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All elections are turning points, but the presidential election of 1960 holds a special
place in American history. The 18508 had been a period of unparalleled economic
growth and UE global power under the stewardship of President Dwight Eisenhower
and his Vice President, Richard Nixon. Nixon's humble origins gave him a common
touch that appealed to small-town America and encompassed the idyllic spirit of the
1980s. Senator John F. Kennedy was in many ways Nixon's antithesis; charming,
Harvard-educated, and the scion of an American political dynasty. Eennedy
challenged Americans to confront the emerging uncertainties of the era, not with a
vision based in the past, but embracing the future's new frontiers.

L

John F. Kennedy Richard M. ¥ixon

In 1960: The Malking of the Preasident, you take on the role of one of these formidable
opponents as they vie to lead America. As candidates, players must contend with all of
the great lssues of the day, from the Cold War and the voters' pecketbooks to clvil rights
and religious intolerance. The contest is fought out on an electoral map of the United
States as it stood in 1960. Using a card-driven game system, all of the major events
which shaped the actual campaign are represented: Nixon's *Lazy 8hawve®, Elsenhower's
belated endorsement, and Mayor Daley’s "Late Returns from Cook County® are just a
few of the many specific event cards players will encounter. The famous televised
debates are also a pivotal element of gameplay.

As with a real election campaign, the challenge is to adapt your game plan as the
ground shifts beneath your faet. There are never enough resources or time to do
everything that needs doing. You will need to make tough calls about where to expend
your effort and momentum. Your sole object is to propel yoursalf into the White House.
This fast-playing strategy game for two players challenges you to relive the most
significant political contest of the Twentieth Century.

Will you recreate history, or rewrite it?
1960: The Making of the President provides you the opportunity to do both.
| Published by Z-Man Games, Inc.

8 Alan Drive, Mahopac, NY 10541
For any comments, questions, suggestions,

please contact zman@amangames.com
WAW.ZMBngames.com
| Q2007 Z-Man Games, Ing.




TABLE OF CONTENTS

OVERVIEW 1
COMPONENTS . . rJ
THE POLITICAL CAPITAL BAG m e s
Support Checks 4
Initiative Chacks - 4
Resceding The Bag 4
SETTING UP THE GAME 4.5
SEQUENCE OF PLAY e 6-13
1. Initiative Plhase - &
2 Activity Phoses.. 6-12
A. Play A Card As An Evenl : 7
Persivtent Events T
Losing Suppoet )

B. Play A Card For Campalgn Polnls. . omme=d=11
Triggening Events B
Precmipting Events - : ]
Bl. Campalgning In Siaies E-10
Increasing State Suppor o 2
Moving The Candidatc Token St i
B Advertising In Reglons 1n-11
B, Positioning On Issues o 1
. Play A Candidate Card - iz

3, Momenium Phase 12
Siep | - Momeniumn DECHY .o e 12
Step 3 - Momentum Awards & Endoreemente 13
Endorsements 12
Step 3 - [smue Support Decay 12
Step 4 - lese Shall 12
4. Campaign Strategy Fhase...... -
Step 1 - Campaign Strategy 13
Step 2 = Rest 13
The Debates - Turn 6 vovem 13-15
I. Determane Initiative : 13

FIE T Ty e ————— |
3. Set The Stage 14

4. Dehate! 14-15
Winaing An Issue - 13
Ending The Debates 15

3. Adter The Debates 5
Election Day - Tarn 9 : 15-17
1. Deposit Bosus Cobes 16

2 Determine [nitiative. . — L[]

3. Campaign Strategy e 1]

4. Eloction Day Events lés

5. Endonemenis And Undecided Volers oo 16

6. Fimal Tally 16-17
Unpledged Electors 17
STRATEGY TIPS 17
| ASAMPLE TURMN 17-19
SAMPLE DEBATES - TURN 6 0
SAMPLE ELECTTON DAY - TURN L2 |
PLAYER AID - : 22

OVERVIEW

The goal in 1960: The Making of the President is 10 claim a
majority of electoral votes on Election Day. To do so. you
must win states worth a larger combined electoral value than
your opponent. Electoral votes are won by gaining State Sup-
port in individunl states. This suppon is represented by cobes
placed as state support inlo states. As only one player may
have support cubes in a particular state af a time, Support will
shift back and forth as the players baule over valuable staies,
Whichever player manages to have support cubes in a state at
the end of the game claims that state’s electoral voles,

Players may also supplement their campaign cfforts with
Media and Issue Support. Media Support is represented by
cubes placed as media support into different regional adver-
tising boxes. It facilitates campaigning on a regional level.
Issue Support is represented by cubes placed as issue sup-
port onto issue tiles. [t helps players to gain Momentum and
valuable Endorsements capable of tipping states in their favor
on Election Day,

All three types of Support arc similar in that only a single
player may ever have support cubes in the same place al
the same time. When a player gains support cubes in a loca-
tion already occupied by opposing cubes, he first reduces or
eliminates his opponent’s cubes as needed. Any support cubes
left over once all opposing cubes have been removed are
added to the board normally.

This same restnction is also true of Endorsements: when a
player gains endorsement markers in a region where the
opposing player already has an endorsement marker, the
opposing marker must first be eliminated.

Most tumns consist of playing cards either as Events or for
Campaign Points (CF) that may be spent on campaign opera-
tions designed to gain State, Media, or Issue Support. Events
can have a wide range of cffects that often involve gains or
losses of these three types of Support as well. The objective is
10 maximize the impact of Events that favor your own candi-
date while minimizing the impact of thos¢ which further your
opponent’s interests. Momentum serves this goal by enabling
players 10 spend momentum markers in order to trigger
favorable Events on cards played by their opponent. Allerna-
tively, momentum may be used to preempt negative Events on
YOur own cands so your opponent cannot do the same.

GAME DESIGN by Christian Leonhard & Jason Matthews

GRAPHIC DESIGN by Joshua Cappel

Playtesters: Dan O'Brien, Simon Halder, Mike Herms, John Leonhard, Dani Val
Special Thanks to: Ben Baldanza, Alan Doum, Larry Levy, Alan Moon, Thomas Provoost,
Mike Siggins, David Wilson, Vonda, Eliza & Owen Matthews, and the DC Gamers club.
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THE POLITICAL CAPITAL BAG

Players place cubes into the Political Capital Bag at the end of cach
tum. These cubes are drawn from the bag as part of several game
actions, Often, the cubes determine the success or failure of a
particular action.

SUPPORT CHECKS

Cubes are commonly drawn from the bag for Support Checks. A
Support Check involves drawing a single cube from the bag in hopes
of gaining a particular type of Support (State, Media, or Issuc). If
the player draws a cube of his own color, he may placeitas a
support cube in the appropriate location. If it is the opposing
player’s color, it must be retumed to that player's cube supply.

INITIATIVE CHECKS
The other way cubes gre drawn is as an Initiative Check. Initiative Checks are made at the start of each tum o
determine which player has the imitiative. Usually, the player with initiative decides who acts first that tumn.
During the Debates and on Election Day, initiative confers other advantages instead. (See the Debates section |
and Election Day sections 2 and 3), To resolve an Initiastive Check, draw cubes from the bag one at a time until
two cubes of the same color have been drawn; the player who had two of their own cubes drawn gains the initia-
tive for that turn.  All cubes drawn (rom the bag during an Initiative Check are returmed to the player’s supply.

RESEEDING THE BAG
If the Political Capital Bag becomes depleted of cubes at any point before the Get Out the Vote phase on Election
Day at the end of the game, it should be reseeded with ten cubes from each player.

SETTING UP THE GAME

1) Place the state seals face-up in their corresponding states.

2) Place the appropriate number of state support cubes in cach state as indicated by
candidate icons; each icon represents one point of starting Support.

3) Place the candidaie iokens in their home staies; Kennedy in Massachuseiis,
Bixon in California.

4) Place the issoe tiles on their indicated spaces on the Issues Track.
S5) Place the tum and phase markers on the first spaces of the Tum and Phase Tracks.
6) Give each player the following: A) The cube supply of the appropriate color.
B) The appropnate Candidate Card.
€) Two momentum markers.
T) Sced the Political Capital Bag with ten cubes from cach player.
8) Shuffle the Campaign Card deck and place it facedown near the board.
89) Shuffle the Endorsement Card deck and place it facedown near the board with
the stockpile of Endorsement Markers.
10) Set the Debate Board aside for now; it will not be used until tum 6 - The Debates.

Note: Cube, endorsement marker, and momenium marker totals
are not absolute. In the unlikely event that players run out during
the game, they should use a convenient replacement such as coins,







SEQUENCE OF PLAY

The game consists of nine turns, Each turn represents roughly one
wieek of the campaign, With the exception of turn 6 (the Debates)
and turn 9 (Election Day), these turms all share the following
sequence of play:

1) Initiative Phase oo

2) 3 Activity Phases
3) Momentum Phase

4) Campaign Strategy Phase

Throughout the game, the markers on the Tum and Phase Tracks
should be advanced to reflect the current turn and phase.

1. INITIATIVE PHASE

1) New cards: Each player is dealt a new hand of cards. On the first five turns
{before the Debates), players are dealt six cands: on the last two tums (after the
Debates), players are dealt seven cards. If the deck is depleted, shuffle the
discards to form a new deck.

2) Initiative: An Initiative Check is made to determine who gets to choose the
start player for the um. The player with the initiative may sclect the start
player, who will play first during each Activity Phase of this turn.

2. AGTIVITY PHASES

There are five Activity Phases per turn. Each phase, both players play and resolve a
single card, beginning with the start player. Omn their tum, players have several
oplions:

a) Play a card as an Event

b) Play a card for Campaign Points

¢) Play their Candidate Card
Additionally, players always collect the number of rest cubes indicated on
their chosen card (if any). These are cubes taken from the player’s supply and

placed in their Rest Cube Zone on the board. During the Campaign Strategy
Phase, these rest cubes are deposited into the Political Capital Bag.

| The Turn & Phase Tracks.

In this example, it is the
third phase of the second

Firr.

Reminder: Afrer the
Debales, players receéive
seven cards per furn rather
than six.

Tip: While it is generally
aavaniageos fo force your
opponent to play first, it

iy sometimes be more

| valuable to take the first

action of the twrn.

| Choose wisely!

Reminder: Do not forget 1o
take your rest cubes! Itis a
goxd idea to gel into the
habir of raking them as soon
as vou play a card, before

resolving its effects.

EXAMPLE:

The Kenmedy player
plays this Campaign
Card, which indicares a
gain of 2 Rest Cubes...

6 his supply 1o his Rest Cube Zone.

.50 the player moves 2 cubes from |




Normal
Eveni

Election Day
Event
i (TR e

o

Debaie

Event

Preveniion
Eveni

Reminder: Once a card has
been played as an Event, i
is never placed in the
discard pile! Persistent
Events are placed on the
designated spaces on the
board: the rest are removed
[from the pame.

A. PLAY A GARD AS AN EVENT

When a card is played as an Event, its event text is read and resolved. Afier
resolving the Event, the card is removed from the game. If the Event has an
effect which lasis for the remainder of the turn, the canrd should be kept in
front of the affected player as a reminder until the end of the tum, then it may
be removed normally.

PERSISTENT EVENTS

Some Events, identified by special frames around their event text, have effects
that remain in play for the duration of the game. These cards should be placed
on the designated spaces on the board a< a reminder of their effects rather than
being removed. Persistent Events fall into three categones, identified by the
frame around their event text. Each category has its own designated space on
the boand.

= DERATE EVENTS are resolved duning the Debates - Tum 6
= ELECTION DAY EVEXTS arc resolved on Election Day - Tum 9
* PREVENTION EVENTS render certain other Events unplayable

EXAMPLE:
This card is identified as an Election Day Event. When played. ir is placed
in the Election Day Events space on the board, and will be resolved when
Election Day is reached.

LOSING SUPPORT
Whenever an Event refers 1o a player subtracting or losing Support, this
cffect 15 always limited to what the player has on the board. The opposing

player never gains support cubes, even if this means none of the penalty can
be applied.

EXAMPLE:

The "East Harlem Pledge™ event states that Nixon
loses | Suppart in the Civil Rights issue as well as 5
State Support in the South. If the Nixon player had no
support cubes on Civil Rights ar the time this event took
place, he would have nothing ro lose there; the Kennedy
player would not gain Issue Support,

Strmilarly. if he had only 3 state support cubes in the
South, he would lose only those 3 cubes: Kennedy
waould not gain the remaining 2 Support.




SEQUENCE OF PLAY

B. PLAY A GARD FOR CAMPAIGN POINTS

of Campaign Points (CP) indicated on the card o perform ong of three
possible actions: B1) Campaig;ning in States

B2) Advertising in Regions

B3) Positioning on Issues

A player may choose only one of these options during a particular Activity
Phase. Campaign Points for a single card may not be split between different
types of action.

Regardless of how these points are spent, the opposing player has the oppor-
tunity to trigger the Event as described below. Afier resolving the action,
the card is placed in the discard pile (unless triggered, sec below).

TRIGGERING EVENTS

After a card has been played for Campaign Points and resolved,
the opposing player may trigger the Event by spending one
momentum marker. Doing so causes the Event on the card to
be resolved exactly as if the tiggenng player had just played it
from his own hand. After it is resolved, the card is removed
from the game just as it would have been had it been played as

an Event in the first place.

A player may prevent his opponent from triggering an event by
spending two momentum markers at the time be plays a card.
If the Event is preempted, the opposing player may not trigger
it, and the card is discarded normally. A player may only
preempt Events on his own cands. He may not prevent his
opponent from playing a card from his own hand as an Event,

B1. CAMPAIGNING IN STATES

‘With this action, players increase their State Support by adding state supporn
cubes to individual states. At any given time, a player is said to be leading a
state if he has any state support cubes there. A player with at least four state
support cubes in a state is said to be carrying that state. The primary benefits
of these conditions are:
= The player leading cach state at the end of the game

receives that state’s electoral votes. The player with

the most electoral votes wins the game.

* A player carrying a state forces his opponent to make
Support Checks when Campaigning in that state.

EXAMPLE:

Kennedy is leading in Idaho with 2 State Support...while

Nixon is earrying Wyoming with 4 State Support there.

When a card is played for Campaign Points, the player may spend the number

This card granis
£ Campaign Points
(2 CP) when played.
Node: A player does nod

| receive rest cubes for

trigeering an Event on an
opponent’s cara! The rest
cubes for any card always
go fer the player who plaved
it, regardless of how it was
played..

Tip: Watch for when your
opponent plays a card with
your candidate icon on

it - the event on that card
benejfits you, and i mighs be
worth spending the
momention marker (o
frigger ir.

Note: A player announces

| his preempition of an evenl

at the time the card is

A
| played, and before resolving

his action. The opposing
player need not reveal
whether or not he infends to
trigger the Event until after
this decision has been

made.

Tip: As an added visual
indicator, you may wani (o
Mip over the state seal in a
carried siate o show the
reverse side. This is not
necessary, but it can be
helpful as a reminder.




Reminder; Only a single
player may ever have
supporr cubes in the same
place ar the same fime.

If you gain support cubes in
a locartion already occupied
by opposing cubes, each
cube gained there - instead
af being placed in the
location - allows you o
remove | opposing cube
frenm the location,

Each such removed cube
fand the cube “spent™ o
remove if) ix returned to its
owners' supply.

If you have any support
crbes left over once all
opposing cubes have been
removed, those remaining
cihes are then added fo the
focation normally,

To perform this action, a player spends his card’s Campaign Points 1o increase
his State Support in one or more states within the region currently occupied
by his candidate woken. Campaign Points may also be used to move a player’s
candidate token to a different region. Players are not restricted to one or the
other option. They may freely divide their Campaign Points as they choose,
and may switch back and forth between traveling and adding State Support.

INCREASING STATE SUPPORT

Each Campaign Point may usually be spent to add one state support ¢cube
to any state in a candidate’s current region. Under certain circumstances,
however, a player must make a Support Check for each Campaign Point
spent to gain cubes. There are two instances that require a Support Check:

= If the opposing player is carrying that state, and/or
* If the opposing player's candidate token is present in that state.

However, a player is exempled from such Support Checks in any region
where they have Media Support. Therefore, a player with media support
cubes in a region does not have to conduct Support Checks.

Players Campaigning in a state where they are required to make Support
Checks must first declare how many Campaign Points will be spent there
during that Activity Phase. The player then draws the declared number of
cubes according (o the Suppon Check process.

EXAMFPLE;

The Kennedy player is currently carrying
New York with 4 Support. The Nixon
player wiches to Campaign there using

4 CP. Since the state is currently carried
by Kenmedy, the Nixon player must make
Support Checks.

The Nixon player declares thar he will
spend all 4 CP in New York, so thus
draws 4 cubes from the bag: he geis 2 red
and 2 Mue. Since only two of the checks
are successful (his own color), Nizon
gains only 2 Support there, which results
in Kennedy's State Support being reduced
to 2. Kennedy still leads in New York, bur
is no longer carrying il.

If Nixon had media support cubes in the
Easi, on the other hand, no Support Checks
would have been required and his 4 CP
would instead have reduced Kennedy's 4
Support in New York to zero.



SEQUENCE OF PLAY

MOVING THE CANDIDATE TOKEN
Each time a player spends a Campaign Point to increase his State Support,
his candidate token should be moved to the state in which he is
Campaigning. There is no cost associated with this movement, as long as i
1s within the region currently occupied by a player's candidate,

own regions, otherwise they are considered to be part of the Westem region.

However, if a player wishes to move his candidate token to a different
region he must pay travel costs of 1 CP each time he crosses a regional
boundary. Note that travel between Western and Eastern regions requires
crossing two such boundaries, and travel 1o or from Alaska or Hawaii can
only be done via the Western region.

For movement purposes only, Adaska and Hawan are considered (o be im their

Note: While both Alaska
ared Hawaii are nominally
peart of the Western region,
each is enclosed by its own
regional boundary tfat mus
be crossed when traveling to
or from these states.

Az each of theze stares muay
only be reached by way of
the Western region, travel
between the two would
require crossing both of
these boundaries at a

cost of 2 CP.

EXAMPLE:

The Kennedy candidate token is currently
focated in Mlinois, but the Kennedy player
wishes fo Campaign in New York

wsing a 3 CP card.

He could spend |1 CP in travel cosis 1o
cross from the Midwest imto the East, and 2
CP in New York.

Alternatively, he could spend a single point
in New York and spend the remaining | CP
in any state in the East, or in the Midwest
prior to leaving that region.

He could even use the third point on addi-
ticnal fravel costs and cross into the South,
«Ccoming o resi in any state n that region.

B2. ADVERTISING IN REGIONS

‘With this action, players atternpt o increase their Media Support by adding
media support cubes 1o regional advertising boxes on the board. Media
Support has two primary ¢ ffects:

* When Campaigning in a region where they have media
support cubes, players are exempt from the Support Check
requirement imposed when placing state support cubes in a
state carried by (or occupied by) their opponent.

* If either player has more media suppont cubes on the board
than their opponent during the Momentum Phase, they may
switch the positions of two adjacent issues on the Issues Track.
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Reminder: only a single
player may ever have
support cubes on the same
advertising box an
the same fime.

The usual “remove opposing
cubes first™ rules apply
when adding media support.

3 = ey E;
> 7
1 ] or
==\
REMOVE
RED CUBE

Reminder: Only a single
Player mury ever hive
support cubes on the same
issue tile af the same fime.

The usual “remove opposing
cubes first™ rules apply
when adding xsue suppori.

To perform this action, a player makes a number of Support Checks equal 1o
the number of Campaign Points provided by his card. When a player draws a
cube of his own color, it may be placed into any regional advertising box or
used 1o remove an opposing cube as appropriate.

EXAMPLE:
Nixon has one media support cube in the
East and there are no media support

JCP

cubes for either player in any other
region. The Kennedy player playsa 3 CP
card to Advertise and makes 3 Support

Checks, drawing 2 red cubes and | blue.
= This gives the Kennedy plaver one media
"ﬁ . support cube to place, which could be
N ,-f'! l.-"f used to remove Nixon's cube from the
?‘ 4 | . East or simply placed in any region
<« ® 5 a0 where Nixon has no Media Support. The
= BLUE CUBE mwo drawn red cubes would be returned

to the Nixon player s cube supply.

B3. POSITIONING ON ISSUES

With this action, players increase their Issue Support by adding cubes 1o
issue tiles. A player is said to be the leader in an issue if he has any issue
support cubes on that tile. There are two primary benefits 1o leading an ixswe:

* Many Events benefit the leader in a particular issue,

= The leaders of each issue tile receive rewards of momentum markers
and/or endorsement cards. (Scc Momentum Phase, Step 2)

To perform this action, a player spends his cand's Campaign Poinls 16 incréass
his [ssue Support in one or more issues, with the first cube in an 1ssue costing
1 CP and each additional cube in the same issue costing a further 2 CP. This
increased cost applies only 1o multiple support cubes bought in a single issue
as part of the same action. An additional cube placed on that issue as parnt of a
subsequent action costs only the normal 1 CP.

EXAMPLE:

-..!';:' A player could spend 3 CP 1o increase all three
@ cr ixswes by one support cube, or [0 increase a
single isswe by wo cubes (I CP for the first cube
oR | 3CBP| ena2 crfor the second).
fcp Cn his next action, if he wished, he could play
- 2¢p another 3 CP card o have the same choices.



SEQUENCE OF PLAY
C. PLAY A CANDIDATE CARD

Instead of playing a card from his hand, a player may
choose to play his Candidate Card for § Campaign
Points. This is resolved in exactly the same way as
playing any other card for Campaign Points, with one
exceplion:

Candidate Cards are flipped over to their Exhausted
side after being played. While flipped to its
Exhausted side, a Candidate Card should be treated as
out of play in the same manner as a card played as an
Event. Candidate Cards may only be returned to their
active face by play of specific Events.

3. MOMENTUM PHASE

STEP 1 - MOMENTUM DECAY
At the start of the Momentum Phase, bath players must
discard halfl of their momentum markers, rounded down..

STEP 2 - MOMENTUM AWARDS & ENDORSEMENTS
Then, players are awarded momentum markers and/or Endorsement Cards for
leading each issue based on its position on the [ssues Track:

* Third-place issue: | momenium marker.

* Second-place issue: | momentum marker or | Endorsement Card.

* First-place issue: 1 momentum marker and 1 Endorsement Card.
These benefits are awarded in the order indicated above. In other words, the
player winning the sccond-place issue must decide whether they wish to take an
Endorsement Card (and, if so, must resolve that card) before the first-place winner
resolves their Endorsement Cand.

ENDORSEMENTS

‘When a player draws an Endorsement Card, they immediately place one
endorsement marker into the region indicated on the card. Endorsement
markers are placed into the marked spots in the regional advertising boxes and
follow the same rule as with support cubes: if the opposing player alrcady has
one or more endorsement markers in the same region, the player musl remove
one of these markers instead of placing one.

STEP 3 - ISSUE SUPPORT DECAY Xt
After momentum markers have boen awarded, one issue = \
support cube is removed from each issue tile that has any. — J

STEP 4 - ISSUE SHIFT =N :
At the end of the Momentum Phase, the player with the {]
most media support cubes on the board may switch the ! :

positions of two adjacent issue tiles on the lssues Track. If | —
both players have an equal number, neither may do this. —  wame

12

Note: Candidare Cards are
not considered 1o be part of
a player s hand, and are
never placed in the discard
pile.

Reminder: Momentiom
decays immediately before
new momentum markers are

awarded; Issue Support
decays immediately after.



Tip: Duning the first five
tums, you are sefting Cam-
paign Strategy cands aside
for the Debates. These
cards should have high
Campaign Point values and
should feature your own
candidate's 1con.

After the Debates, you ane
selting cards aside for
Election Day. These cards
should have state abbrevia-
tions for states in which you
are looking to pick up éxira
help.

4. CAMPAIGN STRATEGY PHASE

STEP 1- CAMPAIGN STRATEGY

Both players play one or two cands from their hand facedown o their Campaign
Strategy Card Stack on the board:

* on the first 5 turns (before the Debates), players must place exactly one card.

* on the last 2 turns (after the Debates), players must place exactly two cards.

If either player has any cards remaining in their hand after they have done o, those
extra cards must be immediately discarded.

STEP 2- REST

Both players deposit their rest cubes (cubes in their Rest Cube Zone) into the
Political Capital Bag.

Note: The four “Gathering
Momentum” cards may nof be
played as Campaign Strategy
cards! Players must make sure to
retain a valid Campaign Strategy
card in their hand until the Cam-
paign Strategy Phase.

-

TR LY,
BLAE e P Lo 'I

THE DEBATES - TURN 6

Reminder: Remember
during the Debates io apply
all effects of any Debate
Event cards that are in the
Persistent Evenis Card
Stack on the board, Those
cardys can have a significant
effect on the outcome of the
Debates.

Omn the sixth tumn, the normal sequence of play is not followed. Instead, the process
described below is used to resolve the Debates, after which the normal sequence of
play resumes with the seventh turn on the board. There are scveral sieps to the
Debates:

1) Determine Initiative
2) Campaign Strategy
3)  Set The Stage

4) Debate!
5)  After The Debates
1. DETERMINE INITIATIVE

An Initiative Check is made 1o determine who has the initiative for the duration of
the Debates. The player with the initiative wins any ties that occur on an issue.

13



THE DEBATES - TURN 6

2. CAMPAIGN STRATEGY —

Both players retrieve the five cards from “\

their own Campaign Strategy Card Stack. S

3. SET THE STAGE &

Place the Debate Board between the two .= ; _
players. Remove all three issue tiles from (o Note: Reiain any s
the Issves Track and place them into the -' S:E_.] i_"w_m” __'M”"" 'r_’_'“ the issue
corresponding spots on the Debate Board - L tiles while moving them,
the ﬁﬁtvp]ace issue goes onto the spol .

labelled “first-place issue™ and so on. DEBATE ICONS
el ) 2 I
Both players select one of their cards, and then they reveal them simultaneously. s s
Each of these cards is then placed face-up next to the issue indicated by its BRCHTS
debate icon. It is placed on the side of the Debate Board corresponding to the CANDIDATE ICONS
player whose candidate icon is shown on the card. If a card shows icons for

both candidates, the player may place it to either side. In the event that both h n'
players play such cards, the player with the initiative may decide who will place - '

their card Gzl EESNEDY NI

EXAMPLE:

The Nivon player reveals the “The Great Seal
Bug" card, which shows the Economy debate
icon and the Nixon candidate icon. The player
places the card next to the Economy issue tile on
Hhix own side of the debate board.,

The Kennedy player reveals the *Fifty Stars" card,
which shows the Defense debate icon and shows
both candidaie icons. The player places the card
next to the Defense issue tile, and has the choice
af which side of the debare board to place it on;
he chooses his own side of the debate board,

This process is repeated until two cards have been played to the same side of an
issue. At this point, that issue has been won by the player having the higher Cam- ﬂ
paign Point total played 1o their side of that issue. If both players have the same \ s
total, the player with the initiative wins that issue. In the event that two issues ane
won simultancously, they are resolved in ascending order, with the issue in lowest
original position from the Issues Track being resolved first.

EXAMPLE:

Continuing from the previous example, the Nixon player reveals the

“Congressional Summer Session” card, which shows his own candi-
daie icon and the Defense debate icon. The Kennedy player reveals

the “Nixon's Pledge™ card, which shows his own candidate icon and : YE)

the Defense debate icon as well. After both cards are properly g '
placed, we can see that there are two cards on one side (the Kennedy , i'.;ﬁ:*.r'm;--
side ) of the Defense issue. Toralling the CP on each player s side of n'hi’jd 1
the Defense issue, we see that Kennedy has 6 CP there and Nixon has et
14 only 4 CP there, Kennedy wins the Defense issue! [Fe===7
s d




Note: Again, make sure lo
refain any II5ne Support
clibex o the ssue flex while
returning them to the [ssues
Track,

WINNING AN ISSUE

The moment an issue is won, that issoe tile is immediately returned to the lowest
unoccupied position on the [ssues Track. Any cands played to either side of it are
moved to the discard pile. In addition, the player who won that issue is awarded a
bonus of state support cubes that are immediately placed in one or more states of
their choice:

» First issue awarded: 2 state support cubes @@

» Second issue awarded: 3 state support cubes .“

* Last issue awarded: 4 state suppon cubes “.‘

Once an issue has been won, no further cards may be played to that issue. Ifa

player plays a card associated with an issue which has already been won, that card is
instead discarded.

This process is repeated until all three issues have been won, or until both players
have played all five of their cards, whichever occurs first. Al this poinl, any issues
that have not vet been won are resolved in ascending order. The issue in lowest
original pesition from the Issues Track is resolved first. Each issue is won by the
player with the higher Campaign Point total played to their side of that issue. If both
players have the same total, the player with the initiative wins that issue,

5. AFTER THE DEBATES

At the end of the Debates, all Campaign Strategy cards for both players, whether
played or unplayed, are discarded and the normal sequence of play resumes with
the seventh turmn.

DEBATE EVENTS
Remember during the Debates toa apply all effects of any Debate Event cards that are

in the Persistent Evenis Card Stack on the board. After the Debates are over, those
cards may be discarded.

ELECTION DAY - TURN 9

Omn the ninth turn, the normal sequence of play 1s not followed. Instead, the
process described below is used to resolve Election Day and determine the winner
of the game:

1)  Deposit Bonus Cubes

2)  Determine Initiative

3) Campaign Strategy

4) Election Day Events

5) Endorsements and Undecided Voters
6) Final Tally



ELECTION DAY - TURN 9

1. DEPOSIT BONUS CUBES

Remove all media support cubes and issue support cubes from the board and
deposit them into the Political Capital Bag. Also, both players should exchange
any remaining momentum markers at this time. They place two cubes into
the bag from their cube supplies for sach momentum marker exchanged.

@), |9
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2. DETERMINE INITIATIVE
An Initiative Check is made to determine who
has the initiative for the duration of Election Day.

3. CAMPAIGN STRATEGY
Baoth players retrieve the four cards from their respective Campaign Strategy Card
Stacks and reveal them. For each of these cards, the player gains three Support
Checks in the state indicated on that card. The player with the inftiative will
resolve their cards first.

Note: If the Polirical Capital Bag runs out of cubes at this point, it is not refilled.

4. ELECTION DAY EVENTS

Any Election Day Events played during the game are retrieved from the
designated space on the board and resolved. The player with the initiative
chooses the order in which these events are resolved.

5. ENDORSEMENTS AND UNDECIDED VOTERS

Al this point, any state that currently contains no state sup-
port cubes for cither player will tip toward one player or the
other. If cither player has an endorsement marker in that
state’s region, that player wins the state and may place a state
support cube there. 1f neither player has an endorsement
mirker in that region, it goes to the player indicated by that
state’s edge (blue edge indicates Kennedy, red edge indicates
Nixon), and that player may place a state support cube there.

6. FINAL TALLY

Players should now claim the state seals for every state where they have
state support cubes. At this point, players may tofal up their electoral
votes (displayed on the backs of the state scals) and determine the winner.

Note: There are a total of
337 electoral vores availalile,
which means any player who
takes at least 269 of them has
won the game!

Tip: One easy way io simplify
the marh of totaling up your
elecroral votes is by grouping
your collected state seals into
sers adding up to 30 vores
each.



UNPLEDGED ELECTORS

If the “Unpledged Electors™ event is in play, it is possible that one or more states
that Kennedy is leading but not carrying will not be awarded to either player. This
makes il possible for a player to win with fewer than 269 electoral votes, obviously,
and it also introduces the possibility of a tie.

In the extremely unlikely event of a tie in electoral votes due to the “Unpledged
Electors” ¢vent, the decision goes 1o the House of Representatives, with the winner
being the player who won the largest number of states. Should players somehow
manage 1o achieve a tie in this as well, Kennedy is voted in by the House by virtue
of his marginal lead in those states denied him by the electors.

STRATEGY TIPS

The Campaign Deck contains four “Gathering Momentum”™ cards, one for each
region, These Events grant whichever player is leading more states in a particular
region two benefits: a momentum marker and, more significantly, one state
support cube in every state in that region which currently contain no cubes for
either player. These Events can be extremely powerful early in the game, particu-
larly in the East and Midwest. Try to gain the advantage in these regions if you
can, and watch out for your opponent’s attempt to do the same. Even if you don”t
think you can get the upper hand in one of these regions, you can often limit the
damage these cards can do by leaving as few states empty of Support as possible,

GAFFE

Due to the defensive benefit of candidate presence, it is often advantageous (o park
your candidate token in a valuable state if you and your opponent are both in the
same region. Beware the “Gaffe™ Event, however, which robs you not only of a
momentum marker, but of three state support cubes in your curment state as well.

HKENMNEDY
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TURN 1
INITIATIVE PHASE

The first two cubes drawn for the Initiative Cheek are split, 1 blue and |
red, 20 a third cube is drawn to determine the winner. The result is a

second blue cube, giving Kennedy the initiative. He chooses to have Nixon
play first this tum,

ACTIVITY PHASE 1

Nixon plays HEARTLAND OF AMERICA for 3 CP, which he spends on a Posi-
tioning action to give himsell 2 points of issue support in Defense. In addinon, he
receives | rest enbe for this card, which he places in his designated rest cube zone.

Then, Kennedy plays NIXON'S PLEDGE as an event. For the remainder of the
turn, he will gain a momentum marker each lime Nixon plays a card as
anything other than a Campaigning action.



ACTIVITY PHASE 2
Nixon plays NEW ENGLAND for 3 CP. which he spends on a Campaigning
action to add 3 state support cubes in California. He also collects 1 rest cube.

Kennedy chooses 1o expend ong of his momentum markers ai this point (o
trigger the NEW ENGLAND event, allowing him to increase his state support by
2 in New York, 2 in Massachusetts (bringing his total support there to 4, meaning
he now carries that state), and 1 in Connecticut.

Kennedy then plays the NIXON'S KNEE event. For the remainder of the tum,
Nixon will be required to expend a momentum marker in order to play any card
as a Campaigning action. This event also causes Nixon's candidate token to

be moved o Mary land.

AGTIVITY PHASE 3

Nixon plays SOUTHERN REVOLT for 3 CP, whlrch he spends on an Advertising
action. His 3 CP entitle him to 3 support checks, so he draws 3 cubes from

the Political Capital Bag: 1 red and 2 blue. Only his own color cubes may be
placed, 5o he decides to put his one media support cube in the Eastern
advertising box. He also gains | rest cube. 3ince he did not perform a
Campaigning action, Kennedy gains a momentum marker due 1o NIXON'S
PLEDGE.

Kennedy now plays HARRY F BYRD for 2 CP and 2 rest cubes. He opts to
Campaign in New York for 2 additional points of state support; he now
carries that state. As this was the only state be Campaigned in, he moves
his candidate token to New York.

Nixon then chooses (o expend a momentum marker (o trigger the card's event,
allowing him to subtract 2 points of state support from Kennedy in
Mississippa and 1 in Alabama.

ACTIVITY PHASE 4

Nixon plays GAFFE as an event, causing Kennedy to lose a momentum marker as
well as 3 state support in New York (where his candidate token is located). With
only 1 remaining support there, he no longer carries that state (although he is still
leading it). Nixon's decision not to perform a Campaigning action, however, gives
Kennedy a momentum marker due to NIXON'S PLEDGE.

Kennedy plays GATHERING MOMENTUM IN THE WEST for 4 CP, which he
spends on Campaigning to add 3 state support in New York (which he now
carries again) and 1 in Pennsylvania. Since he is not leaving the region, he could
choose to leave his candidate token in cither state simply by changing the order in
which he visits these states, but he decides to finish in Pennsylvania and so moves his

Once he is done, Nixon doesn't hesitate to trigger this event, since he is currently
leading more states in the West than Kennedy. He will therefore gain a momentum
mariker o offset the one he spent to tngger it plus 1 point of state support in every
emply stale in the West.
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SAMPLE TURN

ACTIVITY PHASE 5

Nixon plays HARVARD BRAIN TRUST for 4 CP. which he spends on a Campaign-
ing action (first expending a momentum marker due o NIXON'S KNEE) to add 2
state support each to New York and Pennsylvania. As New York is currently being
carried by Kennedy, he would ordinarily be required 0 make a support check for
cach point spent there, but Nixon's media support in the East exempds him from this
requirement and he simply reduces Kennedy s support there by 2 points. Similarly,
while he would ordinanly be forced to make support checks in Pennsylvama due to
Kennedy"s presence there (despite the fact that be is not actually carrying the state), he
may simply apply 2 points of state support there thanks to his earlier advertising in the
region. These 2 points allow him to remove Kennedy's single support cube in the state
and place one of his own, stealing the lead in that state, He has the option of moving
his candidate marker to either of the states in which he Campaigned (since he has mot
left the region), s0 he chooses o move to Pennsylvania.

by KEMNEDY : '.i
S| Once Nixon is done, Kennedy spends a momentum marker to trigger the event on
s his card and places the HARVARD BRAIN TRUST card on the board in the space
Paysdforacp  Teserved for persistent Debate events. This card will give him a bonus when resolving
on POSITIONING  jsues during the Debates on um 6.

Kennedy then plays PUERTO RICAN BISHOPS for 3 CF, which he spends on Posi-
tioning 1o add 1 issue support each in all three issues, reducing Nixon to one cube in
Defense and taking the lead himself in both Economy and Civil Rights. He also
collects | rest cube.

MOMENTUM PHASE

At the start of the momentum phase, both pta}mmusldjscﬂ'dhlfuflhctrunumi

momentum markers. This loss is rounded down, however, so Kennedy gets 1o keep
his one remaining momentum marker; while Nixon has none (o lose.

The players then receive awards for their issue support. Kennedy's lead in Civil
Rights wins him onc momentum marker, while his lead in Economy gives him the
choice of another momentum or an endorsement. He chooses to draw an endorsement
card and reccives an ENDORSEMENT IN THE SOUTH, allowing him to place an
endorsement marker in that region's advertising box. Nixon has the lead in Defense,
which is the top issuc in the Issue Track, so he gains both a momentum marker and
an endorsemenl. Drawing & card from the endorsement deck, be receives a MAJOR
ENDORSEMENT that allows him 1o place an endorsement marker in any region he
chooses: be picks the South, removing Keanedy's endorsement there.

AR

After resolving these awarnds, | issue support cube is remnoved from each issue on the
Issue Track. As neither player had more than | support in any isswe, no support now
remains for either candidate in any issue.

Lastly, Nixon has the opportunity to shift an issue on the Issue Track since he has more
miedia support cubes oa the board than his opponent (one cube in the East 1o
Kennedy"s none). He decides to boost Economy and moves that isswe up one space to
the top position in the Issue Track, moving Defense down 1o second place.

CAMPAIGN STRATEGY PHASE

Both players place their sole remaining card facedown on their respective Campaign
Strategy Stacks. Finally, both players place their accumulated rest cubes in the Politi-
cal Capital Bag. Turn 1 is now complete! -



SAMPLE DEBATES - TURN 6

DETERMINE INITIATIVE, CAMPAIGN STRATEGY, & SET THE STAGE

The first two cubes drawn for the Initiative Check are both blue, 50 no third draw is
necessary: Kennedy wins the initiative. Both players retrieve the cands from their Came-
paign Strategy Stacks on the board and move the issue tiles from the Issues Track to the
cormesponding spaces on the debate board, from lowest (o highest position: in this case,
Economy, Civil Rights, and Defense.

DEBATE! ROUND 1

Nixon selects his “Oppogition Research™ card while Kennedy selects " Give Me A Week™
and both players reveal their selected cards. Nixon's cand is played to the Defense issuc
and is placed to his own side of that issue. Kennedy's cand is played 10 Economy on his
own side.

DEBATE! ROUND 2

Kennedy decides to play his " Peace Withowt Surrender” card this time, a Defense card
which features only his opponent's candsdate icon, meaning it will be placed 1o Nixon's
side. This is Kennedy's only Defense card, however, so (knowing he cannot win that issue)
he chooses to force that issue to resolve early, increasing the rewards for the other issues
which he still hopes 1o win, Similarly, Nixon selects “Nikita Kruschev”, an Economy card,
‘While this card features icons for both candidates (meaning he can place it to either side),
he o0 knows he cannot win this issue and chooses to place it 1o his opponent’s side using
similar thinking 1o Kennedy's.

= Nixon now has 2 cards on his side of the Defiense issue, while Kennedy has 2 cards on
his side of Economy. Both of these issues have been won, but Economy (being in a lower
position) is resolved first. MNixon has no cards on his own side of this issue, so Kennedy
wins it by defaull, caming 2 state support cubes to place anywhere he likes. He uses both
in California to reduce Nixon's support there from 3 cubes down to 1. The Economy issuc
tile is then returned to the Issues Track, in the lowest position. The cards played to the
Economy issue are discarded.

* The Defense issue 15 now resolved, giving Nixon (the only player with cards next 1o that
issuc) 3 state support. He places 1 in Indiana to give him his fourth cube there, allowing
him to carry the state, and puts the remainder in Califomia to rebuild his supportto 3
there, The Defense issue tile is then returned to the middle position in the Issues Track.
The cards played to the Defense issue are discarded as well.

DEBATE! ROUND 3
Nixon selects “Herb Klein™; Kennedy selects “Kennedv'’s Peace Corps”. Both cards are
played to Civil Rights and placed on the players' own sides.
DEBATE! ROUND 4
Nixon selects “Rising Food Prices™; Kennedy selects “Profiles In Courage”™. Again, both
cards are played to Civil Rights, on the players' own sides. This closcs out the issue, with
5 CP played w Kennedy's side and 6 CP to Nixon's side - an apparent win for Nixon,
However, the “Harvard Brain Trust” persistent Debate event is in effect, (having been
played on tum 1), which gives Kennedy +1 to his total in each issue during the Debates.
This brings his total up to & CP, creating a tie in Civil Rights. In the case of a tie, the issue
goes to the player who won the inltiative, so Kennedy wins the final issve and gets to place
4 state support cubes. He places all 4 in California, removing Nixon's 3 support there
and placing 1 cube of his own. The Civil Rights issue tile is then returned to the Issues
Track, in the highest position. The cards played to the Civil Rights issue are discarded.
With all three issues having been resolved, the Debates are now over. The players'
remaining unplayed cards are discarded, and the game resumes with tam 7.
20
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MNION"S
SUPPORT CHECKS

KEMNEDY"S
SUPPORT CHECHKS
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NIXOMN'S TOTAL ELECTCIHAL YOTES = 266

SAMPLE ELECTION DAY - TURN 9

DEPOSIT BONUS CUBES & DETERMINE INITIATIVE

Both players remove all their media support cubes from the regional advertising boxes as
well as their issue support cubes from the issue tiles and place them in the Political Capital
Bag. Inaddition, Kennedy tums in his one remaining momentum marker for 2 additional
cubes to be placed in the bag while Nixon, with two momentum markers left, adds 4
cubes of his own. MNext, an Initiative Check is made: the first two draws are | blue and |
red, 50 a third (red) cube is drawn, giving the initiative to Nixon.

CAMPAIGN STRATEGY

| Both players then retrieve the cards from their Campaign Strategy Stacks on the boand and

make 3 support checks for each. The player with the initiative gets 1o go first, so Nixon
draws 3 cubes cach for the states identified on his cards: Minnesota, North Carolina, Con-
necticut, and Florida. He draws 3 red cubes for Minnesota, removing Kennedy's 2 support in
that state and gaining 1 of his own. In North Carolina, he draws 1 red and 2 blue; this gains
him only 1 support, which is enough to remove Kennedy's single cube there but not enough
to add one for himself. Nixon draws 2 red and 1 blue for Connecticut, where he already
has the lead with one cube, 50 he increases his support there by two. Lastly, in Florida, he
draws 3 blue cubes, failing to win any support in that stute.
Kennedy now draws for his own cards: Wisconsin, Ohio, and two cands for New York. His
draw of 3 red cubes for Wisconsin gains him nothing there, but he draws 3 blue cubes in
Ohio for a gain of 3 state support, enough o eliminabe Nixon's 3 support cubes there.
Kennedy then draws 6 cubes for New York (since he had two New York cards set asade),
drawing 4 blue and 2 red. Four state support is encugh 10 remove Nixon's 3 cubes in New
York and give him one there of his own.

ELECTION DAY EVENTS

After resolving both players' Campaign Strategy cands, any persistent Election Day events
are resolved. In this case, Nixon gets to resolve the *Recounr” event, which grants him 3
support checks in a state of his choice. He selects Ohio, but draws 3 blue cubes and fails to
add any support there.

ENDORSEMENTS AND UNDECIDED VOTERS

At this point, any states which are carmently empty of support for either player are tipped o
the player having an endorsement in that region or (where neither player has an edorse-
ment) the built-inedge in that state. Kennedy places | cube in Ohio thanks to his two
mﬂmwmrkminﬂmmmm:mtm.wimmﬂﬂwmdhhm in the
mmhmtheEﬂmﬂaeemptyHewHﬂnpshmwhmmgefuNﬂmgmmm
while Kennedy takes West Virginia. There are no empty states in the West.

FINAL TALLY
Finally, both players claim the state seals for every state where they have support and add up
| their total electoral votes. However, the “Unpledged Electors” Election Day event happens
wheinﬁa.mkmm#mw&&im@hﬁm%hﬂmmiyﬂswmﬂmm
the 4 required by this event); neither player receives this state’s votes.

KE HHEI}T & TOTAL ELEET(}IH.&.L VOTES = 361

mﬁmmmmwlﬁmw.yﬁlmmﬁm%ﬁﬁ.mtmuﬂﬂfwy.
Nixon has won the election and the game! Note, however, that if it had not been for the

| “Unpledped Electors™ event, or if Kennedy had managed even one maore point of support in
Louisiana, he would have received an additonal 10 votes for that state and 21
L won the election himself. Maybe next time. ..




PLAYER AID 1960: THE MAKING OF THE PRESIDENT

TURNS 1-5 AND TURNS 7-8: THE NORMAL SEQUENCE OF PLAY
1. INITIATIVE PHASE 1) New Cards: Both players draw cands. In tarns 1-5: 6 cards: in wms 7-8: 7 cands.

2) Imitdative Check: To see who goes finst in this bum.

2, FIVE ACTIVITY PHASES During each phase, each player plays a single card. Each player may:
PLAY A CARD AS AN EVENT, or _ PLAY A CARD FOR CAMPAIGN POINTS... or |PLAY A CANDIDATE CARD

Player resolves the event lext on the | Flayer can spend 2 momenium markers to prevent their played if it is pot exhagsied.
card. Once rescived., the card is opponent from triggering the event on the eard olayed, it e}
| Wiken played, it is resolved in
ST, SO i g ~AS A CAMPAIGNING ACTION the same manner as i a normal
Playes can gplit the card's CP freely amongsi: card had been played for
PERSISTENT EVENT * Increasdng State Support (Adding state support cubes to any cmg;ﬂﬂ:i.ﬁh.

s .
Player places cand in the approprise state im the currently occepied region; 1 CF per added cube. Must

tnﬂlbcmmkwdﬂ:ﬁ:;gmm make 2 support check to 8o w0 if siste is carried by opponent or | Once resolved, do ot discand
m:gmd' by o n's canhilsle ken, ) the Carsbilate cand, Imw-id i
EANE Ack K o ace. Moving The MHCPWMM_Mxm it e the exhaussed side 5
amy regeonal boundary.) Cand is discanded after all CF are gpent.
OR

| Hqﬁpufmmmﬁtﬂp;ﬂ’ Each success
orse miedin 5o Cul BR maEy phm!mm ;
ﬂwnwnmgm {:ﬂfdl};lh:ﬂ discarded A

- OR -
«AS A POSITIONING ACTION
| Player can sdd lssue | cubes to sy isme. The first cube

| added in any issuc costs | CF, cach additional cube added per issuc
costs 2 CF Card bs then discarded.

TRIGGERING THE EVENT (after resolving)

Opponent can spend | momentom marker to mtcvmtnn
memﬁ.wknuxcmmbuﬂwmﬂui , cand i
resolved as if opponent had played it, then mmg;rn-t

COLLECT REST CUBES AS INDICATED ON THE CARD REGARDLESS OF HOW THE CARD IS PLAYED!

MOMENTUM PHASE 1! Meomentum Decay: Both players discand half of their momentum markers (rounding down).
a' 4 2) Awards for [ssue Support: Players cam rewands { momeniem nd/or endorsements) for leading issoes.
J) Issue Decay: | iswe support cube is removed from cach issue tile,
) Issue Shift: Player with most media support on the board can switch two adjacent issue tiles.
4. CAMPAIGN 1) Campaign Strategy: Both players place cards into their Campaign Stratogy stack. (During turns 15, cach
mﬂ m places | card; during tums 7-8, cach places 2 cands.) Mo “Gathering Momentum™ cards allowed,
2) Rest: Both players pul their colleciod rest cobes into the Political Capital bag,

u 1) Determine Initiative: Inltiative Check to soe who will win an fssoe in the event of & e,
1 4:13:7) | 3] 2) Campaign Strategy: Both players retrieve the § cards from their Campaign Strategy Stacks.
ey, ) SFE0 1188 Sl Move the ssee tiles (with amy ks support cubes) from the [ssoe Track 10 the Debate Board.
FIRST ISSUE WON. | 4) Debate!: In a serics of rounds, both players simultancously reveal 1 card, and then place them next to the Debate
2 SUE SOPPORT OBES | 15,4 according 1o the debate foom and candidate ioon on the card. Onee an issue has 2 cands on at least one player’s
SECOND ESSUE WO | side, the player with the most CP o their side of the issoe has won that isswe, and carms the reward listed 1o the left. The
3 SUUE SUPPORT CMES | . cvesponding issue tile is retarmed bo the lowest available spot oo the Issue Track. Rounds continue until all issves are

THIFD ISS0E Wik won or cands rum out. I cands run out, remaining issues ane nesolved as they stand, with most CF winning.
4 SULE SUPPORT CIBES | <) Ending The Debates: All Campaign Strategy cards sre discarded and the game resumes with turn 7.
DURING THE DERATES, REMEMBER T0 TAKE NOTE 0F ANY PERSISTENT DEBATE EVENTS IN PLEY AND T0 APPLY THEIR EFFECTS AS APPROPRIATE!

TURN 3: 1) Depasit Bonus Cubes: Put all media support and lsue support cubes into the Political Capital bag. Both players
3030 N may exchange remaining momentum markers, sdding 2 cubes o the bag for every marker exchanged.

2) Determine Initiative: Initintive Check 1 see who will go fint during Campaign Strategy.

1) Compaign Strategy: Both players reveal their 4 Campaign Strategy cards, then sach conducts 1 support checks in
the: states indicated by those cards.

4) Election Day Events: Any persistent Election Day cvents are netricved from the board and resolved in the order
determined by the player with inftiative,

) Endorscmenis & Edges: Each emply staie in a region with any endorsemeenl markers roceives | cube of that
player’s color. Esch emply state in & reghon without any endorsement markers neceives 1 cube of the color indicated
by that state’s edge.

&) Final Tally: Flayers collect the siate seals for all staics in which they have state suppori, and wlly up the electoral
woles noted on the seals. The player with the highest total of electoral voles wins the game! Remember o socount for
22 the “Unpledged Electors™ cand if it is in play.



