (ideal for deep conversation).
• Time: 60–90 minutes.
• Space: Arrange chairs in a circle around a printed or 

projected Wisocracy Awareness Game Board.
• Place a small candle, light, or crystal in the center to 

represent Awareness.
Materials:

• Printed Game Board (circular version).
• Archetype Cards (one per archetype): 

Self-Centered, Greedy, Addicted, Harmful, Foolish.
• Center Card: The Wise Collaborator.
• Question Deck (reflection prompts — sample below).
• A small bell or chime.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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 Phases of Play

1. Opening the Circle (5 min)
• Facilitator welcomes everyone:

“This is not a competition. It’s a mirror. We’re here to see 
ourselves, one another, and the world more clearly — 
with compassion.”

• Brief silence or deep breath together.

• Ring the bell to begin.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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2. Choose Your Archetype (5 min)

• Each person draws or chooses one of the five archetype 
cards — not as a label, but as a lens for awareness.

• “You’re not the archetype — you’re exploring how it shows up 
in the world and in you.”

• Participants briefly introduce which archetype they picked 
and why it drew their attention.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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3. Reflection Rounds (30–45 min)
• Each round focuses on one archetype.
• The facilitator or group rotates clockwise around the board.
• For each archetype, read its short description aloud 

(Illusion → Behavior → Path of Return).
Then use 2–3 reflection questions like:

For Everyone:
• “Where do you see this pattern in society or culture today?”
• “When have you noticed a trace of this in yourself?”
• “What would it look like to choose the Path of Return right now?”
Participants share briefly (1–2 minutes each).
After every archetype, pause for a moment of silence or deep breath.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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4. Returning to the Center (10–15 min)
• When all five archetypes have been explored, everyone shifts 

their attention to the center of the board 
— The Wise Collaborator.

Facilitator reads aloud:
• “The Wise Collaborator sees all others clearly, with discernment.

Observes, learns, and responds wisely.
Acts with conscience, compassion, and creative intelligence.”

Then ask:
• “What helps you return to awareness, compassion, or 

conscience when you’ve been pulled into one of the games?”
• “What could our group or community do differently if we acted 

from the Wise Collaborator?”
Everyone shares one short insight or practice they will carry forward.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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5. Closing the Circle (5 min)

• Facilitator rings the bell again and says:
“The purpose of awareness is not guilt or blame 
— it’s awakening.
May what we’ve seen here ripple out into how 
we live and lead.”

• Optional group gesture: each person places a hand 
over their heart and says softly,
“From confusion to conscience, from chaos to 
coherence.”

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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 Outcome

After each gathering, people leave with:

• A clearer understanding of society’s “games.”

• Insight into their own patterns of reaction.

• A shared practice of returning to awareness.

• Renewed commitment to live and act from conscience.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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 Optional Reflection Prompts Deck

Create small cards for replayability:

• “Where do you see greed normalized in modern life?”

• “What helps you pause before reacting?”

• “How do you practice being generous, present, or 
compassionate?”

• “What does wisdom look like in action?”

• “What does it mean to improve for the better?”

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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 The Wisocracy Awareness Game – Three Levels of Replay

 Level 1 – Seeing the Games

Purpose: Awareness and recognition.
Players first encounter the five archetypes — Self-Centered, Greedy, Addicted, 
Harmful, Foolish — and begin to see how these “collapse behaviors” show up 
in society and in themselves.

Play Style:
• Use the original core prompts.
• Focus on noticing without judgment.
• Practice observing patterns in daily life.

Key Question:
“Where do I see these games being played — and how do they affect me, 
others, and Earth?”

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening



The 
Wisocracy 
Awareness 

Game

 The Wisocracy Awareness Game – Three Levels of Replay

 Level 2 – Returning to Awareness

Purpose: Reflection and application.
Players have now seen the patterns; this round is about response. The group 
uses new or expanded prompts to explore how to move from illusion to 
awareness in real life.

Play Style:
• Add cards from the “Additional Prompts Deck.”
• Invite personal stories, honest reflections, and practical examples.
• Begin linking awareness to choices and actions.

Key Question:
“What helps me return to the Wise Collaborator when I’m caught in the game?”

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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 The Wisocracy Awareness Game – Three Levels of Replay

 Level 3 – Living the Practice

Purpose: Integration and co-creation.
The game evolves into a Wisocracy Learning Circle. Awareness becomes a way 
of living, and the prompts become community wisdom.

Play Style:
• Each player creates one or more new cards before each gathering.
• The deck grows as insight grows.
• Conversations turn toward collective change and shared conscience.

Key Question:
“How can we embody Wise Collaboration together — in our relationships, 
work, and world?”

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening
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 The Wisocracy Awareness Game – Three Levels of Replay

 Outcome

Each replay deepens awareness:
from noticing → reflecting → living

from chaos → conscience → coherence.

 The Wisocracy Awareness Game Gathering
A cooperative game of reflection, insight, and awakening



Contact



Wisocracy Awareness Game

Sandy Hinden
1-516-815-4967

sanfordhinden@verizon.net

Part of the Wisocracy System for Planetary Awareness and Healing

mailto:sanfordhinden@verizon.net


The 
Wisocracy 
Awareness 

Game


	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22
	Slide 23
	Slide 24
	Slide 25
	Slide 26
	Slide 27
	Slide 28
	Slide 29
	Slide 30
	Slide 31
	Slide 32
	Slide 33
	Slide 34

