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IN 2002, STEPHEN PETRANEK GAVE US SOME BAD NEWS.
In his darkly comic, yet inspirational, TEDTalk 10 Ways The World 
Could End, technology forecaster Stephen Petranek envisioned how a 

fraction of the 2-trillion-dollar budget George W. Bush was calling for 

to fight a “war on terror”, post-9/11, could be used to prepare for ten real 

ways human existence could meet its demise.

Thirteen years later, he expanded upon No. 4, Giant Solar Flares, to 

imagine how human civilization could move beyond our solar system in 

his equally engaging Your Kids Might Live on Mars. This talk became 

the basis for a successful TED book and a subsequent 

National Geographic Channel series.

With the recent landing of the Perseverance rover 

on the Martian surface, humanity has come one 

step closer to realizing one of the solutions to the 

existential threats that Petranek spelled out nearly 

twenty years ago.

The following presentation imagines what an 

expanded version of his original TEDTalk could look 

like as a stand-alone event at the Woodruff Arts 

Center in Atlanta, Georgia.

It would also make a pretty nifty board game.



PHASE I: HEY YOU
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PHASE I: HEY YOU
Event Timeline
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PHASE I: HEY YOU
Moodboard and Collateral Inspiration
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PHASE I: HEY YOU
10 Ways The World Could End Branding
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PHASE I: HEY YOU
Social Media Animated Quiz
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PHASE I: HEY YOU
Social Media Animated Quiz
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PHASE I: HEY YOU
Board Game Starter Pack
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PHASE I: HEY YOU
Event Pass w/Group Designation



PHASE II: GET READY
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PHASE II: GET READY
Venue: Speaker Portion Lighting



13

PHASE II: GET READY
Game Box (Print Template)
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PHASE II: GET READY
Game Boards
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PHASE II: GET READY
Board Game Starter Pack
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PHASE II: GET READY
Venue: Gaming Leaderboard
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PHASE II: GET READY
Venue: Gaming Portion Lighting



PHASE III: TAKE ACTION
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PHASE III: TAKE ACTION
Digital Engagement & Continued Gameplay

AFTER THE EVENT
Digital & Analog Engagement
Bi-monthly email newsletter

Regular IG posts

Continued Gameplay
New Threat, Solution, and Element cards

Special Resource Tokens

STEM Meetups

In-class use of the game as research catalyst



PROCESS
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PROCESS
Notes & Sketches



THANK YOU.


