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MTV FANTASY ELECTION ‘12 

Summary and Key Findings 

 

Executive Summary 

“MTV Fantasy Election ’12” was a pioneering online game that gave citizens a new way to hold candidates 

accountable and rewarded players for getting involved in the 2012 elections.  Inspired by the popularity of 

Fantasy Football, Fantasy Election enabled users to draft a team of candidates pursuing the presidency or 

congress, earning and losing points based on how their candidates behaved in the real world. Candidate 

performance was based on objective data fed to MTV by over a dozen leading non-partisan organizations, in five 

key categories: constituent engagement, honesty, transparency, civility, and public opinion.   

Players of Fantasy Election could also earn bonus points for learning more about the election, by engaging and 

participating in the electoral process or by testing their political knowledge. In just over two months, the game 

engaged roughly 20,000 players who took nearly half a million actions.  Importantly, a survey conducted in 

partnership with researchers at NYU revealed that nearly 50% of Fantasy Election players said they became 

more active or involved in a political issue or campaign as a result of playing the game. 

Fantasy Election was a signature element of MTV’s Power of 12 campaign, the latest installment of MTV’s more 

than 20-year commitment to engaging and amplifying young voters.  The Power of 12 campaign was purpose 

built to reflect the Millennial generation, address their growing misgivings about electoral politics and empower 

them to have a major impact on Election Day – and beyond.  Publications including the New York Times, the 

Washington Post, Time, Fox News, USA Today, the Wall Street Journal, CNN, Entertainment Weekly, Fast 

Company, the Hollywood Reporter and many others lauded the campaign and game, with the Boston Herald 

describing Fantasy Election as “a clever way to get potential voters to pay attention.”  

Most importantly, Power of 12 and Fantasy Election helped contribute to unexpectedly strong youth turnout in 

the 2012 election. According to CIRCLE -- a leading national authority on youth political engagement -- about 

50% of Millennials eligible to vote took part in the 2012 Election, essentially unchanged from the historic youth 

voter turnout in 2008 (and the 4th highest turnout since 18 year olds got the right to vote in 1972). Additionally, 

young voters grew as a share of the electorate, from 18% in 2008 to 19% in 2012.  Many experts posited that 

these high turnout numbers might represent a “new normal” for youth civic engagement, which should continue 

to have a positive impact on American democracy for years to come.  

The Issue of Election Avoidance 

Back in 2008, young people were credited with being a decisive factor in the Presidential race; brimming with 

enthusiasm and hope, they came out to vote in record numbers.  However, coming into 2012, many Millennial 

voters (ages 18-29) had become disillusioned by high unemployment rates, staggering student loan debt and a 

political system that wasn’t working for them.  Some findings that help underscore this point include:   

 64% feel the two party system doesn’t work anymore (MTV primary research – October 2011) 

 72% are worried the election won’t change anything (MTV primary research – October 2011) 
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 In 2008, 81% said President Obama made them feel hopeful; four years later, that dropped 30+ points to 

just 48% (Pew Report, November 2011) 

 Youth voter turnout in the primaries of 2012 was down an average of 11 points  vs. the primaries of 

2008 (where comparison data is available), and as much as 28 points in the state of New Hampshire – 

from 43% of eligible 18-29 year olds in 2008 to just 15% in 2012 (CivicYouth.org)  

 In 2012, only 54% of 18-29 year olds had given quite a lot of thought to the election vs. 67% in 2008 

(Pew, June 2012) 

 

This pronounced disillusionment meant many Millennials wanted to avoid the election in 2012 – as opposed to 

being fixated on it, like they were in 2007 and 2008 – which represented a huge obstacle for MTV’s election 

campaign.  This was a key insight that informed a great deal of our creative process around Power of 12 and also 

helped lead us to the concept of Fantasy Election. 

 

An Emerging Opportunity: Gamification and Civic Engagement 

Confronted by “election avoidance,” MTV needed to chart a new path, take creative risks and find new ways to 

engage young people in the political process. Responding to new MTV research showing that youth culture was 

becoming increasingly “gamified,” and recognizing our past successes with “gaming for good,” MTV decided to 

experiment with game mechanics and civic engagement for the first time.  While the field was ripe for 

experimentation, very little work had been done to try and gamify youth political engagement – or candidate 

accountability, for that matter – so there weren’t many models for us to learn from.  As such, MTV engaged 

dozens of best-in-class non-profits, media organizations, game makers, political wonks and other thought 

leaders to help inform the development of – and partner on the roll out of – Fantasy Election ’12.  

 

Fantasy Election: How it Worked 

MTV introduced Fantasy Election in August of 2012 to serve as an “on ramp” into the 2012 Election – offering 

young people a fun new way to get involved and the potential to win thousands of prizes, including an all 

expenses paid trip to the VMAs, $25K cash, electronics, gift cards and more.  Getting into the game was 

designed to be as easy as possible.  After authenticating with their Facebook account, players were prompted to 

either create their own league or join an existing league with friends or other players.    

Next, they were asked to draft a “dream team” of 12 candidates – 2 candidates for the presidency, 5 for the 

Senate and 5 for the House of Representatives.  To keep the barrier to entry low, they could choose to skip this 

step and let the system select candidates for them (based on pre-rankings).  
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After the draft, a player’s “My Team” page showed which candidates they received and let them set their 

starting line-up. Players could choose to be active – starting, benching, trading, adding and dropping candidates 

each week – or they could leave their roster as is and never lift a finger again.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Candidates were scored in near real time, based on how they conducted themselves on the campaign trail.  As 

an example, if Politifact.com rated a candidate’s statement a lie, they lost points in the game; if a candidate 

engaged constituents on facebook or via a town hall event, they gained points in Fantasy Election.  And if 

candidates weren’t exhibiting the qualities we should expect from those running for public office (e.g. honesty, 

transparency, civility), players could “drop” them and “add” other candidates – a metaphor for the power all 

American citizens can wield at the ballot box on Election Day.   
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The “My League” page helped players keep a close eye on their competition.  There, they could check out the 

leaderboard to see how they were doing or talk smack with their opponents.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Winning in “MTV Fantasy Election ’12” was based on two things: how a player’s candidates behaved and what 

players of the game did to get involved in the 2012 Election. Candidate performance was scored on objective 

data, provided by a range of non-partisan organizations, in five key areas: constituent engagement, honesty, 

transparency, civility, and public opinion. Players could earn bonus points for their team by answering Daily 

Challenge questions, signing up for a registration day reminder, reading articles about Election 2012 on news 

sites like Politico.com and Buzzfeed.com/politics, “checking in” to political events/television programming using 

Foursquare or GetGlue and more (Full scoring information available in appendix 3).  
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Engagement with Fantasy Election: August 27 – November 6, 2012 

 Unique Visitors: 137,819 

 Total Visits: 246,777 

 Pageviews: 989,044 

 Total Registered Users: 16,967 

 Total Active Users (joined a league): 10,106 

 Total Leagues: 2,488 

 Average Visit Duration: 4:13 

 Bonus Point Actions Taken: 473,084 

o Articles read: 234,561 

o Daily Challenges taken: 148,446 (+ another 12,638 on GetSchooled.com) 

o Number of social shares: 45,178 

o GetGlue check-ins: 38,915 

o Vote reminder sign-ups: 3,734 

o Foursquare check-ins: 2,250 

 Total Bonus Points earned: 29,194,020 
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Impact of Fantasy Election on Voters 

MTV assessed the impact of Fantasy Election on users through two means: 1) an extensive user behavior study 

conducted by researchers at NYU, and 2) an in-depth social media analysis conducted by analytics agency 

Networked Insights.   

 

NYU Study of Fantasy Election Players 
969 respondents 

Fantasy Election encouraged users to become more politically active, with prizing serving as a large motivator 

for engagement.  

 47% of respondents said they became more active or involved in a political issue or campaign as a result 

of Fantasy Election 

 Players of Fantasy Election said they consumed far more political news and attended more political 

events that they would have without the game, and more than a quarter of respondents said the only 

reason they took a recent civic action was because they were playing Fantasy Election 

o News articles  

 58% of respondents said they increased the frequency with which they read online news 

sources either a great deal or somewhat as a result of Fantasy Election 

 45% of respondents said they increased the frequency with which they read news-

related blogs either a great deal or somewhat as a result of Fantasy Election 

 60% of respondents agreed or strongly agreed that, “I like reading articles about my 

players because I like learning about their platforms” 

 57% of respondents agreed or strongly agreed that, “I like reading articles about my 

players because I like earning points for reading them” 

o TV News  

 42% of respondents said they increased the frequency with which they watch television 

news either a great deal or somewhat as a result of Fantasy Election 

 37% of respondents agreed or strongly agreed with the following statement: “I like 

watching political programs in order to check in and earn points” 

o Political Events 

 26% of respondents agreed or strongly agreed with the following statement: “I like 

attending rallies because I like checking in and earning points”  

 21% of respondents said they changed their views about a political issue or candidate as a result of 

Fantasy Election 

 40% of respondents agreed or strongly agreed with the following statement: “When a candidate on my 

team loses points, I investigate why they lost points”  

 75% of respondents said they played Fantasy Election to win prizes and 15% said they played to learn 

more about the candidates and the electoral process 

 

Networked Insights Analysis of Social Media Discussion around Fantasy Election 

 From launch on August 27 to Election Day, Fantasy Election received over 70,000 mentions on Twitter – 

an average of nearly 1,000 per day – with the volume of conversation spiking around important political 

events such as Election Day and the Presidential Debates 
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 The sentiment around Fantasy Election was favorable, with 16% of conversation registering as positive, 

82% as neutral and just 2% as negative. See appendix 2 for representative social messages. 

 Popular topics of social chatter included prizing, voter registration deadlines and check-ins from partner 

sites such as GetGlue  

 

Who was the Fantasy Election Player? 

Data from NYU online survey of 969 Fantasy Election players 

 Demographic info:  

o Gender: 74% female, 25% male 

o Age: 25% were under 30, 24% were 30-39, 27% were 40-49  and 24% were over 50  

o Race: 84% of respondents identified as white, 6% as Black/African-American, 5% as 

Hispanic/Latino, 3% as Asian American 

 Education:  

o 11% of respondents were currently enrolled full-time in college or university 

o 78% of respondents had completed at least some college 

 Political leaning: 

o Liberal vs. Conservative: 

 35% of respondents identified as moderately or slightly liberal 

 18% of respondents identified as neither liberal or conservative 

 23% of respondents identified as moderately or slightly conservative 

 9% say they’re extremely liberal and 4% extremely conservative  

o Party Affiliation 

 45% of respondents identified as Democrat 

 23% of respondents identified as Republican 

 27% of respondents identified as Independent 

 History with voting: 78% of respondents voted in the 2008 Presidential Election and 90% were 

registered to vote in the state where they live in 2012 

 Interest in politics: 25% of respondents say they rarely or never discuss politics with their friends 

relatives and co-workers; 53% say they sometimes do 

 Politics and social media: 49% of respondents say their social networking posts consist of little to no 

political content at all, with another 30% saying just some of their posts pertain to politics   

 How they picked candidates:  

o 45% of respondents picked their candidates based on how much they personally supported 

them 

o 23% based their picks on winning points 

o 33% let the computer choose for them 

 How they chose their league: 77% of respondents joined a league with only strangers 

 What other games they play:  

o 46% of respondents either frequently or very frequently play single-player computer or video 

games 

o 36% of respondents either frequently or very frequently play mobile video games 

o 28% of respondents either frequently or very frequently play fantasy sports games 



 

8 

 Where did they hear about the game 

o 23% of respondents heard about the game through a third party application like facebook, 

Foursquare or GetGlue 

o 21% of respondents heard about the game through an MTV announcement 

o 21% of respondents heard about the game via word of mouth 

 

Key Takeaways & Conclusions 

MTV’s main objective for Fantasy Election was to serve as an “on-ramp” into the 2012 Elections for young 

people exhibiting “election avoidance,” but our secondary objective – to better understand the potential of 

game mechanics to drive civic engagement and positive behaviors – was also a critical reason for the 

undertaking.  Looking back at the experiment, there are some particularly salient findings we will carry forward, 

and hope others will consider when attempting similar efforts: 

   

Prizing works as a carrot 

There were likely many reasons people chose to play Fantasy Election, but none were bigger than the potential 

to win prizes. According to the end of game survey, a whopping 75% of respondents said the primary reason 

they played Fantasy Election was to win prizes, with just 15% listing “learn more about candidates and the 

electoral process” as the main reason, and just 3% saying interaction with their friends is why they played.  We 

believe prizing was a particularly powerful motivator for Fantasy Election because of the large volume of prizes 

we offered and the many ways players could win.  With upwards of 3,000 prizes being given out over two 

months of game play, virtually every player had a real chance to win, and as a result, they logged in frequently to 

increase their odds.  Additionally, a set of smaller value prizes were given out at random, thereby encouraging 

players to keep coming back even if they weren’t performing well in the game.   

 

Bonus Points was a huge success 

While we were excited about the potential of Fantasy Election to serve as a new way for citizens to hold 

candidates accountable, we knew the game would really need to encourage – and reward – players for getting 

involved in the election.  We just had no idea how popular this feature would be.  The concept of Bonus Points, 

which is not part of traditional Fantasy Sports games, was a huge success.  The Bonus Points page was far and 

away the most popular in the game, registering nearly 40% of the roughly 1,000,000 pageviews the game logged 

during its two months.  Further, with the ability to earn bonus points on popular social media platforms like 

Foursquare and GetGlue, and sites like Buzzfeed.com/politics and Politico, we saw fewer than 20,000 players 

take almost 500,000 positive civic actions in less than two months.  For the sake of context, MTV’s most 

successful “serious game” to this point has been Darfur is Dying, which saw nearly 2 million people play the 

game 4 million times (since it launched in 2006).  However, players of this game – which also prominently 

features real world calls to action – have only taken 50,000 actions.  To repeat, fewer than 20,000 players of 

Fantasy Election took nearly 500,000 actions in 2 months; 2 million players of Darfur is Dying took 50,000 actions 

in almost 7 years.  This was an enormous breakthrough, in our eyes, and we plan to do much more with the 

gamification of specific and measurable positive actions moving forward.    
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The path to scale is built on one click 

We’re as excited about the huge levels of engagement Fantasy Election generated as we are disappointed by the 

relatively limited reach of the game.  And while we did everything possible to make joining the game frictionless 

and easy, users still had to jump through at least three hoops: authenticate through Facebook, start or join a 

league, draft a team and then wait – potentially up to 6 days – to find out which players they received in their 

draft.  For the more dedicated player, these steps were part of the fun and helped them feel invested in the 

process.  However, for a generation accustomed to instant gratification on the web, these barriers probably 

prevented many interested players from joining in (as evidenced by the fact that nearly 140,000 people visited 

FantasyElection.MTV.com, yet only 10,000 matriculated all the way into full league play).  Going into game 

development, we were clear-eyed about the risks these barriers posed to scale, but they were essential to 

deliver the core game experience – and we hoped strong word of mouth and peer endorsement would make the 

hurdles less of an issue.  Moving forward, we will be extremely reluctant to develop any kind of serious game 

that requires more than one click for players to join in – no matter how novel or compelling the game concept. 

 

Gamifying candidate accountability is (still) really hard  

MTV worked with over a dozen of the largest and best-in-class non-partisan political accountability organizations 

in the country to build the backend of Fantasy Election.  We built a first-of-its kind political accountability 

dashboard, aggregating the transparency of candidates’ fundraising, the civility of their ads, how regularly they 

were engaging constituents on facebook, twitter, Foursquare and at in-person town hall events and much more.  

But the data was so unevenly distributed – with a huge tilt towards the two Presidential candidates, a handful of 

key toss up races and a few high visibility candidates – that it was difficult for this new dashboard to serve as any 

kind of a definitive index.  It was particularly difficult to find reliable objective data on the more than 1,000 

candidates running for the House of Representatives.  While we’re proud of the new accountability rubric we 

created – one that enabled a candidate like Linda Lingle of Hawaii, who was handicapped as having next to no 

chance of winning the Senate seat she was running for, to get credit for running an extremely transparent, 

responsive and civil campaign – for a model like this to really work, there’s a desperate need for deeper and 

more meaningful aggregated data on those running for the House and Senate.       

 

There appears to be huge potential for gamification to drive more and deeper civic engagement 

Considering all of the data, statistics and insights Fantasy Election generated, there are a few key headlines and 

themes that get us really excited about what this model can mean moving forward: 

1. THE PLAYERS OF FANTASY ELECTION WEREN’T (JUST) POLITICAL WONKS  78% of players said they only 

sometimes, rarely or never discuss politics with their friends relatives and co-workers 

2. PLAYERS GOT INVOLVED MAINLY BECAUSE OF SELF-INTEREST: THEY WANTED TO WIN STUFF  75% of 

those polled said the primary reason they joined Fantasy Election was to win prizes 

3. THROUGH PLAYING THE GAME, PLAYERS ENDED UP RESEARCHING CANDIDATES RUNNING FOR OFFICE 

AND GETTING MORE INFORMED ON THE ELECTION  40% of respondents agreed or strongly agreed 

that “When a candidate on my team loses points, I investigate why they lost points,” and 58% of 

respondents said they increased the frequency with which they read online news sources either a great 

deal or somewhat as a result of Fantasy Election 

4. AS A RESULT, PLAYERS GOT MORE INVOLVED IN AMERICAN DEMOCRACY  47% of respondents said 

they became more active or involved in a political issue or campaign as a result of Fantasy Election 

http://dc808.blogs.civilbeat.com/post/32267845575/lingle-dominating-hirono-in-mtv-fantasy-election
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APPENDIX 1 

 

Fantasy Election Press Coverage 
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 For Election Year, MTV Drops ‘Choose or Lose’ Slogan/The New York Times 

 MTV Game to Engage Millennials Politically/Los Angeles Times 

 MTV Fantasy Election Targets Young Voters/San Francisco Chronicle 

 #WINNING? MTV Launching Fantasy Election Game to Engage Young Voters/Huffington Post 

 MTV Invites Young Voters to Play ‘Fantasy Election’ (Video Interview)/ABC News 

 MTV Ditches ‘Choose or Lose’ for New Fantasy Election Game/TIME 

 MTV’s Election Show Will be Music to Voter’s Ears/Boston Herald 

 Can MTV’s Fantasy Election ’12 Rock The Biggest Youth Vote in History/Fast Company  

 MTV’s “Fantasy Election ‘12” Makes Politics a Game/Ypulse 

 Fantasy Football Meets Politics in MTV’s ‘Fantasy Election 12’/Mashable 

 Great Free Web Sites for Teaching Election 2012/The New York Times 

 Zynga Teams Up with Nonprofits for Games/San Francisco Chronicle 

 MTV Launches ‘Fantasy Election ‘12’ App/Newsday  

 Politics is Now Literally a Game with MTV’s “Fantasy Election ‘12”/Article 3 

 MTV Launches ‘Fantasy Election ‘12’ (Video Interview)/Newsday.com 

 MTV Launches Beta for Fantasy Election Game/TechCrunch  

 MTV Plays Politics with ‘Fantasy Election ‘12’/New York Daily News 

 

http://www.nytimes.com/2011/12/19/business/media/mtv-drops-choose-or-lose-campaign-season-slogan.html?_r=1&
http://www.latimes.com/entertainment/tv/showtracker/la-et-st-mtv-game-to-engage-millennials-politically-20120822,0,4096456.story
http://www.sfgate.com/technology/article/MTV-fantasy-election-targets-young-voters-3781565.php
http://www.huffingtonpost.com/2012/08/07/mtv-fantasy-election-game-2012_n_1753469.html
http://abcnews.go.com/Politics/video/mtv-invites-young-voters-play-fantasy-election-2012-17101242
http://techland.time.com/2012/08/14/mtv-ditches-choose-or-lose-for-new-fantasy-election-game/#ixzz23XU2AN97
https://bostonherald.com/news_opinion/us_politics/2012/08/mtv%E2%80%99s_election_show_will_be_music_voters%E2%80%99_ears
http://www.fastcocreate.com/1681559/can-mtvs-fantasy-election-12-rock-the-biggest-youth-vote-in-history
http://www.ypulse.com/post/view/mtvs-fantasy-election-12-makes-politics-a-game1
http://mashable.com/2012/08/27/fantasy-election/
http://learning.blogs.nytimes.com/2012/09/05/great-free-web-sites-for-teaching-election-2012/
http://www.sfgate.com/default/article/Zynga-teams-up-with-nonprofits-for-games-3782858.php
http://www.newsday.com/business/technology/warp-pipe-1.1521604/mtv-launches-fantasy-election-12-app-1.3930916
http://www.article-3.com/politics-is-now-literally-a-game-with-mtvs-fantasy-election-12-98347
http://www.newsday.com/mtv-launches-fantasy-election-12-1.3931360
http://techcrunch.com/2012/08/07/mtv-launches-beta-for-fantasy-election-game-10-invites-available/
http://articles.nydailynews.com/2012-08-28/news/33456930_1_fantasy-election-mtv-video-music-awards
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“…a novel way to draw in the 

demographic this election year”  

 
 

 

 

 

 

 

“MTV is playing to win. At 

mobilizing young voters, that is.”  

       
 

 

 

 

 

“MTV's game [is] more clever than its past initiatives 

because the breadth of activities in the game could spur 

users to engage in broader discussions.” 

    

 

 

 

 

 

 

“…a clever way to get potential 

voters to pay attention.”  

 

 

 

 

 

 

“Hats off to MTV for listening to its 

audience, understanding their changing 

needs and then creating a killer platform 

that aims to do so many things.” 

 

 

 

 

“At a time of uncertainty and skepticism, MTV 

wants to make Millennials informed and help them 

flex their power.”                      
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APPENDIX 2 

 

Select Feedback 

Tweets 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Winner Feedback 
That is so awesome, i have really been "involved" with this game and this is great news. Thank You! 
 
This is fantastic news!!! I am having such fun playing this game, and picking new politicians 
each week. If only voting was this easy!!  
 
This promotion is fun and very informative to follow.  I'm really enjoying it and learning about the different sites.   
Thanks again!!!
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APPENDIX 3 

 
Scoring Partners 
Data was aggregated in near real-time from the various sources listed below to help determine players’ scores 

 
Candidate Scoring Partners 

Center for Responsive Politics: Transparency  

Using the CRP's "Quality of Disclosure" rating, candidates were judged next to their peers on whether or not 

they openly disclose their campaign funding sources. Based on an average across all Presidential and 

congressional races for the current month, candidates earned +20 points for every percentage point they 

exceeded of the current "Quality of Disclosure" average, or lose -20 points for every percentage point they came 

in below the average. 

Project Vote Smart: Transparency 

Candidates who completed Project Vote Smart's acclaimed "Political Courage Test" – clearly making their 

positions known on the issues of greatest importance to American voters – were rewarded with +500 points 

each week. 

FlackCheck.org: Civility 

Candidates that FlackCheck.org deems as having exhibited uncivil behavior (demeaning language, extreme 

characterizations, language of violence, etc.) on the campaign trail or in political ads will lose -500 points for 

each instance. 

Wesleyan Media Project: Transparency, Civility 

Transparency: Each week, points will be rewarded or deducted based on the candidates' focus on issues and 

policies in campaign ads vs. personal attacks - otherwise known as the "substance ratio" of their ads. Based on 

the average across all races, candidates will receive +20 points for every percentage point they exceed the 

national "substance ratio" average and lose -20 for every percentage point they come in below the "substance 

ratio" average. 

Civility: Points will be deducted from candidates who air an excessive amount of uncivil, personal ads each week. 

-500 points will be deducted for each uncivil attack ad a candidate runs beyond the candidate average across all 

races. 

Politifact: Honesty 

As candidates make statements on the campaign trail, Fantasy Election players will gain/lose points based on 

their team's truthfulness. We took Politifact's Truth-O-Meter ratings and assigned a point value to each of them. 

True +200 points, Mostly True +100 points, Half True 0 points, Mostly False -200 points, False -300 points, and 

Pants On Fire -500 points. 

PBS NewsHour: Engagement 

Engaging your constituents - and answering their questions – is critical. Using PBS's data, we will award 

Presidential candidates +300 points for holding town halls and other campaign events. 
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CQ Roll Call: Engagement 

Engaging your constituents - and answering their questions - is critical. Using CQ Roll Call's data, we will award 

candidates points for holding town halls and tele-town halls. Candidates will earn +300 points for each town hall 

and tele-town hall they host.  

Twitter and Facebook: Engagement 

Twitter and Facebook have created new ways for politicians to engage with their constituents. Instead of just e-

mailing or calling your representative, you can post on their Facebook wall. Likewise, instead of just holding 

press conferences, politicians can update their statuses on either platform. For each Twitter or Facebook post, 

candidates will earn + 10 points, with a limit of 5 per day per platform. 

Foursquare: Engagement 

Constituent engagement and youth participation in the electoral process are key. We will be awarding 

candidates +50 points for engaging with their constituents by checking-in on foursquare, with a limit of 5 per 

day. 

Real Clear Politics: Public Opinion 

Candidates who do a good job of connecting with voters and see their polling numbers rise will earn points in 

the game, while politicians who see their polling numbers drop will be docked points. Real Clear Politics takes 

credible, relevant election polls and averages them, creating a less biased, and more accurate poll number for 

candidates. Using the RCP Average as a baseline, candidates will get +20 points for each percentage point 

increase reflected in new public opinion polls posted to the site, or lose -20 points for each percentage point 

drop. Also, once races have declared winners, winning candidates will be awarded +1,000 points. 

Bonus Points Scoring Partners 

Rock The Vote: Election Day Reminder 

Fantasy Election '12 is built to help you better understand the candidates and issues at play in the 2012 

Elections, so you'll be an informed and empowered voter when you cast your ballot on November 6th. We wish 

we could give you points for registering to vote – as you can’t flex your political power if you’re not registered – 

but unfortunately, that's illegal and we could go to jail (no joke!). Instead, gain 1,000 points for signing up for an 

Election Day reminder 

Buzzfeed and Politico: Get Informed 

If you're going to cast an informed vote on November 6th, you're gonna need to be up to speed on the issues 

and candidates. For every article you read on BuzzFeed.com/politics or Politico.com, you can click the Fantasy 

Election "+20" button and earn 20 points in the game, with a max of 10 per day. 

Twitter: Spread the Word 

Share political news and game info with your Twitter friends and receive 10 points per tweet, with a max of 5 

per day. 

 

 

 

http://www.buzzfeed.com/politics
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Foursquare and GetGlue: Check In 

Check into on the ground Election 2012 events through Foursquare or political programming via GetGlue to 

keep up on what’s going on and earn points in the process. A Foursquare check in will get you 500 points with a 

max of 1 per day, and a GetGlue check in will get you 100 points, with a max of 5 per day. 
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