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Ideas and tips for using the game 
in an educational setting



How can Before the War be used
in an educational setting?

Are you a history, geography or citizenship 
teacher? Or an English or German 
teacher?  Discover all the educational and 
informative aspects of the Before the War 
game.

As well as being entertaining, the 
equipment and gameplay of Before the 
War were developed and tailored explicitly 
to draw players in and make them want to 
learn more.

These learning opportunities enable 
links to be drawn between the situations 
in the game and historical, political and 
economic concepts that can be approached 
from a variety of viewpoints.

At the same time, the game was designed 
as a "traditional" board game with the 
focus on fun. But it also aims to apply 
this entertaining angle to the transfer of 
knowledge, with the goal of creating a 

memorable background for the knowledge 
learners will gain in order to make it easier 
to understand.

So if you decide to use the game to support 
your teaching goals, this booklet is for you!

The following pages provide tips on how to 
make full use of the game for educational 
purposes with groups of learners.

There is also a glossary of the game 
equipment summarising all the historical 
concepts involved in Before the War.

  

Enjoy the read, and have fun with the game !  



A few examples of using
Before the War with a group of learners

Here are a few examples: 

•  When two players are negotiating 
an agreement, you can provide precise 
elements of historical or political context 
that may change the way they see things. 
This will help them to identify with the 
leaders they are playing. 

- And to establish the transfer of 
knowledge, as the players really 
play the roles of the leaders they are 
studying.

•  When an "action" card is played, you can 
quote a number of associated references 
to explain the leaders’ roles and historical 
interest.

- This enables you to use the game 
and its mechanisms to illustrate what 
you are saying about the political, 
historical and economic issues you 
are studying.

•  At the end of a scenario-type game, 
you can draw out the similarities and 
differences that emerged in comparison 
with real historical situations.

- This highlights specific historical 
and political facts by comparing 
them with the decisions and actions 
taken by the players during the game. 
What are the differences? What are 

the similarities? What changed? 
What caused the change?

•  You can ask learners/participants to play 
out the events as they actually occurred 
when they have acquired the associated 
knowledge.

 - The game can thus be used as 
a learning tool in its own right to 
assess the knowledge acquired by the 
learners. Rather than just playing, the 
players can illustrate their knowledge 
throughout a game session.

•  Building on the previous point, you 
could imagine a score separate from the 
game score, which you allocate to learners 
based on the actions they take when asked 
for suggestions by their player/partner 
during a game.

- This is a further opportunity 
to verify how much players have 
learned about the concepts covered. 

As we said above, the many allusions to historical, political and economic concepts in 
Before the War provide opportunities for reflection and explanations during the game 
based on the situations that arise. 



Our tips for using Before the War
in an educational context

1.  When the game is played by pupils, it 
is important to let them complete the game 
rather than returning to a non-interactive 
presentation of information.

2.   It is likely that the number of learners 
will be higher than the number of players. 
One option is to form teams, but it can also 
be beneficial to offer non-players exercises 
based on watching how the game unfolds. 

3. If you like, you can also use elements of the game 
separately. Here are a few examples: 

•The "event" cards can be used for an 
alternative game in which learners 
have to provide dates, or locate them 
chronologically relative to each other. 

• The "action" cards can be picked from 
the pack, and you can provide or ask for 
associated historical situations.

• The scenarios in the "Scenario Book", which contextualise and represent historical 
situations, can be altered by changing resource allocations, political regimes or any other 
element contributing to the balance of the situation. This can be a way of seeing what 
might have changed in relations between countries.

4. For scenario-type games, it may be 
interesting to limit or to increase the 
number of rounds in the game as required.

5. When you are comfortable enough with 
the mechanism of the game, you are free to 
adjust the scenarios or create entirely new 
ones to illustrate situations that relate to 
the knowledge you want to pass on. 

















Glossary of game 
equipment

Treaty of Versailles:
�  �e signature of the Treaty of Versailles 
on 28 June 1919 brought the war to an end. 
Germany was designated as having primary 
responsibility for the First World War. In all, 
the country lost a tenth of its population 
and a seventh of its former territory. �e 
reconquest of Alsace and Lorraine, France’s 
principal war aim, pushed around 300,000 
Germans into exile. �e territories of Eupen 
and Malmedy were ceded to Belgium. �e 
Saar basin became a League of Nations 
protectorate for 15 years.

Trenches:
�  �e trenches, dug by the various armies 
once the front had stabilised, became a 
symbol of the First World War.

Triple-Entente:
�  A political alliance between France, the 
United Kingdom and Russia, in opposition 
to the Triple Alliance, uniting Germany, 
Austria and Hungary and temporarily 
including Italy.

War propaganda:
�  Like all propaganda, the information 
provided by governments during wartime 
is neither neutral nor objective. Its goal is 
to convince, not to tell the truth. It uses 
every medium � press, cinema, radio � to 
defend the national interest to the detriment 
of the enemy. A government engaging in 
propaganda tries to control everything.




