
   A modern U.S. presidential campaign is one of the most amazing organizational 
endeavors undertaken by man. In 2008, John McCain and Barack Obama collec-
tively spent $2.4 billion dollars on their efforts to be elected President of the 
United States. That is more money than the federal government devoted to the 
Manhattan Project. It is a larger figure than the gross domestic product of 32 
countries. You could purchase three 50-story skyscrapers for the same amount. 
So, when we talk about running a U.S. presidential campaign, we are really 
referring to something akin to running a Fortune 500 company. The most
remarkable thing is, a campaign manager must take this enterprise from literally 
nothing to these enormous heights in about a year’s time.
   It’s a grueling job, with enormous pressure and a lot to juggle. You have the 
candidate, the media, volunteers in every state, the campaign staff, the internet, 
attack ads, campaign consultants, pollsters, proxies and political problems of 
every conceivable stripe.
   And at the end of the day, what is your reward? If you win, you get the problems 
of governance. If you lose, you earn your party’s scorn and the inevitable
finger-pointing that follows.

   ...of course, that’s just what your opponent intends to do to YOU.

   In Campaign Manager 2008, we invite you to undertake this thankless task by 
assuming the role of the campaign manager for either Barack Obama or John 
McCain.  Your candidate is relying on you to develop a campaign strategy and 
then go on to manage this enormous endeavor successfully. You will consider a 
variety of different tactics and strategies available to you, crafting a personal 
campaign plan by selecting a unique combination of techniques aimed squarely at 
pummeling your opponent...
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COMPONENTS
2 sets of 45 Campaign Strategy cards

Card Type

Card Title

Card Title

Instruction
Text

Instruction Text

*explained in detail in the
Anatomy of a State section

Beginner
Star

Demographic
Notes

“Going
Negative”

Icon

1 deck of 20 Breaking News event cards

20 Battleground State tiles1 scoring track

1 “Going Negative”
results chart

20 scoring tiles

2 sets of 12
Support markers

1 “Going
Negative” die

4 Issue
markers

4 Key Demographic
markers

(red for McCain and blue for Obama)

(blue side shown here; all scoring tiles are red on the reverse)

(red for McCain and
blue for Obama)
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Each state also has two demographic groups. At any given moment, 
one of these two will be marked with a Key Demographic marker to 
indicate that it is currently the key demographic in that state. The 
current key demographic in a state may be targeted to win over that 
state’s Undecided Voters. The other demographic group has no e�ect.

This sentiment is indicated by the four-space Issue Track which 
runs along the left side of the card. An Issue marker is moved up 
and down the track as the leaning of the state’s electorate shifts, 
and it is swiveled to match the outline of the track space it occupies. 
Whichever issue (Defense or Economy) a state’s Issue marker points 
to is termed the current majority issue in that state, and the other 
is termed the minority issue.

Each state features two rows of colored circles which run along the top and bottom of the card, representing blocks of 
Voters. The color of the Voters indicates which candidate they currently support, with red circles being supporters of 
McCain, blue circles being Obama supporters, and white circles being Undecided Voters. The row at the top of the 
card (adjacent to the Defense symbol) re�ects the opinions of voters in the state if they have decided that Defense is 
the most important issue in the election. The row at the bottom (adjacent to the Economy symbol) re�ects their 
opinions if they have decided instead that Economy is most important.

Each Battleground State tile represents a speci�c state and indicates the number of electoral votes (victory points) 
which will go to the player who wins that state. At any given time, there will be 4 states in play; as each is won, it is 
replaced by another until all have been brought into play or someone has won the game.

ANATOMY OF A STATE
Voters

Economy
Symbol

State Name

Electoral
Votes

McCain
Supporter

Undecided
Voter

Obama
Supporters

Defense
Symbol

Beginner
Star

Demographic
Groups

State
Abbreviation

Issue
Track
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(key symbol indicates 
where the Key 

Demographic marker 
starts for this state)

(dot symbol 
indicates where the 
Issue marker starts 

for this state)

Example: New Jersey’s Issue marker starts 
in the indicated space, which points 
towards the Economy symbol. Therefore, 
when this state enters play, Economy is 
the majority issue there, and Defense is 
the minority issue.

Example: New Jersey’s Key 
Demographic marker starts in 
the indicated space. Therefore, 
when this state enters play, 
Clinton Democrats are the key 
demographic there.



For a player’s �rst game of Campaign Manager, it is recommended to use the preconstructed decks which have been designed to 
introduce novice players to the game. These cards are identi�ed with a small star          icon. This will give players an opportunity to 
learn the relative strengths of the di�erent types of cards before diving into the deck-building process. Players may feel free to ignore 
this recommendation and dive straight in, however, if they prefer! 

While each player has a supply of 45 Campaign Strategy cards, only 15 of these will be used in any 
individual game. The �rst step, therefore, is for each player to select the 15 cards which will make up his 
own Campaign Deck for the current game. This is done through a drafting process as described below.

Each player shu�es his 45 cards, then draws and secretly 
examines 3 of them. Of these 3 cards, he must select one to 
keep and set the other two aside face-down, out of the 
game. The player then repeats this process of drawing 3 
cards at a time, keeping one and setting the remainder 
aside, until he has gone through all 45 of his cards. The 15 
cards each player chooses to keep will make up his 
Campaign Deck for the current game; the 30 he sets aside 
will not be used and may be returned to the game box.
Once both players have built 15-card Campaign Decks in 
this manner, they should shuffle their decks face-down 
and draw a 3-card starting hand with which they will 
begin the game. Players keep their hands hidden from 
each other during the game.

GETTING STARTED
1) BUILD YOUR CAMPAIGN DECKS

Next, each player takes the 10 state tiles with his color and logo on the back, and 
privately selects two of them to be in play at the beginning of the game. When both 
players are ready, the four chosen states are revealed and placed face-up between the 
players; the rest may be set aside until needed later. Place the Issue markers and Key 
Demographic markers in the indicated starting positions on each state.
When playing with the preconstructed starting decks, new players should select the four starting 
states identi�ed with a small star          icon: Florida, Michigan, Missouri, and New Jersey.

Shu�e the Breaking News event cards and place them face-down near the states in play 
to form a deck. (Cards will be drawn from this deck and resolved as new states enter play.)

2) CHOOSE YOUR STARTING STATES

3) SHUFFLE THE BREAKING NEWS DECK

Draw and examine 3 cards 
from your main deck.

Obama 
takes these 

tiles

McCain 
takes these 

tiles

Keep 1, remove the 
others from the game.

Repeat the process until the 
main deck is gone and you have 
a 15-card Campaign Deck.

Shu�e your Campaign 
Deck and draw a 3-card 
starting hand.
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The �rst player to �nish building his Campaign Strategy deck may go �rst. When playing with the preconstructed starting 
decks, the player closest to his18th birthday (his date of voter eligibility) may go �rst.

Play alternates between the two players. On his turn, a player must either:

a) Play a card from his hand

b) Draw a card from his deck.or
If a player already has 5 or more cards in his hand, however, he may not choose to draw a card (although he 
may still play cards which grant additional cards). Apart from this restriction, there is no hand size limit. 

When a card is played, the instructions on the card are 
followed. Most cards are then placed on the player’s 
discard pile at the end of the turn. The exceptions to this are 
Media Support cards, which remain face-up in play until 
another Media Support card is played, causing the older card to 
be replaced and moved to the owning player’s discard pile.

If a player wishes to draw a card but has no cards remaining in his Campaign Deck, his discard pile is �rst reshu�ed 
to form a new deck. If this occurs in the midst of a player’s turn, any cards played earlier on that turn should not be 
shu�ed into the new deck.

When a card (or event, or Going Negative result) indicates that a player gains a point of Support in a particular issue 
in a state, this means one Voter on the side of the state associated with that issue switches to that player’s color. This 
can be accomplished in any of three ways (In the examples below, McCain is the current player):

All of these actions are equivalent, and it doesn’t matter which method players use – all result in a Voter of their 
opponent’s color being replaced with one of their own. (Note: Players are much less likely to run short of Support 
markers if they remove tokens whenever possible rather than adding new ones.)

If the opposing player has no Voters to be taken away, the player may instead place one 
of his tokens on an unoccupied white spot (an Undecided Voter).  These Undecided 
Voter spots will ordinarily be the last Voters claimed unless a�ected by a Demographic 
Support card or a Breaking News event.

Note that once either player has placed a Support marker onto an Undecided Voter spot, it is no longer an Undecided Voter and will 
never again become one. While a token on one of these spots might be replaced by one belonging to the opposing player, it will never 
be removed entirely.
If all of the Voters for an issue are already the player’s color, gaining Support in that issue in the same state has no further effect.

Players may place a token of their 
own color onto a Voter spot of their 
opponent’s color.

They may remove a token of their 
opponent’s color from a Voter spot 
of their own color.

They may replace a token of their 
opponent’s color that’s on a white spot 
with a token of their own color. 

PLAYING THE GAME

RESHUFFLING

GAINING SUPPORT

Instruction Text

Media
Support
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The term majority issue refers to the issue (Defense or Economy) 
that the Issue marker currently points to; the term minority issue 
refers to the other issue.

When a card (or event, or Going Negative result) indicates 
that a player may shift a state toward a particular issue, the 
state’s Issue marker is moved the indicated number of 
spaces in the speci�ed direction. If the marker is already in 
the furthest track position in that direction, additional shifts 
in that direction have no further e�ect.

SHIFTING A STATE TOWARD AN ISSUE

When a card (or event, or Going Negative 
result) indicates that a player may alter the 
key demographic in a state, the state’s Key 
Demographic marker is shifted to the other 
demographic, making it the new key 
demographic in the state.

The key demographic in a state is signi�cant 
when Demographic Support cards are 
played from a player’s hand. These cards 
make Undecided Voters in all in-play states 
with a particular key demographic give their 
support to the player. Note that states 
where that demographic appears but where 
it is not the key demographic are not 
a�ected. Furthermore, Undecided Voters 
who have already given their support to a 
candidate are also una�ected.

ALTERING THE KEY DEMOGRAPHIC IN A STATE

Some cards indicate that a player may discard additional cards from their hand to gain some 
e�ect. These cards may not be played without discarding the required number of cards. Of course, 
if a card indicates that a player may discard “any number” of cards, zero is a legal choice.
Similarly, a Campaign Strategy card may be played even though it has no 
e�ect, in order to remove the card from your hand and progress the turn.

DISCARDING CARDS FOR EFFECT

Some cards feature a large die icon. These cards represent “negative campaigning” 
that has a chance of causing a minor backlash against the player. Whenever a player 
elects to Go Negative by playing one of these cards, he must roll a die at the end of 
his turn and consult the results chart to determine the e�ect, in the form of a bonus 
granted to the opposing player. The opposing player may then apply the bonus.

GOING NEGATIVE

Demographic
Support
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Example: The current majority issue in 
this state is Defense. The active player 
plays a card which allows him to shift the 
Issue Track in a single state 1 space 
towards Economy. He does so, and swivels 
the marker to match the space it now 
occupies. Since the marker now points 
towards the Economy symbol, Economy 
becomes this state’s majority issue. 

Example: McCain plays the “Divided We Fail” Demographic Support card, which 
a�ects all states with Seniors as the key demographic. Colorado is the only such 
state in play, so the three Undecided Voters in the state become Red Voters.  

The current key demographic in this state 
is College Graduates. The active player 
plays a card which allows him to alter the 
key demographic in a single state. He 
moves the marker to the other position, 
and Catholics become the key 
demographic for this state.



Claimed scoring tiles are laid out end to end in a row along the scoring track starting from the far left. (Note that Obama 
has two electoral votes pre-printed on his scoring track; the player representing him should be careful to line up any scoring tiles with 
these (not directly against the edge of the track) so as not to “lose credit” for these two votes.)

WINNING A STATE
If at any time all of the Voters on the majority issue side of a state are in support of a single candidate (i.e., all the 
Voters on the side currently pointed at by the Issue marker are either red or blue), that player immediately wins the state and 
claims its scoring tile, placing it on his scoring track with his own color showing.

Winning a state (along with the accompanying steps described below) occurs immediately when a player achieves the 
necessary support, before rolling the die for Going Negative. If multiple states are won simultaneously, each is 
resolved one at a time as described below, in the order desired by the current player.

Whenever a player wins a state, that state is removed from 
play and replaced with a new state from those which have 
not yet been brought into the game (all such states are eligible; 
the color/logo on the backs is only relevant during starting setup). 
The player who won the state chooses which new state 
will be brought in, even if it is currently the opposing 
player’s turn. If all states have already been brought into 
play, no further states can be added and the game will 
continue with a reduced number of states in play. The Issue 
and Key Demographic markers from the old state are placed 
into the indicated spaces on the new one, and all Support 
markers from the old state return to their  owners.

BRINGING NEW STATES INTO PLAY

Every time a new state is brought into play (not counting the four starting 
states), a card is drawn from the Breaking News deck and resolved (by 
following its instruction text). By default, this event a�ects the new state which 
just entered the game, unless the e�ect of a Media Support card dictates 
otherwise. If multiple states are being brought into play, an event is drawn 
and resolved for each one as it is added, before introducing the next. Once 
resolved, Breaking News cards are removed from the game.
It is possible that a Breaking News event might result in additional states being won by one player or the other. As in 
any case when multiple states have been won, the current player may decide the order in which they are resolved.

BREAKING NEWS

Instruction
Text
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Example: Early in the game, McCain has already won Oregon (OR) 
and Iowa (IA), so those scoring markers are already on his scoring 
track displaying a score of 169. Obama wins Virginia (VA), so takes 
that scoring tile and places it blue-side-up on his own scoring track 
as shown (remembering to not cover up his 2 pre-printed votes); 
Obama squeaks into the lead with 170 votes!

Example: As seen above, Obama has won Virginia. He 
removes the Virginia tile from play, returning the Support 
markers there to the appropriate owner. Next he decides 
which state he wants to replace it with, and settles on 
Nevada. He puts the Nevada tile in the space vacated by 
Virginia, and positions the Issue and Key Demographic 
markers in their indicated spots. 



The authors would like to dedicate this game to the memory of 
Franz-Benno Delonge, a wonderful game designer who left us far 
too soon. Campaign Manager 2008 was inspired by an 
unpublished design of his which used a similar two-tracked 
"support" mechanism.

These photos are used under the Creative Commons license 2.0 (http://creativecommons.org/licenses/by-nc-nd/2.0/):  “¡Si Se Puede!” (Brian), “AFL-CIO” (AFL-CIO), Stock Market Hits New Low” (Artemuestra), 
“Record Turnout In Early Voting” (Average Jane), “Yes We Can” (Blaise T Nutter), “DHS Warns Of New Terror Threat” (Caveman 92223), “Middle-Class Tax Cut” (Center For American Progress Action), “Drill, Baby, Drill!” 
(Chesi – Fotos CC), “States See Leap In New Voters” (Crownjewel82), “Ahmadinejad Rattle Sabre At UN” (Daniella Zalcman), “I Know How To Do That, My Friends” (Dsb Nola), “Unemployment On The Rise”, (Ed Yourdon), 
“Running A Clean Campaign” (Elizabeth Cromwell), “Joe Lieberman” (Emmet Hume), “The Washington Post” (Fimoculous), “The Right To Life” (Iowapolitics.Com), “Voter Vault” (Izzymunchted), “Change We Can Believe 
In” (Jake Honig), “Special Access” (Je� Maurone), “Straight Talk Express” (Kevin Ro�dal), “We Don’t Have Time For On-The-Job Training” “Raising Taxes Isn’t Patriotic “ (Marc Nozell), “Crank And Bank” (Matt Michrina), 
“Let’s Not Raise Anybody’s Taxes” “The Change We Need” “Neighborhood Team Leaders” Social Networking” “Mybarackobama.Com” (Matthew Reichbach), “Start Knocking On Doors” (nancyscola), “Hillary Clinton” 
(Nathan Forget), “Home Foreclosures Skyrocket” (respres), “Joe The Plumber” (Rona Proudfoot), “Divided We Fail” (Ryan Glenn), “Colin Powell” (scriptingnews), “Direct Mailing” (silas216), “Mend Fences With FOX” 
(Spud @ Inside Cable News), “The Original Mavericks” (sskennel), “Online Fundraising” (Steve Jurvetson), “The Audacity Of Hope” (Steve Rhodes), “Main Street vs Wall Street” (SyalAntilles), “We Are The Change That 
We Seek” (TonyTheTiger), “Lehman Brothers Bankrupt” (tshein), “Stay The Course” “Private Fundraiser” “Vote For Change” “Staying On Message” “Are Palin Rallies Out Of Control?” (twinkletoez), “Oprah-palooza” 
(vargas2040), “McCain: Out Of Touch, Out Of Ideas” (Will White), “¡Viva McCain!” (William Beutler), “Campaign Sparks Protests” (zenobia_joy) These photos are used under the GNU Free Documentation License 
1.3 http://www.gnu.org/copyleft/fdl.html: “Without Preconditions?” “Country First” (Jenn Grover) Use of these photos is believed to fall under Fair Use: “AARP” (AARP), “This Week” (ABC News), “The View” 
(ABC TV), “Face The Nation” “CBS Evening News” “Poll: Is America On The Wrong Track?” “Is Palin Ready For Prime Time?” (CBS News), “Reverend Wright Resurfaces” (FOX News), “Join Our Team”, “Olympics Ad Buy”, 
“Obama: Is He Ready To Lead?” “An Enduring Peace” “Reform. Prosperity. Peace.” (McCain Campaign Ad), “The Fundamentals Of Our Economy” (MSNBC), “Meet The Press” (NBC News), “Weekend Ad Blitz” “Welfare To 
Work” “Bomb, Bomb Iran” “Health Care For Wounded Troops” (Obama Campaign Ad)  This photo is used with permission: “National Association of Evangelicals” (courtest Ronald Reagan Library) All photos not 
listed here are believed to be in the Public Domain. 

Each candidate comes into the game with a slightly di�erent number of electoral votes already “locked up” in 
non-battleground states. Therefore, each player needs a slightly di�erent number of additional votes to achieve 
the 270 electoral votes necessary to win the election. McCain requires 115 additional votes to win; Obama needs 
another 113 votes. (This perceived advantage is o�set by McCain’s entering the game with a slight edge in battleground states 
worth a few more total votes than those favoring Obama.)

During the game, players will be �lling up their scoring tracks with scoring tiles as they win 
states. If a player claims su�cient scoring tiles to extend his collection far enough to reach or 
pass the 270 mark, he immediately wins the game!

Example: It’s been a hard-fought battle with both candidates winning many states and securing a good number of Electoral 
Votes. The current score is McCain 258, Obama 263. It all comes down to the �nal battleground state of Ohio. Through some 
shrewd campaigning, McCain manages to win the state! Ohio’s scoring tile puts McCain clearly past the 270 votes needed to win 
the election with a �nal total of 278. Thanks to the great work of his Campaign Manager, McCain has won the election!

In the event that the game ends with neither player having reached the necessary 270 votes (i.e., both players have 
exactly 269 electoral votes), the election is too close to call. While in real life this would be only the beginning of a 
long adventure in recounts and Supreme Court deliberations, for game purposes the players should consider this rare 
eventuality a draw.

WINNING THE GAME

CREDITS AND ACKNOWLEDGEMENTS

8

GAME DESIGN 
Christian Leonhard & Jason Matthews
GRAPHIC DESIGN
Joshua Cappel

Published by Z-Man Games Inc. 
6 Alan Drive, Mahopac, NY 10541 

For any comments, questions, suggestions,
please contact zman@zmangames.com 

www.zmangames.com 


