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SUMMARY OF THE GAME
Presidential Election is a game of chance and strategy which includes all of the major features of the United States Presidential Election.  Players must use strategy and luck to collect the most popular votes in as many states as possible, thus capturing the electoral votes for those states.  The player with the most electoral votes at the end of the game wins.

THE GAME BOARD

The game is played on two separate playing fields.  Each player has two (2) tokens, one on both the Election Map and the Campaign Trail.  The Election Map is in the center of the board, it is a map of the United States.  The Campaign Trail is a series of squares running clockwise along the outside edge of the board.

The Election Map is the primary strategic arena.  Here you must choose wisely where to campaign, and how best to spend campaign funds.  The Election Map is laid out in the form of the 50 states as well as the District of Columbia (hereafter these instructions will refer to D.C. as the 51st state).  When you earn any given number of popular votes in a state, you may add that number of vote markers to the Election Map in that state.

The Campaign Trail is of secondary significance.  This is where you may draw cards, hold debates, become a major party candidate, and more.  At the beginning of each turn, players roll the primary die, which is marked with the numbers one through six (1-6).  Your token on the Campaign Trail must move this many spaces forward.  Players then proceed to follow the directions on the space landed upon.

BEGINNING THE GAME

Each player rolls a die.  The player with the highest roll goes first.  Playing order proceeds clockwise around the table.  Play takes place in rounds.  When each of the players has taken one turn, there has been one round, when each player has taken ten turns, there have been ten rounds.  If they so choose, the first player may move at the end of each round, instead of the beginning, which has certain strategic advantages.

Each player shall pick their home state.  Each player shall automatically be placed on the ballot for their home state and be given a bonus of 15 votes in that state.  Each player shall place one of their tokens on the Campaign Trail space labeled "Election Day", and one on the Election Map in their home state.  Players start with a campaign fund of $500,000.
Each player shall pick three cards at random from the "Advantage" card deck.  They may choose any one of these three cards and return the remaining two to the deck.  The campaign advantage described on the card is given to the player throughout the game.

BEGINNING YOUR TURN

Each of your turns is divided into three main parts.  The first part concerns the Campaign Trail.  At the beginning of your turn, roll one (1) of the primary dice labeled one through six (1-6) and proceed along the Campaign Trail the indicated number of spaces.  Follow the directions below, should you land on one of the following spaces:
PARTY CONVENTION

This s one of the more complex elements of the game.  If this is the first time you have landed on this space, you may get on the ballot in 20 states.  This means you may place one (1) vote on twenty (20) separate states in which you do not have any votes yet.  If this is the second, third, fourth, etc. time you have landed on this space, you may get on the ballot in ten (10) states.

If you should land on this space, and there are not enough states in which you can get on the ballot, get on the ballot in all of the remaining states.  If, for example, you land on this space for the first time, but are already on the ballot in all but 5 of the states, you may get on the ballot in those 5 states.

If you land on this space and you are already on the ballot for all 51 states, you may receive a free Television Campaign in any one (1) state.

See the sections entitled "Get on the State Ballot" and "Television Campaign" in the CAMPAIGNING section for further details.
FUNDRAISING

You may roll one of the secondary dice labeled one through three (1-3).  Receive $100,000 times the number rolled.

DRAW A CARD

Draw a card from the "Campaign" card deck.  Follow the directions on the card.

DEBATE and NATIONAL DEBATE

See the sections below entitled DEBATES and NATIONAL DEBATES.

PICK A VICE PRESIDENT

If you land on this space, you may place ten (10) votes in a state of your choosing.  If you pass over this space, collect 5 votes.  These votes may not be placed in your home state, as your Vice Presidential running mate should not be from your home state.

ELECTION DAY

This is where players start and end the game.  When any player comes all of the way around the board and reaches this space again, the current round of turns becomes the last round of turns.  See "ENDING THE GAME" for details.

DEBATES

There are two kinds of debates: two-player Debates, and National Debates involving all players.  Three things may cause a two-player debate:

1. A Player, called the initiator of the debate, lands on a space on the Campaign Trail labeled "DEBATE".

2. A player, called the initiator of the debate, lands on another player's token on the Campaign Trail.

3. A player, called the initiator of the debate, pays airfare and moves their Election Map token to a state on the Election Map where another player is located.

If they so choose, the initiator may refuse to debate, however the other candidate may not.  The initiator may name the state in which the debate will take place.  If the debate was caused by the initiator moving their Election Map token to a state in which another candidate's token was located (situation 3 above), then the debate must take place in that state.  Each player must roll one primary die (1-6).  The difference between the two dice is the number of votes given to the player with the highest roll, and lost by the player with the lowest roll.  
EXAMPLE:

Sue moves her Election Map token to Indiana, where Bill is located.  If Sue rolls a three (3), and Bill rolls a five (5), then Sue will lose two (2) votes in Indiana and Bill will gain two (2) votes in Indiana.  The votes must stay in the same state that the debate was held in.

In a debate, no player may lose all of their votes in a state.  Once a player is on the ballot in a state, they must always have at least 1 vote in that state.  In the example above, if Sue had only two (2) votes in Indiana, she could only have lost one (1), and Bill could only have gained one (1).  Also, no player may gain or lose more votes than is possible for the debater with the least votes to loose.  If Sue had two (2) votes in Indiana, and she had won the debate, she could not have gained more than one (1) vote, and Bill could not have lost more than one (1) vote.  If there is a tie, both players keep all of their votes.

If the initiator of the debate causes more than one debate in a turn, then all debates must take place separately.  There is no limit to the number of debates in which a player may be involved in one turn, however, a player may not pay Airfare and move to multiple states, thereby initiating more than one debate.  A player may not start a debate if both players start in the same state, nor may a player pay double Airfare and move out of and back into a state in one turn in order to debate another player.
NATIONAL DEBATES

This kind of debate happens only when one player lands on a NATIONAL DEBATE square on the Campaign Trail.  All players must take two of their votes from any state or states they choose and contribute them to the debate.  If a player does not have enough votes they may not participate in the debate.  A player may not contribute their last vote to the debate; they must always have at least one vote in any state in which they are on the ballot.  If a player has only one vote in every state, although they have 51 votes, they may not participate in the debate.

Each of the players roll one (1) of the primary dice (1-6).  The player with the highest roll wins all of the votes.  They may place these votes in any state or combination of states they choose.  If there is a tie, the players with the highest rolls roll again until the tie is broken.

All players who are able to participate in the National Debate must do so.  The initiator may not refuse to participate in a National Debate.

CAMPAIGNING

The second part of your turn revolves around the election map.  You may purchase any number of the following tools to help you in your campaign.  However, due to campaign finance laws, you may not spend more than $1,110,000 in one turn.  

GET ON THE STATE BALLOT - Cost $20,000.  You only start out on the ballot in your home state.  To get on the ballot in additional states, you must pay certain fees and jump through various other legal hoops.  In real life, this is a long and tedious process.  In this game, it simply takes $20,000 per state.  When you get on the state ballot, you may place one vote on that state.  If you are not on the ballot in any particular state, you may not collect any votes in that state for any reason.  Also, under no circumstances may you lose your last vote in a state.  Once on the ballot, always on the ballot.
SIGN CAMPAIGN - Cost $100,000.  This is an important method of gathering votes, especially in smaller states.  To plaster any one state with yard signs, bumper stickers, and campaign mailers, declare in which state you will campaign.  Roll one (1) of the secondary dice (1-3).  The number you roll becomes the number of additional votes you may place in that state.

TELEVISION CAMPAIGN - Cost $500,000.  A really slick television campaign may dash your rivals' chances of winning it.  The down side is that these campaigns are really expensive.  When you pay for one of these, you must first declare in which state you will campaign.  Roll six (6) of the secondary dice (1-3).  The total rolled on all dice becomes the number of additional votes you may place in that state.

AIRFARE - Cost $10,000.  To move to another state, simply pay airfare and instantly relocate to any other state.  You may only do this once per turn.

These complete your main arsenal.  Each one is an important weapon and even the slightest may be vital to winning your campaign.  You may purchase as many of these as you can afford on one turn, with the exception of airfare, which may only be purchased once per turn.  Candidates may not spend more than $1,110,000 per turn.

ENDING YOUR TURN

Once you have finished campaigning, place one extra vote in whichever state you happen to be.  This represents your last minute hand-shaking and speech-giving. Next, complete your regular fund-raising.  Roll one (1) of the secondary dice (1-3) and collect $100,000 times the number rolled.   

THE END OF THE GAME

When any player makes a complete loop around the Campaign Trail and reaches the "ELECTION DAY" square, they must stop on the "ELECTION DAY" square.  However, they may complete the remainder of their turn.  The other players who have not yet moved this round may also take their turns one last time.  For instance, if the third player reaches the end first, they may complete their turn.  The fourth, fifth, and sixth players may also take their turns.  However, the first and second players may not move again.  In this way, all players receive the same number of turns, regardless of how fast they move around the Campaign Trail.

COUNTING BALLOTS

Each state actually has a separate election.  Whoever has the most votes in a state wins the Electoral Votes for that state.  In states where more than one candidate has the most votes (i.e. there is a tie) the players with the most votes shall each roll a primary die (1-6) until the tie is broken.  These are called "recounts".  Each state's Electoral Votes are printed in large numerals in the middle of the state.  Tally up the Electoral Votes won by each player.  The player with the most Electoral Votes wins and becomes the next President of the United States.
ELECTORAL VOTE TIE

In a real Presidential Election, should there be a tie between the candidates with the most Electoral Votes, then the House of Representatives must pick one of the tied candidates to be President.  When two or more players tie, they shall each roll one (1) of the primary dice (1-6) until one of them has a higher roll and is confirmed by the House of Representatives.

