
Post­AI Society Framework
A framework for understanding the socioeconomic and psychological dynamics of a post­labor AI economy.

Core Question
How do humans find meaning, identity, and psychological peace in a world where: ­ AI automates most cognitive labor
­ Material needs are solved via sovereign wealth distribution ­ Upward mobility exists but is power­law distributed ­
Most people will try to ascend and fail ­ Competitive drives and status needs persist
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The Three­Layer Economy
Layer 1: Sovereign Wealth Fund (Floor)

• Equal distribution to all citizens
• Funded by tiered corporate and wealth taxes
• Replaces wages as the primary mechanism of capitalism
• Covers more than basic needs as non­discriminate goods converge to zero cost
• Provides disposable capital for a good life, not just survival

Why equal? Differentiation happens through P2P and wages. The floor is the floor—everyone gets the same base.
This prevents gaming the distribution system and keeps incentives clean.

Layer 2: P2P Economy (Ascension Mechanism)

• Tips, subscriptions, patronage, creator support
• Power­law distributed—most give, few receive meaningfully
• The primary path for status differentiation
• Includes: content creation, services, craft goods, experiences, mentorship

Key insight: P2P is where the status game plays out. SWF keeps you alive and comfortable; P2P determines your
relative position.

Layer 3: Elite Wages (Traditional Employment)

• NBA players, AI orchestrators, care workers, futurists
• Roles where human judgment/presence is irreplaceable
• Tiny fraction of population
• Highest income tier
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Money Flows
The Full Economic Picture

+-----------------------------------------------------------------+
| INCOME SOURCES |
+-----------------------------------------------------------------+
| |
| +--------------+ +--------------+ +--------------+ |
| | SWF Base | | Wage Income | | P2P Flow | |
| | (everyone) | | (elite jobs) | | (tips/subs) | |
| +--------------+ +--------------+ +--------------+ |
| | | | |
| v v v |
| +-----------------------------------------------------+ |
| | INDIVIDUAL'S TOTAL INCOME | |
| +-----------------------------------------------------+ |
| |
+-----------------------------------------------------------------+

Income Tiers in This Model

Tier Sources Population

SWF­Only Base distribution only Majority
SWF + P2P Base + what others choose to give Creators, service providers
SWF + Wage Base + modest salary Care workers, remaining human jobs
SWF + Elite Wage Base + massive salary NBA players, AI orchestrators, executives

The Taxation Loop

Corporate Profits → Tiered Tax → SWF Pool → Equal Distribution
↓

Citizens (all)
↓

P2P transfers (tips/subs/patronage)
↓

Creators/Service Providers
↓

Spending on scarce goods/experiences
↓

Back to corporations/creators

Tiered Taxation Design
Corporate Tax Tiers (incentivize innovation, discourage monopoly): ­ Startups/small: Low rates to encourage for­
mation ­ Mid­size: Moderate rates ­ Mega­corps: High rates (they benefit most from AI automation)

Wealth Tax Tiers (video game difficulty curve): ­ First $Xmillion: Minimal ­ Next tier: Moderate ­ Ultra­high: Steep
(makes it harder to reach next level)

Design principle: Easy to start, progressively harder to accumulate. Keeps the game interesting without creating
permanent dynasties.
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Why This Replaces Wages
Traditional capitalism: Labor → Wages → Consumption → Corporate Revenue → Labor

Post­AI: AI Labor → Corporate Revenue → Tax → SWF→ Consumption → Corporate Revenue

The loop closes without human labor in the middle. Taxation is the bridge that keeps money flowing to consumers
who no longer earn wages.

Critical Assumption
This only works if elites face existential threat from societal collapse (Elysium threshold). They won’t implement this
out of altruism—only self­preservation when the alternative is worse.

The Greed Constant
Humans are inherently greedy. Even in a post­abundant world, people will want to accumulate scarce goods—whether
durable or ephemeral (experiences). Having an accelerating vault of value enables these competitive pursuits.

The greed doesn’t go away. It’s not a bug, it’s a feature of human psychology — probably evolutionarily hard­
wired. Post­scarcity doesn’t eliminate it; it just redirects it.

The question becomes: who gets to play the greed game? ­ BTC aristocracy: Full access. Unlimited runway. ­
SWF dependents: Spectators. They can watch others compete but can’t meaningfully participate.

This is why the trapped middle is so psychologically brutal. They want to compete. They have the drive. But they
don’t have the accelerating vault. They’re stuck watching from the sidelines with just enough to survive but not enough
to play. # Labor Market Bifurcation

The Hollowed Middle
The “middle class” isn’t a group of people—it’s the absence of stable positions between two peaks.

Pre­AI Distribution (Normal)
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Strivers (small peak)
(large peak)

The Two Peaks
Orchestrators (Small Peak, High Rewards)

• Direct AI systems at scale
• Make high­stakes decisions AI can’t
• Provide irreplaceable human judgment
• Examples: AI architects, strategic advisors, elite creatives, care professionals

Characteristics: ­ High autonomy ­Outcome­based compensation ­ Constant skill evolution required ­ Network effects
compound advantage

Precarious Strivers (Large Peak, Unstable)

• Compete for shrinking pool of human­required tasks
• Gig­style work with AI oversight
• Easily replaceable
• Income volatility

Characteristics: ­ Low autonomy ­ Task­based compensation ­ Skills depreciate faster than they can be acquired ­
Network effects work against them (more competition)

What Happened to the Middle?
Traditional middle­class jobs shared characteristics: ­ Stable employment ­ Predictable income growth ­ Skill accumu­
lation over career ­ Clear advancement paths

AI eliminates these by: 1. Automating routine cognitive work (accounting, analysis, coordination) 2. Compressing
skill premiums (AI levels the playing field) 3. Eliminating advancement ladders (no junior→senior pipeline when
AI does junior work) 4. Creating winner­take­all dynamics (best orchestrator captures disproportionate value)

The Four Population Segments
1. Orchestrators

• Small peak, high rewards
• Direct AI systems, make irreplaceable decisions
• Network effects compound their advantage

2. Precarious Strivers

• Large peak, unstable income
• Competing for shrinking pool of human tasks
• Skills depreciate faster than acquired

3. Opted­Out

• Voluntarily exited competition
• Requires: material floor exists AND low status sensitivity
• Bimodal itself:

– Those who achieved enough to feel “done” (early retirees, successful­then­burned­out)
– Those with genuinely low status sensitivity (rare temperament)
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4. Trapped Middle (Psychological State)

• Want to opt out but can’t psychologically
• Have middle­class expectations and identity
• Lack orchestrator­level capabilities
• Can’t accept precarious striver status
• The most miserable cohort— not competing effectively, but not at peace either

See: trapped_middle.md

Transition Dynamics
Striver → Opted-Out: requires (material_floor=True) AND (status_sensitivity < threshold)
Opted-Out → Striver: triggered by (relative_deprivation > tolerance) OR (material_floor collapses)

The key variable: status_sensitivity distribution in the population. Some people genuinely can opt out (FIRE move­
ment, digital nomads, Portugal expats). But they’re often people who already achieved something first — they have a
story to tell themselves.

For someone who never got their “win”—who was on track for middle­class professional life and got displaced before
arriving — the psychological exit is much harder. They didn’t choose to leave the game; they got ejected.

Implications
1. Education becomes less valuable as a differentiator (AI knows everything)
2. Network and social capital become primary differentiators
3. Timing matters enormously—those with assets before takeoff preserve them
4. Geographic arbitrage diminishes as AI spreads globally # The Trait Shift: Why Most People Can’t Adapt

The Core Problem
The traits that enabled mass success in the industrial/knowledge economy are fundamentally different from — and
often anti­correlated with — the traits required for success in the post­AI attention economy.

This isn’t about intelligence or effort. It’s about trait mismatch.

The old system was designed to absorb large numbers of people with common traits. The new system selects for rare
traits. Most people aren’t equipped — not because they’re deficient, but because they optimized for a game that no
longer exists.

The Old Game: Institutional Fitness (1950­2020)
The prescribed path: School → Degree → Job → Career → Retirement

Core traits that enabled mass success:

Trait Description Why It Worked

Conscientiousness Show up, do the work, meet deadlines Institutions reward reliability
Deferred
gratification

Sacrifice now for future payoff School → degree → job pipeline had
guaranteed returns

Rule­following Understand and comply with systems Bureaucracies reward compliance
Credentialism Accumulate legible signals (degrees,

certifications)
Gatekeepers use credentials to filter

Risk aversion Choose safe paths over uncertain ones Prescribed paths had guaranteed outcomes
Social conformity Fit in, don’t stand out too much Corporate cultures reward “culture fit”
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Trait Description Why It Worked

Verbal/analytical
ability

Perform well on tests, articulate in
meetings

Selection mechanisms (SAT, interviews) test
this

Patience Wait your turn, climb the ladder Seniority­based advancement

The key insight: These traits are common.

• Conscientiousness is normally distributed — most people have enough
• Deferred gratification can be taught and culturally enforced
• Rule­following is the default for most people
• Risk aversion is the human baseline

Success rate: ~60­70% of the population could achieve a “good life” by following the script. The systemwas designed
to absorb masses.

The New Game: Sovereign Fitness (Post­AI)
The non­path: ??? → Attention → Monetization → ???

Core traits required for success:

Trait Description Why It Matters

Agency Self­direct without external structure No boss, no curriculum, no prescribed path
Taste Know what’s good before others

validate it
Attention economy rewards novelty and curation

Conviction Act on beliefs despite uncertainty No guaranteed outcomes — must bet on yourself
Resilience Recover from public failure and

rejection
Attention economy has brutal, visible feedback

Authenticity Express genuine self, not performed self Audiences detect and reject fakeness
Pattern recognition See emerging trends before they’re

obvious
First­mover advantage in attention capture

Narrative ability Tell compelling stories about self/ideas Attention is captured by stories, not credentials
Risk tolerance Comfortable with variance, not just

expected value
Power­law outcomes require embracing risk

Temporal arbitrage Act on long timelines when others are
short­term

BTC in 2013, AI skills in 2020, etc.

The key insight: These traits are rare.

• Agency is uncommon — most people need external structure to function
• Taste is rare — most people follow trends, don’t set them
• Risk tolerance is rare — loss aversion is the human default
• Authenticity is hard — most people perform rather than express

Success rate: ~10­20% of the population has enough of this ensemble to succeed in the attention economy. The system
doesn’t absorb masses — it selects for outliers.

The IQ vs Clairvoyance Framing
A simpler (if imprecise) way to think about this:
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High IQ → Can solve problems given to you, optimize within systems, pass tests High Clairvoyance → Can see
which problems matter, which systems will exist, what to build before others see it

These are different traits. Partially correlated, but not the same.

Illustrative examples:

Profile Description Outcome

High IQ, Low Clairvoyance Excellent lawyer who didn’t see AI coming Now redundant
Low IQ, High Clairvoyance Dropped out, bought BTC in 2013 Now aristocracy
High both Rare These are the orchestrators
Low both Trapped regardless of era Underclass in any system

The cruelty: The first profile — high IQ, low clairvoyance — describes many of the most “successful” people in the
old system. They optimized perfectly for a game that no longer exists.

The Trait Mismatch
Many old­game traits are anti­correlated with new­game traits:

Old Trait New Equivalent The Mismatch

Conscientiousness Agency Following rules ≠ self­directing
Deferred gratification Conviction Waiting for guaranteed payoff ≠

betting on uncertain outcome
Rule­following Taste Compliance ≠ independent judgment
Credentialism Authenticity Legible signals ≠ genuine expression
Risk aversion Risk tolerance Direct opposition
Social conformity Authenticity Fitting in ≠ standing out
Verbal/analytical Narrative ability Articulating clearly ≠ captivating

audiences
Patience Temporal arbitrage Waiting your turn ≠ acting before

others see

The cruelty: The person who optimized perfectly for the old game may be actively disadvantaged in the new one.
Their strengths become weaknesses.

The Population Math
Old game: ­ ~60­70% could succeed by following the script ­ System designed to absorb large numbers ­ Traits
required were common and teachable

New game: ­ ~10­20% have the traits for attention economy success ­ System selects for outliers, not masses ­ Traits
required are rare and possibly innate

The gap: 40­60% of the population who could succeed in the old game cannot succeed in the new game.

This is another mechanism — beyond asset accumulation — that creates the permanent underclass. It’s not just “did
you accumulate before the door closed?” It’s also “do you have the traits to compete in the new game at all?”
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Why This Matters for the Framework
Three Paths to the Underclass

1. Asset failure: Didn’t accumulate BTC/assets before takeoff
2. Trait mismatch: Don’t have sovereign fitness traits for attention economy
3. Both: Most people

The Trapped Middle Revisited

The trapped middle isn’t just people who want to compete but can’t afford to. It’s also people who: ­ Have the old­
game traits that used to guarantee success ­ Spent decades optimizing for the prescribed path ­ Now discover the game
changed ­ And may not have the new­game traits to adapt

This is psychologically devastating. You did everything right. You followed the rules. You earned the credentials.
And it doesn’t matter anymore.

Is This Better or Worse?
Argument it’s better: ­ Old system selected for compliance, not creativity ­ New system rewards genuine talent,
not credential­gaming ­ More authentic expression, less corporate conformity ­ Sovereign fitness is more “real” than
test­taking ability

Argument it’s worse: ­ Far fewer people can succeed ­ No safety net of “just follow the path” ­ Massive psychological
toll on those who can’t adapt ­ Selection criteria is less legible (harder to know if you have it)

The honest answer: It’s different. Better for some, catastrophic for others. And the transition will be brutal for those
caught in between.

The Opted­Out Advantage
Ironically, people who never fit the old system may adapt better: ­ Artists who couldn’t hold corporate jobs ­ En­
trepreneurs who dropped out ­ Misfits who never followed the script ­ People who were “failures” by old metrics

They already have sovereign fitness traits. They just weren’t rewarded before. The new system finally values what
they always had.

Alternative Framings
Instead of “IQ” and “clairvoyance,” more precise descriptors:

Old game: ­ “Institutional fitness” — the ability to thrive within structured systems ­ “Legibility” — being read­
able/evaluable by institutions ­ “Compliance + Competence”

New game: ­ “Sovereign fitness” — the ability to thrive without structured systems ­ “Resonance” — creating things
that capture attention and loyalty ­ “Agency + Taste”

The Cruelty of the Transition
The people most screwed are those who optimized for the old game: ­ Spent 20 years building credentials ­ Followed
the prescribed path perfectly ­ Achieved “success” by old metrics ­ Now discover the game changed

They have high institutional fitness (old selection criteria) but potentially low sovereign fitness (new selection criteria).
And they’re too invested in the old game to pivot.
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This is the trapped middle in a new light: ­ Not just people who can’t compete ­ People who could compete in the
old game ­ But the old game no longer exists ­ And their old­game optimization actively disadvantages them

The Agency Problem
The attention economy requires traits that most people simply don’t have: ­ Self­direction (no boss telling you what
to do) ­ Risk tolerance (no guaranteed paycheck) ­ Creative output (making things people want to see) ­ Emotional
resilience (public failure, rejection, criticism) ­Marketing instinct (knowing what will resonate)

Most people thrived because the old system provided structure. Remove the structure, and they’re lost.

Can Traits Be Developed?
Optimistic view: ­ Agency can be learned through practice ­ Risk tolerance can be built through exposure ­ Narrative
ability can be trained ­ Some people will successfully adapt

Pessimistic view: ­ Core traits may be largely innate (genetics, early childhood) ­ Adults have limited plasticity ­ The
transition is too fast for mass adaptation ­ Most people will not successfully develop new traits

Realistic view: ­ Some traits are more malleable than others ­ Younger generations may adapt better (less invested
in old game) ­ But the transition will be brutal for those caught in between ­ Mass adaptation is unlikely within the
transition window

Implications
For Individuals

If you have old­game traits: ­ Recognize the mismatch honestly ­ Focus on asset accumulation (BTC) as insurance ­
Consider whether you can develop new traits ­ Don’t assume past success predicts future success

If you have new­game traits: ­ You may be better positioned than you realize ­ The attention economy rewards your
natural tendencies ­ But still accumulate assets — traits alone aren’t enough

If you’re young: ­ Don’t over­invest in credentials ­ Develop agency, taste, and risk tolerance early ­ Build audience
before you need it ­ The old path is closing

For Society

• Mass unemployment isn’t just about jobs disappearing
• It’s about trait mismatch at population scale
• Most people literally cannot compete in the new game
• This strengthens the case for distribution mechanisms (SWF)
• Without distribution, trait mismatch creates permanent underclass

For the Framework

This adds a third dimension to understanding the underclass:

Dimension Question Failure Mode

Assets Did you accumulate before
takeoff?

No vault, no offense

Traits Do you have sovereign fitness? Can’t compete in attention economy
Psychology Can you accept your position? Trapped in status game you can’t win
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Most people will fail on multiple dimensions. The underclass isn’t a choice — it’s a structural outcome of trait distri­
bution meeting economic transformation.

The Uncomfortable Truth
The old system was designed to be inclusive. It absorbed masses of people with common traits into productive roles.
It provided structure for those who needed it. It rewarded compliance and patience.

The new system is inherently exclusive. It selects for rare traits. It provides no structure. It rewards risk­taking and
self­direction.

This isn’t a bug — it’s the nature of attention economies. Power­law distributions mean most people lose. And the
traits required to win are not evenly distributed.

The question isn’t “how do we help everyone develop sovereign fitness?” That’s likely impossible at scale.

The question is “how do we build systems that provide dignity and meaning for the majority who cannot compete in
the new game?”

That’s the real challenge of the post­AI transition. # Biological Stratification: Reproduction, Longevity, and the Con­
vergence

The Core Thesis
Class stratification in the post­AI world doesn’t just become economic or psychological — it becomes biological.
Three mechanisms drive this:

1. Differential reproduction— aristocracy has children, underclass doesn’t
2. Differential longevity— aristocracy becomes immortal, underclass remains mortal
3. Virtual pacification— underclass finds meaning in simulated worlds while dying out

The endpoint: A small immortal aristocracy and a shrinking mortal underclass that eventually disappears entirely.

Reproduction Calculus by Class
Aristocracy: Dynasty Motive

Why aristocrats have children:

Motive Description

Dynasty Heirs to inherit the vault, continue the line
Meaning Children provide purpose even when material needs are solved
Status Large families signal abundance, success
Legacy Biological immortality through descendants
Companionship Relationships that aren’t transactional

Key insight: Aristocrats have positive incentives to reproduce. Children are heirs to something valuable. The dynasty
motive is strong when there’s something to pass down.

Constraints: ­ Time (if immortal, less urgency) ­ Attention (children require investment) ­ Inheritance dilution (more
heirs = smaller shares)

Net effect: Aristocrats reproduce at replacement or above. Population stable or growing.
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Underclass: Bifurcated Response

The underclass splits on reproduction:

Group A: Children for Meaning (~30­40% of underclass) ­ Children provide purpose when nothing else does ­
Traditional/religious values persist ­ Community and family as coping mechanism ­ “At least I have my kids”

Group B: No Children (~60­70% of underclass) ­ No economic incentive (children aren’t labor, aren’t heirs) ­ No
resources to raise children well ­ Nihilism, depression, lack of hope ­ “Why bring children into this world?” ­ Contra­
ception and abortion widely available

Historical parallel: Fertility collapse in developed nations already happening. Post­AI accelerates this dramatically
for the underclass.

Net effect: Underclass population declines. Each generation smaller than the last.

The Population Trajectory

Generation 0 (Takeoff):
Aristocracy: 10%
Underclass: 90%

Generation 1 (30 years):
Aristocracy: 12% (stable reproduction)
Underclass: 75% (declining reproduction)
[Underclass shrinks 15%]

Generation 2 (60 years):
Aristocracy: 15%
Underclass: 55%
[Underclass shrinks 20%]

Generation 3 (90 years):
Aristocracy: 20%
Underclass: 35%
[Underclass shrinks 20%]

Generation 4+ (120+ years):
Aristocracy: 30%+
Underclass: <20%
[Convergence toward aristocracy-only]

The dark implication: The underclass doesn’t need to be eliminated. It eliminates itself through reproductive collapse.

Virtual Worlds as Meaning and Pacification
The Function of Virtual Worlds

Virtual worlds serve multiple functions in the post­AI economy:

Function Description

Status games Provide hierarchies the underclass can climb
Meaning Quests, achievements, social roles
Pacification Occupied people don’t revolt
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Function Description

Escape Preferable to material reality
Community Social connection without physical proximity

Why Virtual Worlds Stabilize Technofeudalism

The problem with underclass: 80% of population with nothing to lose is dangerous. Violence, unrest, revolution.

The solution: Give them something to lose. Virtual status, virtual achievements, virtual relationships.

The calculus: ­ Real­world status: Impossible to achieve (no mobility) ­ Virtual status: Achievable through time
investment ­ If virtual status feels real, people protect it ­ People with something to lose don’t revolt

The Pacification Mechanism

Underclass person wakes up
↓

Real world: No job, no status, no hope
↓

Virtual world: Guild leader, respected, meaningful
↓

Spends 16 hours in virtual world
↓

Too invested to risk it through real-world action
↓

Repeat

Historical parallel: Bread and circuses. But the circuses are now infinite and personalized.

Is This Dystopian?

Argument it’s humane: ­ People have meaning, even if simulated ­ Better than despair and violence ­ Subjective
experience of fulfillment ­ “If it feels real, is it not real?”

Argument it’s dystopian: ­ Manufactured consent through distraction ­ Prevents collective action for change ­ Aris­
tocracy benefits from pacified underclass ­ People are managed, not liberated

The honest answer: It’s both. Virtual worlds provide genuine meaning AND serve as control mechanism. These
aren’t mutually exclusive.

Longevity and the Immortal Aristocracy
The Longevity Landscape

AI­enabled medicine will extend lifespans dramatically. But access will be stratified.

Three scenarios:

Scenario Access Implication

Expensive Only aristocracy can afford Biological class divide
Cheap Everyone gets it Population explosion, resource strain
Rationed State controls access New form of control/reward

Most likely: Expensive initially, possibly cheaper over time. But the transition period creates permanent biological
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stratification.

The Immortal Aristocracy

If longevity tech is expensive (even temporarily), aristocrats become immortal while underclass remains mortal.

Implications:

Dynamic Description

Wealth compounds forever No generational reset through death
Power concentration Same individuals rule indefinitely
No succession Heirs wait forever (or never inherit)
Experience accumulation 500­year­old aristocrats vs 80­year­old underclass
Risk aversion Immortals have infinite downside from death

The Biological Class Divide

Aristocracy:
- Lifespan: Indefinite (centuries+)
- Health: Perfect (AI-optimized medicine)
- Appearance: Youthful (regenerative tech)
- Cognition: Enhanced (neural interfaces)

Underclass:
- Lifespan: 70-80 years (current baseline)
- Health: Adequate (basic care)
- Appearance: Normal aging
- Cognition: Baseline human

The divide isn’t just economic — it’s biological. Aristocrats become a different kind of human.

The Darkest Scenario

Combine all three mechanisms:

1. Aristocracy reproduces→ Population stable/growing
2. Underclass doesn’t reproduce→ Population declining
3. Aristocracy becomes immortal→No generational turnover
4. Underclass remains mortal→Dies out within 2­3 generations

Endpoint: Within 100­150 years, only aristocracy remains. The underclass literally dies out — not through violence,
but through reproductive collapse and mortality.

The Convergence
Timeline

Year 0 (Takeoff):
Population: 8 billion
Aristocracy: 800 million (10%)
Underclass: 7.2 billion (90%)

Year 50:
Aristocracy: 900 million (immortal, reproducing)
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Underclass: 4 billion (mortal, declining reproduction)

Year 100:
Aristocracy: 1 billion (still immortal)
Underclass: 1.5 billion (still dying)

Year 150:
Aristocracy: 1.2 billion
Underclass: 300 million (elderly, no children)

Year 200:
Aristocracy: 1.5 billion
Underclass: ~0 (died out)

What Remains

A world of immortal aristocrats: ­ Population: 1­2 billion ­ All wealthy (inherited or accumulated) ­ All enhanced
(longevity, cognition, health) ­ All with AI servants ­ No underclass (died out) ­ No labor (AI does everything)

Is this utopia or dystopia? Depends on your perspective. For those who made it, perhaps utopia. For the billions
who didn’t exist to see it, the question is moot.

Stability Analysis
Why This Equilibrium is Stable

Factor Stabilizing Effect

Virtual pacification Underclass doesn’t revolt
Reproductive collapse Underclass shrinks naturally
Longevity divide Aristocracy outlives underclass
AI security Any unrest is suppressed
Geographic separation Classes don’t interact

Potential Disruptions

Disruption Likelihood Effect

Cheap longevity Medium Delays convergence,
creates resource strain

Underclass uprising Low Suppressed by AI security
Aristocrat conflict Medium Internal wars, but doesn’t

help underclass
External shock Low Climate, asteroid,

pandemic
Moral awakening Very Low Aristocrats choose to share

Assessment: The convergence is likely unless disrupted by cheap longevity tech or external shock. Internal dynamics
favor aristocracy­only endpoint.

14



The Elysium Threshold Revisited
Does Elite Self­Interest Prevent This?

The original argument: Elites act when their position is threatened. Consumer base collapse threatens revenue.

The counter­argument: ­ Virtual worlds don’t require physical consumers ­ AI can serve aristocrats without under­
class ­ Underclass dying out is convenient, not threatening ­ No forcing function for intervention

The uncomfortable conclusion: The Elysium threshold may never be reached. Aristocrats may simply wait for the
underclass to die out.

Implications for the Framework
Updated Scenario Probabilities

The biological stratification analysis strengthens the case for technofeudalism:

Scenario Original Revised Reasoning

Technofeudalism 35% 40% Biological mechanisms make
it self­sustaining

SWF Model 25% 20% Less forcing function for
intervention

Corporate UBI 18% 15% Consumer base matters less
with virtual worlds

Collapse 12% 15% Transition violence possible
Decentralized 10% 10% Unchanged

The Three Timescales

Timescale Dynamic Outcome

Short (0­30 years) Economic stratification Asset­based classes form
Medium (30­100 years) Reproductive divergence Underclass shrinks
Long (100­200 years) Biological convergence Underclass disappears

Personal Strategy Implications

If you’re in the underclass: ­ The window is closing faster than you think ­ Not just economically — biologically ­
Accumulate assets NOW (BTC) ­ Consider reproduction carefully (dynasty vs nihilism)

If you’re in the aristocracy: ­ Your position may be more permanent than you realize ­ Longevity tech is the next
frontier ­ Dynasty planning matters (heirs, succession) ­ Consider moral implications (do you want this world?)

Open Questions
1. Will longevity tech become cheap? If so, when? This is the key variable.

2. Can virtual meaning substitute for real meaning indefinitely? Or does it eventually hollow out?

3. What happens to aristocrat psychology when they’re immortal? Risk aversion? Boredom? Stagnation?

4. Is there a minimum viable underclass? Do aristocrats need some humans for anything?
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5. What about the transition violence? Does the underclass go quietly, or is there a final conflict?

6. Could aristocrats choose differently? Is moral awakening possible at scale?

The Uncomfortable Truth
The post­AI world may not require a permanent underclass. It may simply outlast the underclass.

• Virtual worlds provide meaning while they’re alive
• Reproductive collapse shrinks each generation
• Mortality ensures they eventually disappear
• Longevity ensures aristocracy persists

No genocide required. No active oppression. Just differential reproduction and differential mortality, playing out over
a century or two.

This is perhaps the darkest scenario in the framework — not because of violence, but because of its quiet in­
evitability. The underclass doesn’t fight and lose. It simply fades away, pacified by virtual worlds, while the immortal
aristocracy waits.

The question isn’t “will this happen?” but “is there anything that could prevent it?”

And the honest answer is: maybe not. # Transition Scenarios: How We Get There

The Five Scenarios
1. Sovereign Wealth Fund Model (25%)

Description: States capture AI productivity gains through taxation and distribute equally to citizens. Norway model
scaled globally.

Mechanism: ­ Tiered corporate/wealth taxes fund national SWF ­ Equal per­capita distributions replace wages ­ P2P
economy handles differentiation ­ Elite wages persist for scarce human roles

Prerequisites: ­ Functional democratic institutions ­ Elite buy­in (Elysium threshold reached) ­ Effective tax enforce­
ment ­ International coordination on tax havens

Why only 25%: Requires active coordination and elite cooperation. Not the default.

Timeline: 15­30 years for full implementation

2. Technofeudalism (35%)

Description: The default outcome if nothing is done. No distribution mechanism emerges. Pre­takeoff asset holders
become permanent aristocracy. Everyone else becomes permanent underclass.

This is not platform competition. This is the absence of any mechanism.

Mechanism: ­ AI automates all labor → wages disappear ­ No earning mechanism exists for non­owners ­ Cost of
goods→ 0, but you need something to transact ­ Those who accumulated assets before takeoff = permanent aristocracy
­ Those who didn’t = permanent underclass with zero mobility ­ The underclass isn’t exploited — they’re irrelevant

Why this is the default: ­ Requires no coordination ­ Requires no policy intervention ­ Requires no elite altruism ­
It’s simply what happens if the music stops and you don’t have a chair

The door closes permanently: ­ Pre­AI: You can always earn your way up (labor→wages→ accumulation) ­ Post­AI:
No labor demand → no wages → no accumulation path ­ If you missed the window, you’re locked out forever
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Why 35% (highest probability): ­ Default outcomes are more likely than coordinated ones ­ Elites have no incentive
to share unless threatened ­ AI reduces need for human capital (weakens leverage) ­ Large nations can sustain this
indefinitely

3. Corporate UBI (18%)

Description: Corporations directly fund citizen dividends, bypassing state intermediation.

Mechanism: ­ Major employers provide “citizenship” packages ­ Competition for consumers/workers drives benefits
up ­ Multiple corporate “nations” coexist ­ Portable benefits enable switching

Prerequisites: ­ Corporate self­interest in consumer base ­ Regulatory framework enabling direct distribution ­ Con­
sumer/worker mobility ­ Transparent benefit comparison

Why only 18%: Requires corporations to voluntarily share. Why would they?

Possible trigger: Consumer base collapse threatens revenue. But by then, technofeudalism may already be locked in.

4. Decentralized/Crypto­Native (Downgraded: Not a Distinct Scenario)

Original description: DAOs and crypto protocols replace both states and corporations as distribution mechanisms.

Why this isn’t a real alternative:

The fundamental problem: Distribution requires a source. Value must come from somewhere.

The three possible sources: 1. Taxation— take from productive activity (requires enforcement) 2. Ownership—
own the productive assets (requires control) 3. Token creation—mint new tokens (worthless without backing)

Decentralized networks can easily do #3, but pure token creation is just inflation. If you mint 1000 tokens per person
per month with no underlying productivity, the tokens are worthless.

The only ways decentralized distribution could work: ­ Protocol taxes transactions→ but this is just a decentralized
government (SWF variant) ­ Protocol owns productive AI → but who controls the protocol? (Corporate UBI variant)
­ Protocol creates tokens backed by nothing → inflation, not distribution

The iPhone analogy doesn’t apply:

“There was a time when not everyone had an iPhone” — true, but iPhones are products with intrinsic utility. Money is
a claim on value. You can’t distribute claims on value without having value to claim.

Crypto/blockchain is a ledger — a way to track and transfer value. It doesn’t create the value to distribute. It’s like
saying “we’ll solve poverty with better accounting software.”

Revised assessment:

Decentralized is not a distinct scenario. It’s either: ­ A flavor of SWF (protocol­as­government taxing transactions) ­
A flavor of Corporate UBI (protocol­as­company distributing to users) ­ Nothing (just tracking, no actual distribution)

Probability: Absorbed into other scenarios. Crypto may be the mechanism for SWF or Corporate UBI distribution,
but it’s not an independent path.

What crypto IS good for: ­ Store of value (BTC as vault) ­ Capital mobility (exit without physical movement) ­
Censorship resistance (transactions states can’t block) ­ Transparency (auditable distribution)

These are valuable properties. But they don’t solve the fundamental distribution problem.
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5. Collapse/Fragmentation (12%)

Description: No coherent system emerges. Patchwork of failed states, enclaves, and chaos.

Mechanism: ­ Transition happens too fast for adaptation ­ Elite extraction continues until system breaks ­ Regional
variation in outcomes ­ Some areas stabilize, others don’t

Prerequisites: ­ Rapid AI takeoff ­ Elite short­termism ­ Institutional failure ­ Climate/resource shocks compound
transition

Why 12%: More likely than I initially thought. Technofeudalism is stable for elites; collapse happens when even that
fails.

Scenario Summary

Scenario Probability Distribution Mechanism Mobility

Technofeudalism 40% None Zero —
permanent classes

SWF Model 25% State taxes → equal distribution Some (P2P,
reinvestment)

Corporate UBI 20% Corps distribute to consumers Some
(competition)

Collapse 15% None (chaos) Negative
(downward only)

Note: “Decentralized” removed as distinct scenario — absorbed as implementation mechanism for SWF or Corporate
UBI.

Key insight: Technofeudalism is the default. Everything else requires coordination.

Exit Pressure Analysis
The Initial Assumption

“Bad systems lose population → lose tax base → weaken → must improve or die.”

The Reality Check

Exit pressureworks for: ­ Small nations (Singapore, Estonia, UAE) ­ Nations dependent on human capital (knowledge
economies) ­ Nations competing for specific talent pools ­ Early­stage transitions when alternatives exist

Exit pressure fails for: ­ Large nations (US, China, India, Russia) ­ Resource­rich states (Saudi Arabia, Norway) ­
Authoritarian regimes with exit controls ­ States where AI reduces human capital dependence

Counter­Examples That Broke the Model

Country Exit Pressure Why It Fails

North Korea Minimal Exit physically blocked, information
controlled

Russia Moderate Resource wealth, nationalism, exit costs
China Low Scale, capital controls, social credit
Saudi Arabia Low Oil wealth, doesn’t need human capital
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Country Exit Pressure Why It Fails

Cuba Low Ideology, US embargo creates external
enemy

The AI Complication

Pre­AI: Human capital = economic power. Losing skilled workers = losing productivity.

Post­AI: Human capital matters less. A nation with AI + resources doesn’t need a large skilled population. Exit
pressure weakens.

Implication: The window for exit pressure to drive convergence may be closing. Once AI is mature, authoritarian
states can sustain themselves without human capital.

The Real Mechanisms for Good Outcomes
If exit pressure is only moderate, what actually drives convergence toward better systems?

1. Demonstration Effect (High Confidence)

Small countries experiment first. Winners become visible. Larger countries copy.

Historical precedent: ­ Nordic welfare states → copied globally ­ Singapore’s development model → studied every­
where ­ Estonia’s digital governance → EU adoption

How it works: ­ Low­risk experimentation in small states ­ Success metrics become clear ­ Political cover for adoption
(“it worked in X”) ­ Gradual diffusion through policy networks

2. Elite Self­Interest at Elysium Threshold (Medium­High Confidence)

Elites act when their own position is threatened.

The calculation: ­ Cost of intervention < Cost of collapse ­ Personal security requires functioning society ­ Supply
chains need consumers ­ Legacy/reputation concerns

Trigger points: ­ Visible unrest in elite­adjacent areas ­ Supply chain disruptions affecting elite consumption ­ Security
costs exceeding intervention costs ­ Peer pressure from other elites who’ve acted

3. Capital Mobility via Crypto (Medium Confidence)

Crypto enables exit without physical movement.

Mechanism: ­ Wealth can flee bad jurisdictions instantly ­ States compete for capital, not just people ­ Tax base
becomes more mobile ­ Regulatory arbitrage accelerates

Limitations: ­ Requires crypto adoption ­ Regulatory crackdowns possible ­ Not everyone has capital to move

4. Information Flow (Medium Confidence)

People know what’s possible elsewhere.

Mechanism: ­ Social media shows alternative lifestyles ­ Comparison creates political pressure ­ “Why can’t we have
what they have?” ­ Harder to maintain information asymmetry

Limitations: ­ Information can be controlled (China) ­ Doesn’t translate to action automatically ­ Nationalism can
override comparison
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Timeline Implications
Fast Transition (5­15 years)

• AI capability accelerates rapidly
• Economic disruption forces quick response
• Likely outcome: Corporate UBI or Technofeudalism
• Less time for SWF model to develop

Slow Transition (20­40 years)

• Gradual automation allows adaptation
• Policy experimentation has time to work
• Likely outcome: SWF model or Decentralized
• More time for demonstration effect

Current Assessment

• AI capability: Accelerating faster than expected
• Policy response: Slower than needed
• Gap creates risk of suboptimal equilibrium

Personal Strategy Implications
Given uncertainty, what’s the robust strategy?

Accumulate Bitcoin

• Works in SWF model (accelerating vault)
• Works in Technofeudalism (exit option)
• Works in Corporate UBI (portable wealth)
• Works in Decentralized (native asset)
• Only fails in Collapse (but everything fails there)

Build Portable Skills

• Orchestration, judgment, creativity
• Work across jurisdictions
• Valuable in any scenario except Collapse

Maintain Optionality

• Don’t over­commit to single jurisdiction
• Keep exit options open
• Diversify relationships globally

Invest in Relationships

• Social capital is portable
• Networks provide information and opportunities
• Relationships are valuable in all scenarios
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The Convergence Question
Will systems converge toward citizen­friendly outcomes?

Optimistic View

• Demonstration effect works over time
• Elite self­interest eventually kicks in
• Information flow creates pressure
• Crypto enables capital mobility

Pessimistic View

• AI reduces exit pressure
• Large nations can sustain extraction
• Authoritarian models prove stable
• Convergence happens at low equilibrium

Realistic View

• Bimodal outcome likely
• Some jurisdictions converge on good systems
• Others stabilize at extractive equilibrium
• Geographic arbitrage remains valuable
• Personal positioning matters more than ever

Mixed Altruism: The Patchwork Equilibrium
The Setup

Not all elites are the same. Some will share (Gates, Buffett model). Others won’t (pure extraction). What happens
when altruism is unevenly distributed?

The Three Elite Types

Type Motivation Behavior

Altruists (~10­20%) Legacy, morality, genuine concern Donate, fund distribution, advocate for
policy

Self­Interested
Rationalists
(~40­50%)

Long­term stability, consumer base Support distribution when threatened,
otherwise extract

Pure Extractors
(~30­40%)

Short­term maximization Extract until collapse, then exit

The Game Theory

If altruists act alone: ­ Their donations are a drop in the bucket ­ They subsidize the extractors (who free­ride on
stability) ­ Altruism becomes a competitive disadvantage ­ Pressure to stop giving or lose relative position

If rationalists coordinate: ­ Collective action could establish distribution ­ But coordination is hard ­ Each rationalist
prefers others to act first ­ Classic prisoner’s dilemma

If extractors dominate: ­ Race to the bottom ­ Altruists and rationalists exit or convert ­ System collapses or stabilizes
at technofeudalism
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The Equilibrium Outcomes

Scenario A: Altruist Islands

Altruists cluster geographically or institutionally: ­ Gates Foundation funds distribution in specific regions ­ “Enlight­
ened” tech founders create company townswith UBI ­ Patchwork of well­funded enclaves amid technofeudal wasteland

Result: Geographic lottery. Born in the right place = good life. Born elsewhere = underclass.

Scenario B: Altruism as Status Signal

Giving becomes high­status among elites: ­ Competitive philanthropy (who can give more?) ­ Social pressure within
elite circles ­ “Giving Pledge” becomes mandatory for elite acceptance

Result: Distribution happens, but driven by status games, not policy. Unstable— depends on cultural norms persisting.

Scenario C: Rationalist Coordination via Crisis

A visible crisis (unrest, supply chain collapse) triggers rationalist action: ­ Elysium threshold reached ­ Rationalists
coordinate because cost of inaction exceeds cost of action ­ Altruists provide moral cover and early infrastructure

Result: Distribution emerges reactively, not proactively. Quality depends on how bad the crisis gets first.

Scenario D: Extractor Dominance

Extractors outcompete altruists and rationalists: ­ Altruists run out of money (giving is expensive) ­ Rationalists defect
to extraction (competitive pressure) ­ System stabilizes at pure technofeudalism

Result: The default. Altruism is a temporary perturbation, not a stable equilibrium.

The Key Variables

Variable Favors Distribution Favors Extraction

Elite social norms Giving is high­status Giving is “sucker” behavior
Visibility of suffering High (can’t ignore) Low (out of sight)
Security costs High (unrest is expensive) Low (AI suppression works)
Time horizon Long (dynasty thinking) Short (maximize now)
Coordination
mechanisms

Strong (elite clubs, forums) Weak (atomized)

The Uncomfortable Implication

Mixed altruism probably doesn’t change the macro outcome.

• Altruists are too few to matter at scale
• Rationalists won’t coordinate without crisis
• Extractors set the competitive baseline
• The equilibrium is still technofeudalism, just with some nice enclaves

The best case for mixed altruism: ­ Altruist enclaves serve as demonstration effect ­ Rationalists see that distribution
works ­ Crisis triggers coordination ­ Altruists provide infrastructure and moral framework

But this requires a specific sequence of events. It’s not a robust path to good outcomes.

Personal Strategy Implications

If you can’t be aristocracy, be near altruist aristocracy.

• Geographic proximity to altruist­funded regions
• Employment at altruist­led companies
• Relationships with altruist­adjacent networks
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• Skills valued by altruist projects (distribution infrastructure, governance)

The patchwork equilibrium means where you are matters as much as what you have.

Key Insight
Exit pressure is a moderate force, not a strong one.

It works for small, human­capital­dependent nations. It fails for large, resource­rich, or authoritarian states.

The real mechanisms for good outcomes are: 1. Demonstration effect (small countries experiment) 2. Elite self­interest
(Elysium threshold) 3. Capital mobility (crypto) 4. Information flow (harder to hide alternatives)

None of these guarantee good outcomes. But they create pressure toward them over time.

The implication: Don’t assume the system will fix itself. Position yourself to thrive regardless of which scenario
emerges. # Corporate Futures: What Happens to Mag7?

The Core Problem
Pure technofeudalism creates a contradiction for consumer­facing corporations.

TheMag7 today: ­ Apple sells phones ­ Amazon sells stuff ­ Google sells ads (to reach consumers) ­ Meta sells ads (to
reach consumers) ­ Microsoft sells software (to businesses and consumers) ­ Nvidia sells chips (to companies serving
consumers) ­ Tesla sells cars

Who are their customers? Ultimately, consumers with purchasing power. Even B2B revenue traces back to consumer
demand.

In pure technofeudalism: ­ Nowages→no income ­ No distributionmechanism→no purchasing power ­ Underclass
(80%+) has nothing to spend

The contradiction: If 80% of the population has zero purchasing power, who buys iPhones? Who clicks ads? Who
subscribes to Prime? Mag7 revenue collapses.

The Forcing Function
Pure technofeudalism is unstable for consumer­economy elites. The Mag7 business model requires mass purchasing
power. No distribution mechanism = no customers = no revenue = no Mag7.

This creates four possible responses:

1. Mag7 lobbies for distribution→Corporate UBI
2. Mag7 pivots to B2B/aristocracy­only→Massive contraction
3. Mag7 becomes the distribution mechanism→ Platform feudalism
4. Mag7 collapses→Replaced by something else

Branch A: B2B/Aristocracy­Only Economy
Mag7 pivots to serving only the asset­holding class (~10­20% of population). The underclass becomes economically
invisible.

Products Transform

23



Company Current Model Aristocracy Model

Apple Mass­market devices Ultra­luxury devices, bespoke AI assistants, status
signaling

Amazon Everything store Concierge services, B2B logistics for
aristocrat­serving businesses

Google Ad­supported search Enterprise AI, aristocrat­targeted advertising (tiny
but high­value)

Meta Ad­supported social Elite social networks, VR experiences for the
wealthy

Microsoft Enterprise + consumer software Enterprise software for aristocrat­owned
businesses

Nvidia Chips for AI companies Chips for AI systems serving aristocrats
Tesla Mass­market EVs Luxury vehicles, robotics for aristocrat

households

The Circular Aristocrat Economy

Aristocrats own companies
↓

Companies serve aristocrats
↓

Aristocrats pay companies
↓

Companies pay dividends to aristocrats
↓

Repeat

What Happens to the Underclass?

• Economically irrelevant— not customers, not workers
• Subsistence existence outside the formal economy
• Barter, informal exchange, whatever scraps fall through
• Potentially charity from aristocrats (noblesse oblige), but no structural mechanism

Societal Implications

• Two parallel societies that barely interact
• Underclass population could be 80%+ but economically invisible
• Physical separation likely (gated communities → gated cities → gated regions)
• Underclass has no leverage — can’t strike, can’t boycott, can’t vote with dollars
• Violence is the only remaining lever (hence elite investment in security/AI defense)

Stability Assessment

• Economically: Stable, if aristocrats can sustain circular economy
• Politically: Fragile. 80% of population with nothing to lose is dangerous.
• Requires: Massive security apparatus, geographic separation, or population decline

Branch B: Platform Feudalism (Mag7 as Distribution Mechanism)
The Closed Loop Problem

Corp gives $1000 to consumer
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Consumer spends $1000 at corp
Corp has $1000 back
Net transfer: $0

At first glance, pointless. But the exchange isn’t money for money.

What Platforms Get in Return

The distribution is a customer acquisition cost. Platforms compete for “citizens” and extract:

1. Data— your behavior, preferences, attention
2. Attention— eyeballs for ads (even if ads are for other aristocrats)
3. Lock­in— you’re dependent, you won’t leave
4. Political power— your vote, your compliance, your support
5. Labor optionality— if they ever need humans for something

The exchange is money for loyalty/data/attention/compliance.

Scenario 1: Competitive Platform Feudalism

Multiple platforms compete for citizens:

Amazon gives you $1000/month in Amazon Credits
Google gives you $1000/month in Google Credits
Apple gives you $1000/month in Apple Credits

You can only spend Amazon credits at Amazon
You can only spend Google credits at Google
etc.

Platforms compete by offering more credits, better services

Result: Some mobility exists. Bad platforms lose citizens to better ones.

Scenario 2: Scrip Economy (Company Towns 2.0)

Platform credits aren’t real money. They’re scrip — only valid within the platform ecosystem.

Amazon gives you 1000 Amazon Credits
You can buy Amazon products, Amazon entertainment, Amazon housing (?)
You cannot convert to USD, BTC, or anything else
You cannot save — credits expire monthly

This is coal miners paid in scrip, only valid at company store. Digital serfdom.

What Loyalty Looks Like

• Exclusive consumption within platform
• Data sharing (total surveillance)
• Content creation (user­generated content for platform)
• Social compliance (don’t criticize the platform)
• Political alignment (vote how platform suggests)
• Reproduction decisions (platform may incentivize/disincentivize children)

The Key Question: Competition or Collusion?
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Outcome Competition Collusion

Terms for citizens Better over time Race to bottom
Mobility Possible (switch platforms) Impossible
Stability Moderate High (for platforms)
Extractiveness Constrained Unlimited

Stability Assessment

• More stable than pure technofeudalism — people have something
• But deeply extractive — you’re a resource, not a citizen
• Exit possible if platforms compete
• Exit impossible if platforms collude or merge

Branch C: Mag7 Collapses — Replaced by What?
Why Would Mag7 Collapse?

1. Consumer base disappears (no one to sell to)
2. Shareholders extract and exit (sell to greater fools, convert to BTC)
3. AI commoditizes moats (anyone can run AI, no advantage)
4. Regulatory destruction (governments break them up, nationalize)

What Replaces Them?

Option 1: Nothing (Pure Technofeudalism) ­ Former Mag7 shareholders are now just wealthy individuals ­ They
hold BTC, real estate, other hard assets ­ No corporate structure needed — AI runs everything ­ Economy is just
aristocrats trading with each other

Option 2: State­Owned AI Utilities ­ Governments nationalize AI infrastructure ­ AI becomes public utility like elec­
tricity ­ This enables SWF model — state captures productivity ­ Mag7 shareholders get bought out (or expropriated)

Option 3: Decentralized Protocols ­ Open­source AI replaces proprietary ­ No single company controls AI ­ Value
accrues to… no one? Everyone? ­ Closest to crypto­native vision

Option 4: NewAristocrat­Serving Companies ­ Mag7 dies, but new companies emerge to serve aristocrats ­ Smaller,
more focused, luxury­oriented ­ Think: Hermès, not Amazon ­ Circular aristocrat economy continues

Option 5: Fragmentation ­ Different regions go different directions ­ US: Platform feudalism ­ EU: State­owned
utilities ­ China: State­controlled AI ­ Small nations: Various experiments

The Ossification Thesis
Growth Stops Being the Goal

Once mega­corporations reach maximum size, the game changes:

Era Goal Status Signal

Growth capitalism Get bigger Revenue growth, market cap, “disruption”
Post­growth
aristocracy

Stay big Stability, exclusivity, gatekeeping
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What “Working at Mag7” Means

You’re not building anymore. You’remaintaining the machine. And that’s coveted because:

1. You’re inside the walls— access to resources, information, network
2. You’re paid in real money— not scrip, actual purchasing power
3. You have status— “I work at Amazon” still means something
4. You’re protected— the company’s security apparatus protects you too
5. You’re not competing— no need to grow, just don’t break things

The New Aristocratic Employment

• Tiny headcount (AI does the work)
• Massive compensation (share of the machine’s output)
• Low stress (maintenance, not growth)
• High status (you’re one of the chosen few)

The Psychology Shifts

Old Question New Question

“How do I get promoted?” “How do I not get fired?”
“How do I grow the business?” “How do I keep the machine running?”
“How do I beat competitors?” “How do I maintain our position?”

The Medieval Parallel

• The lord doesn’t need to conquer new lands
• The lord just needs to hold what they have
• The court exists to maintain the lord’s position
• Being at court is the prize

Implications

In the B2B/aristocracy­only scenario, Mag7 doesn’t collapse — it ossifies. Becomes a stable, unchanging institution.
Like the Catholic Church in medieval Europe: massive, powerful, unchanging, and the source of status for those within.

The “trapped middle” in this world isn’t trying to start a company or grow a business. They’re trying to get inside one
of these ossified institutions. And the door is basically closed.

The Branching Futures (Visual)
AI Takeoff

|
+-----------+-----------+
| |

Distribution mechanism? No mechanism
| |

+-------+-------+ |
| | |

SWF Platform Technofeudalism
Model Feudalism |

| | |
| +-----+-----+ |
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| | | |
| Competitive Collusive |
| (mobility) (extraction) |
| | | |
+---------+-----+-----+--------+

|
Aristocrat economy
(B2B + luxury only)

|
+-------+-------+
| |

Stable Unstable
(security + (violence)
ossification) |

| Collapse/
| Fragmentation
|

Permanent bifurcation
(Mag7 as medieval church)

Key Insights
1. Pure technofeudalism is unstable for consumer­economy elites— they need customers
2. Platform feudalism is a middle ground— provides distribution (scrip) but extracts value (data/loyalty)
3. The endpoint isn’t collapse, it’s ossification—Mag7 becomes permanent aristocratic institutions
4. The trapped middle’s new goal— get inside the ossified institutions, not build new ones
5. Competition vs collusion is the key variable—determines whether platform feudalism is tolerable or dystopian

Personal Strategy Implications
Given these branches:

If aristocrat economy emerges: ­ Being inside Mag7 is the prize ­ Getting in before ossification is critical ­ Once
doors close, they stay closed

If platform feudalism emerges: ­ Diversify across platforms (don’t be locked into one) ­ Accumulate real assets
(BTC) outside platform scrip ­ Maintain optionality to switch

If collapse/fragmentation: ­ Geographic diversificationmatters ­ Hard assets (BTC, skills) are portable ­ Relationships
across jurisdictions are valuable

Robust strategy across all branches: ­ Accumulate BTC (works in all scenarios except total collapse) ­ Build skills
that matter inside institutions (maintenance, orchestration) ­ Maintain relationships across platforms/jurisdictions ­
Don’t over­commit to any single path # The Trapped Middle: Psychological Crisis

Definition
The Trapped Middle is not a labor market position—it’s a psychological state.

Characteristics: ­ Cannot compete effectively in the new economy ­ Cannot psychologically extricate from the status
game ­ Material needs are met (SWF provides comfort) ­ Psychological needs are not (status, meaning, identity)
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Why This Cohort Exists
The Expectation Gap

• Raised with middle­class expectations
• Educated for jobs that no longer exist
• Identity tied to career and achievement
• Social comparison deeply ingrained

The Inability to Opt Out

• “Touching grass” requires low status sensitivity
• Most humans are wired for social comparison
• Constant exposure to others’ success (social media)
• Cultural narratives still valorize achievement

The Competition Trap

• Try to compete → fail → feel worse
• Don’t try → feel like a failure anyway
• Success of others is visible and constant
• No clear path to peace

The Psychological Suffering
What It Feels Like

• Comfortable but unfulfilled
• Watching others succeed while stuck
• Knowing you “should” be grateful but aren’t
• Shame about not being able to let go

Why Material Comfort Doesn’t Help

• Status is relative, not absolute
• Hedonic adaptation to baseline comfort
• Identity was built on achievement, not consumption
• Social comparison doesn’t stop when needs are met

Potential Escape Hatches
1. Accumulate Now (Time­Limited)

• Build Bitcoin/asset position before takeoff
• Provides psychological security of “having made it”
• The window is closing — once labor income goes to zero and BTC stabilizes at terminal value, the on­ramp
closes

• Even $100/month over 10 years could be transformative if the thesis holds
• Requires current capital or income

2. Convert to Social Capital

• Invest in relationships that provide meaning
• Community roles that confer status
• Mentorship, leadership, connection
• Doesn’t require financial success
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3. Collective Vaults

• Pool resources with family/community
• DAOs that accumulate BTC collectively
• Instead of 1000 people each holding 0.01 BTC (meaningless), hold 10 BTC collectively with democratic gover­
nance

• Shared success feels different than individual failure
• Generational thinking reduces personal pressure
• Requires trust and coordination

4. Psychological Reframe

• Therapy, meditation, philosophical frameworks
• Genuinely reduce status sensitivity
• Hardest path—fighting evolutionary wiring
• But potentially most durable

5. Find a Niche Game

• Identify a small pond to be a big fish in
• Local community, specific hobby, narrow domain
• Status within a chosen context
• Requires accepting smaller scope

6. Become a “Court Member”

• Be genuinely interesting/useful to wealthy people
• Build skills that remain human­gated (taste, curation, emotional intelligence, physical presence)
• The artist, the advisor, the companion, the fixer
• Not ownership of the vault, but proximity to it
• How it worked in aristocratic societies — some commoners had access through service, talent, or charm

What Won’t Work
Top­Down Policy Interventions

• Governments won’t prioritize psychological wellbeing
• Elites act only under existential threat
• No political constituency for “help people feel okay about not succeeding”

Universal Therapy/Coaching

• Doesn’t scale
• Treats symptoms, not causes
• Can’t override evolutionary psychology easily

Pretending the Problem Doesn’t Exist

• “Just be grateful” doesn’t work
• Shame compounds the suffering
• Denial prevents adaptation

The Five Levers (Societal Mechanisms)
If society wanted to help the trapped middle, these are the levers:
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Lever 1: Alternative Status Hierarchies

Create new games with different winners. Not everyone can be a top AI orchestrator, but you can be: ­ The best
woodworker in your county ­ A respected elder in a local community ­ A high­rank player in a niche hobby/game ­ A
mentor with visible impact on others

Key: These need to be legible and local. Global competition kills you — you’re always worse than someone on the
internet. Local/bounded competition lets more people win.

Lever 2: Contribution Without Competition

Some people need to feel useful, not better than. Different psychological need. ­ Care work for elderly/children (hard
to automate, genuinely needed) ­ Environmental restoration (tangible, visible impact) ­ Community maintenance (the
person who organizes, who remembers, who shows up)

Mechanism: Create roles with clear social recognition that aren’t zero­sum. “Contributor” status rather than “winner”
status.

Lever 3: Mastery Decoupled from Market

Let people get really good at things that don’t pay. The problem now is that mastery without monetization feels like
failure. Flip the script: make it high­status to be excellent at something precisely because you don’t need to sell it.

Requires: Cultural shift + material floor. You need SWF so “I spent 10 years mastering calligraphy” isn’t code for “I
failed at life.”

Lever 4: Reduce Status Visibility

The comparison problem is amplified by social media. You can’t stop comparing, but you can reduce exposure to
comparison triggers.

Tricky without being authoritarian. Maybe: design social platforms that emphasize local/community feeds over
global. Algorithmic de­emphasis of wealth/success signaling.

Lever 5: Reframe the Narrative

The trapped middle suffers partly because the cultural story says they should be competing. If the dominant narrative
shifts to “post­work life is legitimate and good,” the psychological exit becomes easier.

Mechanism: Media, education, public figures modeling alternative paths. Slow but powerful.

The Cynical Reality

Most of these mechanisms require either (a) massive coordinated cultural change, or (b) top­down policy intervention.
Neither happens fast. The trapped middle cohort might just… suffer through a transition generation while society
slowly adapts.

The Uncomfortable Questions
1. Is there a solution? Maybe not for everyone. Some people may be permanently trapped.

2. Is this worse than the past? Unclear. Material suffering decreased, psychological suffering may increase.

3. Will future generations adapt? Possibly. Those raised without achievement expectations may have lower
status sensitivity.

4. What’s the Elysium threshold? At what point does trapped middle suffering create instability that threatens
elites?
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Implications
• This cohort may be the largest source of social instability
• Their suffering is invisible (they’re materially comfortable)
• Traditional metrics (poverty, unemployment) won’t capture it
• New frameworks needed to even measure the problem # Ascension Paths: Games People Can Play

The Core Challenge
In a post­AI economy: ­ SWF provides comfortable baseline ­ P2P economy enables ascension ­ But P2P is power­law
distributed ­ Most who try will not meaningfully ascend

Question: What games can people play to climb?

Skill­Based Paths
Esports & Competitive Gaming

• Clear meritocracy
• Global audience
• Streaming/content hybrid income
• Age­limited but accessible entry

Prediction Markets

• Rewards accurate forecasting
• Decentralized, hard to gatekeep
• Compounds: good track record → more capital → more bets
• Intellectual status marker

Content Creation

• Writing, video, audio, visual
• Direct P2P monetization (tips, subs, patronage)
• Network effects can compound
• Extremely power­law (most creators earn little)

Craft & Artisanship

• Human­made premium in AI world
• Authenticity as differentiator
• Limited scale but high per­unit value
• Requires genuine skill development

Social/Network Paths
Community Leadership

• Build and moderate communities
• Become the hub others connect through
• Monetize through access, events, introductions
• Requires social intelligence, not technical skill

Mentorship & Coaching

• Human connection premium
• Leverage experience and wisdom
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• One­to­one or small group models
• Reputation­dependent

Hospitality & Experience Curation

• Design memorable experiences
• Leverage location, network, taste
• High­touch, low­scale
• Requires capital or creativity

Contribution/Legacy Paths
Open Source

• Build reputation through public contribution
• Leads to consulting, employment, speaking
• Meritocratic but requires technical skill
• Long time horizon

Philanthropy & Impact

• Direct resources to causes
• Build legacy and reputation
• Requires capital to start
• Can compound through network effects

Art & Cultural Production

• Create works that endure
• Authenticity premium in AI world
• Extremely power­law outcomes
• Intrinsic satisfaction even without financial success

Meta­Game Paths
Kingmaking

• Identify and back rising talent
• Take equity/percentage in others’ success
• Requires judgment and network
• Compounds if successful

Arbitrage & Market­Making

• Find inefficiencies in new markets
• Prediction markets, creator futures, attention markets
• Requires capital and analytical skill
• First­mover advantages

System Design

• Create new games for others to play
• Platform building, protocol design
• Highest leverage but hardest
• Requires technical + social skill
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The Honest Assessment
High Probability of Success

• None. All paths are power­law distributed.

Moderate Probability

• Craft/artisanship (if genuinely skilled)
• Community leadership (if socially intelligent)
• Prediction markets (if analytically strong)

Low Probability, High Upside

• Content creation
• Esports
• Art/cultural production

Requires Existing Capital

• Kingmaking
• Arbitrage
• Philanthropy

The Uncomfortable Truth
Most people who attempt these paths will: 1. Invest significant time and energy 2. Achieve modest or no financial
return 3. Potentially find meaning in the attempt itself 4. But not meaningfully ascend economically

The question becomes: Can people find peace in the attempt, even without the outcome? # Wealth Preservation: The
Bitcoin Thesis

The Problem
In a post­AI world, traditional stores of value face existential threats:

Real Estate

• Vulnerability: Value is location­dependent and policy­dependent
• Example: Singapore 50 years ago vs. now—completely different value proposition
• Risk: Climate change, political instability, zoning changes, remote work shifts

Gold

• Vulnerability: Physical, requires custody, potentially synthesizable
• Threat: China reportedly working on synthetic gold formulas
• Risk: Space mining could flood supply

Equities

• Vulnerability: Company­specific risk, regulatory risk, AI disruption
• Risk: Any company can be disrupted; no moat is permanent

Fiat Currency

• Vulnerability: Inflation, political manipulation, currency collapse
• Risk: Governments will print to fund SWF distributions
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The Bitcoin Case
Why Bitcoin May Be Unique

1. Mathematically fixed supply ­ 21 million, ever
2. No physical vulnerability ­ Can’t be synthesized or mined from asteroids
3. Decentralized custody ­ No single point of seizure
4. Global and borderless ­ Works regardless of jurisdiction
5. Verifiable scarcity ­ Anyone can audit the supply

The “Accelerating Vault” Concept

Static SWF: Everyone gets equal distribution, purchasing power may erode Bitcoin holding: Potential appreciation
as adoption grows and supply remains fixed

If you believe: ­ AI will create massive productivity gains ­ Those gains will flow somewhere ­ Bitcoin is the hardest
asset

Then Bitcoin becomes a way to capture a share of future productivity growth.

Wealth Preservation Strategies
For Those With Assets Pre­Takeoff

1. Diversify into Bitcoin ­ Hedge against traditional asset vulnerability
2. Prime real estate ­ Still valuable but less liquid
3. Network/social capital ­ Invest in relationships that compound
4. Skills that remain scarce ­ Orchestration, judgment, creativity

For Those Without Assets

1. Accumulate Bitcoin now ­ Even small amounts, before vertical takeoff
2. Build social capital ­ Relationships are portable wealth
3. Develop rare skills ­ Position for orchestrator roles
4. Create intellectual property ­ Content, code, designs that generate P2P income

The Collective Vault Concept
For those who can’t accumulate individually:

• Family/community pools ­ Shared Bitcoin holdings
• DAO structures ­ Collective ownership with governance
• Generational planning ­ Multi­decade accumulation strategies

Risks to the Bitcoin Thesis
1. Regulatory attack ­ Governments could ban or heavily tax
2. Technical failure ­ Quantum computing, protocol bugs
3. Adoption failure ­ Never achieves critical mass
4. Better alternative ­ Something else captures the “hardest asset” position

The BTC vs SWF Asymmetry
SWF recipients can only play defense. BTC holders can play offense.
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Aspect SWF­Only BTC Holder

Income Fixed, politically allocated Self­sovereign, no permission needed
Inflation Subject to erosion Deflationary (share of supply never dilutes)
Upside None Can appreciate faster than spending
Leverage None Can be collateralized, yield­farmed
Generational Subject to policy changes Can pass to heirs frictionlessly

The Compounding Status Machine

BTC holder example: ­ Year 0: 10 BTC@ $100K = $1M ­ Year 5: 10 BTC@ $500K = $5M (assuming 38% CAGR)
­ Spend $200K/year on scarce goods/experiences ­ Net position after 5 years: Still 10 BTC, but lived like a $5M person

SWF recipient: ­ Year 0: $50K/year dividend ­ Year 5: $55K/year (maybe, if policy allows) ­ Spend $50K/year on
basics + modest extras ­ Net position after 5 years: Same. No compounding. No upside.

The BTC holder isn’t just richer — they’re playing a different game. They can take risks, fund ventures, build relation­
ships, accumulate social capital. The SWF recipient is surviving comfortably but not ascending.

Implications
• Those who accumulate Bitcoin before AI takeoff may preserve wealth indefinitely
• Those who don’t may be permanently locked into SWF­only existence
• This creates a new form of inequality: Bitcoin haves vs. have­nots
• The window is closing— the single most important financial decision for anyone not already wealthy is: accu­
mulate BTC before the transition completes

• Once labor market hollows out and SWF becomes norm, the window closes — you’re either in the aristocracy
or you’re not # Status Games: Scarcity Inversion

The Fundamental Shift
When AI makes most goods abundant, status competition redirects to whatever remains scarce.

Old scarcity: Material goods, information, skills New scarcity: Attention, authenticity, location, time, legacy

The Scarcity Inversion
What Becomes Abundant

• Consumer goods (near­zero marginal cost)
• Information and knowledge
• Basic services
• Entertainment content
• Cognitive labor output

What Remains (or Becomes) Scarce

1. Prime location ­ Beachfront, city centers, natural beauty
2. Unique experiences ­ First ascents, exclusive access, one­time events
3. Human­made artifacts ­ Handcrafted goods, original art, authenticated creations
4. Time with high­status people ­ Mentorship, collaboration, social access
5. Legacy and impact ­ Named buildings, foundations, historical footnotes
6. Biological enhancements ­ Longevity treatments, genetic optimization (initially)
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New Status Markers
Tier 1: Visible Consumption (Accessible)

• Experiences over objects
• Authenticity certificates (human­made, limited edition)
• Access tokens (events, communities, spaces)

Tier 2: Social Capital (Harder)

• Network quality (who responds to your messages)
• Influence metrics (who listens, who follows)
• Reputation scores (prediction market track records)

Tier 3: Legacy (Hardest)

• Named contributions (open source, philanthropy)
• Historical impact (movements started, problems solved)
• Generational wealth transfer (dynasty building)

Competition Dynamics
Zero­Sum Games Intensify

• Prime real estate (fixed supply)
• Elite social circles (limited slots)
• Historical firsts (only one first)

Positive­Sum Games Emerge

• Creator ecosystems (your success can enable others)
• Prediction markets (accurate forecasting benefits all)
• Open source contribution (reputation without exclusion)

The Attention Economy Matures
Current: Attention is monetized through ads Future: Attention IS the currency

• Whose content do you consume?
• Whose opinions do you amplify?
• Whose projects do you support?

Your attention allocation becomes your vote in the status hierarchy.

Status Anxiety Paradox
Material comfort increases while status anxiety may increase: ­ Everyone has “enough” materially ­ But relative posi­
tion still matters psychologically ­ Fewer legitimate ladders to climb ­ More visible inequality in scarce goods

Result: People are objectively better off but subjectively more anxious about their position.

Implications for the Trapped Middle
Those who can’t compete for new status markers but can’t stop caring about status face: ­ Constant exposure to others’
success (social media) ­ Fewer legitimate paths to differentiation ­ Material comfort that doesn’t satisfy status needs ­
Psychological suffering despite physical abundance # Emerging Markets: New Arenas for Competition
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Why New Markets Matter
As traditional employment shrinks, people need: 1. Places to deploy capital (even small amounts) 2. Games that
reward skill and judgment 3. Status markers beyond job titles 4. Ways to feel agency over outcomes

Prediction Markets (Expanded)
Current State

• Polymarket, Kalshi, Metaculus
• Mostly political, sports, crypto

Future Expansion

• Policy outcomes: Will this regulation pass? What will inflation be?
• Scientific discoveries: When will X be achieved?
• Corporate events: Will this merger happen? Will this product launch?
• Social trends: What will be popular? Who will be influential?

Why This Matters

• Rewards accurate thinking
• Decentralized, hard to gatekeep
• Creates legible track records
• Potential income source for the analytically gifted

Creator/Talent Futures
Concept

• Buy “shares” in emerging creators/athletes/artists
• Returns tied to their future success
• Early believers rewarded

Mechanics

• Creator issues tokens representing future earnings share
• Fans/investors buy tokens
• As creator succeeds, tokens appreciate
• Creator gets upfront capital, investors get upside

Implications

• Democratizes talent investment (previously VC/agent only)
• Creates new form of patronage
• Aligns fan and creator incentives
• Potential for exploitation/manipulation

Attention Markets
Current State

• Attention monetized indirectly (ads)
• Platforms capture most value
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Future State

• Direct attention trading
• Pay to have someone’s attention
• Sell your attention explicitly
• Attention as scarce resource with market price

Examples

• Bid for a creator’s response to your question
• Auction access to high­status individuals
• Trade “attention futures” on emerging figures

Experience Futures
Concept

• Speculate on future experience availability/pricing
• Concert tickets, travel destinations, exclusive events

Mechanics

• Buy rights to future experiences at current prices
• Trade those rights as demand changes
• Arbitrage between markets

Why This Emerges

• Experiences become primary status marker
• Scarcity creates speculation opportunity
• Technology enables frictionless trading

Governance/Policy Markets
Concept

• Bet on and influence policy outcomes
• Futarchy­adjacent mechanisms

Examples

• Prediction markets on legislation
• Quadratic funding for policy proposals
• Reputation systems for policy analysts

Implications

• Could improve policy quality (skin in the game)
• Could be captured by wealthy interests
• Unclear regulatory treatment

AI Output Markets
Concept

• Trade rights to AI­generated content
• Speculate on AI capability milestones
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Examples

• NFTs for AI art (authenticated generation parameters)
• Futures on AI benchmark achievements
• Markets for AI model access/compute

Longevity/Health Markets
Concept

• Speculate on health outcomes and treatments
• Trade longevity­related assets

Examples

• Prediction markets on treatment approvals
• Health outcome derivatives
• Longevity research funding markets

Market Design Principles
What Makes a Good New Market

1. Clear resolution criteria ­ Unambiguous outcomes
2. Sufficient liquidity ­ Enough participants
3. Skill component ­ Not pure gambling
4. Status signaling ­ Track records matter
5. Accessible entry ­ Low barriers to participate

Risks

• Manipulation by wealthy players
• Regulatory crackdown
• Addiction/gambling harm
• Wealth concentration (same people win repeatedly)

Implications for the Trapped Middle
These markets offer: ­ Hope: New games to play, new ways to win ­ Risk: Another arena to fail in publicly ­ Oppor­
tunity: Skill­based paths that don’t require credentials ­ Danger: Gambling addiction disguised as investing # Open
Questions: Unresolved Tensions

Framework Gaps Identified
The following areas have not been fully explored in this framework:

1. AI Alignment/Control

Who controls the AI? What if AI develops its own goals? We’ve assumed AI remains a tool — but what if it becomes
an agent? The entire framework assumes human elites remain in control. If AI becomes autonomous, all bets are off.

2. Physical World Constraints

Energy requirements for AI, climate change, resource scarcity. We’ve focused on economic/social dynamics but
ignored physical limits. What if energy costs don’t go to zero? What if climate disruption accelerates faster than
AI can solve it?
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3. Geopolitics/War

AI warfare, US/China conflict, nuclear risk. The framework assumes relative stability during transition. What if great
power conflict accelerates? What if AI is primarily a military technology first?

4. Demographics/Population

Birth rate collapse, aging populations. Most developed nations are already below replacement. Post­AI, why have
children at all? Does population decline solve some problems (fewer people to distribute to) or create new ones (who
maintains infrastructure)?

5. Human­AI Relationships

AI companions, loneliness epidemic, family/romance disruption. If AI can provide companionship, what happens to
human relationships? Does this solve the meaning problem (AI friends) or worsen it (further isolation)?

6. Meaning Beyond Status

Spirituality, religion, new meaning­making systems. We’ve focused on status games but not on alternative meaning
sources. Could religious revival provide psychological peace? New philosophies? Psychedelics?

7. Transition Violence

Civil unrest, extremism, dangerous period duration. How long is the dangerous window? What does violence look
like? Is it organized (revolution) or chaotic (crime, terrorism)? How do elites respond?

8. Healthcare/Longevity

AI medicine, life extension. What if billionaires live to 200 and underclass dies at 70? Does longevity inequality
become the ultimate status marker? Does it change the calculus entirely?

9. Education/Child­Rearing

What do you teach children? How do you develop sovereign fitness? Is it teachable at all? What’s the parenting
strategy for a world that doesn’t exist yet?

10. “Good Enough” Scenario

Gradual adaptation, muddling through. We’ve focused on dramatic scenarios. What if it’s just… fine? Slow automa­
tion, gradual policy response, messy but functional adaptation?

The Elysium Threshold
Question: At what point does inequality/instability threaten elites enough to act?

Factors

• Visibility of suffering (social media amplifies)
• Coordination of discontent (easier to organize)
• Physical security of elites (gated communities, private security)
• Elite dependence on functioning society (supply chains, services)
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Scenarios

1. Early intervention: Elites see writing on wall, implement SWF proactively
2. Crisis response: Major instability event triggers reactive policy
3. Elysium outcome: Elites successfully insulate, society bifurcates permanently
4. Collapse: Neither side adapts, system breaks down

Unknown: Which scenario is most likely? What are the leading indicators?

Global Convergence Dynamics
Question: Does AI spread eliminate geographic arbitrage?

Arguments For Convergence

• AI is software, spreads instantly
• Productivity gains available everywhere
• Capital flight becomes less effective (nowhere to flee to)
• Tax havens lose advantage as all economies have AI

Arguments Against

• Infrastructure differences persist
• Governance quality varies
• Network effects favor early adopters
• Physical resources still matter (energy, land)

Unknown: Timeline and degree of convergence

The Psychological Adaptation Question
Question: Will humans adapt to post­scarcity psychology?

Optimistic View

• Future generations raised without achievement pressure
• New cultural narratives emerge
• Meditation/therapy become more effective
• Evolutionary psychology can be overridden with effort

Pessimistic View

• Status­seeking is too deeply wired
• Social media prevents adaptation (constant comparison)
• Material comfort doesn’t address psychological needs
• Each generation relearns the same suffering

Unknown: Timescale of adaptation, if it happens at all

The P2P Economy Distribution
Question: How power­law is the P2P economy?

If Extremely Power­Law

• Top 0.1% capture most P2P income
• Ascension paths are illusory for most
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• SWF is the only real income for 99%+
• Status games become purely symbolic

If Moderately Distributed

• Meaningful middle tier of P2P earners
• Multiple viable ascension paths
• Status differentiation through effort is real
• More psychological peace possible

Unknown: Actual distribution shape, mechanisms that could flatten it

The Bitcoin Question
Question: Is Bitcoin actually the answer to wealth preservation?

Risks Not Fully Addressed

• Regulatory attack (coordinated global ban)
• Technical failure (quantum computing, bugs)
• Adoption failure (never reaches critical mass)
• Social attack (stigmatization, association with crime)

Alternative Possibilities

• Some other asset captures “hardest money” position
• Multiple assets coexist (no single winner)
• Wealth preservation becomes impossible (everything depreciates)

Unknown: Probability of each scenario

The Care Economy
Question: How large is the “human touch premium”?

Optimistic View

• Massive demand for human connection
• Care work becomes high­status, high­pay
• Large employment category persists
• Meaningful work available for many

Pessimistic View

• AI companions satisfy most connection needs
• Human care becomes luxury good (small market)
• Care work remains low­status despite scarcity
• Not a solution for mass employment

Unknown: Size of market, status trajectory

The Meaning Question
Question: Can meaning exist without achievement?
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Traditional Sources of Meaning

• Career accomplishment
• Providing for family
• Social status and recognition
• Legacy and impact

Alternative Sources

• Relationships and connection
• Creative expression (regardless of audience)
• Spiritual/philosophical frameworks
• Contribution to community

Unknown: Whether alternatives can truly substitute, or if achievement­meaning is hardwired

Research Directions
1. Empirical: Study populations that have experienced rapid deindustrialization
2. Psychological: Measure status sensitivity variation across populations
3. Economic: Model P2P economy distribution under various assumptions
4. Political: Analyze conditions that trigger elite policy response
5. Technological: Forecast AI capability timeline and automation sequence

The Meta­Question
Question: Is this framework useful, or just anxiety­inducing speculation?

Value

• Prepares for possible futures
• Identifies leverage points for action
• Provides vocabulary for discussion
• May inform personal decisions (accumulation, skill development)

Risk

• Paralysis from uncertainty
• Self­fulfilling pessimism
• Distraction from present opportunities
• Overconfidence in specific scenarios

The honest answer: We don’t know. But thinking clearly about possibilities seems better than not thinking at all.
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