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ABSTRACT
In this paper, we present the results of a design project that was
funded by the German Federal Foreign Office. The project, ‘Perspec-
tives in Play’, aimed at the creation of board games that educate
about foreign policy through play. The results include build-up
strategy games about climate change, knowledge games about dif-
ferences between cultures and countries, and discussion games
about opinion, truth, resource management and law-making. The
collection includes both competitive and collaborative games for
group sizes of between two and 27 players. We present the games
and initial user reactions, which we collected in informal surveys
after users had tried out the games. We discuss our findings, con-
cluding that printable board games have great potential to help
political education gain in complexity by embracing new formats
that offer a variety of innovative learning styles.
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CCS CONCEPTS
• Human-centered computing→ Interaction design.
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1 INTRODUCTION
In a democracy, everybody is a politician. For a long time, politics
have, therefore, been the subject of formal and informal education,
both in schools and at home. Recently, technological advances
have enabled the creation of new, experimental education formats,
which can be made easily accessible (e.g., to download and print) for
use in the classroom. Games have also progressed from a medium
solely for entertainment – games used in education today can be
immersive activities in which players take on roles in complex
systems which must be understood and anticipated in order to win.
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