Strategy Tip: A low Job number may let you claim a 15t Supporter or 15t Opposer spot for a chance at more Victory Points.

Winners & Losers

Total the RSO for each contestant — “Reputation + Support + Oppose”. This is as easy as adding up the green markers and subtracting the
red markers. The Politician with the highest total wins, which might be a negative number. All other contestants lose and are generally
ousted. Tie-breakers are on the back cover of this Rulebook.

Winning & Losing Sides
The "winning side" includes players who supported the winning Politician, players who opposed the losers, and the player with the
winner’s Secret Client card.

The "losing side" includes players who supported the losing Politicians, players who opposed the winner, and the player with the losers’
Secret Client cards. In some contests there may be multiple losing Politicians.

Strategy Tip: Remember to use Standard Actions to raise or lower reputation or support, and sell Action cards for Influence.
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Note that permanent reputation markers are
added to the Politician, while temporary support

or opposition markers go on the Action card. ‘




