So You Think You Want Honesty:  Playing with “integrity”
by Janet Jacobsen

The awesome team Digital Tourists selected integrity as our overall theme.  As part of that process, we discussed what each of us thought of when we think of the term “integrity.”  This included several points of view, such as keeping promises, not abusing power, and – for me – being truthful in your communication.

When we first picked the topic, I thought, “Oh, good.  What game can I make out of that?”  But from our discussion I realized I already had a lot of resources on the topic because I have taught several workshops for adult singles around the issue of honesty in relationships.

Everyone says they want honesty, but then they ask me what they can say to get out of a date, or break off a relationship.  When I suggest they simply tell the truth, they say “Oh no!  I can’t do that!”  And the answer to “Why not?” is “Because I don’t want to hurt their feelings.”  

At that point I always want to say, “So you think lying to them is going to help?”  But I never say that.  

But I liked the idea of designing a game that would subtly encourage people to look at their behavior in these problematic situations.   I rejected the idea of expecting people to actually BE honest as unreasonable.  [It violates the social issue admonition from the Deterding video (2010, 2011).]   But I could create a game where we played around with the IDEA of honesty, and therefore a play space in which people might choose to reflect on what integrity actually means in interpersonal relationships.
Initial resources
Digging through my files at home I discovered several pages that I had compiled of quotations related to honesty.  (I like to use quotes in my speeches.)  (See Appendix II.)  I also found lists of “problem situations” that had been compiled in two different classes I had done.  (See Appendix III.)

Initially I thought of this as a board game, where you were confronted with these problematic situations, and then directed to respond by the various quotations.   That, however, seemed to be a more complex design at this point – a point at which I have no actual idea of what I’m doing.  Better to keep it simple.

So I started with two types of cards.  I printed out the situations on stickers to put one each on out-of-date business cards; I liked this because the situation cards reminded me of the Chance and Community Chest cards in Monopoly.  

Using an old deck of playing cards, I printed the individual quotes, each with a game instruction.  My initial idea was that the Player would draw a situation, read it aloud, then put face down a Truth or a Lie card to indicate whether the scenario had happened to them.  (And they could tell the truth or lie about that.)  Then they’d roll the die and show their card – or not, depending on the number on the die.    If the roll was a 3 or 4, they would draw an “action” card which they could use to influence their own score or an opponent’s score in a later round.  

I was very attached to the quotes, because they demonstrate a range of views on the necessity for interpersonal honesty.  Diogenes was searching for an honest man, while Mark Twain values being honest because it’s so much easier to remember what you’ve told people.  On the other hand, the poet William Blake wrote, “A truth that’s told with bad intent/ beats all the lies you can invent.” I wanted people to read the quote when they drew the card, and the actions on the cards actually relate at least peripherally to the quote.  For example, quotes that aren’t so enamored of honesty potentially give you reward points for having been dishonest in a particular round.  

My initial idea was that the action cards would allow for you to choose to say “Truth” or “Lie” strategically to increase your potential points, depending on how you deployed the action cards in your hand.  The object of the game was to be the first  to reach 100 points, with points awarded based on the die and your “Truth” or “Lie” card AND on the influence of the action cards to add to your own score or take away from the score of others. 
Honesty is action
My first play test was with my husband.  It became obvious very quickly that having to read the quotes slowed down the game and didn’t serve any clear purpose.   So the first thing that changed was not requiring “the reading of the quotes.”  (I kept them on the cards, though.  I was not giving up on the quotes.)

It also became clear that this is not a very good two person game.  It’s possible, but it wasn’t very dynamic.

The second play test was in class with two of my team members, Patrick and Janelle.  The directions seemed to be clear enough and we got directly into play.  It was definitely better with three rather than two.  But, again the game was a little too slow.  Only the player and the person rolling the die had anything to “do.”   (Does having to wait while people negotiate property hurt Monopoly?  Well, yeah, it is the boring part.)

We discussed some options for adjusting the game, and tested having everyone respond to the scenario, rather than just the Player.   This did improve the pace of the game, because everyone has the potential to score each time.  And we determined that everyone should be able to play an action card each hand, and that play of a card that blocks scoring for a person in an individual round blocks all scoring in that round, regardless of the other cards that are or could be played.

I had originally thought that everyone should start with one or two action cards, and after the first in-class play test it seemed to me that would speed up the competitive options within the game.
The element of surprise
Meanwhile as a class assignment we had the two videos (Deterding, 2010, 2011) to watch regarding game design, and one emphasized the value of “surprises” within the game.  This seemed reasonable to me, especially if it added some unpredictable level of difficulty, depending on how players responded to the cards.

So I added two new types of cards to the action deck:  Mind-reader!  and Truth or Lie.

In the Mind-reader! cards, the Player draws a new scenario, and lays face down either Truth or Lie.  All other players lay face down Truth or Lie, predicting what the Player has put down.

Everyone turns up their cards.  If everyone matches what the Player put down, they each get 5 points, and the Player gets no points.  If no one matches the Player, the Player gets 5 points.  Otherwise there is no score and play moves to the next player.
In the Truth or Lie cards, the Player shares a new scenario of their own, then lays face down Truth or Lie.  Play then follows as for Mind-reader!

We have a student lounge in our building, and twice I went down to see if I could recruit some students to play-test my game.   But each time there were only two or three students, most of whom were asleep.  So my game didn't get tested again until the class on November 25.  
The final test
We mixed up the groups in our next class, so my play group was Cassandra, Torrie, Jacob, Janelle, and me.  When we started my test I initially forgot about having everyone having action cards to start, and things were still clearly too slow in the beginning and too complicated to explain.  

The group liked the scenarios, though, and I talked about the Mind-reader! and Truth or Lie cards that I had added.  The consensus recommendation was that we should play with just those cards (and the scenarios) and go to just 25 points.   The scoring also changed a little:  The Player and all those who matched the Player (predicted successfully) got the five points unless everyone did (Player does NOT get the five points) or everyone didn't (only the Player gets five points).  

The game moved fast from there and we got to 25 points so quickly that we agreed to move it up to 40 points.  

When we finished play, I said I didn't think having just two types of action cards was enough (things ought to at least be in threes, after all).  We talked about adding a card that would let you  put someone else on the spot to give a personal scenario.  And we discussed adding cards with “My favorite ____ is _____” (e.g., My favorite cookie is snickerdoodles) and “I really hate _____” (e.g., I really hate having a final exam at 7:30 a.m.).   And that's where the game stands now.  (See Appendix I.)

I complained about how seriously bummed I was over losing the action cards with my beautiful quotations on them.  My play team explained that some games have things added for “flavor” – I had forgotten the mysterious Bible quotes I kept running across in Civilization 5, for instance.   With that knowledge, I could redo the new action cards with quotes in small type for “flavor.”  Or maybe I can sneak them on the scenario cards in small type.   I'm more inclined to make a few action cards that just say “Read this quote!”   But that will slow things down again, no doubt.
Winning in the end
In our final play test, with some of the scenarios – and when people shared their own stories – there was frequent discussion about who was telling the truth, and deciding whether or not to tell the truth in the personal scenarios, and what experiences were actually true even though we put down Lie strategically.  Since this kind of discussion was my ultimate goal for the game, things seem to have turned out fine.
APPENDIX I
RULES:  SO YOU THINK YOU WANT HONESTY [final revision]

Game pieces:
Blank paper for scoring

Truth cards and Lie cards

Scenario cards [stacked, face down]

Action cards [stacked, face down]
Game play:
Each player receives one Truth card and one Lie card for their own use. 
Player One:  Draw an action card.  The play proceeds according to that card.
Mind-reader! – The Player draws a new scenario, and lays face down Truth or Lie.  All other players lay face down Truth or Lie, predicting what the Player has put down.

Everyone turns up their cards.  If everyone matches what the Player put down, they each get 5 points, and the Player gets no points.  If no one matches the Player, the Player gets 5 points.  Otherwise the Player and whoever matches the Player each receive 5 points.
Truth or Lie – The Player shares a new scenario of their own, then lays face down Truth or Lie.  Play then follows as for Mind-reader!
Your Turn – The Player who draws this card directs any one player of their choice to share a personal scenario.  Play then follows as for Mind-reader! EXCEPT that the original Player receives 5 points (and only 5 points) regardless of the play outcome.

Used scenarios and action cards go into discard piles, which can be shuffled and reused when the first stack is completed.  
The first player to reach 40 points is the winner.
Appendix II

“Honesty” quotes with original action card directions
Quote with action equals one card
I am looking for an honest man.


Diogenes (c 400-325 B.C.)

Score 2 extra points with your next Truth and 6 roll.

Honesty is the best policy.  


Cervantes (In Don Quixote, about 1610)

Score 3 extra points with your next Truth and 5 roll.

The truth shall make you free.


John 8:32

You have Truth, with a 1 or 2 roll?  Score 5 points!

What is truth?


Pontius Pilate to Jesus

You have Lie, with a 5 or 6 roll?  Score 5 points!

A truth that's told with bad intent beats all the lies you can invent.


William Blake, 1800

Another person has Truth with a 6 roll?  Block their score!  O for them.

It is annoying to be honest to no purpose.


Ovid (43 BC-18 A.D.)

Another player has Truth with a 5 roll?  Block their score!  O for them.

In human relations, kindness and lies are worth a thousand truths.


Graham Greene

You have Lie, with a 5 or 6 roll?  Score 5 points!

If ever I said, in grief or pride,

I tired of honest things, I lied.


Edna St. Vincent Millay, 1923, The Goose Girl
Another player has Lie with a 1 roll?  Block their score!  O for them.

Truth stood on one side and Ease on the other; it has often been so.


Theodore Parker

Score 2 extra points with your next Lie and 1 roll.

I don't want any yes men around me.  I want everybody to tell me the truth, even if it costs them their jobs.


Samuel Goldwyn

Another player has Lie with a 2 roll?  Block their score!  O for them.

It takes two to speak the truth – one to speak and another to listen.


Henry David Thoreau

You have Truth, with a 1 or 2 roll?  Score 5 points!

Rather than love, than money, than fame, give me truth.


Henry David Thoreau

You have Truth, with a 1 or 2 roll?  Score 5 points!

If you tell the truth you don't have to remember anything.


Mark Twain

Another player has Truth with a 6 roll?  Block their score!  0 for them.

Not so honest would be more honest.


G.E. Lessing

Score 3 extra points with your next Lie and 2 roll.

To be honest as the world goes is to be one man picked out of ten thousand.


Hamlet

Score 2 extra points with your next Truth and 6 roll.

Truth or tact?  You have to choose.  Most times they are not compatible.


Eddie Cantor

You have Lie, with a 5 or 6 roll?  Score 5 points!

The aim of the liar is simply to charm, to delight, to give pleasure.  He is the very basis of civilized society.


Oscar Wilde

You have Lie, with a 5 or 6 roll?  Score 5 points!

Lying is an indispensable part of making life tolerable.


Bergen Evans

Score 3 extra points with your next Lie and 2 roll.

We have to distrust each other.  It's our only defense against betrayal.


Tennessee Williams

Another player has Truth with a 5 roll?  Block their score!  0 for them.

The only way to make a man trustworthy is to trust him; and the surest way to make a man untrustworthy is to distrust him and show your distrust.


Howard Lewis Stimson (1867-1950)

Another player has Lie with a 1 roll?  Block their score!  0 for them.

The woman whose behavior indicates that she will make a scene if she is told the truth asks to be deceived.


Elizabeth Jenkins

Score 2 extra points with your next Lie and 1 roll.

Because you have been trustworthy in small things, you will be in charge of great things.


Luke 19

Score 3 extra points with your next Truth and 5 roll.

Trust that man in nothing who has not a conscience in everything.


Laurence Sterne (1713-1768)

Another player has Lie with a 2 roll?  Block their score!  0 for them.

I will not steep my speech in lies; the test of any man lies in action.


Pindar (518-438 B.C.)

Another player has Truth with a 6 roll?  Block their score!  0 for them.

The real art of conversation is not only to say the right thing in the right place but to leave unsaid the wrong thing at the tempting moment.


Lady Dorothy Nevill (1826-1913)

Score 2 extra points with your next Lie and 1 roll.

The liar's punishment is not in the least that he is not believed, but that he cannot believe anyone else.


George Bernard Shaw

Another player has Lie with a 1 roll?  Block their score!  0 for them.

Appendix III

Scenarios – one per card

Avoiding someone instead of just saying, no, you don't want to go out with them.

Avoiding someone because you think they want to ask you something you don't want to discuss.

Pulling back in a relationship, to manipulate the other person's feelings.

Flirting when you're not really interested.

Starting a fight so you can make up.

Taking offense with something they did so they'll have to “make it up to you.”

Taking offense with something they did to give yourself an excuse not to do something they want to do.

Not being sexually faithful when your partner thinks you are faithful.

Leading someone to believe they are “it” in your life, when really they aren't.

Standing up your date.

Saying you're not seeing anyone, when actually you are.

Acting dumb.

Leading your partner to expect more than you'll give

Lying about your age.

Being on your “good behavior” to make a good impression.

Saying you'll get in contact with the person, but you don't.

Saying you'll get in contact with the person, when you know you won't.

Saying, “Let's get together sometime!” when you don't actually want to.

Not being honest about why you're breaking up with them.

Pretending to be interested in things you're not, to please them.

Trying to be what you think the other person wants.

Going along with something and saying you don't really care, when you do.

Not giving your real name when you meet a person in a bar.

Played hard to get.

Asked someone a question in such a way that they would look bad no matter how they answered.

Been deliberately vague because you thought the other person might be unhappy about the truth.

Asked for someone's opinion when you really just wanted the other person to agree with you.

Said “Yes, I'm listening,” when you weren't.

Telling someone that you feel more affection for them than you actually do.

Sharing someone else's secret with another person.

Telling Person B something personal about Person A, because Person A never said it was a secret.

Bought something, used it once, and taken it back to the store because you didn't need it any more.

Made up an excuse so you could turn down an invitation.

Made up an excuse so you didn't have to help a friend with something.

Made up an excuse so you didn't have to help a family member with something.

Made up an excuse to avoid spending time with an acquaintance.

Made up an excuse to avoid spending time with a friend.

Made up an excuse to avoid spending time with a family member.

Asked for the truth about something, and then gotten upset at the person who told you the truth.

Broken something and then insisted it wasn't you that did it.

Made up an excuse to leave work early.

Made up an excuse for arriving late to work.

Stretched the truth on a job application.

Told someone, “I trust you,” when really you didn't.

