it must be better. What if everything put in
your path was designed to bait you toward a
worse predicament. What if the things you
are sold, don’t make things better, they just
make things seem better.  When vyou
collected coins in Super Mario Brothers, did
you ever buy anything with them? Or was
each coin, merely cashed in for another
meaningless system of value - the point?
And what about those points? Did he who
died with the most points win?

We hold conflicting dichotomies of value.
We race to the end to enjoy the experience.
We collect because that collecting will give
us freedom, happiness, potential, or some
type of better. We don’t reflect on the
better, only on the ways to collect more if
it. But in collecting, we learn only the value
of collecting more. We learn to dismiss the
conflict that collecting is merely a
distraction from our goals. If we seek to
save the princess, collecting is a diversion
from our goal. Even when collecting affords
us more lives, we still understand the game
ends and we only get to keep the memory
of that score. Why not skip the collecting,
and go after your objective?
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