Society

Resituate Regenerate

Revalue

Reorient

TOO LATE
Left Behind

Exploited

Resentment

TOO EARLY

Profiteeri
Scams rofti eermg

Frustration

Reorient Revalue Resituate Regenerate
You



Opposed

DIVIDE

Powerful

ALIGN

MONITOR

Powerless

ORGANIZE

anlpoddng



Important

Not Important

Not Urgent Urgent
SCHEDULE IT <= DOIT
ELIMINATE IT mm  DELEGATEIT
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Knowledge



Don’t Know How

Know Why

MUDDLING THROUGH PROJECT
point frontier point frontier
some local critical paths single global critical path
PLAY EXPLORATION
frontier everywhere edge frontier
some local critical paths many global critical paths

Don’t Know Why
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$100M

$10M

$1M

$100K

$10K

$1K

$100

Average Revenue per Customer
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Customers



Powerless

BAD STRESS

Demanding

CHALLENGE

DRIFTING

Easy

BOREDOM

InjJgamod



Demands

Ability



Catastrophic

Severity
Critical

Marginal

MONITOR

IGNORE

ACTION

URGENT

STOP

Improbable Remote

Likelihood

Infrequent

Probable



Destructive

Active

EXIT VOICE
SABOTAGE
NEGLECT PERSIST

Passive
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Acquisition

Action

TUTORIALS . HOW-TO GUIDES
Learning Goals
EXPLANATION | REFERENCE
Understanding Information

Cognition

uonedijddy



Low Effort

QUICK WINS

Do Immediately

High Value

MAJOR PROJECTS

Plan, Collaborate

FILL-INS

Defer

Low Value

TIME SINKS

Eliminate

yoy3 y6iH



Business

Opportunities Roadmap
T
o
£
c
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3
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Hotfixes Bugs
Incidents Small Changes

Maintenance
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Citizen Control

Delegated Power

Partnership

Placation

Consultation

Informing

Therapy

Manipulation

Real Power

Tokenism

Non-participation



Not Implemented

Satisfied

Yvertime

Dissatisfied
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How you think

Higher mind

Primitive mind

Scientists

“I follow the evidence”

Sports Fans

“I want X to win, but | want the rules followed more”

Attorneys

“I know X is correct, now | just have to figure out why”

Zealots

"X is correct, no evidence will convince me otherwise”

B C D
What you think



Trust Filter

Accept Deny

More Skeptical




World
Nation
Tribe / Colony
Animal
Organ System
Organ
Tissue

Cell

Emergence

Organelle
Protein
Molecule
Atom

Subatomic Particle

Sociology

Biology

Chemistry

Physics



What
should be

How to
get there

A

Philosophy

Ethics

Strategy

Experimentation

Science

History



Team Principles

Cognitive

) Comfortable
Dissonance




How you think

Higher mind

Primitive mind

Thinking Morals Tactics
Seek Truth Moral Consistency Fair p|§y
Persuasion
' . . Cheating
Seek Confirmat Moral H
eek Confirmation oral Hypocrisy Coercion




if A is correlated with B

Direct Reverse
A —p B A = B
—_—
Other Factor Coincidence Post-Selection Bias

A B A B o ignored
N IR S

C D ignored



Accuracy

Higher

Lower

Ideal

A bias

unbiased

Neutrality

B bias



norms

policies
laws

institutions

Liberalism

free speech
free markets
individualism

equality of opportunity

Modernity

science objective truth

reason




People

More

Fewer

Overton Window
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Views on Topic X



People

More

Fewer

Censorship Gap

Artificially

Dormant Thought Generated

Speech

Active Communal Thinking

o
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Views on Topic X



Phenomenon Extremeness

Extreme

Tame

Harm
— Victims
Villains
Concept Creep
Unrelated Related Same

Range of Phenomenon




Impressionalbles Believers
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Timid Proponents

Vocal Proponents

Profiteers Authentic Impressionables
Timid Skeptics Vocal Skeptics
Profiteers Timid Brave

Authenticity




Performance

Ideal

SR TR R

T don't compare

l compare this

Now

Development Time



Trust

High

Low

doit

do it & report regularly

do it & report immediately
“l'intend to"

make a recommendation
ask

wait until told

Inside Circle of Influence

Outside Circle of Influence



Time for Maintenance

Technical Complexity



Something you Know

pin

password

fingerprint

iris

Something you Are Something you Have



Fanatic Discipline

Ambition

Productive Paranoia Empirical Creativity



Time

Ergonomics

Stretching

Yoga

Steroids

Weightlifting

Powerlifting

Effort



Mature

King Warrior

+ - + -

Tyrant Weakling Sadist Masochist

Magician Lover

T — + -

Detached Denying Addict Impotent
Manipulator “Innocent” one




Immature

Divine Child Hero

+ - + -

High-Chair ~ Weakling Prince Grand-stander Coward
Tyrant Bully
Precocious Child Oedipal Child

+ - + -

Know-it-all Dummy Mama's Boy Dreamer

Trickster



High Importance to Listener

Treacherous Risk Useful

Low Expertise

Irrelevance Self-Importance

Low Importance to Listener

asipadxg ybiH



Intent

Mental Model

Result Action
Feedback Affordance
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Relationships

Properties
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Importance Totals







What

Why

How

Persuasion Methods



Change

/ Compassion \
/ Comprehension \
/ Connection \
/ Comfort \

Change Motivations




How

What

Communication
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NN —Fire Many  Fire When Calibrated— “‘

low risk, low cost, low distraction



Success

Uncontrollable Risk

Time-Based Risk
"how fast does your

Death Line Risk risk profile change?”

.
.
P

Time / Actions



Payoff

Risk

Unpredictab,'“ty

\ S
Expe(\ment

RedUCe Cost

Viability Search

1 If Lucky

Economies of Scale

Playbooks

Low Risk

Explore Again’)

EXp|Ore

Expand

Time

Extract



User Input

No User Input

State is Fully Known

Involves Chance

SIMULATION

GAME

COMPUTATION

SIMULATION




Known to Others

Unknown to Others

Known to Self

Unknown to self

S
®
ARENA 5 BLINDSPOT
9
1 Open up \ ObserVe
FACADE UNKNOWN




Players

KILLERS

Politicians Griefers

Acting

ACHIEVERS

Planners Opportunists

SOCIALIZERS

Networkers Friends

Interacting

EXPLORERS

Scientists Hackers

PlHOM



