SPIRAL DYNAMICS
DEVELOPMENTAL LEVELS

DON BECK, CHRISTOPHER COWAN, CLARE GRAVES
(TEXT REWRITTEN FOR SIMPLICITY)

SOCIAL STRUCTURE: Not yet formed (2023)
FOCUS: Observe, understand, protect, honor, and allow all beings and phenomena.
MENTALITY: Observation without perspective.

Transform and develop processes in self and world.

METHODS: |dentify pathology or insufficiency and provide the missing pieces if possible.

Post-postconventional
Post-Symbolic' /Immed

Kosmocentric

SOCIAL STRUCTURE: Collective individualism. Beginning late 1900s. Holistic - -
FOCUS: Draw understanding to be empowered from an ecology of perspectives. Tu rquoise g
MENTALITY: Trans-rational. Accept experience without need to respond. —
GOAL: Peace in a world without answers. METHODS: Observe and allow being, and protect boundaries. g
PATHOLOGIES: Spiritual/soul pathology. ,},
c
SOCIAL STRUCTURE: World-centered social web. Beginning mid-1900s. Integral l‘_:'—’
FOCUS: Live out the maximum possible expression of yourself. - Yellow
MENTALITY: Put everything in its right place. GOAL: Balance and synergize all things, inside and out.
METHODS: Awaken capacities in self and others. Include everything as it most benefits everything else. —_—
PATHOLOGIES: Incomplete self-actualization, existential angst, bad faith. 2
S
SOCIAL STRUCTURE: Sacial democracies. Beginning 1800s Sensitive o
: ’ ) >
FOCUS: Inner peace, expansion of care for others, human rights. MENTALITY: Radical inclusiveness. - Green ol 5
GOAL: Consensus, communication, mutually beneficial relations. = 3
METHODS: Include diverse views, listen to the powerless, emphasize group needs, eliminate marginalization. c g
PATHOLOGIES: Inauthenticity, lack of discernment, consensus seeking, narcissistic behavior. § o
SOCIAL STRUCTURE: Capitalist democracies, market-driven meritocracies. Beginning 1600s. Achiever '6
- Orange =

FOCUS: Life is a game, play to win. MENTALITY: Scientific, rational reasoning. Logic, measurement, proof.
GOAL: Material wealth and pleasures, defense of civilization, improvement and growth.

METHODS: Set measurable goals and achieve them. Success comes from producing a tangible effect. g
PATHOLOGIES: |dentity crisis, consumerism, environmental crisis, work addiction, hyperfixation on goals, denial of spirit. g

Ei s
SOCIAL STRUCTURE: Late mythic empires, nation-states, religious orders. 5,000 years old. = =
FOCUS: Purpose, direction, and ultimate meaning. MENTALITY: Do what is right to get what is good. 8 =
GOAL: Find or earn the final and ultimate peace. Win the battle of good vs. evil. Rules & g g
METHODS: Follow the rules. Don't step out of line. Control of self and others through faith and discipline. Roles < g
PATHOLOGIES: Over-identification with roles, fundamentalism, fascism, script pathology. - Blue wero

SOCIAL STRUCTURE: Mythic, feudal, and exploitative empires. 10,000 years old.
FOCUS: Do what you want, take what you want, and get your way no matter what. MENTALITY: Climb the ranks of power.
GOAL: Obtain power and glory. Be worshiped as a hero.

METHODS: Align yourself with the powers that be when you must. Take by brute force when you can.
PATHOLOGIES: Anxiety, depression, phobia, guilt, terroristic vengeance.

SOCIAL STRUCTURE: Tribal order. 50,000 years old.
FOCUS: Keep your group safe and happy, and please the Gods. MENTALITY: Magical thinking.

GOAL: Safety, security, maintaining functional habits and dependable practices.

METHODS: Keep tribal traditions, and petition the Gods for favors through rituals. Magic/Animistic

PATHOLOGIES: Borderline, narcissism, delusions of omnipotence, tribal/family dysfunction. -

Impulsive
- Red

Verbal / Representational / Symbol-Mediated

Impulsivelll Imperial

SOCIAL STRUCTURE: Small survival bands. 100,000 years old.

Preconventional

©

c
o .8 =
FOCUS: Do what you must in order to survive. MENTALITY: Impulsive, reactive. Living in the moment. - o _g
GOAL: Acquire physiological necessities. Food, water, shelter, etc. &u u? 'q‘,
METHODS: Acquire what is needed in whatever way is easiest, including scavenging. Instinctive J, d', 3
PATHOLOGIES: Primitive developmental psychopathology, autism. - Beige E E E
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DEVELOPMENTAL LEVELS

SCALE DEVELOPED BY LOEVINGER & COOK-GREUTER

MATCHES WITH SCALES DEVELOPED BY KOHLBERG & KEGAN
(TEXT REWRITTEN FOR SIMPLICITY)

Ironist - Unitive

Magician - Construct-Aware

Deep psychlogical processes rule over universal principles. Identifies as the story that the self
tells itself about itself using its experiences as words or chapters. Aware of how intentions
attempt to manifest themselves through this self-as-history. Able to consciously witness
interplay of awarenesses in one self, including thought, emotion, sensation, impulse, memory,
desire, etc. Focus on responsibility for own awareness and on transformation of self and of
system-as-participation-in-system. Sees multiple histories interacting within and outside of
self as elements of globally unfolding reality.

Strategist - Autonomous

Higher, more universal principles now rule over unique subjective reality. Application of those
principles now rules over radical relativism. Aware of how systems are interrelated,
interdependent, and synergistic (or clashing). 4th-person perspective expanded through time
creates awareness of self as history of experience. Identifies as sum of context-dependent
selves integrated into a single, coherent self-history, or as culmination of development.

Individualist - Pluralist

Radical relativism rules over single-system view. Awareness of multiple valid perspectives
creates overlapping, competing systems. Identifies as unique individual with many selves that
appear in different contexts. 4th-person perspective causes discovery of unique, personal,
subjective reality not observable to others.

Achiever - Conscientious

Whole-system effectiveness rules over functional reasoning. Formal operational logic and
objective observation. 3rd-person perspective now expanded through linear time. Focus on
scientific method, measurable reality, laws, control, results, and goals. Identifies with ideology.
‘| chose/discovered my own beliefs.”

Expert - Self-Conscious

Functional reasoning rules norms. Abstract reasoning and planning. 3rd-person perspective
(outside of group norms). There is one “correct” view, to be discovered. Focus on effectiveness,
new ideas, and problem-solving. Conformity is sought through independent contributions, as
recognized by authority.

Diplomat - Conformist

Social norms rule over personal needs. Concrete operational logic. Focus on acceptable behavior,

being seen favorably. Self-protection sought through approval, by conforming to expectations.

Opportunist - Self-Protective

Focus on enduring needs, which now rule over immediate impulses. Impulses can now
be suppressed in the interest of a self that lasts longer than this moment. Ego-centric,
self-interested, self-protective. Might makes right. Others are seen mainly as a means
to an end, not as individuals with their own self-interest.

Impulsive

Impulses rule reflexes. Focus on avoiding pain and danger, seeking pleasure,
safety, and release.

Reflexive
Simple, moment-to-moment awareness of own sensations and drives.
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HOW THIS LEVEL FEELS
FROM THE INSIDE

In an unpredictable world, everything we do is only a gesture or a wish, especially over long
stretches of time. Sometimes we're good at what we do, and our wishes come true - or so we
think. For now. Sometimes not so much. Sometimes, we don't even know. There is not always
such a thing as ‘is’ or ‘is not, ‘will’ or ‘will not.’ There is only “seems to me..." or not. Or both. Or
neither. The only certain thing is the watcher in us watching and the wisher in us wishing. We
are not what we do or what we make, we are the watchers of the doing and of the becoming. |
am not the main character, | am just the spotlight. What is revealed is what | illuminate. If we
want a better world and a better life, we have to learn where and how to shine the light.

The world is too complex to control. Life is not a game, it's a show. You can’t know
for sure what will happen before you act, you can only learn and try. You can
intend to do anything you want, and you can be as careful as you want, but to
some degree, you have to watch what happens and see how you feel about it
later. Life is an experiment. We're all figuring things out as we go. We should all
have safe places to try new things, share what we learned, and do it again if it
was good. All we can do is the best that we know, so we should all know more.

would be nice if everyone could do what they wanted, but life isn't that simple. Who
m and what | want changes so often - | can't imagine one set of rules or one version o
he truth that works for everyone. People are complex, and life is constantly changing
e can't just let go and hope for the best. We need to base our choices on what we kno
bout ourselves from our past and build a world that's ready for what we're pretty sur
oing to happen, even if that means making judgments and imposing restriction

ight feel bad ‘no’

Everyone’s unique, and we should all be allowed to be who we are. Society’s rules
often hold people back from what they really want, and we should all just do our own
thing instead. How can one person ever tell someone else what to do? You're not
them, so that's not fair. You can't judge someone if you didn't live their life. | don't even
have rules for myself! I'm a different person over here than | am over there. Maybe if
we all stopped trying to tell each other what to do, we could have world peace.

When you think about it, what's “good” and “bad” is different for different people, and

for different groups of people too. What's good for me might not be good for you, and

what works in my country might not work in yours. Before we make any big decisions,

we should look at the facts so we know how to get the outcome we want. After all,

everyone really wants what's best for them and their own, not to be forced into a life

of service to your boss or to some “God.” Life is about knowing how to make good
things happen, keeping the benefits, and always improving.

We all have our own lives to deal with, and our own problems. That can make us pretty

selfish, and sometimes we don't agree on what's right. If we don't stick to the rules

and do what we know is good, life is chaos. It's every man for himself. Life is about

knowing what's good and what's bad, what's right and what's wrong, doing the right
thing for the comon good, and making sure others do the right thing, too.

I live in a world full of different people, each with their own agenda. They all want what
they want, and they're looking out for themselves, because they have to. That's what
life is - it's about getting your way. Everyone has to work with (or around) the needs
and feelings of others - or at least what they think others are feeling - to get what
they want, and | need to win that game. | can get what | want by taking or creating
advantages for myself, and | better do it because no one will do it for me.
| know that other people and animals also have senses and desires and feelings. |
perceive feelings much like my own feelings coming from other sources around me.
Sometimes, | make the mistake of experiencing a feeling in myself, but perceiving that
it's coming from someone or something else, like a person, an animal, or even a tree
or an unseen “spirit.” | can now respond to the feelings | see in others, and to their
needs. Life is about pleasing others (or the gods) so that they do what we want.

| see, feel, smell, and hear through my senses. | feel reactions to these senses, like
fear, hunger, curiosity, or sexual arousal. | want to get things that | like for myself, and
| want to get away from things that | don't like. | get hungry, tired, warm, or cold, and |
feel motivated to get what | need to stop those feelings. Life is about dealing with my

needs and feeling good by getting what | want.

LEVELS

DEGREES OF COMPLEXITY
OF CO-OCCURRING
INDIVIDUAL MINDS,
COLLECTIVE MIND (CULTURE),
PHYSICAL OR OBJECTIVE
FORMS, AND SOCIAL OR
SYSTEMATIC ORGANIZATION.

CREATED BY

AQA KEN WILBER

“ALL-QUADRANT, ALL-LEVEL" MAP OF REALITY AS IT IS PERCEIVED THROUGH
HUMAN CONSCIOUSNESS. FIVE ELEMENTS CONTAIN ALL POSSIBLE DESCRIPTIONS
AND PERCEPTIONS OF ANY PHENOMENON THAT CAN BE SAID TO EXIST.

QUADRANTS | LEVELS | LINES | STATES | TYPES

(THIS GRAPHIC IS AN INTERPRETATION OF THE AQAL INTEGRAL MAP BY THE CREATOR OF hoe_math)

LINES

INDIVIDUAL CAPACITIES
OR ABILITIES WITHIN
PEOPLE, CULTURES, OR
SYSTEMS THAT DEVELOP
TO DIFFERENT LEVELS
EITHER INDEPENDENTLY

QUADRANTS

PERSPECTIVES OR VIEWPOINTS THAT ANY PART OF
REALITY CAN BE SEEN THROUGH. IGNORING ANY
QUADRANT CAN RESULT IN INCOMPLETE AND
POTENTIALLY DYSFUNCTIONAL RESULTS.

OF EACH OTHER, OR NESTED FROM THE FROM THE
ONE INSIDE ANOTHER. INSIDE OUTSIDE
INDIVIDUAL
{ (BY ITSELF)
Upper Left Upper Right
(Mind) (Object)
- i 1 -
\";@«\:%@ ; - Lower Left Lower Right
\\
(‘3’\:&'@7\1 \\é}z& ‘ IN CONTEXT (Culture) (System)
W (HOW IT'S
RELATED TO
SURROUNDINGS)
™ A\ -
Qo“gg\o‘@
o
FLUCTUATING MODES OF FUNCTION IN MINDS,
. SYSTEMS, OR ANY KIND OF PHENOMENON.
SO (E2) A
QQ‘\ z\\o O ‘\ /(
o & <© all :,’\:
&~ Awake Drunk Sun
\ "2 o -
A o Sober Rain
& 0‘\(\\\ LS Asleep
Q\"'Q QQQ'Q\\Q zf}z
¢ 3 TYPES
DIFFERENCES OR VARIATIONS IN SHAPE,
FORM, OR STYLE OF ANY CLASSIFICATION
\\0@; OF OBJECT, BEING, OR PHENOMENON.
O
T
SN
%
Rocky Planet
Gas Planet
o
N Male / Female ’ Personality Types
A < Enneagram
Q}\' V\' ‘8’ é\ N 1 Myers-Briggs
L F S ;
1&" R N Big 5



