
4. 1 THE DUTCH CONSTITUTION 
 Student Textbook, pages 114–115 
 Student Workbook, pages 116–117 
 Dutch Political System Photocopy Master: PM14 First politics game 
 Dutch Political System Photocopy Master: PM15 Second politics game 
 Dutch Political System Photocopy Master: PM16 Politics game currency 

Focus 

• The separation of powers 

• The executive and legislature functions 

• The institutions of the Dutch state, and why they have the roles they do 

Teaching thoughts 

• We believe that learning the roles and functions of the institutions of the state can be dry and arid. 
Students will have more long-term understanding if they see why the functions are divided in the 
way they are. To this end, we strongly suggest you start teaching this unit with the First and 
Second Politics Games. We have focused on the executive and legislature, although the diagram 
does show students that the judiciary is separate. 

• The First Politics Game replicates a political system where the Executive has unchecked power. It 
could be an early monarchy or a more recent dictatorship. The rules are simple, but this type of 
game will probably be new to your students, so you will need to take them carefully through how 
to play it. Once they get the idea that they can change the rules of the game to make it more likely 
they will win, they should be OK. 

o Hand out PM14 and talk students through: 

 they will play the game in groups of four or five 

 the two types of players 

 the length of the game – four rounds – and what happens in each round 

 the fact that there are two sorts of rules – the laws of Nature, which cannot be 
changed, and the rules, which can be 

 make sure they understand what income and tax are, and what happens to them 

 a dummy round where you are the Boss and they are all People, so they see what 
happens. 

o Divide the class up into groups of four or five and nominate the Boss in each group. 

o Keep the pace fairly quick; 5 minutes for the first round and less for subsequent rounds. 

o The students should do some brief recording in their Workbooks during the game. 

o At the end of the game, compare the euros held by each Boss and declare the winner. 

o If your students need encouragement to be competitive, some small privilege or prize for 
the overall winner my help. 

o After the game, discuss which type of player is in the strongest position and why. It can 
also be interesting to ask students to work out what the various rules represent in the real 
world. 

o What normally happens is that the Boss realises that he or she has to keep players alive to 
generate the most income, but that they can change the tax and/or income-sharing rules to 
give themselves more money. The ‘perfect score’ for a Boss in a five-player game is 
either €160 or, probably better, €156 (thus keeping four People alive to generate more 
income).  



o Once students have played the game, you might talk them through the ‘perfect’ game 
from the Boss’s point of view: 

 Round 1, get €50, €10 for each player. Give each player €10, and take back €5 
in tax. Change the rules – there will be no more tax,  but there will also be no 
more income sharing. At the end of the round the Boss has €25 and each play 
has €5. 

 Round 2, get €50 from Nature for 5 live players, no income share out, no tax. At 
the end of the round the Boss has €75, and each of the people has €5. 

 Round 3, get €50 from Nature for 5 live players, no income share out, no tax. At 
the end of the round the Boss has €125, and each of the people has €5. 

 Round 4, get €50 from Nature for 5 live players, no income share out, no tax. 
Change the rules, any player with more than €1 must give the surplus to the 
Boss.  At the end of the round the Boss has €175, and each of the people has €5. 

 Round 5, get €50 from Nature for 5 live players, no income share out, no tax, 
but collect €4 from each player in surplus money (€20). At the end of the round 
the Boss has €245, and each of the people has €1. 

The Boss can do this because the Boss is the Executive, the Legislature and the Judiciary. 

• The Second Politics Game replicates a political system where there is a separation of powers 
between the executive, legislature and judiciary. 

o Hand out PM15 and talk students through the changes: 

 they will play the game in groups of five or six 

  there is a new type of player – the Judge 

 the conditions for being a winner have changed 

 the Judge’s power is defined in the laws of Nature, as is what happens if they are 
challenged 

 there is a requirement that all rules must be fair to all players. 

o  Again, if your students’ competitiveness needs encouragement a small prize or privilege 
for the winning group may help. 

o After the game, you can ask students what the effect of the rule changes is and go on to 
discuss what that mirrors in the real world. 

o In this version of the game, students usually find a way of all becoming winners. Having 
played the game once, you can play it again, this time nominating one member of each 
group as a disruptive influence, whose winning condition is to get more money than 
anybody else. This motivation to change the rules to the benefit of one player will show 
the strength of the separation of powers. 

Possible plenary questions 

• What advantage is there for the people in the separation of powers in a constitution? 



4.2 ELECTIONS 
 Student Textbook, pages 116–117 
 Student Workbook, pages118–121 
 Dutch Political System Photocopy Master: PM17 Election briefing sheet (two pages) 

Focus 

• The differences made by electoral systems on the results of elections 

• The idea behind proportional representation 

• The way the Dutch system works 

Teaching thoughts 

• Again, we suggest starting with a game, which shows students the logic behind the system in use 
in the Netherlands today. This game needs to be played twice. 

• Explain to the students that they are going to play two games or simulations about elections. This 
time you will explain the rules and aim of the game to them. The aim and rules are the same for 
each game. 

• Preparations. Divide the class into five political parties. If there are 25 in your class, the parties 
should have the following number of members: 
 

Grey Red Blue Black Yellow 

8 3 3 5 6 

If there are more or less than 25, add or subtract from these numbers. Make sure to keep Grey 
ahead by at least two, and keep Red and Blue below one-sixth of the total number. 

Explain to the students that they will have a briefing sheet, which tells them which party they 
support and how they want the government to spend its money. 

Give out the briefing sheets. It does not matter whether all the students in a party sit together or 
not. 

• The aim of the game. Students hold an election to choose a government, and the government sets 
the level of spending in the three areas. All students want to finish up with government spending 
as close as possible to their aims on their briefing sheet. 

• Scoring. Once the government has set the spending levels, all players (including the government) 
work out their score. If they got exactly the same spending level as the one the government chose, 
they get this many points. For any area where they did not get exactly the same level of spending 
as the government chose, the difference between their figure and the actual figure is subtracted 
from their score. The score in this case must always be a minus figure, where the sum to get it was 
50-100 or 100-50. For example: 
 

 

Final 
government 
spending 

Grey 
Party 

Grey 
Party 
score 

Red 
Party  

Red 
Party 
score 

Blue 
Party  

Blue 
Party 
score 

Education 50 50 50 25 50-25 -25 0 50-0 -50 
Defence 0 - - 50 0-50 -50 0 50-0 -50 
Welfare 50 50 50 25 50-25 -25 100 50-100 -50 
 -   100 - - -100 - - -150 

 



• Game 1: The first past the post election. This game mimics a simple democratic system, for 
example the system in Britain. 

o Each party has a leader, who proposes the spending policies he or she will follow if 
elected. It is a good idea to write these on the board as a table. 

o Hold a vote – just a simple show of hands should do. Each student should vote for their 
own party. Record the totals on the board. 

o Appoint the leader of the winning party as the government and ask them what their 
spending policies will be. Write the policies on the board. The students can use the 
Workbooks to calculate their score. The answers should be: 
 

 

Final 
government 
spending Grey Red Blue Purple Yellow 

Education 50 50 -25 -50 -17 -10 
Defence 0 0 -50 -50 -34 -10 
Welfare 50 50 -25 -50 -17 -10 
  100 -100 -150 -68 -30 

o Add up the total score for the class. This is a measure of how fair the result was. 

• Game 2: The proportional representation election. This represents the system used in the 
Netherlands. 

o As before, have the party leaders propose their spending if elected. This time make sure 
the party leaders are confident and quick-witted students. 

o Explain that now the government will have five members. 

o Hold the election by a show of hands again and write the results on the board. At this 
point, it should be no different from the first version. 

o Calculate the ‘electoral quotient’ – the number of votes you need to get one seat – e.g. (if 
there are 25 in your group) 25/5 = 5. 

o Each party with five votes gets one seat: normally Grey, Purple and Yellow. 

o The ‘used’ votes are subtracted and the remaining seats given to the highest ‘unused’ 
votes. 

o A government of five people has been elected. A majority (three) must agree what the 
spending policies should be. The five leaders should have this negotiation in front of the 
class. 

o The workings will probably be something like this: 
 

   Grey Red Blue Black Yellow 
Votes received 8 3 3 5 6 
Quotient 4 Seats 1 0 0 1 1 
Votes Used 5     5 5 
Seats 
left 2 

Votes 
left 3     0 1 

Seat given to the two highest 1 0 0 0 1 
Total seats 2 0 0 1 2 



o Once the spending levels have been agreed, calculate the scores as before. 

o You might expect answers similar to this: 
 

 

Final 
government 
spending Grey Red Blue Purple Yellow 

Education 40 -10 -15 -40 -7 40 
Defence 23 -23 -27 -23 -11 -13 
Welfare 33 -17 -8 -67 33 -7 
   -50 -50 -130 15 20 

o In discussion, compare the fairness of the two systems through the total score for the 
class. Bring out how the majority vote in the government gives real power to the smallest 
party represented. 

• This game can be repeated, allowing parties to combine lists, if you want to look at the effect of 
this part of the system. If Red and Blue could find a compromise on which to combine, they could 
get one seat in the government, at the expense of Yellow. 

Workbook exercises 

• Question 8: Compromise, adjustment, give and take, making concessions 

• Question 11: The source of this quote – a website called We Do Not Trust Voting Computers – 
might give rise to the suspicion that it could be biased. However, the nature of the information is 
so easily checkable (and possibly known by the students to be correct) that, in this instance, they 
might find the source reliable. 

Possible plenary questions 

• Is the Dutch system of elections fair? 



4.3 COALITION GOVERNMENT 
 Student Textbook, pages 118–119 
 Student Workbook, pages 122–123 

Focus 

• The mechanism by which a coalition is formed 

• The parties in the Second Chamber 

• The work of committees of the Second Chamber 

Teaching thoughts 

• In this series, we do not normally send students to a web site directly from the Student Workbook, 
but in this unit we have broken this rule. Firstly, when they are considering the Second Chamber, 
they should have current information, which is provided by the Chamber’s English Language site. 
Secondly, we believe that the official website of the Second Chamber is, and will remain, a safe 
site. 

• We have not suggested a game or simulation for this unit. The games we have suggested are 
inspired by the work of Michael Laver, currently Professor of Politics at New York University. He 
has written two books on the use of simulations to help explore political ideas, Playing Politics 
(Penguin, 1979) and Playing Politics: The Nightmare Continues (OUP, 1997). He has a game 
called Rolling Logs that can be simplified to work with students of this age, which explores the 
logic of compromise in coalitions. 

Workbook exercises 

• Question 2: Students should find this section of the site and click on ‘Party’ to organise the list by 
party. 

 



• Question 4: 

 
Other resources 

• The website of the Second Chamber: www.houseofrepresentatives.nl/index.jsp 

Possible plenary questions 

• How important is compromise in the Dutch system? 

http://www.houseofrepresentatives.nl/index.jsp


4.4 GOVERNMENT AND ITS CHALLENGES  
 Student Textbook, pages 120–121 
 Student Workbook, pages 124–126 

Focus 

• The role of compromise between parties in the formation of a government 

• Ministers and ministries 

• The challenges facing Dutch governments 

Teaching thoughts 

• This unit asks students to think about what happens when the formateur builds a coalition. Why 
will parties compromise on their desired policies? What are the weapons in the formateur’s 
armoury? 

• The government website does not present the information in exactly the format that students are 
asked for in Question 3. To get the data they will need to use a combination of the drop-down 
menus. These screen shots take you through the process for finding the ministers and state 
secretaries associated with the Education Ministry. 

 

From the 
home page, 
choose the 
Government 
tab. 



 

On the 
Government 
page, select 
the Ministries 
drop-down 
menu. 

 

On the drop-
down menu, 
select 
Education. 



 

Press the 
Show button. 

 

The team for 
Education is 
now 
displayed. 

 

Workbook exercises 

• Question 4: If you have the number of votes cast for each party at the last election, students can 
compare this data with their summary of ministerial posts by party and again consider how fair the 
system is. 

• Question 5: Some students may struggle with the table in Source A until they realise that the 
percentages apply to the columns not the rows. 



Other resources 

• The Dutch government’s English language website: http://www.government.nl/. 

Possible plenary questions 

• Is compromise an important part of the Dutch method of making a government? 

 

http://www.government.nl/


4.5 THE NETHERLANDS AND EUROPE 
 Student Textbook, pages 122–123 
 Student Workbook, pages 127–128 
 Dutch Political System PowerPoint, slides 2–3 

Focus 

• The historical dimension to full independence and some form of political integration for the 
Netherlands 

• The powers that have been passed to the EU and the powers that have been retained 

• Changing attitudes to the EU 

Teaching thoughts 

• One way of tackling the historical dimension would be to split the class into small groups and give 
each group one of the historical periods to research. Each group could then do a very short 
presentation in the lesson and students could then summarise the presentations in the table in their 
Student Workbooks. 

• The last question in the Student Workbook encourages students to use their historical skills, even 
in a non-historical context. This sort of activity, turning on the ability of a source or sources to 
prove or support (or indeed refute) a statement, is a skill they have been practising since the first 
unit in Digging Deeper 1. It is an important transferable skill for everyday life and the question 
has been repeated in this context just to give you the chance to underline that. 

Workbook exercises 

•  Question 4: 

 
Do you think the Netherlands has benefitted from being in the EU? 

 



Do you think membership of the EU is a good thing? 

 

 
Other resources 

• The Dutch Political System PowerPoint has the two graphs for Question 4. 

Possible plenary questions 

• Is history or the size of the country more important in shaping Dutch attitudes to the EU? 
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