The Game of Goodenough: A Social Learning Game

“We have invited you to this community discernment event as tribal friends to a Potlatch... our greatest gift to you is our Hope, born of years of loving you and the dream of community, the Hope that we will join others in creating a home for the human spirit. D.W. Winnicott, a British psychiatrist and a pediatrician once wrote that hope and health comes into a child’s life when he or she can accept love from a goodenough parent. The challenge before us ...is to set aside the painful memories of relationships -gone-sour, that cause us to feel hopeless, the grudges we have at being so poorly loved as children. Yes! Yes! Yes! Let us not limited by our pain, fear, anger. Let us choose to be in a world that is goodenough to live in. Let us choose friends that are goodenough to love with. Let us choose a Goodenough Community to learn service within. Keep light-hearted about this, keep a learning focus. Let’s call this...The Game of Goodenough!’

John and Colette Hoff 

January 12, 1981

From organizing remarks of the organizing weekend 

for the Goodenough Community.

There are at least two kinds of games according to James P. Carse; one is finite and is played to win, the other is infinite and is played for the purpose of continuing the play. Finite games are time boundaried and spatially limited; In finite games are based on the freedom from limitations. Carse continues to differentiate the two games by suggesting that finite games are based on power, and consumption while infinite games are played by people who play with strength based on generating. Infinite players resist definition, and social convention and are surprised by the future, looking for learning opportunities joyfully. In finite games, with fixed rules, the best person wins; in infinite games, the rules are always changing, everyone wins. Infinite players work together toward a culture of congruence based on what they do together, allowing it to constantly change shape, while finite play is often the chaos of each individual trying to do their own thing. Infinite players play from the spiritual world beyond this world and allow it to inform how they play. Carse leaves his book Finite and Infinite Games: A Vision of Life as Play and Possibility with the knowing that there is only one infinite game.

The Game of Goodenough is in infinite game designed to bring the possibility of hope and order to all aspects of life, from the way a task is completed to the spiritual connection possible in relationship. It’s based on the acceptance of our own lives and our world—“Life is good enough for me to care about tomorrow.” This becomes a prayer of hope. The Game of Goodenough is about self - responsibility, becoming bigger to include community responsibilities or social creativity to create a larger whole. Allowing things to be goodenough and being honest where we are in development is at the heart of consciousness, knowing we are really desiring to discover perfection, to find the best outcome for the good of all. The following statement describes that kind of people who are best suited to play this infinite game.

“This is a game that can only be played by human beings. Moreover, it can only be enjoyed by beings who know that, overall, they are goodenough to risk living openly, sharing truth -about-inwardness, choosing together to create the finest and fullest experiences. In this game you can leap the wall of perfectionism, side step the attacks of doubters who call your dreams of utopianism. In this game you can find your truth, speak your peace, and express your loving nature. You have no excuses for not trying since you are already playing the Game of Goodenough.”

August 2,1987

Social learning games are a method for personal growth and change. Sax and Hollander ‘s book Reality Games has been influential in the development of the Game of Goodenough. Their creativity demonstrates the value of social learning. Games can help stretch the mind to new awareness, and enable the utilization of energy of the whole self. They enable hidden aspects of the self to emerge and be released to allow a greater sense of self-acceptance. They can eliminate habitual patterns in relationships helping to resolve differences, and unite with others; while still maintaining a sense of self. To be effective, a game must have clear rules, specified outcomes, a commitment by all players to follow the rules, and a method for studying the process of each game.

The Game of Goodenough has many purposes:

1. To help each player know their inner life of thoughts , intuitions, feelings, emotions, and sensations through studying their mental process;

2. To introduce archetypal roles to the modern psyche;

3. To bring understanding to their relational life by studying the relational events created through interactions with others;

4. To improve the nature and quality of the inner life and relational life of each player;

5. To add to the development of the operational characteristics of the human being we need to enable large-scale social change and insure an ever-expanding quality of life. These include consciousness, collaboration, courage, compassion, commitment and creativity.

6. To design a common sense way of life that is informed by spiritual activity and freedom.

7. To provide paradigms or systems of thinking that organize life; such as the Mandala and the Order of the Questions.

8. To enable the restoration of culture to enrich the quality of life;

9. To learn how to learn more effectively in a social environment where everyone is learning and everyone is teaching;

Another way of stating the purpose and nature of the Game of Goodenough is that it is a comprehensive methodology, experienced as a psychodrama that teaches love. The Game becomes an occasion of social learning that facilitates awareness of self-in-relationship through attention to roles, communication goals, development of intimate and non-intimate modes of interaction and principles of right relationship.

At the heart of the Game of Goodenough is the Mandala, described earlier as a four phase planning process based on four perspectives. It is also based on 17 aspects of the human psyche, each providing a specific function and connected to archetypal realities. These roles become powerful, influential roles within the individual’s mind and spirit. An archetype is a universal thought-form found in all cultures for all time and provides a connection between human beings and the Divine. Jung claims in Man and his Symbols, that the archetypes have their own initiative and their own specific energy and provide the myth making functions for individuals and collectives of people.

Joseph Campbell, Fritz Schuon, and Carl Jung each acknowledge the way the human psyche plays its Mandala game. While there is much literature on the Mandala, our purpose of utilizing the Mandala over a conventional line chart as an organizing principle is described by Trungpa in his book Orderly Chaos: The Mandala Principle. Because all phenomenons are a part of one reality, and interrelated, existence is orderly chaos. Everything happens by itself, without any external ordering principle adding to the confusion. At the same time we feel this sense of confusion, we also experience the expression of order and intelligence, energy and precision. Through the practices associated with the Mandala principle, opposites of experience are revealed as inseparable parts of a total reality—enlightenment and chaos, pleasure and pain, order and confusion are all represented into one whole. 

As you continue reading, please feel our heart-full invitation to play this game with us, in order for you to become more aware of where you are in your own growth; and, in order to encourage you to choose some opportunities to stretch yourself toward wholeness. When you allow fear to keep you from engaging people and issues, you are avoiding responsibility for your own development. As a general principle, when you are afraid to speak to someone, express an opinion, feel somehow double bound in a situation, spontaneously hug a friend—is when you would be wise to play the game. Notice that your fear is not telling you to reject a new behavior, your fear is merely your felt-awareness that this is something you haven’t done before or haven’t an inner permission to do it.

In conscious examination of your inner life you will notice that there is much going on inside, thoughts, emotions, and sensations. And, then you’ll notice you have thoughts about your feelings and sometimes become frightened of thoughts or sick at the presence of an emotion. You are a complex relationship among a variety of elements.

Often when you are studying your own mind, you will notice your thoughts are really being spoken by someone. There is dialogue between inner persons. Someone yells and another inner person shrinks in fear, while your body sweats its response. Your conscious mental process is revealed to you that you are “the I that is We.” You have a cluster of sub-selves within who are introjects of parents and siblings and versions of yourself, fixated at a number of ages by trauma and /or your decisions or grudges.

Consciously developing yourself involves studying your own inner experiences as carefully as you would study a person or situation in your environment. When you do so you will usually notice the following about your mind:

1. You are often frightened.

2. You are usually negative in your first response to encounter.

3. You prefer to deny or avoid what is unpleasant.

4. You forget what you aren’t truly committed to.

5. You compare yourself either favorably of unfavorably with others forgetting your own uniqueness.

6. You often feel you are not being loved adequately.

7. Most of your thinking is really just inner speech belonging to some by-gone days and other persons.

8. You don’t want to do what you ought to do. You find yourself addicted to behavior that is harmful to you.

9. You keep track of favors, gifts, and attentions on a scorecard.

10. You have many emotional programs that run through you, as evidenced in jealousies, grudges, attachments and fears.

11. When you have felt good for a while, you’ll sabotage it to feel unhappy again.

12. You are definitely on the lazy side.

13. You usually feel younger or child-like.

14. You often think you would prefer to be alone, when you really want closeness.

15. There will always be something that isn’t right…and the list is endless.

When you engage in self-study it is easy to conclude that you are not a very healthy, sane, effective person. This is the main reason you resist being aware of your subjective experience and prefer to deny its existence to friends and family. The result is that you retain a self-image and behave in ways that protect you from intimacy with persons who might draw these realities form you.

This learning game offers you a chance to explore the subjective life of yourself and others. The game invites you to experience being transparent or intimate by risking more openness about your mental and emotional habits. By playing this learning game you learn how the inner life shapes the outer life. We also learn that other people are much more aware of your insides than you. While you pretend these inner experiences are unconscious, they are actually a visible part of behavior processes and require a lot of energy to deny them. 

In this journey toward fullness, you will go through stages of development in which the ideal image or self-concept will change as well. In fact, it is this inner change of mind and image that creates the more obvious change in behavior. Our definition of what is good enough continually expands to including a broader view of reality.

A Summary of Game Dynamics

The real world we live in is always relational. This game is designed to assist you in bringing order and relationship to your inner life by enabling the folks inside to talk to one another without fear and in peace. To accomplish this you will need to learn to use the three conscious mental processes: identification, disidentification and reframing. A description of these skills includes:

1. Identification - has to do with letting ourselves out into our own minds and lives. It is an expression of our individuation or ability to claim our own thoughts, feelings and actions through our identity. We see our similarities to another person and connect to them in a feeling way through the mental process of identification. It teaches us to feel connected to our own experience.

2. Disidentification - enables us to withdraw your emotion from ideas that you do not to empower. It involves the refusal to engage in obsessional thought. It requires stopping self-judgment and of labeling yourself in ways which no longer apply. Disidentification allows us to choose how you want to behave and express your self.

3. 3.Reframing - is used in creating your reality and might be called intentional projection. Remember that you get what you see. Your perceptions are your idea of what is happening in the world. Once you have acknowledged the error in perception, you are ready to perceive what is not frightening and alienating. Reframing is viewing everything as an occasion for learning, by withdrawing the perception that is frightening in order to reframe it by noticing what you can learn and how you can grow in the situation that exists.

This game is also to assist you in developing relationships that have a minimum of fear and sufficient intimacy to re-fuel your humanity in family and community. You can do this by learning the three relational strategies: sharing, enabling and observing-while participating. We also call these social strategies “the triad game” that is used often with large groups to enable folks to deepen the level of intimacy present. These roles are:

Enabler - has the function to draw out another’s sharing. The enabler must be a good listener who values the person sharing and wants to allow them to self- disclose deeply.  The real skill of the enabler is to be able to empathize with the person sharing and to disidentify sufficiently to stay out of the sharer’s inner process, working with paraphrasing, clarifying and summarizing

Sharer - is the role that enables self-empowerment. It allows us to be known and real within relationship. Through this role we affirm our existence and learn embody our deep inner self to provide words for the inner spirit in its desire for incarnation in life. Sharing becomes both self-disclosure and spiritual embodiment.

Observing Participant - has the function to remind the sharer and enabler of the largest possible frame and unconditioned perspective. It is the task of the observing participant to help frame and reframe our relational situations until we can not only accept all that is here for humans, but we can learn to celebrate all being. The skills of the observing self are strengthened in this role to benefit both the relationship being observed and the observer. This skill strengthens the ability for self- study. This role brings real the relationship it is observing, reflecting back what impact the relationship has had and how it was experienced giving feedback to both parties that neither can tell the other. The skill of giving factual behavioral descriptions without judgement or interpretation is strengthened through this role. We cannot have a spiritual world without people helping each other to remember relatedness.

“Rules” behind the Game of Goodenough become guidelines for one’s behavior at decision-making points. The Principles of Right Relationship have shaped the development of the specific game rules enabling ancient teaching to become relevant in our lives. These principles have been developed over millennia of cultural development, coming from that body of common sense which informed common law, economics, and political governances, often referred to as the perennial philosophy. The following are our re-statement of these principles.

Seven Principles of Right Relationship

Each of these principles is stated within a framework of understanding. Each principle highlights one aspect of a totality. By the time you’re through thinking about this, you will be impressed by their inter-relatedness and generally incapable of stating them in their separate form unless you resort to the logical argument that moves you from one frame to the next. These principles demonstrate the matrix of learning that occurs in community life with one building on the other.

First Principle. Since I am no longer a child and there is no one to excuse me from my responsibility; and since I have learned that my reasons for being irresponsible do not remove the consequences, I am ready to decide:

I hereby accept full responsibility for my own life and

for the relationships that make up my environment, I

am therefore deciding that where I am will become

a more joyful place.
Second Principle. Since my commitment to responsible living is total, I am continually confronted with the fact that while my intent is to be responsible, I have a contrary desire within me. I am confused that the more I intend to do one thing, the more I am aware of multiple desires within me. I will therefore move deeper into my own commitment.

I hereby pledge that I will be responsible for my own resistance by acknowledging my divided heart. As I am relating to others, I will raise to our awareness all of my questions, ambivalences and negations. It is my hope that this will make my decisions more authentic and add to their meaning.

Third Principle. Having decided to be responsible without reservations and allowing no conditions to excuse me, I pledge myself to make my own way easier by learning from others. I will seek to receive joy from my teachers.

Fourth Principle. Having accepted responsibility to become a whole person, I do pledge to be constant in loving service uniting the fragmented forces within me by a complete dedication to the service of others without regard to the manner in which my services are related.

Fifth Principle. Having organized my life for service, I must now focus myself upon the question, What is true service and what truth am I serving?” Since to see truth elsewhere requires that I first experience it within…

…I commit myself to notice truth that emerges within me and,

at the same time, I will practice own inner discernment by

seeking the truth that is in others.
Sixth Principle. Having committed myself to be a responsible and consciously intentional person and, having pledged myself to learn from everyone and all that happens and resolving to be constant without condition or reservation and having decided to look for truth in the heart of all things, I…

…will remain aligned with God’s heart, claiming its will as my own

I will know myself, and be known by others, as a teacher, I will

teach with my whole life. 
My power will come from the congruence of thought, feeling, action, and word. It is only as a student/teacher of right relationship that I will lead.

Seventh Principle. Having willed my heart to be counseled by the Divine and having given my mind to think my God’s thoughts, and having put my whole body into full-time service of the Divine Kingdom as a teacher of right relationship—I will claim that I am at Home, satisfied and living a life of thanksgiving.
Many cultures, societal institutions, religious traditions and even modern professions acknowledge the moral sense which people develop in each other as a necessary basis for human trust. The Principles of Right Relationship are stated in a variety of ways, yet they highlight the integration of three elements: unity, feeling, and fit.  Unity among persons is done through alignment with a unifying center. Unity brings with it a sense of harmony, balance, and wholeness. Feeling refers to the felt sense of connection with the heart of everything. It is through feeling for each other that we experience compassion and empathy. Right relationship implements the law of the heart. Fit is a modern word which captures the sense of “just rightness.” When something is right, we know it and have both an inner and outer sense of rightness or righteousness. Orderliness is the gift of leadership that has acknowledged the organisimic nature of the Universe. The rightness of our fit is fluid, ever-changing awareness that is best imaged through the metaphor of dancing together. Unity is the goal; heart-felt love is the method; and a right fit is the confirming sign that we are dancing our place in the Universe.

Specific Game Rules

Rule One. Each player must formally choose the play the game. In this regard, no one will be coerced to play the game. Avoid any type of social pressure. When playing the game, wear something that signifies your participation.

Rule Two. Before playing the first time and each successive time—review your learning contract or growth goals. Play with these goals foremost in your mind and share with other players as appropriate.

Rule Three. Choose to be pro-active as opposed to re-active in your play. This rule encourages players to aid each other in learning to become skillful communicators. The rigorous use of communication skills and procedures improve game play: Be careful to make I statements and avoid your statements. 

Rule Four. Since the game teaches organizational behavior, be careful to follow these guidelines:

SYMBOL 183 \f "Symbol" \s 10 \h
Identify before the beginning of play the person to whom you are most closely accountable;

SYMBOL 183 \f "Symbol" \s 10 \h
Identify each person or persons accountable to you in leadership;

SYMBOL 183 \f "Symbol" \s 10 \h
Attempt wherever possible to consult with your supervisor and supervisee before taking action. This requires the discipline of communication;

SYMBOL 183 \f "Symbol" \s 10 \h
As you begin play in any arena, clarify who is leading, what process is being used, what role you are in, and the desired outcomes.

Rule Five. If you are distracted from playing the game by your inward learning process, you have the following alternatives. Chose one of the following:

SYMBOL 183 \f "Symbol" \s 10 \h
Check quietly with your supervisor on the possibility of taking time out. If the supervisor encourages you to stay in the play, do so. 

SYMBOL 183 \f "Symbol" \s 10 \h
Ask someone with whom you have a prior contract to sit in for you at that time (covering your role and responsibilities). 

SYMBOL 183 \f "Symbol" \s 10 \h
If you are not functioning well for any reason, let others know of the nature of your invalidity and then implement the step immediately above this one.

SYMBOL 183 \f "Symbol" \s 10 \h
If you believe your distraction is caused by a problem in the game, you may call for a stop-action or recess by addressing the game director and stating your proposal and its reason.

Rule Six. No session of game play can be ended without giving an appropriate review of game play and process for social learning. This is the responsibility of the game director. The referee may also require action stopped for this purpose at any time. In addition, the formal administrator of the organizational context in which the game is being played may also call for action to be stopped in order to learn from an event that has implications for the organizational context.

Rule Seven. The game director can be overruled by the referee.

Rule Eight. The game director can be overruled by the organizational administrator.

Rule Nine. Both the game director and the referee can decide that game play does not have sufficient learning value to continue play. In this case, either of them may stop action without a learning review.

Rule Ten. Any player in the game may suggest methods for playing the game, suggest a change in rules, or suggest issues to focus learning. This must be done in writing and does not require any particular response by the game director. It is the responsibility of the player to make suggestions, although it is not the responsibility of the game director to comply.

Variations of the Game of Goodenough

The Game of Goodenough can be applied to any interactive situation. The illustrations presented are offered only as examples, the creative applications of the game are infinite. You’ll notice that each game has rules, roles and outcomes that serve practical functions.

The Pathwork Game of Worthship

Context: Convocation

role: Seeker, active participant

leadership: offered by Dr. John L. Hoff

Process: Prepare before arriving; enter quietly with an open heart to connect to those assembled in the Pathwork Circle. Meditate on what you have been paying attention to in your inner life, relational life and connection to Spirit. Share with the intention of making yourself known. Work in the circle usually involves presenting a specific issue you want guidance, support, or feedback. Circle work can also include playing a game that is an aspect of a larger process. An example would be The Coming Out Game, a game we all agreed to play over months and years.

Outcomes: The primary outcome of the Pathwork game is spiritual development, which is the desire for spiritual embodiment. Another outcome is connection to relationship, with one’s self, other individuals, with Spirit John, and the entire circle. Looking for and experiencing the spirit within each person is a desired outcome. Utilizing the relationship with Spirit John as a metaphor for one’s relationship to their own spirit is an outcome. For example, if someone is feeling particularly close to John, they might appear especially bright, while someone who is feeling distant to John might be withdrawn and alienated from everyone.

The Human Relations Laboratory Game

Context: The Goodenough Community Council

Roles: Leadership is provided by the 17 members of the council

       Participants of all ages who are eager to learn and experience community life and lifeways 

Process: The Human Relations Laboratory Game is the most elaborate of our games. We play the game for a week in August and continue to learn from the experience all through the year. Within this game, there is an endless number of other games often going on simultaneously.

The four-phase process of the mandala is fundamental to this game. Members of the dream quadrant hold the vision of the event and initiate planning; the leadership quadrant resources the dream with a focal team who are empowered to make some necessary decisions and deepen the themes of the event; the doing quadrant implements various aspects of the vision from the fiscal issues to the supplies needed to ensure achievement; the quality assurance quadrant evaluates the dream, and processes as the event is unfolding and collects data so mid-course corrections can be made as necessary. The roles of coordinators, supervisors, communicators and expressors all have specific functions within this process of the game.

Experiential laboratory learning is another process fundamental to this game. The context of a human relations laboratory provides an opportunity for its participants to be intentional about focusing on study, exploration, and experimentation, the content being our individual awarenesses. The multi-dimensional aspects of individual and collective life create the opportunity to fully experience the richness of self, others and relationship.  A laboratory seeks to create a safe environment in which we can each experience who we are, where we are strong and where our development al needs are. This learning is initially done within the small group where members are able to explore themselves in depth and receive feedback from others. Opportunities are provided for experimenting with new behaviors that individuals may see as useful. The small group then supports individuals’ experimentations and help them learn from them.

There are several principles that are key to utilizing laboratory-learning methods effectively:

1. 
Utilize the content of the present, or “NOW.”

2. 
Be willing to risk telling the truth about what is happening as it happens.

3. 
Accept yourself and others as good enough now without a sense of judgment.

4. 
Be willing to experiment, acting freely from your own integrity and feeling without focusing on what others think.

5. 
Be open to new experiences.

6. 
Be aware that each individual decides his/’her own experience and may choose to participate or sit out at any time.

7. 
Accept responsibility for yourself—actions and feelings.

The process of emergent design is essential to this game.  While program is always prepared, the content of the event flows through the lives and experiences of each person present. Emergent Design is a process that allows spirit room to be present. In other words, egos are required to be set aside to enable the unexpected to occur. This process allows the unconscious to become conscious within individuals and for the group as a whole. Leadership, especially the center role, determines the learning potential in a given situation and facilitates the group to maximize the socially creative moments.

There are other processes that are a part of this game, all designed to help participation deepen the experience provided by the Human Relations Game.

Outcomes:  Some of the outcomes for the Human Relations Laboratory Game include:

1. Individual persons are drawn out to express their fullest liveliness, evidencing an expanded awareness, a deepened sense of connection with others and a heightened capacity to function skillfully and gracefully.

2. Small groups and their leadership will accept and fulfill the responsibility of drawing out individuals and encouraging them to live fully within the laboratory community using as many of their skills and abilities as possible.

3. The Game of Goodenough will be valued as a game through which individuals and groups can engage in social learning about relationship.

4. It is a goal that we shall build a human community through this game that enables a felt connection between and among all participating.

5. Leadership training is an aspect of this game, with the intent to develop leaders for community programs that are aligned with the Source and can allow themselves to be informed by the heart of the Divine.

6. The intergenerational dynamics natural to community life will be valued and will become a source of learning at the event. 

7. Educational themes will be offered that are necessary for the community’s development and will influence the programmatic life throughout the year.
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