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Overview 

Through the analysis of business and science, Daniel H. 
Pink examines what motivates people in our rapidly 
changing society. While Motivation 1.0 was about 
fulfilling biological needs, Motivation 2.0 has been 
about rewards and punishments, the carrot and the 
stick. While this worked during the industrial age, our 
modern lives require Motivation 3.0 – understanding 
how purpose, mastery, and flowstate need to be 
imbued into every task. The theory is presented, and 
specific, actionable, practical tips for both one’s
professional and personal life are explicated. 

“For artists, scientists, inventors, schoolchildren and the
rest of us, intrinsic motivation – the drive to do something 

because it is interesting, challenging, and absorbing – 
is essential for high levels of creativity.”  

Introduction. The Puzzling Puzzles 

Before the 20th century, two powers were believed to 
be prompting behavior: biological drives (base desires 
like hunger and thirst) and external forces (rewards and 
punishments inflicted by any outside force). Recent 
studies, however, have revealed a third motivation. 

In one study, two groups were tasked with completing 
a puzzle (one paid to do so; the other not). When the 
paid group was told they would no longer be paid to 
complete the puzzle, they lost motivation, while the 
group who was never paid stayed motivated. Thus 
when puzzle was intrinsically motivated, curiosity, 
coupled with the primal satisfaction of problem-
solving, became a powerful motivator. Yet the 
attachment of money made the motivation external, and 
then vanish when the external reward was removed. 

PART 1. A NEW OPERATING SYSTEM 

Chapter 1. The Rise & Fall of Motivation 2.0 

In ancient times, survival relied on primal instincts and 
desires: “Motivation 1.0.” However, as civilization grew 

more complex, so did this operating system, producing 
a “Motivation 2.0” that enforced behavior with carrots 
(rewards) and sticks (punishments). 

During the Industrial Revolution, when work primarily 
consisted of repetitive actions, Motivation 2.0 was 
sufficient to keep people engaged. The same generally 
applied in the 20th century, where work had only one 
set of instructions, and only one correct procedure.  

Today, however, computers often perform these banal, 
repetitive, algorithmic tasks, leaving humans with the 
“creative” work. Consequently, today’s employees
require certain intellectual, organizational, and 
executional autonomies to properly perform. 

Motivation 2.0 assumes that people will always act 
selfishly and be swayed by external incentives. Yet 
people should question this type thinking, as it does not 
sufficiently explain why unpaid open-source business 
models like Wikipedia are so successful. While carrots 
and sticks may motivate repetitive, algorithmic tasks, 
they become distractions in more creative jobs. 

Chapter 2. Seven Reasons Carrots & Sticks 
(Often) Don’t Work…  

Motivation 2.0’s simplistic theory is that rewarding and 
punishing an activity will respectively increase and 
decrease its output. However, an employee cannot be 
paid a deficient salary and be expected to fill what is 
lacking with intrinsic motivation, nor can they be 
promised copious amounts of money and then be 
expected to retain motivation post-payment. Carrots 
and sticks can promote cutting corners and cheating.  

We must be wary of The Sawyer Effect (named after 
Mark Twain’s Tom Sawyer): extrinsic rewards can rob
us of our motivation. In Twain’s words, “Work consists
of whatever a body is OBLIGED to do, and… Play
consists of whatever a body is not obliged to do.” By
turning a fun activity into work, both intrinsic 
motivation and enjoyment of the task decrease.  


