
Start Scren

Random Type (out 
of 4) w/ Random 
Image and Name 
Pair Is Displayed

Do You 
Want to Change 

Candidate?

Yes

Previous Party 
Option (Based on 

Order) Swipes 
from the Left

Next Party Option 
(Based on Order) 
Swipes from the 

Right

Have You 
Cycled Through 

All 4 Party 
Types?

Yes

Images for 
Candidates are 

Reassigned After 
Continuing to 
Swipe in This 

Direction

No

No

Has Tutorial 
Been Played on This 

Machine?
Yes

No

Tutorial Option 
Remains Checked 

(On)

Store Cookie on 
Local Machine 

(Tutorial == true)

Tutorial Option 
Changes to 

Unchecked (Off)

Do 
You Want 

the Tutorial?

Yes

Check if 
Unchecked; Do 

Nothing 
Otherwise

No

Uncheck if 
Checked; Do 

Nothing 
Otherwise

Click "Start" 
Button

Click Left 
Arrow

Click Right 
Arrow

Is Tutorial 
Active?

First Issue Loaded 
+ Issue Terminal 

Notification 
Appears

Start Screen

Candidate Order: 

Moderate Democrat
Left-Leaning Democrat
Moderate Republican

Right-Leaning Republican

Gameplay Start

Candidate 
Explains: "Let Get 
Started!" Message 

appears.

Modal Display Issue List 
in Modal

Display Specific 
Issue in Modal

Was Issue 
Terminal 
Clicked?

Yes

No

"Close" Button 
Active

Do 
You Want 
to Close 
Modal?

Yes

Click "Close" 
Button

General 
Gameplay

Issue Row Shows 
Issue Name, 

Difficulty Rating, 
Answered, Days 
Left (Countdown)

Click Issue

Has Issue 
Been 

Answered?
Yes

Display Guidance 
Text to Follow for 
Optimal Staffer 

Path

No

Display Answer 
Choices as 

Clickable Buttons

Do 
You Want 
to Close 
Modal?

No Click Answer 
Choice

Compare Choice 
Platform 

Alignment to 
Candidate 
Platform 

Alignment

Does 
Alignment 
Match?

Yes

Award Full Points:
Easy: 2
Med: 4
Diff: 6

No

Award Partial 
Points (1 point 
per) Based on 
Proximity to 

Correct Answer

Remove Answer 
Choice Buttons

Do 
You Want 

to Return to 
Issue List?

Click Icon to 
Return to Issue 

List

Yes

No

Yes

Mark Issue as 
Answered in Issue 

List

Modal Displays

Modal Removed

Record Party and 
Candidate Image 
+ Name Selected

Record Tutorial 
Active or Inactive 
and Set Tutorial 

Pass to 1

FOR ALL 
ISSUES: Is Issue 

Answered?

No

"Assign" Button 
Inactive on That 

Issue

No

Do 
You Want 

to Start Staffer 
Work?

Yes
Click Button on 
Desired Issue Issue MovementNo

Yes

FOR 
ALL 

ANSWERED 
ISSUES: Is Issue 
In-Progress With 

Staffer?

Yes

"Assign" Button is 
Active but labeled 

"Reassign"

"Start Staffer 
Work" Button 

Active

Do 
You Want 

to Start Staffer 
Work?

Is Issue 
In-Progress With 

Staffer?

No

Yes

Yes

No

Click Button to 
assign staffer

Click Anywhere 
to Continue 

(Norm for all 
Candidate 
Explains)

Brief 
Delay

Pass 1: Explain Choices and Effect on Polls. Lock out all 
but correct answer choice.

Pass 2: Explain Differing Amounts of Choices. Lock out all 
but an incorrect answer for given candidate.

Pass 1: Explain 
Guidance Text
Pass 2: Explain 

Point Loss

Pass 1: Explain 
How to Pass to 

Staffer
Pass 2: Explain 

How to Use Busy 
Staffer

Normal Random 
Sort of Issues

SpecificTutorial 
Set with 1-Easy 
then 3-Difficult

Yes

No

Candidate 
Explains: Click the 
Terminal to look at 
the first issue that 

has come in.

Click Issue 
Terminal

Modal

Is Tutorial 
Active?

Yes

Pass 1: Explain 
Issue List and Tell 

to Click Issue
Pass 2: Explain 

Difficulty and Time 
Limit

No

Is Tutorial 
Active?

YesNo

Is Tutorial 
Active?

Yes

No

Text

Is Tutorial 
Active?

Yes

No

Gameplay Start

Gameplay Start

General 
Gameplay

Modal

Issue Movement

Modal Removed

Click Issue 
Terminal

Click Staffer Modal

End Screen

Game End Screen

Start Screen

General Gameplay

Modal Issue Movement

All Six Staffers Are 
Active/Highlighted

Did You Click 
on Staffer?

Yes No

Staffer Reverts to 
Done

Is Staffer 
Available?

Yes

No

Is Staffer 
Busy?

Yes

Progress Timer for 
Current Staffer's 
Previous Issue is 
Paused (Unless 

Pass 3)

No

Is Staffer 
Done?

Yes

Is the 
Tutorial Active 

Only an Incorrect 
Staffer for Issue is 
Highlighted/Active

Yes

No

Is the Tutorial 
Active and Pass 

1?

Current Staffer 
Changes to Busy

Issue Terminal 
Notification

Progress Timer 
Starts on Busy 

Staffer

Progress Timer

Progress TimerProgress Timer 
Start

Progress Timer 
Stop

Staffer with 
Current Issue 

Changes to Done
Start Countdown

At 1/3 Complete, 
Update Progress 

Bar

At 2/3 Complete, 
Update Progress 

Bar

At 3/3 Complete, 
Update Progress 

Bar

Brief 
Delay

General 
Gameplay

No

Yes

Second Tutorial 
Issue Added to 

List

Candidate 
Explains: A new 
more complex 

issue has arrived. 
Can get to it via 
terminal, but let's 
finish this issue 
first. Later, it's 
your choice.

Is Tutorial 
Active?

Candidate 
Explains: Issue is 
now done. Drag 
issue from Done 

Staffer to 
Candidate to 

finish. Important 
step to keep 

things moving!

No

Is Issue 
Complete?

No

Yes

Only the 
Candidate is 

Active/Highlighted

New Candidate 
Name and Portrait 

Pair + Updated 
Party Affiliation 

Explanation Text

Is Tutorial 
Active?

Yes Set Starting Poll 
Points to 10/90

No

Set Starting Poll 
Points to 15/85

All Clickpoints But 
Terminal Are 
Locked Out

Does 
Staffer Have an 

Issue?
Yes

No

Staffer Speech 
Bubble: "I don't 
have anything to 

work on yet!"

Speech Bubble 
Auto-Removes 
After ~5 sec.  

(True for all staffer 
speech bubbles)

Click on 
Available Issue 

Drop Zone

Progress Timer 
Starts/Resumes 

on Current 
Staffer's Current 

Issue

Progress Timer

Previous Issue 
Becomes Current 

Issue
Issue Movement

Does Issue 
Already Have a 

Timer?
No

Yes

Is Timer on 
Issue Currently 

Paused?
Yes

Resume 
Countdown Timer 

on Issue

No

Pause Timer on 
Issue

Is Current 
Staffer Correct in 

Sequence?
No

Yes

Progress Timer

Record Whether 
Staffer is Correct 

in Sequence

Did You Click 
on Candidate?

Yes

No

Is Current 
Staffer Correct in 

Sequence?

No

Double Standard 
Countdown Time 

Yes

Yes

Issue Is Asigned 
to Staffer

Previous Staffer, if 
Reassign or 
Complete, 
Changes to 
Available

Allotted Poll 
Number Increase 

Added to 
Candidate's Poll 

Numbers

Allotted Poll 
Number Decrease 
Subtracted from 
Oponent's Poll 

Numbers

Is Tutorial 
Active?

No
General 

Gameplay

Yes

Candidate 
Explains: Poll 

numbers went up 
because of good 

decision. 
Choosing correct 

staffer made it 
quick.

Current Staffer 
Changes to Busy

Progress Timer 
Starts on Busy 

Staffer

Progress Timer

Previous Issue 
Becomes Current 

Issue
Issue Movement

Issue Is Marked 
as Complete

Is This Pass 
1?

Yes

No

Candidate 
Explains: You've 
got the hang of 

things now. Let's 
have a get to work 
on the final year of 

the campaign!

Set Tutorial 
Inactive

Issue Release Schedule

Issue Release 
Schedule Start

Issue Release 
Schedule End

Are 
Candidate 

Poll Numbers > 
Opponent Poll 

Numbers?

Yes

No

Display Final 
Candidate + 

Opponent Poll 
Numbers

Are Poll 
Numbers Within 
Margin of Error?

Yes

User Has 1/4 
Chance of 

Winning (RNG)

No Display: "You Lost 
the Election!"

Did You 
Complete at 

Least X 
Issues?

Yes

No
Display Feedback 

About Being 
Quicker

Did You 
Answer X/Total 

Questions 
Correctly?

Yes

Display Feedback 
that  sometimes 

poll numbers 
aren't everything.

No

Display Feedback 
About Staying 

Aligned to 
Candidate/Party 

Values

Did You Win 
by RNG?

No

Are Poll 
Numbers Within 
Margin of Error?

Yes

User Has 1/4 
Chance of Losing 

(RNG)

Did You 
Lose by RNG?

Yes

No Display: "You Won 
the Election!"

No

Display Feedback 
about through 
making good 
decisions and 

efficient campaign, 
you won!

"Start a New 
Campaign" Active

Click "Start a 
New 

Campaign" 
Button

Stop Timer on 
Issue Release 

Schedule

Is 
Tutorial 

Active and 
Pass 1?

Yes

Candidate 
Explains Progress 
Timer. Deactivate 
Clickpoints until 

Progress 
Complete

General 
Gameplay

Every (ran num 
between) 15 - 20 
Sec, Release a 

New Issue

Issue Release 
Schedule Start

Set 
Tutorial 

Pass = 2

Staffer Speech 
Bubble: From 

random pool of 
"correct" 

comments.
Is 

Selected 
Staffer 

Correct?Staffer Speech 
Bubble: From 

random pool of 
"incorrect" 
comments.

Yes

No

Pass 1?

Yes No

Pass 3 or 4?

Candidate 
Explains: Staffer 

has finished issue, 
but the work is not 
done. Needs to go 

to two more 
staffers. Click 

issue to review 
notes, then 

continue to assign 
staffers until 
complete.

General 
Gameplay

Pass 3: Tutorial 
Pass = 4

Pass 4: Tutorial = 
Pass 5

Does 
Days 

Countdown 
= 0?

Game End Screen

Stop Countdown 
Timer

General Countdown

General 
Countdown

Total Days (start 
120) - 1

Yes

No

Wait 9 Secs

Issue Release 
Schedule Start

General 
Countdown

All Issues in Play 
Countdown Totals 

- 1

Are Any 
Issues at 0 

Days?

Remove Issue 
from List

Yes

No

Yes

Staff# 
Requirements 

Met?
Yes

No

No

Yes

No

Display: "You Won 
the Election!"

Display Feedback 
about winning 

even though you 
were behind in the 

polls.

Is Tutorial 
Active?

Yes
"Quit Tutorial" 

Button Present + 
Active

No Quit Tutorial 
Button Removed

Click "Quit 
Tutorial" 
Button

Popup: Are You 
Sure You Want to 
Quit the Tutorial 

and Start the 
Game? YES/NO

Click "NO"

Click "YES"

Visual Cue of 
Game "Resetting" 

to Start of 
Gameplay w/o 

Tutorial

Gameplay StartTutorial Set to 
Inactive

Double Remaining 
Time

Candidate 
Explains: General 

feedback 
(good/bad job on 

choice + good/bad 
job on staffer 

efficiency + polls 
improved/got 

worse.

Explanation Text 
for Candidate's 
Party Displayed

Are Any 
Issues 2 or  

Less Days but 
not 0?

Yes

Issue Button 
Flashes at Bottom 

of Screen

Issue Title Is 
Highlighted in 

Issue List

No

Adjust Poll Numbers for Issue 
Incomplete + Visual/Audio Cue for 

This Occurence
Easy: 1 - Med: 3 - Diff - 5

Issue Button 
Stops Flashing

Opponent Event Cycle

Opponent Event 
Cycle

Load from Pool of 
Opponent Event 

Text + Poll 
Increase (3%)

Candidate 
Explains: Text 
from event and 

point loss. 
Motivational 
message.

Start Countdown 
from 4 Min.

Does 
Countdown == Yes

Does 
General 

Game Countdown 
== 0?

Yes
Stop Opponent 

Event Cycle

No

New Issues Added 
to Top of List

Opponent Event 
Cycle

Opponent Event 
Cycle

General 
Countdown

Click 
Candidate

Display Last 
Message from 

Candidate Again

Is Issue 
Complete?

"Assign" Button is 
Active but labeled 
"Complete Issue"

"Assign" Button is 
Active but labeled 

"Reassign"

"Assign" Button 
Active on That 

Issue

No
YesNo

Is Issue 
Complete?

"Assign" Button is 
Active but labeled 
"Complete Issue"

Yes

No

Issue Starting Countdowns: 

Easy - 2 answers, 1 staffer, Full/-Full
Medium - 3 answers, 2 staffers, Full/Zero/-Full

Hard - 4 answers, 3 staffers, Full/Half/-Half/-Full

Countdown Set to 
Normal Time (12 

sec)

Halve Remaining 
Time

Is This Pass 
1 or 3?

Yes
Only the Correct 

Staffer for Issue is 
Highlighted/Active

No

Is This Pass 
2?

YesNo

Is 
Tutorial 

Active and 
Pass 2?

No

Yes

Candidate 
Explains: Staffer is 
working on issue 

but not ideal. Let's 
click and reassign 

to the correct 
staffer.

Progress Timer

Highlight and 
Activate only 

Current Staffer

Brief 
Delay

Modal

Tutorial Pass = 3

Is This 
Tutorial Pass 

3?
Yes

Candidate 
Explains: Use 

Reassign Button 
to move to Correct 

Staffer. 

No

Candidate 
Explains: Each of 

the six staffer 
roles, eachin a 

separate 
message.

OLD Issue Starting Countdowns: 

1-staff easy - 5 days
2-staff easy - 6
3-staff easy - 7

1-staff med - 8 etc through 
3-staff diff - 13
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