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Education For A Design Science Revolution 



“…the ultimate significance of knowledge is its 

capacity to transform our social worlds.” 

 
Angela Y. Davis 

Foreword 

How Europe Underdeveloped Africa by Walter Rodney 

 



The Anthropocene Meets Gaia 

Homo Economicus 

Anthropocene 

Open System 

(Competition | Cooperation) 

Linear Cause and Effect 

Nature 

Gaia 

Closed System 

(Competition | Cooperation) 

Emergent Properties 



Mercator Projection 

Fuller Projection 



Strategic Systems Thinking 





Design Science Revolution 





World GameTM Workshop 

Guiding Principles 

• Individual citizens can develop the capacities to be active 
participants, not passive observers or victims of circumstance when 
it comes to tackling the world’s biggest challenges. 

• By working together, we can solve seemingly insurmountable 
problems. 

• You don’t need to be an “expert”, elected official or head of a 
country to develop viable solutions to local and global problems. 

• Actively participating in problem solving informed by data can be 
empowering and fun. 

• Communication, negotiation, setting priorities, working together as 
a team, and systems thinking (individually and in groups) are all 
critical skills for solving pressing local and global problems. 

• We can make the world’s resources work to meet the needs of 
100% of humanity if we act with integrity and are creative, bold and 
truthful. 

 



Wealth is the technological ability 

to protect, nurture, and support 

the needs of life.  

The 92 regenerative elements 

are Nature’s minimum 
inventory/maximum diversity 

toolkit 

Evolving trends and needs can 

be driven by and/or create 

new resource demands 



 

 Make the invisible visible 

 Reveal systemic shortcomings in current frameworks  

 Deepen the role citizens in day-to-day governance mechanisms  

 Trigger new ways of approaching unfamiliar problems 

 Hone critical thinking and systems thinking skills 

 Harness the power of creative thinking to develop new solutions 

 

The Workshop Is Designed To: 



  

Inventory Existing Databases 

Develop Integrated Graph Database 

Generate Visualizations 

Conduct/Facilitate Simulations 

Discover/Explore Options 

Make Publicly Available 

 

 

State of Nation States 

Map Human Rights Trends 

Identify Key Global Trade Routes 

Locate Strategic Chokepoints 

Anticipate Geopolitical Hotspots 

Search for Opportunities to Cooperate 

 



Emphasis on teaching HOW to think, not WHAT to think 



Biological Diversity 

Avg. Global Surface Temperature 

Atmospheric GHG Concentrations 

Rainforests 

Water Quality & Availability 

Arable Land 

Coral reefs 

Sea Level 

Glaciers 



Uneven Economic Development 

Human Flight & Brain Drain 

Human Rights & Rule of Law  

Refugees & Internally Displaced 

External Intervention 

State Legitimacy 

Economic Decline 

Demographic Pressures 

Factionalized Elites 



Boundaries of historical 

ethnicities before colonization 
Current national boundaries 

AFRICA 

The Handbook of Tyranny | Theo Deutinger | Lars Müller Publishers 

Understand how the past manifests in the present and may manifest in the future 



  

Dutch Ministry of 

Infrastructure 

The current global supply of several critical 

metals is insufficient to transition to a 

renewable energy system.  

 Reduce critical metal use 

through substitution 

 Increase circular design and 

recycling efforts 

 Consider a European mining 

industry 

 Digitization of the energy supply 

chain 





Status and Next Steps 

 The Schumacher Center is legal steward of Word GameTM Workshop 

intellectual property and trademark. 

 World GameTM Workshop Archives are now housed at the Schumacher 

Center for a New Economics Library in Great Barrington, MA 

 Greg Watson and Elizabeth Thompson are co-directing the development 

of the World GameTM Workshop 

 Interim website has been developed: www.worldgameworkshop.org 

 Watson and Thompson have begun the process of assembling a design 

team to develop an online version of the workshop and are currently 

fundraising for this phase of the initiative 



“The game will put its players smack in the middle of a living, 
breathing, seething animist world with millions of different 

species, a world desperately in need of the players’ help. And 
the goal of this game will be to figure out what the new and 

desperate world wants from you.” 

 
The Overstory by Richard Powers 



gregwatson@centerforneweconomics.org 

www.worldgameworkshop.org 


