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You are a corporation. Not a CEQ, a corporation. (They’re people too.)
You will start businesses to make money. You will influence the other players.
You will manipulate the American people and government.

You will do what corporations do best: maximize profits.

CONTENTS GAME OVERVIEW

60 Business Cards In a game of Corporate America, players will go through several election
54 Consumer Cards cycles. The game ends after a set number of turns (see Ending the Game).
40 Legislation Cards

The player with the most money wins (just like in real life).
8 Executive Privilege Cards

1 Board WHO GOES FIRST?

1 Washington Monument Phase The president leads the country each turn. Whoever has the most mon-
Token ey on his or her person is the first president. (Yes, real money.) Put the
1 Seal of the President (or Silly Hat)  seal of the president in front of the president. Better yet, have the presi-

140 bills (30 $1, 27 $2, 24 $3, 21 $5,  dent wear a silly hat to symbolize his or her power. See what hats other

18 $10, 12 $20, 8 $50) players use and share your own at corporateamericahats.tumblr.com!
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SETUP

1. Sit around a good sized table with the board between everyone.

2. Each player gets money according to the Starting Money table (right).
You can keep your money secret, and you should if you want to win.

3. Put the extra money in stacks on either side of the board (see board
diagram). This is the Treasury’s money. You’re NEVER allowed to steal
from the Treasury. If you suspect there might be some foul play with
the Treasury’s money, elect a player to be treasurer to guard it, but it’s
faster when players can take care of collecting, paying, and changing
money for themselves. Changing money is allowed at any time. If the
Treasury’s money runs out, don’t worry: it can always just print more
(use coins or other tokens to represent $100).

4. Shuffle the business deck and deal each player a hand of five business
cards (3 or 4 players) or four business cards (5+ players). Then put the
business deck on the board (see board diagram).

5. Shuffle the consumer and legislation decks and place them on the
board (see board diagram).

6. Shuftle the executive privilege deck and put four cards (with 3 or 4
players) or three cards (5+ players) on the board, face down (see board
diagram). Put the other cards aside. When all of the executive privilege
cards are gone from the board, the game is almost over!

7. Put the phase token at the Wall Street circle (see board diagram).

PHASES OF A TURN

During each turn, you will go on a whirlwind tour of the country, start-
ing with Wall Street.

WALL STREET PHASE

The Wall Street Phase starts with the president and goes clockwise. Each
player takes three steps (advanced players can play simultaneously):

1. Draw two cards from the business deck. Note: If the business deck
runs out, shuffle the discard pile to make a new deck.

2. Discard one business card from your hand. (Place it face up in the
discard spot on the board.)

3. Start ONE* business from your hand by paying the start-up cost to
the Treasury and putting the card face up in front of you. *Note: On the
first turn, start four businesses (3 or 4 players) or three businesses (5+
players) instead of one.

Your businesses will give you money when people buy their goods!

When all players have started businesses, move the phase token to the
Main Street circle on the board.

QUICK SETUP
1. Sit down.
2. Deal each player money.
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3. Set up the Treasury.

4. Deal each player 5 (3 or 4 play-
ers) or 4 (5+ players) business
cards.

5. Shuffle decks.

6. Randomly select 4 (3-4 players)
or 3 (5+ players) executive privi-
lege cards to place on the board.

7. Put the phase token on the Wall
Street circle.

QUICK WALL STREET
Each player:
1. Draws two business cards.
2. Discards one business card.

3. Pays to start ONE business. (On
the first turn, players start 4 (3 or 4
players) or 3 (5+ players) business-
es instead.)
FACTORY FARMS

Example Businesses




QUICK MAIN STREET

Players take turns with the follow-
ing steps:

1. Reveal any number of consumer

cards. The first is free, but addi-

tional cards cost money (see table).
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[)E‘llll\ saved is a penny earned.

CONSUME FINANCE

Consumer Card

Note: Reveal a protest? Put it aside
for later, then reveal a new con-
sumer card for free.

Protest Card

2. Play ONE revealed consumer
card. Businesses in the indicated
industry get money! Remember:
Bribes are allowed and encour-
aged!

Players with more than one busi-
ness in the chosen industry get a
synergy bonus.

When players have played eight
consumer cards, the Main Street
Phase ends.

Note: If there are no more execu-
tive privilege cards on the board,
the game ends!

MAIN STREET PHASE

Note: “Monetary gifts” (bribes) are allowed any time during the Main
Street Phase.

During this phase, players will play consumer cards on each blue spot
in the center of the board (all of them). Since there are eight spots, some
players (like the president) will play two or even three consumer cards
during the Main Street Phase.

Starting with the president and going clockwise:

1. Reveal any number of consumer cards from the top of the deck, one
at a time. The first card is free, but additional cards cost money based
on the table below. Note: Costs are cumulative. For example, revealing
three consumer cards costs a total of $10 ($0 for the first, $4 for the sec-
ond, and $6 for the third).

Consumer Card 1st 2nd 3rd 4th 5th 6th
Price Free $4 $6 $8 $10 $12

If you reveal a protest card, put it near the protest label on the board
(see board diagram) and reveal another consumer card for free. Protests
affect the Capitol Hill Phase.

Note: If the consumer deck runs out, shuffle the discard pile to make a
new deck.

2. Play one consumer card you revealed by putting it in an open spot on
the board. You have to play one and only one. It can be a difficult deci-
sion, but remember that your friends can help you (with bribes). Discard
the consumer cards you didn’t choose.

When a consumer card is played, businesses in the consumed indus-
try make money. Cheers! Each business with the industry gets money
according to its income from the Treasury (see example businesses).

Additionally, players with more than one business in the indicated
industry have corporate synergy and make even more money! You get
extra money from synergy is based on this table:

# Businesses 2 3 4 5 6 7
Extra$ $2 $5 $9 $14 $20 $27

Note: Some businesses have PR problems written in red (see example
businesses). Unlike industries, these do not get consumed. Instead, legis-
lation in the Capitol Hill Phase can affect businesses with PR problems.

After eight consumer cards have been played, discard them. Don’t dis-
card protests. Then move the phase token to the Campaign Trail circle.

Note: At the end of the Main Street Phase, if there are no executive
privilege cards left, the game ends!




CAMPAIGN TRAIL PHASE

During the Campaign Trail Phase, you determine the next president!
Note: Sorry, no bribes in this phase.

1. Reveal the top six cards from the legislation deck, placing them in
the red spots in the middle of the board (the top six).

These are election issues. Based on your businesses, you will like some
and dislike others. After the election, the new president will reveal two
more cards and enact three of them (appeasing protesters as necessary).

2. Any player that wants to be president can try to convince the other
players why he or she would make a good leader by saying which legis-
lation he or she would enact.

3. After everyone has had a lively, intellectual, friendly debate, the elec-
tion begins. Move the phase token to the first bid circle on the board.

4. Starting with the president and going clockwise, secretly bid on
who you want to be president. Put however much money you want face
down in front of the player(s) you want to be president. Bidding on
yourself is allowed (of course). You can pass, but you're out for the rest of
the election if you do.

5. When everyone has had a chance to bid, move the phase token up to
the next bid circle and do it again.

After three bid rounds, move the phase token to the Capitol Hill circle.
The campaign is over and it’s time to see who will be the next president!

CAPITOL HILL PHASE

In the Capitol Hill Phase, the new president takes power and makes very
important policy decisions.

1. Flip over the piles of campaign contributions and tally up the
totals. The player with the most money pledged to him or her is the
new president! In the case of a tie, consult the Supreme Court. Find
someone not involved in the game (a roommate, a parent, call a random
number, etc), and ask that person to make the decision arbitrarily. Note:
Children make excellent Supreme Court justices.

2. All bids (from both the winner and losers) are given to the Treasury,
and then the former president ceremoniously hands the new president
whatever symbol of power (seal of the president, hat, etc) youre using.

3. The new president takes the top executive privilege card. He or she
can use this card whenever the card says (even when no longer presi-
dent). It’s a little gift from the American people to their new leader. Any
executive privilege cards not used by the end of the game are worth $5.

Note: The first (unelected) president doesn’t get an executive privilege
card. You have to earn them!

(Capitol Hill Phase continued on next page.)

QuicKk CAMPAIGN TRAIL
1. Reveal six legislation cards.

2. Anyone can run for president!
Keep discussions brief. No filibus-
tering here.

3. Move the phase token to the first
bid circle.

4. Players take turns secretly bid-
ding to determine the next presi-
dent.

5. After three bid rounds, move
the phase token to the Capitol Hill
circle.
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Divide $15 as you choose between any players.

BAIL OUT

Example Legislation Cards

Quick CAPITOL HILL

1. Reveal the campaign contribu-
tions. Whoever has the most wins
the presidency!

2. All contributions are discarded.

3. The new president takes an exec-
utive privilege card.




Quick CAPITOL HILL
(CONTINUED)

4. The president may revoke an
existing law.

5. Reveal two more legislation
cards.

6. The president passes THREE
pieces of legislation.

Remember: Protests must be satis-

fied.

7. Discard legislation not passed.
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Example Legislation Cards

QuICK ENDING THE GAME

The game ends at the end of the
Main Street Phase after the last
executive privilege card has been
claimed.

Quick WHO WINS?

Whoever has the most money, of
course!

CAPITOL HILL PHASE (CONTINUED)

4. As a first act, the new president can clean up some of the messes left
by previous administrations. If there are any laws (legislation with a
law icon) from previous turns, the president may revoke one.

5. The president then flips the top two legislation cards and puts them
in the open spots on the board (the bottom two spots).

6. Now, the president chooses three of the eight legislation cards on
the board to enact. The president is free to choose any three legislation
cards, unless there are protests (see below for details). The president can
fulfill election promises or simply choose the legislation that will most
benefit him or her. In any case, exactly three legislation cards must be
played, no more, no less.

Any protest forces the president to enact the legislation with the ideol-
ogy it demands, following these rules:

The president must satisfy as many protests as possible.

The president must satisfy protests before enacting legislation that doesn’t
satisfy any. Otherwise, the president chooses the order of legislation to pass.

If there is more than one piece of legislation that could satisfy a protest, the
president chooses which legislation to enact.

Each piece of legislation can only satisfy one protest. If one legislation card
could satisfy two protests, the president chooses which protest to satisfy.

If there are more protests than the president can satisfy, the president
chooses which protests to satisfy.

When a protest is satisfied, discard it.

If a protest cannot be satisfied during a Capitol Hill Phase, it sticks around,
limiting a future president.

To enact legislation without a law icon (see legislation examples), the
president follows the effects and then discards the card. To enact legis-
lation with a law icon, put it off the board near the bid circles (see board
diagram). These are laws. Laws are in effect until revoked.

7. After the president has enacted three pieces of legislation, discard the
rejected legislation.

And that’s the end of the turn. Time to head back to Wall Street!

ENDING THE GAME

At the end of the Main Street Phase, if there are no executive privilege
cards left on the board, the game ends.

WHO WINS?

When the game ends, all players count their money. Remember that un-
used executive privilege cards are worth $5 each. Whoever has the most
money wins! In the case of a tie, take it to the Supreme Court.




BUSINESS SPECIAL RULE REFER ENCE

SPONSORED

Deranged Fantasy Games, Faux News, The Liberal
Media, Lights, Camera, Megachurch!, Cabal News
Network, Audibly Antiquated Vinyl, Clean Conscience
Public Relations, Oggle Search

» Each business can be used only once per Main
Street Phase, so if you get to play two or more con-
sumer cards (for example, if youre president), a given
business can only make revealing options for one

of them cheaper. It can help to turn them sideways
when you use them to remind yourself. Turn them
right side up when you move to the Campaign Trail
Phase.

» Multiple Sponsored businesses can contribute to
revealing one consumer card. For example, if you use
two Sponsored businesses, your second revealed card
for the phase costs $0.

» You can give your deduction to another player.

JoB CREATOR

Smiling Sun Labor, Tower Erecters, Microhard, Start
Up Labs

» Start an extra business at the end of the Wall Street
phase you start a Job Creator business.
» You must pay to start the extra business as normal.

» Except for Start Up Labs, the extra business must
come from your hand.

THINK TANK
Back Alley Business Models, Patent Troll Law Firm
» Take the cards at the end of the Wall Street Phase
in which you start a Think Tank business.

» These businesses do not allow you to start extra
businesses.

» Take cards after players have started businesses
with Job Creator businesses.

LOBBYIST

Faux News, Greenwash Consulting, Lights, Camera,
Megachurch!, The Liberal Media

» Take money when the president passes legislation
of the specified ideology.
» Do NOT take money when a protest starts.

SHARED CUSTOMERS

McDedcow, Phatty Televisions, Rugged Cowboy
Smokes

» Give money from your personal fortune whenever
the business is consumed.

» Give money to one player who has a business in the
specified industry. This can be yourself.

» If no one has a business in the specified industry,
you do not have to give anything.

Example: George has McDedcow and food is con-
sumed. He takes $10 from the Treasury. John and
Mitt each have a health business. George chooses to
give $1 to John.

IMMACULATE IMAGE

» No legislation that affect businesses with PR prob-
lems (polluting and labor) affect your businesses.

OPPRESSED MARKET

» Take $3 from the Treasury whenever a protest is
revealed during the Main Street Phase.

PoLITICS FEVER

» Take $2 from the Treasury for EACH presidential
candidate with $10 or more in campaign contribu-
tions when contributions are revealed at the begin-
ning of the Capitol Hill Phase.




LEGISLATION EFFECTS REFER ENCE

STIMULUS

Fannie Mae & Freddie Mac, Trickle Down Econom-
ics, Stop Online Piracy Act, Tax Loophole, Greenwash
Government, Pell Grants

» Stimulus legislation has a light blue background.

» Take extra money from the Treasury for each busi-
ness you own in the specified industry when they are
consumed.

» Take extra money even when a business in the
specified industry is consumed as another industry.

Example: George owns Trius (transportation, green,
and luxury) and Greenwash Government is in play
(which boosts green businesses). Whenever trans-
portation, green, OR luxury is consumed, George
takes $8 for Trius ($6 for its base income and $2 from
Greenwash Government).

ENVIRONMENTAL

O
Green businesses have +2 income.

GREENWASH GOVERNMENT
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Divide $15 as you choose between any players.

BAIL OUT

Example Stimulus and Giveaway Legislation Cards

GIVEAWAY

Farm Subsidies, Obamacare, Energy Subsidies, Sub-
sidize Technology Sector, Bail Out, Subsidize Green
Sector, Bridge to Nowhere

» Giveaway legislation has a dark blue background.

» The president takes $15 from the Treasury and
gives it to players who own at least one business in
the specified industry (or anyone for Bail Out).

» The president can give money to him or herself if
he or she owns a business in the specified industry.

» 'The president can distribute the money however he
or she wants.

» If no one has any businesses in the specified indus-
try, these do nothing.

TAX

Emission Limits, Speculator Tax, Power Rationing,
Wilderness Protection, Millionaire Tax, Sin Tax, Liv-
ing Wages, Net Neutrality, Censorship, Safe Neighbor-
hoods Act, Sidestep Roe v. Wade

» Tax legislation has a light pink background.

» These work the same as Stimulus legislation, but
make the businesses get less money instead of more.

» A business can never make less than $0 from being
consumed.

» If a business has more than one industry or PR
problem affected by a single tax law, it is only affected
by that law once.

Example: The business Soul of Coal is both home and
polluting, and the legislation Wilderness Protection
reduces the money home and polluting businesses
make by $2. When home is consumed, Soul of Coal
makes $2 less, not $4 less.
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Polluting and home businesses
have -$2 income.

WILDERNESS PROTECTION

Players pay $8 for each polluting business they own.

DISASTER FINES

Example Tax and Fine Legislation Cards

FINE

Disaster Fines, Indecent Behavior Fines, Workplace
Violation Fines

» Fine legislation has a dark red background.

» When one of these passes, players must pay $8
to the Treasury for each business with the specified
industry or PR problem they own.

Example: George owns Big Journey SUVs and Mobile
Mansion RVs (both polluting) when Disaster Fines
passes. He must pay $8 for Big Journey SUVs and $8
for Mobile Mansion RVs, for a total of $16.

If a player does not have enough money to pay the
required fees, he or she pays all of his or her money;,
but is not in debt (he or she is too big to fail).




OFFSET
Cap and Trade, Public Health Fees
» Offset legislation has a background that transitions
from light pink to light blue.

» These laws give businesses the Shared Customers
special rule (see Business Special Rule Reference).

DISTRACTION
Defense of Marriage Act, Filibuster

» These laws have no effect.

» Note that Defense of Marriage Act is a law, so stays
in play after being passed (reminding all players of
their rights or lack thereof each turn).

ABSTINENCE EDUCATION

» When this law is in play, after eight consumer cards
have been played in the Main Street Phase, reveal the
next consumer card and play it.

» If a protest is revealed, put it in the protest area and
reveal another card.

CRACK DOWN

» 'The president can use this legislation to immediate-
ly end a protest, even one that could be satisfied with
other legislation this turn.

» 'The president does not have to use this card, even if
there is a protest that could only be satisfied with it.

» If there are no protests, this does nothing.

TERM LIMITS

» When this law is in play, no one may contribute to
the campaign of the current president in the Cam-
paign Trail Phase, and he or she cannot be chosen by
the Supreme Court in the case of a tied election.

» This law can only be revoked with Revoke legisla-
tion.

REVOKE

Super Committee!, Small Government

» This legislation can revoke any law in play.

» The president can pass this legislation in addition
to revoking a law for free when he or she first takes
power.

» If there are no laws in play, these do nothing.

» These cannot be used to stop legislation without a
law icon.

» These can revoke a law the president passed earlier
in the same Capitol Hill Phase.

BAR THE REVOLVING DOOR

» When this law is in play, the president cannot give
him or herself money from Giveaway legislation.

» 'This law can only be revoked with Revoke legisla-
tion.

BREAK MONOPOLY

» 'The president chooses a player and an industry that
player has synergy in.

» The chosen player chooses a business with the cho-
sen industry (not in hand) to discard.

CORPORATE TRANSPARENCY

» When this is passed, all players count up their
personal fortunes and tell everyone how much money
they have.

» Players must show their money if anyone wants to
see (only immediately after the legislation passes).

PATRIOT ACT

» When this law is in play, the president can satisfy
one protest immediately after taking power, the same
time he or she can revoke a law.

» The president cannot use this law the turn it is
passed.




KICKSTARTER SUPPORTERS

On November 15, 2012, the Kickstarter campaign for Corporate America hit its funding goal, ensuring that
this first edition of the game would become a reality. I would like to use these pages to thank all of those gen-
erous supporters. You should thank them too; without their contributions, you wouldn’t be playing today!

SUPER PAC!

Ben Samuel

POLITICAL ACTION

COMMITTEE
Ethan Levy

Littlegrey
Daryl Zuniga
Shep Moore
Deb Fristoe
Cynthia Ward
Robert Millan
Bonnie

John Carlson

POLITICAL ACTIVIST
Francis Bolduc (Crack Down)

Carey Fristoe (Occupy)

Trevor Fristoe (Occupy)

Bryan Blackford (Green)

Break From Reality Games (Green)
Bridget Jensen (Republican)

Ian Pye (Republican)

Sparky (Tea Party)

Lee Hicks (Tea Party)

Brad Fristoe (Democrat)

MORAL MAJORITY
Ivy McDaniel (iDol)

Elizabeth Gruenstein (Sweaty-
bank)

LOBBYIST
Michael Risse

Benjamin Huffman
Arnav Jhala
Shannon Prickett
Gillian Smith
Devin Ozdogu
Walter M Bray

Andy Jesmok

PUNDIT
Karl Baumann (Vote or Cry!)

Foaad (Zombie Reagan for Prez!)
Stewart Tanner (Dinorrhea Oil)
Dustin Ma (Bougie Booze)
Tuomas Taipale (DaBoozie)
Anne Sullivan (Sofa King)

Simeon Cheeseman (Lights, Cam-
era, Megachurch!)

Rachel Snelling (Hogs of Anarchy)
Rex (Pu Power)
Chris Lewis (Cabal News Network)

Marcus Griep (Back Alley Business
Models)

THINK TANK

Jamin Rol, Nora Merecicky, Peter
Stern, Peter Mawhorter, Mitch
Manzella, Pat Rafferty, William
Holleran, Kevin, Christie Blakley,
Dmitry Mogilevsky, Scott Leigh,
Will Traer, Julie Lageson, Kevin
Otoshi, Shaila Kotadia

GRASSROOTS
SUPPORTER

Julia Goolia, Robert Giusti, james
sykes, John M Pengilly

ANONYMOUS

CORPORATE DONOR

Alexei Othenin-Girard, Jon Gill,
Raymond Jackson, Sandra Cram-
er, Nicholas, Pier Guillen, Kwang
Ketcham, dtbremer, Martin,

James Hovenden, Andrew Bockus,
ShivaFooL, rob jennings-teats, Iain
McPherson, Thorbjern Steen, An-
drew Whitby, Eric Kaltman, Josh
McCoy, Robert Segura, Charlie
Stark, Vietsimon Tran

CAMPAIGN VOLUNTEER

Jacob Pernell, Frederick Wardell, Aaron
Reed, pistik, Michael Weimbholt, Eric
Fain, Yannick Carriere, Kon Stavrinos,
Dillon Hodapp, Hunter Davis, Jane, Jim
Williams, Zach, Jane Tully, Matthew
Kyawmyint, Phtic Lé, Miznia, Kristine
Ploug, Xphile, campbell morrissy, 00l-
emon_pie0o, Martin Hall, Carol Doose,
David Drais, Ben Yeung, Jonathan Baron,
Paul Morganthall, Justin Ennis, Emily
Leathers, Andrew McGrath, Zia Hotaki,
Rex Caffee, Alyssa Teel, Justin Jones,
Kevin Wong, Jacob Garbe, Chris Frank-
lin, Antoine Bertier, Miles Dougherty,
Richard Smith, Catprog, Carl Tolomei,
Thomas Groffig, Joshua Hodges, Lorena
Reynolds, chillbro, John Mark, jay eaton,
isaac paris, Ross, Luke Denby, Vivian
VonDoom Wong, Lucie LEBEAU, Tim
Cheah, Grenville Wilson, Camellia

NO REWARD TIER

Teddy Hose, Vivek Narayanadas, Jack Bogdan,
Neil Roberts, wroot, Sam Johnson, Jonathan Pot-
ter, Johan Bichel Lindegaard, Drew L. Facchiano,
Sarah Snyder, Nika, Karen Holleran, Tomasz
Michat Filip Kaczmarek, Matt Farnell, Dory Athey,
Toby Sherbow, Katherine, Raghav Bashyal, Geof-
frey Kwan, Greg Garcia, John Beard, Jane Ji-Yun
Kim, Sebastian Gregory, Julie Thao Do




Andrew, Aaron Rubman, Kyle
Baran, Yashar Abdollahian, Mike
Hampton, Alex Kim, Jon Thysell,
Adam Wardell, Sherol, Hans McK-
night, George Monioudis, Mike
Treanor, Dan Rubado, Luke Ponchi-
one, Owen Christy, Joshua Jen-
kins, Ken Harward, Greg Lawson,
Christopher Andrews, Joel Martin,
Daniel Brooks, Matt Pappathan,
Chris Murphy, Josh Taylor, Charles
Mead, Jack Gulick, Sushu, Myron
Davis, Amanda, karen diemer, Kent
O’Connor, Alex Szeto, Pete Olsen,
diane luong, Daniel Pennypack-

er, william via, Ruwanara, Cody
Kennedy, Marshall Simpson, Ryan
Andonian, Alex Schoof, Richard
Cole, John Welch, Danny Garsdal,
Gabryel, Chris Alatorre, Mark Her-
rmann, Ed Williams, John Kammer,
James G, Thierry Soucie, Andrew,
Alan Threefoot, Kelsey Miller, Nev-
in King, Die Gute Fabrik,

CAMPAIGN CONTRIBUTOR

Adam Fine, Clemens Zeilinger, Jus-
tin Rhodes, Manicanet, Cory, Noah
Wardrip-Fruin, Antonio Mendo-
za, Richard Butler, Kevin Schantz,
Duncan Wright, Mark Schildberg,
Mark Gummo, Steven Lord, Ping
Lan, Marc Spear, Jason, Brian
Mayer, Oliver Northrup, Adam
DeMarie, Jim Hansen, Gretchen
Garcia, Hedbanger247, Rebecca
Blakley, Matthew Rocklin, Maggie
Ortiz, John Longstreet, eric inger-
son, alextrov, Joseph Le May, Russell
Dedon, Larry LeBron, James Urban,
Snow (Yallow), Heather Brundage,
DivNull Productions, Joe Gratz,
Stephen Kopchik, Chris Laine,
ZZGundam, shaminder dhillon,
Philip Martin, Erik Charboneau,
Michael Renzulli, Austin Hofeman,
David Ells, Amy D., wabacom2,
John Vines, Sarah Lauser, Meredith
Chenault, Nicholas Kakoschke,
Awaken Cafe, Aaron Wilbur,

SPECIAL THANKS

Cynthia Turpen, Kwok Keung
Wong, RetrO, David Travis,

Dan Reed, Quinton Harris, Tim
Donaven, Dan Chao, Jim White-
head, Cameron Alston, Ronald
Gangnon, Derek Guder, Dan Mor-
ris, Nate Miller, Dustin Spayde, Kirk
Thomas, Howard Bampton, Jessica
Reynolds, Lance Kindle, Jeremy
Fridy, Ben Ritter, William T., Steven
Berler, Jason Smith, Stephie Stew-
art, Deborah McAnulty, Kara Prior,
Lilly Sawle, Terri Pauls, Adam M.
Smith, Derrick Tindal, Glenn Smith,
Eric Miller, Eric F, Dan Jensen, An-
nie Au, Josh Tullar, Sarah Norton,
Daniel Long, Sarah Layer, Stephen
Hoffmann, Justin Crest, David

P. Cox, Amy Smith, Colleen Lau,
David Olsen, Frank Matthew Caito,
john, Jonathon Klobucar, Jake the
gaming robot from the future, Shi-
raz Khan, Simon G, Garry Jenkins,
Stavros Tzilis, Ludovic Roy

Corporate America would not have been possible
without the support and advice of countless people,
and I want to thank them all. The many, many play-
testers in particular offered suggestions, encourag-
ment, and of course, brutally honest feedback; for
that, I can never thank them enough.

Here I will mention a few individuals whose help was
particularly vital to the creation of the game.

Brad Bishop, Luke Ponchiono - Early funders and
supporters

Becky Blakley, Trevor Fristoe - Art and design advice
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QuICK SETUP

Each player starts with money based on this table:

0 O © O 0 O
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3-4 Players 3 3 3
5+ Players 3 3 2

Players start with FIVE (3 or 4 players) or FOUR (5+
players) business cards.

Randomly select FOUR (3-4 players) or THREE (5+
players) executive privilege cards to place on the

board.

1. WALL STREET PHASE
Each player:
1. Draws two business cards.
2. Discards one business card.

3. Pays to start ONE business. (Unless it’s the first
turn. Then players start FOUR (3 or 4 players) or
THREE (5+ players) businesses.)

2. MAIN STREET PHASE
Players take turns with the following steps:

1. Reveal any number of consumer cards. The first is
free, but additional cards cost money.

Consumer Card 1st 2nd 3rd 4th 5th 6th
Price Free $4 $6 $8 $10 $12

2. Play ONE revealed consumer card. Businesses

in the indicated industry get money! Players with
more than one business in the chosen industry get a
synergy bonus.

# Businesses 2 3 4 5 6 7
Extra$ $2 $5 $9 $14 $20 $27

When players have played eight consumer cards, the
Main Street Phase ends.

3. CAMPAIGN TRAIL PHASE
1. Reveal six legislation cards.

2. Anyone can run for president by saying what he or
she would do if elected.

3. Move the phase token to the first bid circle.

4. Players take turns secretly bidding on their chosen
candidate(s).

5. After three bid rounds, move the phase token to
the Capitol Hill circle.

4. CAPITOL HILL PHASE

1. Reveal the campaign contributions. Whoever has
the most wins the presidency!

2. All contributions are discarded.

3. The new president takes an executive privilege
card.

4. The president may revoke an existing law.

5. Reveal two more legislation cards.

6. The president passes THREE pieces of legislation.
Remember: Protests must be satisfied.

7. Discard legislation not passed.




