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A BOARD GAME ABOUT COLUMBIA RIVER 
CORRECTIONAL INSTITUTION
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Doing Time is a creation 
of Columbia River Creative 
Initiatives, an artist run 
project that offers the 
opportunity for prisoners to 
become Artists in Residence 
within prison, in order to 
support the development of 
their creative practices. The 
residency includes resources such 
as a 700 volume art library, 
visiting artist lecture series, 
group critiques, work time, 
studio visits, and other forms 
of artistic and professional 
support.

The game rules were designed 
by Spencer Byrne-Seres, Jacob 
Diepenbrock, Tom Price, Rick 
Sanders, Mark Arnold, Chris 
Elliott, Logan Winborn, Drew 
Reeves, Tat 2 D, Jetcet, Floyd, 
Larry Loftin, Tyler Winter, and 
other artists from CRCI.
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Overview:

Welcome to Doing Time. You 
have just been sentenced to 
serve time at Columbia River 
Correctional Institution, a 
minimum security prison in 
Northeast Portland. During 
your incarceration, you must 
manage the stresses, challenges, 
setbacks, and victories of 
living inside of a prison. 
Ultimately you must choose how 
you spend your time: how you 
cope with life inside will 
determine not just how soon you 
get out, but in what manner you 
leave. There is no right way to 
win the game, but you must steer 
your path. The first player to 
gain 20 Time Tokens completes 
their sentence and wins the 
game.

Set Up:

1. Place the four token types 
in the four boxes next to the 
board.

2. Place one Correctional Officer 
(C.O.) in front of Control at 
their starting point.

3. Shuffle each set of Action 
Cards, and place on their 
corresponding sections on the 
board.

4. Distribute 1 Contraband Token 
in each of these rooms: Work, 
Yard, Programs, and Chow Hall.

5. Decide who goes first by rolling 
a die (high roll wins). Players 
go in a clockwise order. Whoever 
is the last player in the order 
moves the C.O. and replenishes the 
Contraband around the board once 
per cycle of players.
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Game Play Overview:

Beginning of turn:

1. Draw 1 Time Token and 1 
Stress Token at the beginning of 
each turn.

2. Roll two 6-sided dice to 
move. Movement must always be in 
a clockwise direction. 

3. You may choose to dip into 
any room as you move, as long as 
you have enough moves on your 
roll to make it to the room. If 
you dip into a room, you do not 
need to use all of the spaces 
that you rolled, however if you 
remain in corridor, you must 
move the full amount. 

4. If you pass a C.O. or pass 
through a Control Space (Yard 
and Chow Hall), you must roll 
the C.O. Dice to determine if 
you draw a C.O. card. If you 
draw a C.O. Card, continue your 
turn unless the card sends you 
to the Hole or gives you a Bunk-
In.

Middle of turn:

1. If you dip into a room when 
you moved, draw a card for that 
corresponding space, and follow 
the instructions on the card.

2. If you returned to The Unit, 
you may also exchange Contraband 
in order to reduce Stress 
Tokens.

End of turn:

1. After moving, you may drop 
any Contraband that you do not 
want on the space you end your 
turn on. Players may do this to 
avoid a C.O. coming down the 

corridor, or because they don’t 
want to run the risk.

2. After each of the players has 
gone, before the first player 
moves again, roll for the 
C.O. Token that moves around 
the board. The C.O. always 
moves counter-clockwise. Also 
replenish all of the Contraband 
that has been taken from the 
various rooms.

Winning:

The goal of the game is to finish 
your sentence and get to the 
gate to be release. To do this 
you need:

1. 20 Time Tokens.

2. Get rid of all your 
Contraband. 

3. Move around the board to the 
Gate, and move your token off the 
board.

At the moment you move your 
token off of the board, you are 
the winner!
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Game Components Overview:

Movement

1. Roll two 6-sided dice to 
move around the board. Movement 
must always be in a clockwise 
direction.

2. Dipping into a room: When 
moving, you may choose to 
dip into one of the rooms on 
the board. When you do so 
your movement phase is over 
and you draw an Action Card 
corresponding to that room.

3. If you don’t dip into a room, 
then you continue moving your 
full roll on the corridor, and 
may not move less than the full 
amount.

Tokens

There are four token types in 
the game:

Time Tokens are the most 
important type of token in 
the game. You will naturally 
accrue these tokens each turn, 
but additional tokens can be 
earned by navigating the game 
and drawing action cards. You 
need 20 of these to finish your 
sentence and win the game.

Stress Tokens will accrue 
naturally along with Time 
Tokens, but you must be careful 
to manage the amount of stress 
that you have. If you get more 
than 9 Stress Tokens, you go to 
the Hole for 3 turns. Lose all 
your Stress Tokens when this 
happens. There are various ways 
to relieve stress: such asusing 
Contraband, going to the Yard, 
or relaxing on The Unit.

Contraband Tokens Contraband are 
things that you need or want 
but aren’t allowed according to 
Department of Corrections Rules. 
They can be simple, like a black 
pen, all the way up to highly 
controlled, such as drugs, 
weapons and more. In Doing 
Time, Contraband Tokens help to 
release stress and also pass the 
time. You pick these up around 
the board, and through certain 
Action Cards. When you are on 
The Unit, you may turn in your 
Contraband in order to reduce 
the amount of Stress Tokens you 
have (1 Contraband gets rid of 
1 Stress Token). You may also 
turn in Contraband to gain Time 
Tokens (3 Contraband Tokens = 1 
Time Token).

Bunk-In Tokens Bunk-In Tokens 
are punishments for getting in 
trouble. When you get a Bunk-In 
Token, return to The Unit and 
end your turn. You must lose one 
turn for each Bunk-In Token you 
have. During this time you still 
collect Time and Stress Tokens.

Action Cards

There are various different types 
of Action Cards, divided into 
different colors. When you move 
to a room in the prison, draw 
the Action Card that corresponds 
to the color of that room. 
Each Action Card will have a 
choice for you to make, a task 
to fulfill, or another type of 
dilemma. You must follow all 
the instructions on the card, 
then discard afterwards (unless 
otherwise stated).

Action Card: Most cards will 
present you with an choice or an 
event that happens in prison, 
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and will affect you in some way.

Mission: If you receive a 
mission card and you choose to 
do the mission, keep the card 
with you until you finish the 
mission. If you decide not to do 
the mission, you must discard it 
immediately. 

Skill or Job Card: If you draw 
one of these cards, you can 
keep it with you for as long as 
you want, and benefit from them 
throughout the game.

C.O. Card: Interactions with 
the Correctional Officers are 
determined by rolling the 
C.O. Die. If it lands on the 
side that says “C.O.” then 
draw a C.O. Card. Similar to 
an action card, these cards 
will have different outcomes or 
interactions with the C.O. that 
you will have to navigate.

Correctional Officers

Every time you pass through a 
Control area, or pass a C.O. on 
the board, roll a C.O. Die. If 
you roll a C.O symbol. draw a 
C.O. Card.

If a C.O. lands on you, or you 
land on a C.O., you MUST draw a 
C.O. Card. However, if the C.O. 
is moving and passes another 
player’s token on the board, 
they do not stop.

Correctional Officers (C.O.’s) 
move around the board based on 
roll of the die.  Whoever is the 
last player in each round of 
play must roll the C.O. Die at 
the end of their turn.

C.O. Die: When a player rolls 
a C.O. Die, there are three 
outcomes:

1. They roll a “C.O.” and must 
draw a C.O. Card. 

2. They roll a “Search.” If this 
happens, the player must lose 
all of their contraband, and 
receives 1 Bunk-In Token for 
every 3 Contraband that they 
have.

3. You roll a blank side. 
Nothing happens and you are 
clear!

The Hole: When you draw certain 
cards, or get stressed out, you 
may get sent to the Hole. When 
this happens, your turn ends 
and play moves on to the next 
player. You do not receive Time 
Tokens or Stress Tokens while in 
the Hole. 

Staying on The Unit

If you are on The Unit and need 
to reduce your stress load, you 
may choose to stay there, skip 
your turn, and lose 3 Stress 
Tokens. You may only do this 
if you start your turn on The 
Unit, and you may only do it for 
one turn (you cannot stay for 
consecutive turns). When you do 
this, do not draw a Unit Card.
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Glossary | by Logan Winborn

400 Form Anything that an inmate has ordered from canteen 
will be on this form. Anything that is not on this 
form is considered contraband.

Barbershop Not actually a shop, per se, but rather four real 
barber chairs in the hallway complete with clippers 
and mirrors.

Beat the 
brakes of 
'em

A common term or saying when glorifying how badly 
someone won or lost a fight. See also, "smash him 
out."

Bunk Bed/
Bunkie

The dude who sleeps above or below you and hopeful-
ly doesn't snore or toss and turn and/or fart...or 
any combination.

Bunk-In When one is confined to their bunk area for not 
being mindful of the exact order (rules) of the 
facility, typically from the perspective of a C.O. 
Bunk-In's last 4, 8, 24, 48, or 72 hours.

Call Outs A sheet of paper posted on the unit every night 
around 7pm by the Unit Officer that informs inmates 
of appointments and classes they have the next day 
and what time they are at.

Canteen A little room that branches off from the Chow Hall 
that has a window where people who have ordered 
stuff off the "canteen sheet" can come and pick up 
their items.

Chow Hall A metal style delicatessen serving non-gourmet food 
items on greasy, halfway washed trays.

Contraband Shit you shouldn't have.... aka "federal ass shit"

Correctional 
Officer

The person who collects a paycheck to uphold super-
imposed Department of Corrections created rules. If 
you can't identify one, look for the only person 
who carries mace and hand cuffs.

Count Time Twice a day every inmate in the facility is count-
ed. At this time they must go back to their unit.

I.D. Kind of like a ID that one would get from the DMV, 
but it is worn around the neck via lanyard (if not, 
a Bunk-In is issued).

Intake Where each inmate enter the prison and receives 
their clothes and blankets.

Jobs "What, I'm cleaning toilets now? I didn't sign up 
for that." Or, also, "What? I'm half washing trays 
in the dish pit? I didn't sign up for that." And 
many other tasks for which residents are paid less 
than a dollar a day.
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Mail 
Violation

Instead of getting a letter someone sent, one re-
ceives a piece of paper informing them "white out" 
was on the letter, and it was found to be in viola-
tion of the rules of the mail system.

Medical The place where hardened criminals go to weigh 
themselves to see if they got any gains this week 
on the weight pile. Also for super bare minimum 
medical requirements to avoid law suits.

Outside Work 
Crew

"Hey, why not go into the community and do things 
nobody else want to do in society for less than 
a dollar a day? Sign me up! What, I'm picking up 
fecal dropping and syringes at abandoned homeless 
encampments? I didn't sign up for that!"

Phone Calls A step above the dark ages of paying 25 cents per 
minute for long distance calls. Now, for the flat 
rate of 18 cents per minute you can talk to your 
loved ones after pulling your hair out navigating 
the automated system designed to humble people by 
force.

Pickle Ball Guttural gargling noises and unintelligible anger 
sounds fill the entire yard from the pickle ball 
court.

PREA Prison Rape Elimination Act. Do not accept a snick-
ers bar placed on your pillow. 

Prison 
Lawyer

He who thinks he knows the law, will help you for a 
Top Ramen.

Programs Where people go to cling onto the remaining bits of 
their identity in exchange for some time off their 
sentences, a certificate, and cinnamon buns.

Residence 
Program Dog

A dog that lives with four inmates on Unit 1, that 
eventually gets adopted out.

Shake Down A full property search conducted by a Correctional 
Officer.

Smash Him 
Out

Common term for fighting. See also "beat the brakes 
off him."

Spread A combination of food items combined together to 
create a tasty treat. Usually for a group of in-
mates who decide to throw items in together to make 
something.

The Corridor The place people most commonly get in trouble for 
not wearing their ID lanyards.

The Hole A two bunk cell people can achieve access to (for 
various reasons) with 24 hour security system and 
locks on the door.

Thinking 
Errors

There is a glitch in the matrix and I am having 
trouble seeing it at this moment in time.
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Tier A block that connects all of the units. Not to be 
confused with tear, which can be found in tattoo 
form under the eye.

Unit That noisy place people live in that pushes the 
laws of sanitary physics into a new paradigm.

Unit Store "For two soups on canteen day, you can have one 
soup right now." From that one guy who everyone 
knows does that kind of thing.

Weight Pile A prehistoric series of bars and metal plates at-
tached to chains designed for less people than who 
actually use it.

Weed The stuff one smokes in tiny sand grain quantities 
for outrageous prices.

Window The dates in your set that you qualify for pro-
grams.

Wreck Any form of trouble, usually referring to a fight 
between two groups of people.

Yard Kind of like a normal person's yard but with barbed 
wire, heaping teaspoons of testosterone, and baby 
oil.
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Doing Time started from a simple prompt to in-
vent a game. Students and faculty from the PSU 
Art and Social Practice Program, including myself, 
had begun facilitating weekly art classes at a 
minimum security prison in NE Portland: Columbia 
River Correctional Institution. I was scheduled 
to lead one of these classes and I happened to be 
thinking about games in that moment. I proposed to 
the class that we try and invent a game: it could 
be anything, simple or complex, narrative or ab-
stract, but I thought it might be interesting to 
see what a group of artists who had never created 
a game might come up with over the course of three 
hours. After some initial discussions and delib-
erations, interest veered towards creating a game 
about prison. Over the next year, the group has 
evolved and changed, but the central goal of the 
project has been to create a game that offers the 
player a prisoner’s perspective of the experience 
of being incarcerated at Columbia River Correc-
tional Institution.

 One of my initial interests in creating Do-
ing Time, was thinking about how board games can be 
used as a form of art. Even simple games are high-
ly conceptual, and involve interaction, collabora-
tion, and play. Games are experiential, and involve 
active participation. I realized that all of these 
things are common goals in many Social Practice 
art projects. Social practice is an approach to art 
making that emphasizes collaboration, interaction, 
participation, and site specificity. Through making 
a site specific board game, we built a platform for 
discussing and analyzing the system within which 
the co-designers live. The outcome of this process 
is a game that can be shared, played, and experi-
enced. Typically, representations of prison in the 
United States come through media: books, movies, 
news. To create a game about prison offers a new 
format in which to discuss mass incarceration. One 

Game Design and 
Conceptual Thinking
By Spencer Byrne-Seres
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that requires that people sit around a table, talk, 
interact, and make choices. 

 Following that first class in which the idea 
of a board game about prison was initiated, we 
began a process of iterative design that took us 
through 10 different board layouts, 5 sets of rules, 
and many long conversations about Columbia River 
Correctional Institution. My personal experience 
was one of great learning. Each component system of 
CRCI needed to be analyzed and discussed: Intake, 
Canteen, Chow Hall, jobs, Med Line, PRAS Points, 
Incentive Levels, Programs, DR’s, Bunk-In’s, the 
Hole, the Units, ID badges, and so on and so on. 
Sometimes the rule or system of prison could be 
easily translated into the game. For example Unau-
thorized Assembly, which prohibits groups of more 
than 3 people to randomly form, could easily become 
a rule in a board game. Other elements were more 
abstract: juice, respect, skills. These elements 
needed to be thought around and distilled, and this 
process of observation, understanding, and trans-
lation bears a lot of resemblance to the practice 
of theorizing that bell hooks describes in Theory 
as Liberatory Practice: “Living in childhood with-
out a sense of home, I found a place of sanctuary 
in “theorizing,” in making sense out of what was 
happening. I found a place where I could imag-
ine possible futures, a place where life could be 
lived differently. This “lived” experience of crit-
ical thinking, of reflection and analysis, became 
a place where I worked at explaining the hurt and 
making it go away.” By analyzing and dissecting 
the prison from within it, we built frameworks for 
understanding its structure. And the format for 
this theorizing was not a dense theoretical text or 
piece of writing, but a game that could be played 
by almost anyone.

From these conversations we had to decide what 
to include or not include, create a set of rules, 
and then try and play it. We did this over and over 
again, trying things out, eliminating one rule, 
replacing it with another. The metric for what was 
working or not working always came back to this 
question, “is that what it is really like?” The 
game prioritizes the experience of the residents 
of CRCI, their perspective, and not that of the 
DOC, the Correctional Officers, the counselors, or 
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the outside public. The game describes the expe-
rience of this particular prison, CRCI, which as 
anyone will tell you is not like most other pris-
ons. Violence is minimal (in comparison), there 
are dorm units instead of cells, and everyone has 
a release date. The reality depicted in the game 
is one that challenges the status quo assumptions 
of what prison is like. The game is not centered 
on drugs, stabbings, or extortion, but focuses on 
the more mundane elements of incarceration, aptly 
described in the title Doing Time.

Each component of the game had to be checked and 
rechecked against everyone else’s experience, but 
there was never necessarily consensus. That ques-
tion of “is this what it is really like?” was our 
guide, but it also complicated the process because 
no two people have the same experience of living 
at CRCI. The format of the game reflects this. The 
board itself, and the general framework of rules, 
are based on the layout of the prison, and everybody 
can generally agree on this. But the cards that you 
draw as you move around the board were written by 
dozens of people, and reflect just as many experi-
ences of the institution. The game and the rules 
are simply the driver that delivers these stories 
to the player. By sharing these stories the play-
er learns about what might happen or has happened 
within the prison. The game does not streamline or 
simplify the narrative of prison, but complicates 
it. Doing Time adds complexity to the conversation 
around mass incarceration, in order to broaden how 
we understand and relate to the system and the ex-
perience of those living within it.

Now that we have built the underlying structure 
for Doing Time, we have a container within which 
experiences can keep being added in the form of 
new cards. Doing Time will never stop being added 
to, but is now ready to be distributed, and to be 
played out in the world. Our hope is that the game 
can be used in various ways: in an educational set-
ting, a casual setting, within a prison, by activ-
ists. The game requires coming together, so take 
the opportunity to gather, play, talk and reflect.
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A Conversation with the 
Designers of Doing Time

Spencer Byrne-Seres, Tom Price, Mark Arnold, Jacob 
Diepenbrock, Logan Winborn, Chris Elliott, Drew Reeves 
and other members of Columbia River Creative Initiatives 
sit down to discuss the creation of Doing Time. 

Spencer: The way Doing Time 
started was that we came in for 
class one day not having a plan 
for class, and proposed the idea 
of making a game as an exper-
iment. None of us had made a 
game before; it was a totally 
new thing, and I was personally 
interested in it as a conceptu-
al art exercise in how you can 
take something really huge and 
complex and difficult and turn 
that into something that is an 
experiential way of understand-
ing a system. Normally the pub-
lic, outside of prison, learns 
about mass incarceration through 
documentaries, Hollywood, lit-
erature and things like that. 
They’re never actually put in a 
situation where they might have 
to navigate certain parts of the 
experience, even if it is in 
this highly reduced format.

So as we were talking about 
game-making the idea of mak-
ing a game about prison came up 
and we kind of just launched 
down that path and said, “Okay, 
what would that look like?” And 
different versions have come up 
over the course of the past year 
that revolved around different 
emphases in prison. The first 
version had different types of 
point systems including survival 
skills, life skills, and respect 
points, and then there was also 
canteen or PRAS points. All of 
that stuff that came into it. It 
was this very complex thing that 
was really hard to play, so we 

wanted to pare it down. Some of 
the things in feedback we had 
gotten that were really inter-
esting were that is important to 
be able to tell stories or anec-
dotes about things that happen 
here. So, the cards themselves 
became the emphasis as it is the 
most compelling component, from 
an outsider’s perspective.

So, that’s a little back-
ground, and I wanted to just 
kind of open up the conversation 
to hear from folks about how 
they first became acquainted with 
the game, what were some initial 
thoughts about it, and maybe 
from there how has it changed 
as you got to know the project 
better?

Tom: Well, it’s changed a lot 
since the very beginning by mak-
ing it not so complicated. The 
very first versions were real-
ly complicated and took forever 
to play. Now the game moves a 
lot faster because the way that 
cards are set up in different ar-
eas of the board. If you go into 
one of those areas you can pick 
a card. Your choices are estab-
lished for you so that you’re 
not thinking, “Well, I’m making 
a choice, is it gonna be A or 
B?” This kind of just dictates 
how you’re flowing through the 
game as you’re going along. So 
that, in essence, moves along. 
And the COs have changed drasti-
cally too in the interaction of 
your game piece and whenever you 
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interact with a CO. Now, there 
is an interaction there, where 
it didn’t used to be like that. 
So, that helps a lot I think. 
And just getting to know that 
there is stress involved, ei-
ther a minimal amount of it or a 
lot, depending on the situation 
you’re going into with the CO.

Jake: I think from the first time 
I played a game it was really 
complicated and there was more 
studying and understanding, and 
it took a good chunk of time 
just to go through and figure 
out exactly what the process 
was gonna be before you played 
it. But now you can just sit 
down with minimal reading, like 
5 minutes worth of stuff, maybe 
less than that, and figure out 
how to play it. You can actual-
ly even sit down and not real-
ly even read the rules you just 
start being guided through by 
one or two people and can figure 
it out. Just to get going. 
It’s been a process to get ev-
erything to get it streamlined a 
lot more, but I think it flows a 
lot better. From that time when 
Berlin was playing with us and 
she was like, “Uh...” You know? 
I think it’s a lot more easy to 
play, and it flows a lot better, 
so you don’t have to know any-
thing about prison to sit down 
and play it. And I think it de-
picts enough about CRCI, or at 
least somewhat of what it’s like 
to navigate through prison, or 
depicts this prison, at least, 
so it’s true to what it was mod-
eled after, and it’s entertain-
ing. I like it.

Mark: I think it’s developed, 
and I think that since I first 
started there’s a lot less 
choices going on. But I think 
for the game there needs to be 

some element of choice because 
we do have choice in here, be-
tween doing the not so right 
thing and doing the right thing. 
So if we had more time to even 
develop it more, it would be 
more like this place. I mean 
right now, the consequences and 
even the way the board is set 
up, and the way the board looks, 
is a lot like our institution 
in the way it’s set up. Losing 
stress points on the yard, I 
think that’s good, and picking 
up contraband and losing stress 
when you drop it off, that really 
does happen. I speak from expe-
rience.

Logan: It seems like there’s a 
very minimal amount of things 
that need to get polished out at 
this point. It’s pretty solid. 
There’s a couple of things that 
just need a minute amount of at-
tention.

Mark: Well, yeah, I think that 
in the development of a game 
like this, you really have to 
make it something that is to-
tally developed, and that might 
take a bit longer.

Jake: I mean, it’s changed, 
it’s not anything like the orig-
inal game or the game that we 
played a couple months back.

Mark: No, and I liked the fact 
that we have the stress to-
kens and if you pick up some-
thing you get a stress token and 
time tokens, because that’s all 
real stuff. When you went in the 
yard and you work out, you lose 
stress tokens, that’s a good 
thing because I do.

Logan: I wasn’t really here for 
the whole duration of this but 
I’d be curious to know where you 
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guys think the breaking point 
was when it started to flow to-
gether, when it started to come 
together a little more and then 
why you thought that it started 
to change in being able to put 
it together a little easier.

Jake: Well, I think the biggest 
thing was our time with Berlin 
and then we took it to the game 
designers meet-up, and then just 
finding someone who hadn’t known 
anything about prison just to 
sit down and play the game, try 
to play, and see how challenging 
it was for someone that doesn’t 
have our background, or hasn’t 
had a background of being a 
visitor, and going through that 
type of stuff. 

Spencer: Yeah, that was defi-
nitely a big moment because we 
had gotten this working proto-
type together that we were all 
pretty proud of, I think, be-
cause it was working and it had 
the rules and everything going, 
and then when we took it to the 
game designers and they really 
were able to critique it more 
objectively. They had no con-
text of prison, and they had 
never experienced coming to CRCI 
or anything like that, or even 
knew about our program or had 
buy-in that way, through being 
my friend or something. And the 
game designers basically said, 
“This isn’t telling a story.” 
And that lesson kind of leads 
me to another question of what 
story would you want the game 
to tell? I think through that 
process we went in and kind of 
tore it apart and built it back 
up into what it is now with the 
focus being on the card them-
selves and the potential for the 
stories. And all of y’all have 
written down cards and creat-

ed cards for it so maybe if you 
would want to talk a bit about 
what sort of things you included 
and why, and what sort of story 
you hope it tells.

Mark: Well, I think when it 
went to the developers I remem-
ber listening to what they were 
saying and that their expecta-
tion of what prison was like was 
from the media, from watching 
shows and stuff. Well, Columbia 
River is nothing like a pris-
on-prison; we don’t have stab-
bings, we have a fight here and 
there, but for the most part 
it’s not like a prison that you 
see on TV, nobody’s getting 
handled and stuff like that. And 
I’ve been to a real prison where 
people get hurt everyday, you 
see a lot of blood all the time. 
That’s prison. This place is, 
hopefully, working towards more 
rehabilitation than that type 
of violent environment. It is a 
more suitable place for people 
to rehabilitate. And that’s my 
take is we want to rehabilitate, 
we don’t want a bunch of vio-
lence around. But I think when 
you took it to developers, they 
were expecting shock and awe 
type stuff.

Like, “We want more elements 
of prison.” Well, this is not 
a traditional prison, I think 
that’s what those people were 
expecting. And the game really 
reflects a lot of what happened 
because all of us inmates were 
inputting in it. I understand 
everything that’s on the cards, 
I understand the concepts of it, 
so if somebody that never was 
in prison played it and it was 
explained that this was more 
of what CRCI is about, I think 
they could get an idea. And it’s 
pretty accurate. I think it’s 
pretty accurate for the most 
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part. I mean, like I said before 
I’d like to see a little more 
choice involved, but besides 
that I think the accuracy of it 
is good.

Tom: The element of stress is 
very important in this game. 
Because, in one way or another, 
there’s going to be some kind of 
stress. Even if you’re having a 
great day, there’s still an ele-
ment of stress. Whether it just 
be the CO walking by and looking 
at you weird. There’s always go-
ing to be that level of stress. 
And that is one thing that I 
think this game is good at rep-
resenting. I think we still need 
to figure out some ways to have 
some of that stress eliminated 
or alleviated a little bit. Some 
of these particular rooms, maybe 
in programs, the unit, work, or 
just different areas.

Logan: I kind of want to throw 
in my piece about the whole, 
“This is not a real prison,” 
thing because you could literal-
ly just change the cards around 
to, “Guy gets stabbed, on tier” 
and it would turn into real 
prison, you know what I mean? 
So, that’s not the point with 
the game, the game flow and ev-
erything like that.

Mark: What I was saying was when 
the developers were critiquing 
it, they wanted more of that 
element and that is not in this 
prison, that’s what I am saying. 
The developers were wanting to 
see more of that type of stuff 
but they didn’t understand, I 
don’t think, I don’t know if you 
didn’t tell or they just thought 
or assumed that the game would 
have violent stuff. What this 
game is about is CRCI, and we 
don’t have much violence.

Spencer: One of the potentials 
for this is that we can take 
this model, like the actual 
rules and without much changing, 
go to another prison and have 
people write cards and make it 
specifically about that prison. 
So it has the ability to work in 
different environments potential-
ly.

Jake: That’s a cool idea

Tom: Have a bunch of blanks so 
they could write their own?

Spencer: Yeah, so it’s kind of 
like we’ve made a blank, which 
is like the structure of the 
rules and then you can fill it in 
with anecdote from any place, 
potentially. Any other thoughts 
on why you chose to write what 
cards you wrote for the game? 
What were you interested in 
sharing or depicting.?
Drew: I was thinking about writ-
ing half a dozen more of them 
now. I mean like, three of them, 
you run into a cool CO and they 
don’t do anything or you run 
into a shitty CO and they harass 
you and bunk you in for some 
stupid shit.

Mark: One CO might cell you in 
for your bed not being right 
or the next CO may do nothing. 
There’s that variance of differ-
ent COs and you get to know the 
COs and what different COs want. 
You know, there is a little bit 
of that element there. Where one 
person will bunk you for such, 
for having somebody’s radio or 
borrowing somebody’s radio and 
the next CO doesn’t do nothing 
or just says, you know, “give it 
back to him”. One person might 
bunk you in, so there’s a little 
bit of that element in that.
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Chris: Well I wrote a bunch of 
cards and then I also got to-
gether with everybody that was 
in my unit and I handed out 
cards and just told them the 
general broad idea of the game 
and just see what they would 
come up with, without giving 
them any specifics and they ac-
tually came up with some pretty 
good ones. That was the whole 
reason behind that, I had about 
15-20.

Logan: That’s pretty cool that 
you made it interactive for your 
unit for multiple people outside 
of the development to have their 
say on it, that’s neat. What was 
that conversation like, explain-
ing it to them?

Chris: Well that’s was actually 
a really tricky conversation, 
first of all they were asking 
me, “what, you’re playing board 
games?” then “what, are you 
designing a board game?” And I 
have only been working on this 
for four or five months now, I 
mean not too long, nothing like 
Jake and Justin here and Tom, 
who have been doing it since the 
beginning. But I have seen it 
go through three or four differ-
ent changes and right now it’s a 
hell of a lot different than it 
was. I mean it went from easy, 
to hella confusing, to now it’s 
back to kind of like a monopoly 
style game which makes it a lot 
easier. When I had to explain 
that to people who aren’t going 
to be able to play this game, 
a lot of them would write stuff 
down and then come up to me and 
be like, “hey is this good?” I 
would pretty much just say “hey, 
this is you, your prison experi-
ence”. A lot of them have been 
down for awhile, and they’ve put 
down stuff that I didn’t even 

think about like the barber, you 
know? A whole bunch of different 
stuff.

Spencer: I think the question 
I’ve always had with the inten-
tion of the game was, what’s the 
value of it? What do you all see 
is the value of the game? Be-
cause there’s always this risk 
of trivialization of what is 
in reality a huge, oppressive, 
problematic system: mass incar-
ceration in the United States. 
What do you think as the poten-
tial benefit for the game?

Mark: I mean as far as this game 
goes or are you talking about 
for us or for somebody that has 
never been in prison?

Logan: I’ll throw something in 
there: its kind of interest-
ing that the goal of the game 
is just to collect time and get 
out instead of becoming a bet-
ter person or anything. Drawing 
attention to how there’s flaws to 
the system is a really valuable 
aspect of the game.

Spencer: Yeah, this isn’t the 
game that DOC would make.

Logan: No definitely not, defi-
nitely not.

Mark: What I am saying is, from 
our perspective or somebody from 
the outside’s perspective?

Spencer: Well let’s start with 
what you see for folks who play 
it from the outside, what is the 
hopeful goal for them as the 
takeaway?

Logan: I’m under the impres-
sion that everybody in society 
should spend at least a week in 
jail. Just see what it’s like 
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to be incarcerated. I think the 
system would change immediate-
ly. It wouldn’t even take more 
than a year to have the entire 
system changed at that point 
because you’re going to have 
people on high seats delegat-
ing what the whole system looks 
like changing it, just like 
that. I think this is kind of 
like a small version of that, 
being able to show people what 
it is like.

Chris: I see three groups play-
ing this: one educational 
teaching whatever it may be. 
Two, frat boys drinking at the 
house (“you got sent to the 
hole” funny stuff). And then 
three, would be people that 
have been in prison trying to 
reminisce on the old times. I 
don’t see parents being like 
“oh hey kids, look what I got 
you for Christmas” Doing Time!

Mark: I think for the people 
on the outside what I would 
like for them to get at is, yes 
this place is not a tradition-
al prison as we understand as 
far as violence and all that 
goes. Yeah, there’s a lot of 
wasted time, this is mundane 
stuff that we are showing. And 
then there are all these ac-
tivities that you all come in 
here to do. I am just saying 
for my own experience, that was 
what has helped me this time 
to keep my mind going and not 
fall back into old thinking and 
patterns of my criminal behav-
ior. I am more interested in 
writing down a skit on comedy 
or coming here and painting or 
drawing or whatever I do here, 
or coming and playing this. So 
that’s what I see the takeaway 
is, we need to have more pro-
grams like colleges coming and 

working with all of us. Right 
now just having so many peo-
ple come to this class and so 
many people do comedy class 
and so many people do arts, so 
many people do the art proj-
ect on the outside. That’s all 
stuff that keeps us productive, 
you know what I am saying? It’s 
not really rocket science, it’s 
what everybody does in society, 
we all do something and have a 
goal. This game shows you that 
its mundane, it does pick up 
the mundane of it. You go to 
the chow hall, you eat, you go 
to your unit, you know I mean.

Tom: One thing I think is re-
ally important is that I would 
hope that when people play this 
game, they understand the im-
portance of time. Regardless of 
how lax it is in here or how 
stressful it is or whatever. 
You are still losing a portion 
of your life by being in here. 
By not being part of your fam-
ily or society or whatever the 
case may be. There is still an 
essence that it is time you’re 
never going to get back. Wheth-
er or not you’re doing some-
thing to benefit yourself and 
you learn from the experience 
of being here.

Jake: The fact that our punish-
ment is supposed to be the time 
that we’re taking away not from 
our family or people in this 
group.

Drew: What I wanted to find out 
was, I’d wonder if you’d send 
a proposal to Parker Broth-
ers or Milton Bradley to see if 
they want to mass produce this 
and sell this like Monopoly or 
Life. I am pretty sure they 
won’t, but hearing their rejec-
tion letters I think would be a 
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source of amusement.

Spencer: The hope is produce 
that it could be distributed.

Drew: Like Chris said trying to 
be like “here Chris, look what 
I got you for Christmas! I got 
you a game about prison.” I mean 
how do you market something like 
that? How do you get kids inter-
ested in that? The frat boys or 
you know, other people that have 
been in prison on the outside.

Mark: I think when you play the 
game and you explain to peo-
ple what CRCI is, you’re go-
ing to have people that fall on 
both sides of the spectrum. One 
that’s going to say “its to easy 
we need more punishment” you’re 
always going to have those peo-
ple. Then you’re going to have 
more people that are going to 
think logically and say “okay we 
need more rehabilitation, more 
classes, more college” like you 
know and like you guys do, and 
bring that more in. I am telling 
you as an inmate how much that 
has helped me from my last time, 
you know this is my third time. 
I can speak from experience and 
say that, having something to 
do and goals and these classes 
helps me. But you’re going to 
always have different opinions.

Michael: That’s one kind of one 
thing I was going to ask. I see 
two major primary audiences of 
the game. There’s people who 
could play the game and then 
there’s you all who made the 
game. You’re an audience of a 
certain experience from gener-
ating it. I was curious if you 
see yourselves in the game, like 
where you see having partici-
pated to create a thing that 
has brought value to your life, 

which you have talked a little 
bit about Mark, but I was curi-
ous if that strikes anyone.

Tom: Well yeah, I think is a 
sense of accomplishment. Some 
of the time lost hasn’t been of 
total waste. Although I have 
wasted a lot of time. Not neces-
sarily on this but, just being 
in here, you find yourself doing 
that, that’s part of the whole 
experience. But, I don’t know, I 
am just stuck on the whole time 
thing right now. Maybe it’s not 
helping but…

Jake: As far as time goes for 
me, time is a calculated risk 
for the lifestyle I live. I par-
ticipated in the criminal activ-
ity I did knowing that sooner 
or later I would get arrest-
ed. I really don’t get sucked 
up over the whole “oh my God I 
got arrested I am in prison.” I 
mean that’s where I am at. You 
know what you’re going to do. I 
just don’t quite understand that 
part of life when they get like 
“oh my god, I am in prison.” No 
shit, you committed a crime, 
what do you think is going to 
happen? You know what I mean? 
It’s a little more entertaining 
to be able to do something like 
this with my time here at CRCI. 
God knows it’s boring as fuck a 
lot of the time but. It enter-
tained me and hopefully other 
people will get something out of 
it. As far as what Michael was 
saying, I guess that fact that 
it gave me something to do while 
I was in here. What kind of 
learning tools are going to come 
or whatever, let’s throw it out 
there and find out. 
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