
 

 
 

 

Electoral College Game 

Times in parentheses such as (1:33, etc.), refer to this video: https://www.youtube.com/watch?v=cuseCLuvKjI  
 

Super Simple Version 
Game for two players (or two teams), a game lasts ~20 minutes 

 

Set up 
 

You’ll need: 

A Game Board, which can be made by 

drawing the map shown here onto a regular 

piece of large posterboard (0:50). 

 

Game Tokens – get 40 beads (2:20) each of 

two different colors (pennies and dimes work 

OK, but not as well).  These are the campaign 

advertising tokens. 

 

Two dice of different colors (it’s nice to have 

the same colors as the tokens, but not needed. 

 

Play, Part 1 (The Campaign) 
The players choose names for their political 

party, along with a color of token they will use.  They then take turns (5:15) placing two campaign tokens each onto any a 

region on the board they wish (they don’t have to both be in the same region, and they can – and should – place tokens 

into regions where the other player has already placed tokens).  This continues until all tokens are placed. End of Part 1.  

 

Play, Part 2 (Election Night!) 
Now we will determine which party wins each region.  Regions are “winner take all”, just like states in real life.  Start on 

the East coast, because the polls close first there.  So starting with the North East region, move the tokens there into two 

piles by color.  Take one token of each color from those piles, and place near each other, all in the North East region.  

Now each player rolls their die, and the player rolling a lower number removes one token from the North East region 

(6:15).  Ignore ties.  Continue this until there is only one type of token in the North East region.  The player with tokens 

left in the North East region wins that region, and will receive all 90 of the North East region’s electoral votes at the end 

of the game. 

 

Now do the same thing for Florida, until one player has won Florida, then do the same for the South region, and so on 

through Ohio, the Midwest, Mountain, South West, North West regions, and finally with California.   

 

Play - Who Won? 
With the winners in each region decided, the electoral votes can be tallied to see who has 270 or more electoral votes 

(6:44).  The board for this simple version prevents an even split (269 vs. 269), so one player will win.  Make a list of all 

the regions won by each player.  Each player then gets the electoral votes for each region they won, and these are added 

up to get two totals, one for each player.  The player with the most electoral votes (which has to be 270 or more) wins the 

election (game). 

       

  

https://www.youtube.com/watch?v=cuseCLuvKjI


 

 
 

 

 

Variations 

More complex game versions. 
 

All aspects of the game can be changed to fit the game to your family or group playing it.  Some ideas for each aspect 

include: 

 

 Set up 
 

The Game Board can be changed by 

splitting some regions into smaller chunks 

(for instance, I split the West Coast from 

130 to a 60 and a 70).  The same could be 

done with the North East, and most others.  

Smaller regions will be more realistic, and 

make the game take a little longer. 

 

Game Tokens – In addition to simply 

changing the number of tokens (say, 20 

each, or 60 each), one can also introduce a 

third party with another color token (three 

players/teams total).   

 

Two dice of different colors – we’ve tried using other types of dice, like a d20, and it’s fun.  One could also introduce an 

advantage, say one team using a 1d8 and the other 1d10, or advantages in different regions (say, 1d8 is normally used, but 

in one region one player can use 1d12, and the other player has one region where she uses 1d12, etc.). 

 

Play, Regional Advantages 
We know that in real life, parties don’t have to campaign as hard in some regions as compared to others due to 

demographic and other factors.  This can be included by giving each player a “natural advantage” of some number of 

tokens in a certain region before the game starts.  Note that unless the number of advantage tokens is not only equal, but 

placed in equal sized regions (because 5 more tokens in the North East is much more valuable than 5 more tokens in 

Ohio), it won’t be fair – but sometimes things aren’t fair in the real world. 

 

Play, Additional Campaign Rounds 
Having several rounds in the game better represents the ongoing nature of the campaign.  Thus, one would play a 

“regular” game as described earlier, but instead of tallying the electoral votes, excess tokens are left in each region, and an 

additional round of additions starts – with each player getting, say, 20 tokens to place.  Then, after that, maybe a round of 

10 each – or use different amounts for each player based on a die roll (a bad debate performance, say).  

 

Play, Event Cards 
Cards can be made that throw all kinds of events into the game, such as “Humanitarian crisis: Orange party loses 5 tokens 

from the South West region”, or “Endorsement from Respected Newspaper: give the Purple party 1 more token on every 

region east of the Mississippi river”, and many more ideas.  These can be drawn 1 or more at a time between rounds or at 

other times, or each player can be dealt 1 or more at the start that they can play at any time. 

 

Be Creative! 
There are many more possible variations – some we’ve found to be fun, others to add complexity without benefit, and so 

on.  See what you can come up with! 

 

 


