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THE
ELECTION RULES
A game for two teams:
Democrats and Republicans
OBJECT
To win the Presidential election by capturing at least 270 of the 538 electoral
votes. A team may have more than 270 electoral votes during the course
of the game. The team that has at least 270 electoral votes at the end of the
game wins.
Equipment
The equipment consists of a game board, 6 Dice, 80 Politics Cards,
40 “Write-Your-Own” Politics Cards, 150 Red Votes (chips), 150 Blue Votes
(chips), 1 Score Pad, and 1 Electoral WebMap™ Calculator Access Code.
Preparation
Place the board on a table, put the Politics Cards facedown in their
place and bring up the WebMap Calculator (if you are using it) at:
www.thepresidentialgame.com (see back page for details). The 2 teams
decide which team will be the Republicans and which team will be the
Democrats. The Republicans take the 150 Red Votes (chips) and the 3 Red
Dice. The Democrats take the 150 Blue Votes (chips) and the 3 Blue Dice.
Length of Game
The teams then decide how much time there is until the election by
choosing the number of weeks until the election. 15 weeks is a game that
lasts approximately 1 hour. In this case, each team will have 15 turns.
Votes
Each chip equals 1 vote. Votes are gained through the roll of the dice and
the Politics Cards. At any one time, each state is Republican (Red), Democrat
(Blue) or Neutral. The votes in a state represent the net amount of chips that
have been allocated by both parties.
For example, if there are no votes in New York, and the Republicans add 5
votes to New York, 5 red chips are stacked on New York and the Republicans
take control of the state’s total electoral votes. If the Democrats then add 8
votes to New York, the 5 red chips are removed and 3 blue chips are stacked
on New York. The Democrats now control the state’s 29 electoral votes.
The Play
To determine which side goes first, 1 die is rolled by each team.
The highest die indicates the team that goes first. On each turn, each team
must decide whether it will go Campaigning or Fundraising.
Campaigning
If a team chooses to Campaign, the team selects and announces the 3 states in
which it will campaign on that turn. Each state may only be visited once each
turn. The team then rolls 3 dice. The team then decides which die corresponds
to each state and contributes those votes to that state.
For example, if the Democrats decide to campaign in Pennsylvania,
Ohio and Illinois, they roll 3 dice. If the Democrats roll a “6”, “5” and “3”,
the Democrats can opt to allocate the votes to Pennsylvania (6), Ohio (5)
and Illinois (3) or the Democrats could decide to allocate the votes to
Pennsylvania (5), Ohio (3) and Illinois (6).

Fundraising
There are 4 states where a team may go Fundraising (California, New York,
Florida and Texas). If a team chooses to go Fundraising, the team selects and
announces the state in which it will fundraise on that turn. The team then
rolls 2 dice and draws a Politics Card.
If a team rolls a “9”, they have 9 votes to distribute. At least half of the votes
must stay in the chosen fundraising state. So, in this case 5. The remaining
4 votes may be allocated individually to any other state. For example, if the
Republicans went to Texas to fundraise and rolled a “9”, the Republicans
must allocate 5 votes to Texas. The Republicans could decide to put all
9 votes in Texas. If they put 5 in Texas, then they might opt to allocate 2 votes
to Colorado, 1 vote to Oregon and 1 vote to Washington.
Politics Cards
Many rewards and a few penalties are offered to the teams by the Politics
Cards. Teams earn a card when Fundraising. A card can be used when drawn
from the deck when Fundraising or kept to use at the end of any later turn
(Fundraising or Campaigning) . No more than 1 Politics Card may be used by
each team during a turn. Cards labeled “Play Immediately” must be played at
once. Used cards should be returned to the bottom of the deck.
The Score Card
Each turn, each team’s votes are affected by its own actions and the actions of
the other team. “+” will count the state’s electoral votes that were picked up in
the turn. “–” will count the state’s electoral votes that were lost during the turn.
For example, if California was controlled by the Democrats (more chips) and
the Republicans won it back (more chips), the Republicans would add 55
electoral votes to their total and the Democrats would subtract 55 electoral
votes from their total.
If no one had yet visited Ohio, and the Democrats put 5 votes in that state,
the Democrats would add 18 electoral votes to their total. Nothing would
happen to the Republicans.
End of the Game
When time is up (the number of weeks that was selected have passed),
there may be several states that are undecided (still neutral), either because
they are in a tie or no team has campaigned in them or allocated them
fundraising money. At that point, a neutral state is selected and the teams
roll 1 die each. The highest die wins the state and the electoral votes go to
that team. If there is a tie roll, the teams roll again. The team with the highest
number of electoral votes after all the neutral states have been awarded to
either team, wins the game.
ELECTORAL WebMap™ CALCULATOR (optional)
The interactive WebMap shows the states and the electoral votes associated
with them. It allows each team to update the map to reflect the states it has
won or lost in its turn. Click once on a state to turn it Republican (Red), once
more to turn it Democrat (Blue) and once more to return it to Neutral (Tan). At
the top of the map you can see how many electoral votes the Republicans
and Democrats have at any time.
See back page or your game board for access information.

Electoral votes in the United States:
As currently configured there are 48 states that have a “winner-takes-all”
rule for the Electoral College. In these states, the candidate that receives a
majority of the vote, or a plurality of the popular vote (less than 50 percent
but more than any other candidate), takes all of the state’s electoral votes.
Only two states, Nebraska and Maine, do not follow the “winner-takes-all”
rule. In those states, there could be a split of electoral votes among
candidates. Although this is a possible scenario, the Presidential Game
does not take this into account.

To access your ELECTORAL WebMap™ CALCULATOR:
1. Using your web browser, tablet or smartphone go to:
www.thepresidentialgame.com
2. Click the link for the WebMap Calculator
3. Type in the following code in lower-case when prompted:

washington
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