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OVERVIEW AND INSTRUCTIONS 
 
Purpose of the Game: To enable those concerned about coping with emerging economic, 
energy and ecological crises to learn about and practice, through game simulation, building 
resilient and sustainable communities. 
 
Game Objective: The players work cooperatively to build a new self-sufficient, resilient 
community, and prepare for and deal with various 21st century crises as they impact the 
community. The effectiveness of their efforts is reflected by changes in the community's Well-
Being Index (WBI). The game continues until the WBI either falls below the 'unsustainable' 
threshold (game is lost) or rises above the 'exemplary' threshold (game is won). 
 
Equipment: 
• The Community Story: This is the background story behind the creation of your community. 

This reflects the culture of the community, what led it to be created, and the particular 
advantages and vulnerabilities of the specific place where the community is located. A 
generic story is provided, but players are encouraged to modify the generic story to better 
suit the situation of the particular place where they live. 

• Community Map: This map shows the 12 Aspects (food security, energy self-sufficiency etc.) 
of an effective community (see illustration), and tracks the 'investment' of members of the 
community in (a) infrastructure, (b) resources and (c) acquired competencies, relevant to 
each Aspect. 

• Well-Being Index: The index (WBI - see illustration) is initially set to a score of approximately 60 
('satisfactory'). Events, activities, investments and crises all affect the WBI. The lowest WBI 
levels shown on the index is 30 ('unsustainable'); the highest level is 90 ('exemplary'). 

• Community Vulnerabilities Matrix and 22 Crisis Tokens: This matrix (see illustration) shows the 
probability (horizontal axis) and potential severity (vertical axis) of 11 different types of crisis 
that can affect the community. Each crisis has both a 'mild' version (low severity high 
probability, crises A1 through K1) and a 'severe' version (high severity low probability, crises 
A2 through K2). A suggested starting position for each of the 22 crisis tokens is provided, but 
players are welcome to modify these starting positions to better reflect actual vulnerabilities 
in their community. The position of crisis tokens on the matrix is affected by various event 
cards that are drawn during the game; some events will push a crisis 'over the edge' at 
which point players must deal with it as a crisis occurring in the community in real time. 

• Crisis Descriptions: A description of each version of each of the 11 crises is provided, but 
players are welcome to amend the descriptions to better reflect the situation in their specific 
community. These descriptions are used to assess the impact of an occurring crisis on each 
Aspect of the community, and to provide a context for the Strategy Discussion among 
players on how to address the crisis. Note that crises are not independent -- increases and 
decreases in risks of some crises will automatically increase or decrease the risks of other 
crises. 
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• Investment Cards: Infrastructure, Resource and Specialized Competency Cards: 36 cards of 
each of three types (Infrastructure, denoted by a brick wall icon; Resources, denoted by a 
leaf icon, and Specialized Competencies, denoted by a person-with-wrench icon) identify 
alternative investments that can be made in specific Aspects of the community. An 
additional 20 cards (denoted by a person-operating-machine icon) describe Generalist 
Competencies that can be useful in any of the 12 Aspects of the community. Players must 
decide collaboratively which of these to invest in, which involves risk and personal 
preference trade-offs.  

• Investment Tokens: 40 small tokens of each colours, used to mark which Aspects of 
community the members' investments in infrastructure, resources and competencies pertain 
to. 

• Role Sheets: A piece of paper for each player to record their selected Role(s) in the 
community, the Aspect corresponding to each Role, and decisions on which Aspects of 
community the player's Generalist Competencies are focused on. 

• Event Cards: 120 cards describe various events that are drawn at random and which govern 
the progress of the game. Some events are beneficial; others are not, and increase the risk 
of crises occurring. Some events are personal (e.g. they may entail a player losing his/her 
competencies, or acquiring sudden wealth that can be invested strategically in the 
community). The event cards include 10 'Black Swan' event cards; suggested 'Black Swan' 
events are provided on these cards, but players are welcome, before the start of the game, 
to secretly write their own alternative 'Black Swan' events which, if these cards are drawn, 
override the default suggested events. The drawing of an event card represents the passing 
of 3 months of time in the life of the community. 

• Investment Options Master List: This chart shows all 128 Investment Cards, by type, with the 
Aspect each pertains to. These are listed numerically by Aspect. This List also shows the Role 
that pertains to each Aspect. 

• Crisis Impacts Table: Shows the impact of each version of each of the 11 crises on each of 
the 12 Aspects of the community (see illustration), and the interrelationship of the Crises. This 
table is used by the community in assessing its vulnerabilities and deciding what investments 
of infrastructure, resources and competencies to make in each Aspect. 

 
Play: (Note: The game is designed optimally for 4-6 players) 
 
1. Set-up: The players read out, and if desired, amend the Community Story to suit their 

local community's situation. 
2. Each player can choose to write one alternative, secret Black Swan event, containing 

the same information as the Black Swan cards in the deck. They assign it a number from 1 
to 10, also secretly. If that Black Swan card is drawn in play, they announce the 
replacement Black Swan event they have written. (If two players have written a 
replacement for the same Black Swan event, the event written by the player who is next 
to draw an event card prevails). 

3. Each player, starting with the youngest, chooses 1-2 community Roles, each of which 
corresponds to one of the Aspects of the community; these are listed on the Investment 
Options Master List, and note these on their Role Sheet. Players filling Roles are expected 
to take leadership to ensure the Aspect(s) that correspond to their Role(s) are 
appropriately invested in, so the community can cope with crises as they occur. 

4. The 128 Investment (Infrastructure, Resource and Competency) cards are shuffled 
together. Ninety of them are dealt at random to the players, who turn them over so all 
players can read them. In turn, each player, in consultation with the group, discards one 
of their cards until only 65 cards remain. Investment Tokens are each placed on one of 
the 48 icons of the Community Map (corresponding to the Aspect the investment relates 
to and the type of Investment). Players holding Generalist Competency cards must 
choose and write down on their Role Sheet which TWO Aspects they elect to apply those 
Generalist Competencies to. Depending on the number of Generalist Competencies of 
the community, the number of initial tokens on the map will vary from 65 to 85, with an 
average of 75 (about 6 per Aspect). 
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5. The Well-Being Index marker is initially placed at the number corresponding to the 
number of tokens on the Community Map minus 15 (i.e. approximately 60). 

6. The 22 labelled Crisis Risk tokens are placed on the Community Vulnerabilities Matrix at 
the initial positions suggested in the illustration. The community members then discuss 
whether they wish to adjust these Crisis Risk token positions to better reflect the specific 
vulnerabilities of their community. Each token can only be moved one space in any 
direction, with the proviso that when any token is moved, another token must be moved 
in the opposite direction.  

7. The 22 Crisis Descriptions are passed around for players to familiarize themselves with. By 
consensus, any of the Descriptions can be amended to better reflect the specific 
situation of the community in which the players live. (The game includes printable 
electronic versions of the Descriptions, should players want to permanently customize the 
Descriptions to suit their specific situation). 

8. Now, each player in turn draws an Event card, and follows the instructions thereon. If the 
Event card drawn results in a Crisis, proceed to step 9 (otherwise go step 10). 

9. When a Crisis occurs, the process is as follows:  
a. Refer to the Crisis Impacts Table.  
b. For each Aspect of community that is affected by the crisis, compare the investment 

in (resilience of) that Aspect (total number of tokens on the four icons for that Aspect) 
to the severity of the crisis (number shown on the Community Vulnerabilities Matrix).  

c. If the investment is greater than or equal to the severity, remove one token (which 
one to remove is determined by consensus) from that Aspect of the Community 
Map, and have the player with that investment discard it (it goes back to the pile 
that may be drawn again in future turns); reduce the WBI by one point to reflect the 
energy expended dealing with the crisis.  

d. If the investment is less than the severity, an emergency meeting of the community is 
convened. The Crisis Description card is read out. The various (but inadequate 
number of) investments in Infrastructure, Resources and Competencies for that 
Aspect are read out. The group now collectively discusses what their Strategy might 
be to deal with this crisis if it occurred with this level of severity in their community. This 
requires honesty, debate and imagination. After this discussion, by consensus 
(unanimous agreement, though players may 'stand aside' if they are not in 
agreement but don't feel strongly enough to 'block' consensus), the community 
assesses the adequacy of its in-the-moment Strategy. They can choose to remove 
any number of tokens from one to all of the tokens in that Aspect, to reflect this 
consensus on the effectiveness of the crisis strategy. (Note: If there are NO Investment 
Tokens in that Aspect when the crisis occurs, or if the severity is more than 3 greater 
than the number of Investment Tokens for that Aspect, NO strategy will be adequate 
and the game is lost, regardless of the community's overall WBI score.) For each 
token removed, a corresponding Infrastructure, Resource or Competency card is 
returned to the discard pile (exception: if it is Generalist Competency card, it is only 
returned to the discard pile if it has been eliminated from both Aspects where it was 
applied), and for each token removed WBI is reduced by one point.  

e. Continue for all 3-5 Aspects affected by the crisis. When you are finished, note the 
Related Crises for this crisis (shown on the Crisis Description, Crisis Impacts Chart. and 
on the applicable Crisis tokens). For each Related Crisis you must now move the TWO 
Crisis tokens (e.g. if D - Food Security is a Related Crisis, tokens D1 and D2 must be 
moved) either one space right or one space up (decide this by group consensus).  

f. If you move a token to the right and this moves it into the red Crisis Occurs area, you 
now have another crisis -- repeat this entire step for this new crisis.  

g. Finally, move the Crisis Token(s) for any crises you have survived back to their game 
starting positions. 

10. The player completes their turn by drawing 2 cards from the unused Infrastructure, 
Resource and Competency cards and selecting one to 'invest' their time/energy in, 
adding a token to the appropriate square of the Community Map and moving the WBI 
index up by one point accordingly.  
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11. Repeat steps 8-10 as applicable for each player in turn until one of the following occurs: 
(a) WBI rises above 90 to the Exemplary level (game is won -- congratulations), or (b) WBI 
falls below 30 to the Unsustainable level, or there is an inadequate number of tokens to 
deal with a crisis in point 8 of someone's turn (game is lost -- but you learned a lot about 
resilience, sustainability and consensus, right?) 

 
Work still to be done: 

• Write the Event cards (just beginning this process) 
• Test the game out with various numbers of players to ensure that the Event cards make 

the game challenging but not impossible 
• Field test the whole game with people familiar with sustainability, community and 

resilience, to improve the realism of the stories, vulnerabilities, crises, events, and strategy 
processes of the game etc. 

 
 
CRISIS IMPACTS TABLE: 
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INVESTMENT OPTIONS MASTER LIST 
 
Aspect 1: Self-Governance: processes, diversity, cohesion, preparedness, resilience 
Role: FACILITATOR 
Infrastructure Investment Options: 
• Community public forum 
• Self-management practice and learning centre 
• Community activity coordination centre 
Resource Investment Options: 
• Community council of elders, managers, and/or advisors 
• Facilitator 'pool' 
• Node in regional self-governance and coordination system 
Specialized Competency Investment Options: 
• Knowledge of political & economic systems 
• Self-management, self-acceptance, self-compassion, and self-caring capacity 
• Facilitation: ability to invite, hold space, model, elicit and let emerge 
 
Aspect 2: Food/Water/Land: security, self-sufficiency, stewardship, sustainability 
Role: STEWARD 
Infrastructure Investment Options: 
• Local well and reservoir 
• Co-op greenhouse and hydroponics facility 
• Food processing co-op 
Resource Investment Options: 
• Permaculture gardens 
• Waste/water reuse & recycling centre 
• Organic food storage facility 
Specialized Competency Investment Options: 
• Knowledge of permaculture: how to grow/distribute your community’s food 
• Knowledge of how to obtain, provide and manage your community’s water and waste 

disposal 
• Ability to connect with place 
 
Aspect 3: Energy: heat, light, power self-sufficiency, sustainability 
Role: ENGINEER 
Infrastructure Investment Options: 
• Co-op rooftop solar & solar array 
• Co-op wind farm 
• Community power & light utility 
Resource Investment Options: 
• Solar panel construction and repair facility 
• Battery and backup generator supply 
• Energy transmission supplies 
Specialized Competency Investment Options: 
• Knowledge of innovation and of sustainable energy technologies: solar, wind, geothermal 
• Knowledge of engineering, electricity and electronics 
• Knowledge of how to create/manage your community’s energy for light, heat and power 
 
Aspect 4: Well-Being: physical, mental, products & services 
Role: HEALER 
Infrastructure Investment Options: 
• Illness / accident prevention self-diagnosis and self-treatment facility 
• Co-op caregiving facility 
• Co-op wellness product manufacturing facility 
Resource Investment Options: 
• Wellness library and networks 
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• Caregiving volunteer coordination and wellness expertise locator system 
• Collective fitness and mindfulness programs and practices 
Specialized Competency Investment Options: 
• Knowledge of health care processes & systems 
• Knowledge of how to manage your own health and the collective well-being of your 

community 
• Caring/compassion, empathy, tension releasing, befriending and nurturing skill 
 
Aspect 5: Knowledge/Learning: access, self-sufficiency, processes, tools 
Role: RESKILLER 
Infrastructure Investment Options: 
• Community multimedia library 
• Community learning centre 
• Node in Global Virtual University 
Resource Investment Options: 
• Unschooling program and learning resources 
• Mentoring network 
• Core capacities reskilling program 
Specialized Competency Investment Options: 
• Knowledge of education systems 
• Research, analysis and critical thinking skills 
• Teaching and curriculum design skills 
 
Aspect 6: Transportation: networks, processes, tools 
Role: LOGISTICIAN 
Infrastructure Investment Options: 
• Co-op road/path/rail maintenance system and yard 
• Co-op bike and auto repair centre 
• Node in co-op regional transport system 
Resource Investment Options: 
• Roadway/pathway/railway maintenance program 
• Bike/solar car sharing and maintenance program 
• Regional courier system 
Specialized Competency Investment Options: 
• Knowledge of transportation systems and economics 
• Knowledge of auto/bike/rail mechanics 
• Knowledge of logistics 
 
Aspect 7: Communication: networks, processes, tools 
Role: NETWORKER 
Infrastructure Investment Options: 
• Community wi-fi and cell phone system 
• Computer and cell phone manufacturing and repair facility 
• Community data/server farm 
Resource Investment Options: 
• Communications technology maintenance program 
• Community IT systems, services and software experts network 
• Community information centre 
Specialized Competency Investment Options: 
• Knowledge of community-based information/communication systems 
• Knowledge of communication electronics 
• Computer and cell phone repair skills 
 
Aspect 8: Building: materials, skills, self-sufficiency 
Role: BUILDER 
Infrastructure Investment Options: 
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• Building materials production and warehousing facility 
• Community tool shed 
• Community commons 
Resource Investment Options: 
• Community building planning, coordination, inspection and safety group 
• Co-op building/work bee coordination and training centre 
• Co-op building maintenance network 
Specialized Competency Investment Options: 
• Knowledge of how to make/manage community buildings and structures 
• Household goods production skills: pottery, glass, metalwork, weaving 
• Sustainable materials skills: straw bale, cob, rammed earth, yurts etc. 
 
Aspect 9: Safety: conflict resolution, fire, physical, reconciliation 
Role: PEACEMAKER 
Infrastructure Investment Options: 
• Rehabilitiation facility 
• Disaster response centre 
• Centre for peace, consensus and reconciliation 
Resource Investment Options: 
• Community rehabilitation program and services 
• Emergency, fire, epidemic and disaster preparation and response centre 
• Conflict resolution and reconciliation program and services 
Specialized Competency Investment Options: 
• Knowledge of how to visualize the future and possibilities to cope with it 
• Knowledge of emergency management, scenario planning, simulations and disaster 

preparation 
• Conflict avoidance and resolution, and fire prevention and management skills 
 
Aspect 10: Livelihoods/Recreation: self-sufficiency 
Role: INNOVATOR 
Infrastructure Investment Options: 
• Enterprise incubator and co-op financing centre 
• Community entertainment and recreation facility 
• Community distribution centre 
Resource Investment Options: 
• New enterprise training, mentoring and research centre 
• Community needs assessment centre 
• Community theatre 
Specialized Competency Investment Options: 
• Self-knowledge: Knowing your motivations, beliefs, principles, gifts, passions, purpose and 

needs 
• Knowledge of how to create and run a cooperative enterprise 
• Knowledge of how to make/manage your own recreation and entertainment 
 
Aspect 11: Art/Craft/Science: research, self-sufficiency, innovation 
Role: ARTISAN 
Infrastructure Investment Options: 
• Clothing production facility 
• Research laboratory and innovation centre 
• Craft studio and design centre 
Resource Investment Options: 
• Fabric and craft materials production centre 
• New technology design and co-development centre 
• Craft and creative arts demonstration centre and apprenticeship program 
Specialized Competency Investment Options: 
• Clothing-making skills 
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• Knowledge of the sciences and the process of discovery, invention and innovation 
• Design and creativity skills 
 
Aspect 12: Ecology: healthy, sustainable 
Role: ECOLOGIST 
Infrastructure Investment Options: 
• Wild spaces, and ecological learning centre 
• Ecological remediation centre 
• Essential mineral extraction and refining facility 
Resource Investment Options: 
• Local ecosystem and biomimicry learning system and program 
• Sustainable natural Resource Investment Options: herbs, wild foods, clean water, trees etc. 
• Essential mineral resources 
Specialized Competency Investment Options: 
• Knowledge of the local ecosystem 
• Understanding of how nature and natural/complex systems work  
• Knowledge of biomimicry and systems thinking 
 
Generalist Competency Investment Options: 
• Articulation: ability to translate, and in the process make things more understandable 
• Collaboration skills 
• Complexity, diversity, ambiguity and dissonance management skills  
• Connection: Skill at threading and connecting people to people and to ideas 
• Consensus: Ability to reconcile, depersonalize, synergize, mediate, resolve conflict and hence 

achieve convergence 
• Conversational skills 
• Curiosity and ability to learn quickly 
• Demonstration skills 
• Generosity and sharing capacity 
• Humility, vulnerability, gracefulness 
• Humour and ability to enable play 
• Imagination: Ability to conceive new ideas & perspectives, provoke and challenge 

“accepted wisdom” 
• Improvisation and in-the-moment adaptability 
• Partnering: Skill at finding & building partnerships 
• Perceptiveness: Ability to name what others cannot articulate, don’t realize or will not say 
• Presence and attention: ability to accept and appreciate, to see value and beauty in 

everything 
• Psychology: Understanding human nature 
• Sensemaking, reflection and pattern recognition skills 
• Story crafting and telling skills 
• Writing skills 
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Following are the suggested Stories describing the inital situation of your community, and 
describing each of the 22 potential crises that it may face. You are welcome to customize any 
of these stories to better suit the real-life situation and vulnerabilities of your community. To 
enable this, this story sheet is provided as an editable file. 
 
The Community Story: 
 
It is three years in the future. For the past three years the economy has been stagnant, and there 
is a growing realization that the continuance of the industrial growth economy, the continued 
availability of cheap energy, and the continuance of a relatively stable global climate, are all in 
doubt, thanks to decades of increasingly unsustainable human behaviour.  
 
Your community is one of many that has just begun to organize to prepare for, and to try to 
increase local resilience in the face of, economic, energy and ecological crises. Your 
community consists of about 1,000 people in a contiguous area, and one of the player's homes 
is roughly in the centre of this area. The community is further organized into about 20 'cells' of 50 
people each, also physically contiguous groups within this larger community area. 
 
Your community is not especially affluent but quite well educated, well-read, and 
technologically knowledgeable. But most of you know little of the essential skills of previous 
generations -- growing your own food, making and repairing things etc. While most of you are 
progressive, there is a core of about 20% of the community that is quite conservative and 
resistant to change, and they have been less involved in community get-togethers than others. 
Another 30% of the community have young families and, despite their best intentons, have been 
too busy to be involved much in your community initiatives. 
 
Levels of mortgage and personal debt in your community are quite high, and loss of jobs, 
income or savings would hit many hard. Average household size is just 2.2 people, with about 
25% of the community under age 21 and quite a few singles, single parents and seniors living 
alone. Despite efforts, many people in the community don't know each other well, and most 
community members' 'social networks', both physical and virtual, are with those outside the 
community. You believe that about 10% of the community members are in need of 
considerable social support (of whom about half are actually getting that support), and another 
10% are people who others consider difficult to get along with. 
 
Your community grows about 2% of its own food, and perhaps another 10% comes from within a 
100-mile radius. About 10% of the community is vegetarian. More than half of the lunches and 
dinners eaten by community members are either packaged or restaurant-cooked meals. About 
1/2 of the community's energy comes from burning fossil fuels (largely in automobiles); about 1/4 
comes from hydroelectric dams and 1/4 from nuclear power. Water comes from outside the 
community, from a centralized treatment facility and reservoir. Most clothing, household and 
personal goods are made in China and purchased from chain stores. The average house age is 
50 years, with considerable need for annual maintenance and refurbishing; energy efficiency of 
local homes varies widely.  
 
About half of the community members are officially employed (paid by others for their work) 
and about 10% of the community members are unemployed (seeking paid work). Almost all of 
the employed work outside the community, with an average 20 minute commute; half 
commute by car and the others by bike and/or public transit. Only 10% spend the majority of 
their time serving or caring for other community members. 
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Crisis Descriptions: 
 
A: ECONOMIC Crises 
• Affect these 4 community Aspects: 3 (Energy), 6 (Transportation), 8 (Building), 10 (Livelihoods) 
• Aggravate these other Crises: B (Governance), F (Humanitarian), K (Market) 
 
A1. Employment Crisis 
Larger corporations are shedding and offshoring jobs, so most of those unemployed are now 
chronically so. Including the 10% who have given up looking for work, the unemployment rate is 
now running between 20% and 25%. Wages for many have been frozen, hours and benefits 
reduced, so spending power is falling and more and more people are depending on 
government and social assistance. 
 
A2. Economic Collapse 
A Great Depression has occurred. More than half of the population is unemployed, bankruptcies 
have soared, homelessness is endemic, and the banks have stopped foreclosing on houses 
because they are unsellable at any price. Many corporations have folded, and governments 
are teetering. Civil strife is common, and being brutally repressed by authorities. New Deal 
proposals are being tried, but government revenues have fallen so there is no money to fund 
them, and debt levels too high to finance through more borrowing. 
 
 
B: GOVERNANCE Crises 
• Affect these 5 community Aspects: 1 (Self-Governance), 4 (Well-Being), 5 (Learning), 9 

(Safety), 11 (Art/Craft/Science) 
• Aggravate these other Crises: A (Economic), F (Humanitarian), I (Debt) 
 
B1. Government Austerity 
Falling tax revenues and heavy debt loads are forcing governments to cut back on services, 
including closing and consolidating educational and medical facilities, reducing availability of 
social assistance, and laying off many government workers. 
 
B2. Government Collapse 
Shrinking tax revenues and huge demands for social and government assistance programs have 
led to recurring failures to meet debt repayment requirements, and government failures, starting 
with municipal and state/regional governments, have now led to the collapse of your federal 
government. The President/PM has just said that the government will cease all operations within 
months, and work with new local authorities in the meantime to download its remaining 
resources and liquidate.  
 
C: PANDEMICS 
• Affect these 4 community Aspects: 2 (Food/Water), 4 (Well-Being), 9 (Safety), 12 (Ecology) 
• Aggravate these other Crises: D (Food), F (Humanitarian) 
 
C1. Food Supply Pandemic 
A recurring series of viral infections of farmed animals and antibiotic-resistant bacterial infections 
of both farmed animals and produce has resulted in frequent rotating stockouts of chicken, 
eggs, beef, tomatoes, potatoes and green vegetables, skyrocketing prices and need to boil 
infected drinking water. Some humans have died but the main problem has been panic. 
 
C2. Major Human Pandemic 
A form of bird or animal influenza has mutated to infect humans and has become airborne. 
Because of global travel, it became a worldwide pandemic before it could be isolated. 
Although half of the population is infected (and there is risk of reinfection in subsequent waves of 
contagion), mortality rate has so far been modest, with, paradoxically, those with the healthiest 
immune systems most affected (auto-immune system response has killed many more than the 
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influenza virus). Nevertheless, travel, economic and social activity are at a standstill, a vaccine 
has not yet been developed, and the billions of ill people have crippled the health care system. 
 
D: FOOD Crises 
• Affect these 4 community Aspects: 2 (Food/Water), 4 (Well-Being), 10 (Livelihoods), 12 

(Ecology) 
• Aggravate these other Crises: F (Humanitarian) 
 
D1. Crop Failures 
Droughts and flooding have wiped out grain, rice and corn production, producing famines in 
many struggling nations and causing huge increases in the price of breads, cereals, staples, 
sweeteners and biofuels. 
 
D2. Agriculture Collapse 
A combination of natural disasters, droughts, desertification, food disease crises and flooding 
caused by climate change, loss of government subsidies, chronically poorly managed soils and 
reduced availablility of oil for fertilizers and pesticides has brought the global industrial 
agriculture system to collapse. Yields have plummeted and trade beyond local areas has 
ceased. Agribusiness corporations and grocery chains have all gone bankrupt. What food is 
available is either rationed or prohibitively expensive. And you have to get it yourself from the 
farm. 
 
E: ENERGY Crises 
• Affect these 5 community Aspects: 2 (Food/Water), 3 (Energy), 6 (Transportation), 7 

(Communication), 11 (Art/Craft/Science) 
• Aggravate these other Crises: D (Food), J (Trade) 
 
E1. Energy Rationing 
Poor ROI and delays in getting new fossil fuel supplies to market have combined with 
acknowledgements of much lower reserves in the Mideast and Russia than previously claimed, 
and huge and growing energy demand in Asia, to reduce supply and double the price of fossil 
fuels. Governments have responded by imposing rationing to attempt to reduce demand and 
meet essential needs. Lineups for gas are common, car and especially SUV usage has fallen off, 
a black market has thrived, and the price of public transit, pharmaceuticals, heating/AC, many 
foods (oil-based fertilizer dependent), plastics and synthetic fibres has doubled. 
 
E2. End of Cheap Oil 
The Peak Oil theorists were right: The industrial economy that depended on inexpensive power is 
over. Energy has soared to the equivalent of $1000/barrel, and citizens and businesses in affluent 
nations have been rationed to just 10% of average 2005 usage levels. Airplanes, private cars and 
taxis have been outlawed, but there is not enough money to fund major public transport 
schemes, so most people have returned to just walking and cycling. The poor in struggling 
nations are freezing to death. There is no oil for fertilizer, plastics, paints, pharmaceuticals or 
synthetic fibres, or long-distance transport of any goods. 
 
F: HUMANITARIAN Crises 
• Affect these 5 community Aspects: 1 (Self-Governance), 8 (Building), 12 (Ecology) 
• Aggravate these other Crises: B (Governance) 
 
F1. Refugee Crisis 
Exhausted soils, desertification, and a collapsing water table in many struggling nations has 
produced a seemingly endless series of waves of 'boat people' and undocumented migrants 
landing in ports, major airports and border areas of most affluent nations. Most are held in 
swollen refugee camps, but a significant number are now part of the underground economy 
everywhere. 
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F2. Mass Migration Crisis 
Political, agricultural, social, economic, water, disease and other crises, and natural disasters 
have led to death by starvation, thirst, or murder for millions, and homelessmness for billions, in 
struggling nations and even in some areas of affluent nations dependent on the industrial 
economy. As a result, refugees and migrants fleeing across border areas have simply 
overwhelmed controls. In some countries the military shoots unscreened border crossers on sight. 
Refugee camps, unable to cope, have simply closed. Every community and every family is 
grappling with what to do with the many illegal immigrants pleading for essentials, and for their 
freedom. 
 
G: WATER Crises 
• Affect these 4 community Aspects: 2 (Food/Water), 4 (Well-Being), 9 (Safety), 10 (Livelihoods) 
• Aggravate these other Crises: D (Food), F (Humanitarian) 
 
G1. Water Rationing 
Glacial melting, droughts, heat waves and pollution have combined to diminish water reservoirs 
in many areas. As a result, watering of lawns has been outlawed, major water using industries 
have been forced to curtail or cease production, and central water supplies are turned off at 
certain hours every day. 
 
G2. Water Crisis 
The world has run out of drinkable water. Except for a lucky few areas in a few countries, water is 
strictly rationed and individuals must use tedious processes to make recycled or waste water 
potable. The cement, mining and oil & gas exploration industries have been halted everywhere, 
as has land irrigation. Pipelines and other equipment are being repurposed to process and 
transport water. 
 
H: ECOLOGICAL Crises 
• Affect these 5 community Aspects: 2 (Food/Water), 3 (Energy), 7 (Communication), 9 (Safety), 

12 (Ecology) 
• Aggravate these other Crises: B (Governance), F (Humanitarian) 
 
H1. Global Ecological Crises 
The Arctic and Antarctic are melting, raising sea levels at alarming rates, and opening up new 
but hazardous shipping and mining opportunities. Changing temperatures, population pressure 
and insect migrations have combined to reduce tropical and boreal forest cover by half in the 
last decade. Storms and tsunamis have caused widespread water, wind, fire and sand damage 
that has shut down cities and factories and cut off millions from access to essential resources. In 
Asia these are so frequent and severe they threaten economic collapse, and civil war has 
erupted in India, China, Mexico, Brasil and Russia. 
 
H2. Local Natural Disaster 
Climate Change has hit home. Your community and everywhere around it for a hundred miles 
has been ravaged by a local natural disaster (earthquake, tsunami, hurricane or whatever your 
community is most prone to). Power, communications and transportation have all ground to a 
halt, and it could be months, even years, before the damage to centralized infrastructure 
connecting your community to the rest of the world is restored. Damage within your community 
is about what the experts predicted would happen if this kind of disaster hit. Any nuclear facilities 
or other vulnerable sites nearby? 
 
I: DEBT Crises 
• Affect these 4 community Aspects: 1 (Self-Governance), 5 (Learning), 8 (Building), 10 

(Livelihoods) 
• Aggravate these other Crises: A (Governance), K (Market) 
 
I1. Debt/Deflation Crisis 



! "$!

A chronic deflationary cycle has set in. While prices are falling by 10% per year, wages and 
spending power are falling by 15%, so production and consumption of goods is plummeting 
while many struggle to afford essentials. Organized crime is soaring. Many with debts now have 
a negative net worth and are declaring bankruptcy, creating new banking, credit and housing 
problems. 
  
I2. Debt/Currency Collapse 
The global debt crisis has created a domino effect, as each country's bankruptcy has led to the 
bankruptcy of its creditor nations (and all the major banks). The price of commodities initially 
soared as all currencies in turn failed, but since most commodities have no intrinsic use, their 
value has also plummeted, and most people now resort to barter and new local currencies as 
their means of exchange. But counterfeiting, usury, crime and the underground economy have 
taxed and stymied authorities and citizens everywhere. And there is no viable system of credit, 
even where there is local currency, so with no ability to borrow even briefly at reasonable rates, 
economic activity is grounded. 
 
J: TRADE Crises 
• Affect these 5 community Aspects: 5 (Learning), 6 (Transportation), 7 (Communication), 10 

(Livelihoods), 11 (Art/Craft/Science) 
• Aggravate these other Crises: A (Governance), I (Debt) 
 
J1. Trade Collapse 
A combination of political, ecological and supply problems in low-wage countries, along with 
rising energy costs, has seized up supply of goods from Asia. At the same time, OPEC has 
abandoned the $US for oil trade, leading to political instability, embargoes and a sharp drop in 
trade of petrochemicals. Retailers dependent on imported goods arae quickly failing. Imported 
foods are becoming luxuries. 
 
J2. End of Cheap Imports 
The continuing collapse of trade, and the impact of the end of cheap oil and climate change, 
have meant the end of almost all international and even regional trade. Clothing, non-local 
foods, and raw materials of all kinds have become absurdly expensive when they're available at 
all. All businesses that depend significantly on imported materials, parts or resources have 
closed. 
 
K: MARKET Crises 
• Affect these 4 community Aspects: 1 (Self-Governance), 3 (Energy), 4 (Well-Being), 8 (Building) 
• Aggravate these other Crises: A (Governance) 
  
K1. Market/Housing Slump  
A fall in purchasing power and a crisis of confidence have combined to cause a 30% drop in 
both the housing and stock markets, putting many homeowners under water and wiping out 
savings for millions. Many large corporations are simply laying off everyone and ceasing 
operations. 
 
K2. Market/Housing Collapse 
After three short-lived recoveries, both the housing and stock markets have seemingly tanked 
permanently - both are down 90% from peak levels. Both markets are built on the assumption 
and expectation of endless growth, so only companies that have adapted to steady-state 
economics remain healthy. The housing market is now almost entirely a rental market, since 
there is no incentive to buy. Most people's life savings and pensions are gone, as is the collateral 
for their debts. Because there is no market for selling houses, banks have ceased foreclosures 
and renegotiated with homeowners for market-rate leases of their homes, or simply allowed 
them to stay as long as they maintain the property. 
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  1. SELF-GOVERNANCE 
 

   
    Community public forum 

  
  1. SELF-GOVERNANCE 
 

 
Self-management practice and learning 
centre 

  
1. SELF-GOVERNANCE 
 

 
     Community activity coordination centre 

  
2. FOOD / WATER 
 

     
 Local well and reservoir 

  
2. FOOD / WATER 
 

      
Co-op greenhouse and hydroponics facility 

  
2. FOOD / WATER 
 

    
  Food processing co-op 

  
3. ENERGY 
 

      
Co-op rooftop solar & solar array 

  
3. ENERGY 
 

      
Co-op wind farm 

  
3. ENERGY 
 

      
Community power & light utility 

  
4. WELL-BEING 
 

    
Illness / accident prevention self-diagnosis 
and self-treatment facility 



  
  4. WELL-BEING 

 
 
  Co-op caregiving facility 

  
  4. WELL-BEING 

 
 

 Co-op wellness product manufacturing 
facility 

  
5. KNOWLEDGE / LEARNING 
 

 
Community multimedia library 

  
5. KNOWLEDGE / LEARNING 
 

      
Community learning centre 

  
5. KNOWLEDGE / LEARNING 
 

      
Node in Global Virtual University 

  
6. TRANSPORTATION 
 

      
Co-op road/path/rail maintenance system 
and yard 

  
6. TRANSPORTATION 
 

 
   Co-op bike and auto repair centre 

  
6. TRANSPORTATION 
 

 
Node in co-op regional transport system 

  
7. COMMUNICATION 
 

      
Community wi-fi and cell phone system 

  
7. COMMUNICATION 
 

 
Computer and cell phone manufacturing and 
repair facility 



  
7. COMMUNICATION 
  

 
 Community data/server farm 

  
  8. BUILDING 
 

 
Building materials production and 
warehousing facility 

  
8. BUILDING 
 

 
Community tool shed 

  
8. BUILDING 
 

 
Community commons 

  
9. SAFETY 
 

      
Rehabilitiation facility 

  
9. SAFETY 
 

 
Disaster response centre 

  
9. SAFETY 
 

 
Centre for peace, consensus and 
reconciliation 

  
10. LIVELIHOODS / 
RECREATION 

 
Enterprise incubator and co-op financing 
centre 

  
10. LIVELIHOODS / 
RECREATION 

 
Community entertainment and recreation 
facility 

  
10. LIVELIHOODS / 
RECREATION 

 
Community distribution centre 



  
  11. ART / CRAFT / SCIENCE 
 

   
   Clothing production facility 

  
  11. ART / CRAFT / SCIENCE 
 

 
Research laboratory and innovation centre 

  
11. ART / CRAFT / SCIENCE 
 

 
Craft studio and design centre 

  
12. ECOLOGY 
 

 
Wild spaces, and ecological learning centre 

  
12. ECOLOGY 
 

 
Ecological remediation centre 

  
12. ECOLOGY 
 

 
Essential mineral extraction and refining 
facility 

  
 

  
 

  
. 

  
 



  
  1. SELF-GOVERNANCE 
 
   

 
  Community council of elders, managers,     
   and/or advisors 

  
  1. SELF-GOVERNANCE 
 
 

      
Facilitator 'pool' 

  
1. SELF-GOVERNANCE 
 
 

      
Node in regional self-governance and 
coordination system 

  
2. FOOD / WATER 
 
      

 
Permaculture gardens. 

  
2. FOOD / WATER 
 
 

Waste/water reuse & recycling centre 

  
2. FOOD / WATER 
 
 

Organic food storage facility 

  
3. ENERGY 
 
      

Solar panel construction and repair facility 

  
3. ENERGY 
 
      

Battery and backup generator supply 

  
3. ENERGY 
 
    

Energy transmission supplies 

  
4. WELL-BEING 
 
      

Wellness library and networks 



  
  4. WELL-BEING 

 
 

   
   Caregiving volunteer coordination and  
   wellness expertise locator system 

  
  4. WELL-BEING 

 
 

 
     Collective fitness and mindfulness 
programs and practices 

  
5. KNOWLEDGE / LEARNING 
 
 

      
Unschooling program and learning 
resources 

  
5. KNOWLEDGE / LEARNING 
 
      

 
Mentoring network 

  
5. KNOWLEDGE / LEARNING 
 
      

 
Core capacities reskilling program 

  
6. TRANSPORTATION 
 
      

 
Roadway/pathway/railway maintenance 
program 

  
6. TRANSPORTATION 
 
      

 
Bike/solar car sharing and maintenance 
program 

  
6. TRANSPORTATION 
 
      

 
Regional courier system 

  
7. COMMUNICATION 
 
 

 
Communications technology maintenance 
program 

  
7. COMMUNICATION 
 
      

 
Community IT systems, services and 
software experts network 



  
7. COMMUNICATION 
   
 

 
   Community information centre    

  
  8. BUILDING 
 
 

      
Community building planning, coordination, 
inspection and safety group 

  
8. BUILDING 
 
 

      
Co-op building/work bee coordination and 
training centre 

  
8. BUILDING 
 
      

 
Co-op building maintenance network 

  
9. SAFETY 
 
      

 
Community rehabilitation program and 
services 

  
9. SAFETY 
 
      

 
Emergency, fire, epidemic and disaster 
preparation and response centre 

  
9. SAFETY 
 
 

 
Conflict resolution and reconciliation 
program and services 

  
10. LIVELIHOODS / 
RECREATION 
 

 
New enterprise training, mentoring and 
research centre 

  
10. LIVELIHOODS / 
RECREATION 
 

 
Community needs assessment centre 

  
10. LIVELIHOODS / 
RECREATION 
 

 
Community theatre 



  
  11. ART / CRAFT / SCIENCE 
 
   

 
  Fabric and craft materials production centre 

  
  11. ART / CRAFT / SCIENCE 
 
 

      
New technology design and co-development 
centre 

  
11. ART / CRAFT / SCIENCE 
 
 

 
Craft and creative arts demonstration centre 
and apprenticeship program 

  
12. ECOLOGY 
 
      

 
Local ecosystem and biomimicry learning 
system and program 

  
12. ECOLOGY 
 
      

 
Sustainable natural resources: herbs, wild 
foods, clean water, trees etc. 

  
12. ECOLOGY 
 
      

 
Essential mineral resources 

  
 

  
 

  
. 

  
 



  
  1. SELF-GOVERNANCE 
 
   

   Knowledge of political & economic systems 

  
  1. SELF-GOVERNANCE 
 
 

 
Self-management, self-acceptance, self-
compassion, and self-caring capacity 

  
1. SELF-GOVERNANCE 
 
 

 
Facilitation: ability to invite, hold space, 
model, elicit and let emerge 

  
2. FOOD / WATER 
 
      

Knowledge of permaculture: how to 
grow/distribute your community’s food 

  
2. FOOD / WATER 
 
 

Knowledge of how to obtain, provide and 
manage your community’s water and waste 
disposal 

  
2. FOOD / WATER 
 
 

Ability to connect with place 

  
3. ENERGY 
 
      

Knowledge of innovation and of sustainable 
energy technologies: solar, wind, geothermal 

  
3. ENERGY 
 
      

Knowledge of engineering, electricity and 
electronics 

  
3. ENERGY 
 
      

Knowledge of how to create/manage your 
community’s energy for light, heat and 
power 

  
4. WELL-BEING 
 
 

Knowledge of health care processes & 
systems 



  
  4. WELL-BEING 

 
 

  Knowledge of how to manage your own  
  health and the collective well-being of your  
  community 

  
  4. WELL-BEING 

 
 

 
Caring/compassion, empathy, tension 
releasing, befriending and nurturing skill 

  
5. KNOWLEDGE / LEARNING 
 
 

      
Knowledge of education systems 

  
5. KNOWLEDGE / LEARNING 
 
      

 
Research, analysis and critical thinking skills 

  
5. KNOWLEDGE / LEARNING 
 
 

 
Teaching and curriculum design skills 

  
6. TRANSPORTATION 
 
      

 
Knowledge of transportation systems and 
economics 

  
6. TRANSPORTATION 
 
 

 
Knowledge of auto/bike/rail mechanics 

  
6. TRANSPORTATION 
 
      

 
Knowledge of logistics 

  
7. COMMUNICATION 
 
      

Knowledge of community-based 
information/communication systems 

  
7. COMMUNICATION 
 
      

 
Knowledge of communication electronics 



  
7. COMMUNICATION 
   
 

   Computer and cell phone repair skills 

  
  8. BUILDING 
 
 

      
Knowledge of how to make/manage 
community buildings and structures 

  
8. BUILDING 
 
 

      
Household goods production skills: pottery, 
glass, metalwork, weaving 

  
8. BUILDING 
 
      

 
Sustainable materials skills: straw bale, cob, 
rammed earth, yurts etc. 

  
9. SAFETY 
 
 

 
Knowledge of how to visualize the future 
and possibilities to cope with i 

  
9. SAFETY 
 
      

Knowledge of emergency management, 
scenario planning, simulations and disaster 
preparation 

  
9. SAFETY 
 
      

 
Conflict avoidance and resolution, and fire 
prevention and management skills 

  
10. LIVELIHOODS / 
RECREATION 
 

      
Self-knowledge: Knowing your motivations, 
beliefs, principles, gifts, passions, purpose 
and needs 

  
10. LIVELIHOODS / 
RECREATION 
 

 
Knowledge of how to create and run a 
cooperative enterprise 

  
10. LIVELIHOODS / 
RECREATION 
 

 
Knowledge of how to make/manage your 
own recreation and entertainment 



  
  11. ART / CRAFT / SCIENCE 
 
   

 
   Clothing-making skills 

  
  11. ART / CRAFT / SCIENCE 
 
 

      
Knowledge of the sciences and the process 
of discovery, invention and innovation 

  
11. ART / CRAFT / SCIENCE 
 
 

 
Design and creativity skills 

  
12. ECOLOGY 
 
 

 
Knowledge of the local ecosystem 

  
12. ECOLOGY 
 
 

 
Understanding of how nature and 
natural/complex systems work  

  
12. ECOLOGY 
 
  

 
Knowledge of biomimicry and systems 
thinking 

  
 

  
 

  
. 

  
 



  
   
 
 

   
   Articulation: ability to translate, and in the  
   process make things more understandable 

  
   
 
 

 
Collaboration skills 

  
 
 
 

      
Complexity, diversity, ambiguity and 
dissonance management skills  

  
 
 
 

 
Connection: Skill at threading and 
connecting people to people and to ideas 

  
 
 
      

Consensus: Ability to reconcile, 
depersonalize, synergize, mediate, resolve 
conflict and hence achieve convergence 

  
 
 
 

 
Conversational skills 

  
 
 
 

 
Curiosity and ability to learn quickly 

  
 
 
  

 
Demonstration skills 

  
 
 
 

 
Generosity and sharing capacity 

  
 
 
 

 
Humility, vulnerability, gracefulness 



  
   
 

 
   
   Humour and ability to enable play 

  
   
 
 

 
Imagination: Ability to conceive new ideas & 
perspectives, provoke and challenge 
“accepted wisdom” 

  
 
 
 

 
Improvisation and in-the-moment 
adaptability 

  
 
 
      

 
Partnering: Skill at finding & building 
partnerships 

  
 
 
 

 
Perceptiveness: Ability to name what others 
cannot articulate, don’t realize or will not say 

  
 
 
      

Presence and attention: ability to accept 
and appreciate, to see value and beauty in 
everything 

  
 
 
      

 
Psychology: Understanding human nature 

  
 
 
      

 
Sensemaking, reflection and pattern 
recognition skills 

  
 
 
     

 
Story crafting and telling skills 

  
 
 
 

 
Writing skills 


