
The Game of Ginter
The Game of Ginter is the name that pupils gave to the game

of human history that Niko Ginter has created and practiced

for 12 years at the Waldorf Klagenfurt school, Austria. The

core idea of the game is to involve pupils in the development

process of a society and in the ability to make decisions that

influence future events. The game is collaborative and has

no winner or loser but serves as an enjoyable and powerful

learning process and as an assessment of history. Learning

through play, sparking natural curiosity and giving space to

experience mistakes are some of the methodologies behind

this practice. Niko Ginter has practiced this game with over

16 classes and 300 pupils and is now writing a book about

his experience as a Steiner Waldorf teacher that includes a

chapter on the game. He hopes to spread his practice and to

create versions of it that can be adapted for other learning

contexts.
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"The game is collaborative and has no winner or
loser but serves as an enjoyable and powerful

learning process and as an assessment of
history."
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NAME OF PRACTICE

FIELD

CATEGORY

TYPE OF 
ASSESSMENT

AGE GROUP

SCHOOL

Class 10 - ages 14 to 16

Adaptations for other subjects
and age groups are possible.

This game could be adapted for other
age groups but it is particularly
interesting and relevant for pupils who
are 14 years or above.

Combination of formative,
summative, peer and self-
assessment

Formative: There is a continuous
evaluation throughout the learning
process, a participatory oral summary
at the end of each class and a script
book in which the teacher records the
development of each pupil.
Summative: This game serves as the
end of year assessment for
history.The end of year report is
written based on the notes from the
script book and a written evaluation of
the myth pupils are assigned to write. 
Peer: Pupils assess each other’s
input and the way they carry out their
roles throughout the game. Self:
pupils are asked to evaluate what
they have learned and how they are
involved in the game regularly.

Practice specific to a subject
and age group.

History

Niko Ginter was also invited to other
Steiner Waldorf schools to practice
the game on several occasions,
namely  Vienna (Poetzleinsdorf) and
Devon (Totnes).

Waldorf Klagenfurt:
https://waldorfklagenfurt.at

Or Game of Human HistoryGame of Ginter
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COUNTRY

VALUES

TIMELINE AND
PREPARATION

FORM OF
DOCUMENTATION

IMPLEMENTATION OF
OUTCOMES

Niko Ginter

Coming soon in Ireland.

Subjects Niko teaches: music, history,
geography, politics, and in more
recent years ethics.

Austria

TEACHER

Contextualised: The assessment is
embedded in the game. 
Individualised: The reports are based
on observation of the individual's
progress throughout the game.
Participatory: The pupil and the
teacher are in constant dialogue about
the development of their role and
assignments.

Script book, end of year report,
common and individual myths
composed by the pupils.

The participatory nature of the game
makes teaching history more
resourceful and less demanding.

Contextualised,
individualised and
participatory

The assessment process is
facilitated by the game as
the final report is based on
notes the teacher takes
during sessions.

Written

The result of the game becomes a personalised end of year report that
replaces all other tests in history.

CHAPTER 1 GAME OF GINTER



Waldorf Klagenfurt is located in the capital city of Corinthia county, Austria and has
around 200 pupils from ages 6 to 18, with several kindergartens affiliated to it. It is a
publicly recognised private school, which in the national context means that it is funded
by the state for 20% of the budget, the remaining 80% is to be covered by parents.
Classes mostly have between 12 and 15 pupils each, with 24 being the absolute
maximum. 

Waldorf Klagenfurt was founded in 1979. Several Waldorf schools were developing in
Austria at this time and the founders intended to create an innovative and liberal Steiner
Waldorf school. In the first years some tension existed between the more traditional
teachers and others aligned with the liberal mindset, who wanted to teach out of their
core, and use Steiner’s ideas as inspiration. It also took several years for the school to
be completely recognised by the national federation of Waldorf schools. Niko’s personal
opinion is that it is always good to have a bit of both perspectives and to tend towards a
good balance between tradition and innovation. 

THE SCHOOL 
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Today only two or three teachers from the founding years are still active at school but the
original impulse remains strong and Waldorf Klagenfurt is considered one of the most
innovative Waldorf schools in Austria. An example of an innovative project is the
movable classroom programme brought to Austria by Claudia Hotzy. This initiative
facilitates the diversity of learning contexts by introducing simple multifunctional
classroom furniture that makes it possible to change the classroom setting in a few
minutes. Tables turned over become easels, benches become balance beams, and
sitting in the classroom can be done in many different shapes and forms. Most of the 13
Waldorf schools in Austria have now integrated this concept. On a national level the
school was nominated European school of Austria in 2005 due to all the international
exchange projects that the school is involved in, and recently the school won a media
education prize for its thorough approach of the subject that includes teaching how to
use digital tools, but also how to handle its dangers in a creative way. The school was
also the first in Austria to push back school beginning time from 7h45 to 8h30, with the
cooperation of a chronobiologist who had proven that starting later in the morning has
benefits on learning.

Nevertheless, Niko recounts that when he started teaching at the school in 2006, the
innovative mindset had only a slight effect on the school’s assessment policy. Especially
in the upper classes, assessment was done very traditionally and pupils learned for tests
in a similar way to state schools. Niko himself did not know how to do things differently in
the first two years, but feedback from Tobías Richter, pedagogical expert and fellow
student at the Centre for Culture and Pedagogy opened his mind to the possibility of
evaluating in a more personalised way. Around the same time he joined the European
Council for Steiner Waldorf Education, where the theme of assessment for learning was
present, too. Resources also came from inside his school, where he learned a lot from a
maths teacher who did no tests and evaluated his pupils by observing natural occurring
evidence. Niko discovered a wholly new approach to assessment that resonated deeply
with his values. An important realisation was that if you document and observe your
pupils in a thorough way, tests will not give you any more information, as you have a
very good knowledge of where pupils are in their learning process.
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Niko is a music, history, geography, politics and history teacher. When Niko was a child
he strongly disliked school. He never felt recognised as someone who wanted to learn
and felt unfairly assessed. This combined with his difficult family background almost led
to dropping out of school when he was 17. When he was 18-19 he decided he wanted to
try education again and started philosophy and politics at university. However, the
experience was not conclusive, and he left Vienna before finishing his degree. His
passion for history and philosophy never left him though. Niko has the capacity of
reading a book and remembering all of its content and this very naturally led to sharing
his knowledge with others informally, namely with his wife’s two children, who were
interested in what he was saying and for whom he invented his first games. He had no
further ambition initially, but a family friend observing his way of teaching suggested he
would be an excellent Steiner Waldorf teacher. That is how he discovered Steiner’s
philosophy and got his first official teaching job at Klagenfurt. After that it all went very
fast and he was one of the first in Austria to obtain a postgraduate degree in Steiner
education. He was soon invited to represent his school in the Austrian federation of
Waldorf schools and two years later he was the leader of its pedagogical section, and
joined the European Council. 

As a teacher he really wants to make a difference in the life of his pupils, especially
regarding his difficult personal experience. He hopes that all his pupils will remember
school as a place where they learned relevant things for themselves and their lives.
Moreover, he strongly believes that learning goes both ways, and that if a teacher stops
learning from their pupils, they should stop teaching.

THE TEACHER 
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Main lesson blocks
Teaching in main lesson blocks has become one of the most
successful and distinguishing features of Steiner Waldorf
education. The main lesson is a two-hour class during which
a single academic subject (except for foreign languages) is
taught every day for a period of three to six weeks. This
structure allows teachers to cover the curriculum intensively
and economically, and it provides the pupils with the fullest
possible immersion in a subject. The pupils’ experience of
the subject is further deepened by allowing the subject to “go
to sleep,” before being “reawakened” later in the year or in
the following year. Through this process of forgetting and
remembering, pupils return to a subject with new interest and
new insights. The time between the main lesson blocks in a
subject allows pupils ’concepts to develop gradually and to
mature. Knowledge needs time to take root, blossom and
bear fruit. The main lesson block ensures that pupils have
sufficient time to experience a living process of learning.

Note: for this assessment practice the fact that Niko had main
lesson block periods for his history lessons made the game
alive as the pupils played every day for three weeks. In
another setting, a project style context with extra hours for
history every week for a short period would be necessary to
have the same effect.

Source: article by Roberto Trostli - click here

The Game of Ginter was created for pupils and inspired by pupils. Niko recounts that
before his first main lesson block he was invited to assist a German teacher teaching
literature in medieval times, and he could feel that the class was in a playing mindset.
They wanted to engage with the facts, reach a deeper understanding of what happened
and of the emotional impact behind decisions. This experience encouraged Niko to start
his first main lesson block with a game mimicking historical events as an introduction. It
was so successful that the introduction quickly replaced the entire block period as well as
the formative and final assessment of history for class 10 (ages 14 to 16).

THE PRACTICE 
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The game described below is the result of twelve years of experience, with sixteen
different groups. Niko explains that the first year was an experiment, the second year an
attempt to repeat the experiment, and in the third year, it became a clearly constructed
process with a conscious balance between structure and adaptability. The key for
success is indeed to be able to read the group, find the adequate way to involve all
pupils and stay flexible. One of the challenges Niko had to face was to play the game
with pupils he had never met before. He found that his role was easier when he had
already taught the class or some of the pupils the year before. The composition of the
group also has an influence on its rhythm. One year he had a class that raced through
the game. Niko had to be creative and add extensions to keep up with them. Teaching
and assessing with this game was a learning experience for Niko himself and as the
years went by, he got more self-assured and aware. He always asked for feedback from
the pupils and listened to the new perspectives they had to offer. Allowing himself to
question the plan and adapt it if necessary as well as progressively increase the
influence of the pupils on the game are two important elements that characterise the
game as it is today.
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Niko strongly believes that the meaning
of education is to advance pupils in their
development, not only gaining
knowledge per se. This is reflected in
the game because it does not follow a
strict curriculum but rather has a general
framework and objectives. The game
covers a specific time period, for
instance from 6.000 to 10.000 BC,
beginning at the Neolithic revolution that
marks the start of communities and first
settlements, and going as far as
Alexander and the Greek influence of
the Mediterranean sea. As the game
focuses on learner development, the
exact content covered in this time frame
varies from year to year depending on
where the game led the group, and the
particular interests of the pupils. He
once did the game with pupils who were
very interested in music which led to a
focus on the history of music and the
creation of musical instruments.



The goal of the game is to provide an understanding of relations between people in early
settlement situations and to further their development to a point where they could be
described as civilised. This includes exploring how people in early settlement situations
had to rely on one another and what the roots of cultural revolutions could be, from
necessities to more personal phenomena like greed, strive for influence and power.
Factors like art, mathematics and writing, laws and structure, knowledge, beliefs and
heritage are important as well as pride, personal justice and ambition which are also part
of our cultural evolution. Moreover, involving pupils in a development process enables a
real understanding of historical context rather than looking down on history out of the
21st century. The process also leads to an understanding of the importance of
cooperation and the qualities of social and asocial behaviour. Niko observed that this
understanding translated directly into the classroom as social issues between pupils
were sometimes resolved through playing the game together.

The game starts with two pupils who are placed on the map. The map is drawn on the
blackboard that becomes a game board until the game is over at the end of the three
weeks. This physical manifestation of the game requires cooperation from all other
teachers. At the minimum this means that the other teachers have to work with a partially
occupied blackboard and in some cases it also means organising a common lesson or
passing by in a history session to bring in some special knowledge that the game has led
to. In this first stage the only information available is the board created by Niko
containing two rivers, woodland, grassland, mountains and a desert and how much time
is needed to get from one place to another. The first two players are told they have to
survive in a land where they have no personal supply of water, food or tools. As Steiner
Waldorf schools often provide survival camps in the middle school classes, most of them
have a good idea how to basically survive, so they often start by building a shelter and
then looking out for water and food. Even without hinting towards the concept of
settlement they quickly develop the idea that it is better to be in a group. To this end the
initial players have to choose their team by looking out for skill sets, strength and wit.
This part of the process has to be carried out carefully so no one feels left out. 
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The second stage of the game is to establish the first settlements. These can be moved
several times within the game, but the pupils are told that their first choices will have an
impact on how their development will move forward. A first set of roles is assigned,
namely hunters and gatherers. Everyone can choose their role but needs approval of
their tribe. This part of the game involves a lot of action from the pupils, lively debates
and questions. This stage also includes establishing flora and fauna for the region,
debating the land and its future possibilities as well as the advantages of collecting and
hunting. At the end of stage two, two villages are formed and everyone has a task to
fulfill to the best of their abilities. The idea of constant food and water supply is being
explored as well as the early settlements, the reasons for being close to a river or the
ocean, and what that implies for the future. Niko brings in some facts to help pupils make
progress but gives as much space as possible to explorations and questions led by the
pupils. The magic of the game is that it sparks natural curiosity so pupils ask many
questions and do individual research. Niko explains that some of his classes even had
WhatsApp groups to continue the exchange of ideas and information at home in between
the sessions.

Stage three of the Game focuses on the inner structure of a village, what it takes to
make a group of people consider themselves a culture, and how a founding myth
influences the identity of such a settlement. By the end of the third day each settlement
has to have their founding myth ready. This group myth sometimes inspires pupils for the
creation of their individual myth that is part of the final evaluation. The game then
continues to evolve through seven to eight more stages (ten to eleven stages in total). As
the game advances in time village life increases in complexity, more roles are introduced
and pupils are given specific tasks that involve individual research and communication of
the results to their team. From hunting and
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collecting they move to farming and
reshaping the land, exploring concepts of
time, seasons, ideas of religion and
philosophy. The logical development of
the game gives the historical framework
and this implies that a coherence has to
be kept in the evolution of roles as well.
For example hunters become herders of
animals and collectors become farmers.
Some of the collectors later also become
healers, hunters become soldiers and
some of the farmers become priests. This
logic is also possible to follow as at the
end of each lesson pupils are asked to
copy the map and take notes of the
summary of important events.



In stage six and seven the village establishes rules and ways to control compliance
which also leads to the development of writing. These are typical examples of specific
tasks, developing village rules or creating a common written language. Peer assessment
is embedded in the process as pupils present their ideas to the group and receive
feedback from their peers. The ethics behind this is that an idea should never be
downplayed but played with. Each team occupies a space and pupils move out of that
space to go on their individual search missions. Towards the end of the game the two
clans meet, in peace or in war and concepts of trade and hierarchy come into play.

Throughout the game the teacher is the guardian of the rules and the book of knowledge
to empower the players. Niko decides when to open or close chapters, and when the
game needs to evolve to the next stage. This allows him to intervene at certain moments
that are targeted towards learning outcomes and when the pupils are stuck and need to
add substance to their knowledge. The pupils are asked and ask questions before
making decisions but they have the final word. Letting them play out their mistakes is an
important part of the learning process. However, the spokesperson for each group is
responsible for communicating every decision with Niko who is the only one who can
decide on new phases, tasks and roles.
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In terms of assessment, the game offers a strong formative and summative package with
elements of self and peer assessment. The constant feedback and interaction with the
teacher is part of the individualised formative assessment. At the end of each lesson
Niko draws a circle on the board and asks the pupils to mention at least one thing they
remembered. Experience showed him that they are hard to stop as they remember many
elements and in great detail. This regular participatory practice gives Niko constant
feedback on where the pupils are regarding the learning outcomes, and he can adapt the
tasks and questions in the next stages of the game accordingly. 

The game also creates many opportunities for self and peer-assessment. Pupils are
asked to share their experience of the game and how they are getting involved as well as
evaluate how others in the group are embodying their roles and are engaged in the
process. Niko found that regularly making space for these evaluations enriched his
perception of what was going on and increased involvement of “quieter” or more
introverted pupils.

As for the summative part, Niko has a script book in which he takes precise notes of how
each pupil interprets their role and develops as the game evolves. With this information
he writes a detailed personalised report to each pupil at the end. The final stage of the
game is very relevant for this report as on the last day a sharing circle around what they
have done and learned during the game is organised and every pupil is invited to speak
about their experience. The individual myth also has to be handed in at the end. This
gives Niko an opportunity to evaluate the level of understanding of the importance of
cultural identity. The format of the individual end of year report includes: a paragraph
explaining the game, half a page about what they did, objectives and learning outcomes
and then a personal part about the different roles and learning process of the pupil. This
report is also shared with the parents.
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Niko explains that his pupils have always been very enthusiastic and curious to read
their reports. They contain how Niko saw them develop but also cover everything they
went through and how far they got. The great advantage of the game is that it allows
assessment without tests and at the same time go much deeper than pure observation,
which is not always easy with pupils who are quieter or less outgoing. The game gives
the opportunity to assign roles to everyone and to give special tasks to those who are
less involved at the beginning stage. Generally these tasks are very well received as
pupils feel involved personally. This also enables Niko to understand how each pupil
learns and to encourage them in an adequate way.

Learning through play is very powerful as it connects with pupils on both an intellectual
and emotional level, and also allows them to be actors of their learning. After a few years
Niko observed that he did not even need to contextualise the game anymore, as pupils
were talking about already two years before it was their turn. Naturally, older pupils
talked about it without giving any details that could spoil the experience of the younger
ones. The most common feedback he got is that they remembered and learned much
more through the game than in a normal lesson, and they said it had an important impact
on their experience of history. Niko also received up to 300 personal feedbacks from his
pupils that helped him further develop the game and understand their experience. 

As for the parents, Niko often received comments about the pupils’ engagement with the
game and the fact that it had become a discussion at the dinner table. Parents were the
ones who reported on the WhatsApp groups and confirmed that it occupied a lot of their
children's attention. 
The Game of Ginter has become famous in some Waldorf schools even if to Niko's
knowledge no one else practices it as such yet. It most probably influenced others
already because he talked about it during conferences, exchanged ideas with teachers in
his school and beyond, and once hosted teachers finishing their teacher training who
were very enthusiastic. This game can be used as a source of inspiration for other age
groups or subjects. It is particularly relevant for class ten and onwards as it demands a
great deal of critical thinking and capacity to distinguish yourself from your role.

Niko's objective as a history teacher is for his pupils to learn and be curious about
historical context. This game has reached this aim brilliantly and invites to let go of
others that are not as essential, such as covering specific facts about certain historical
periods. Creating such a holistic learning and assessment experience transformed his
pupils as well as him as a teacher. He hopes the time he is taking now to write about it
will help other teachers to feel inspired and make this practice their own.
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