


IMWILIGHTSOUABBLE

A Game by David J. Mortimer.
For 2 players, ages 14 and up. Average play time 10 minutes.
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Inn 1947, the superpowers of the United States of America and the Soviet
Union began a new sort of conflict, a struggle in the twilight of World War
1L This war centered on the increasing development of nuclear weapons,
and as the years passed it seemed like the war would never end. But no

one wants to play a card game for decades. So you hold in your hands the
abridged version of the Cold War—less of a fwilight struggle, and more of
a Twilight Squabble.

Ohjech af Ghe Game

There are two ways to win in Twilight Squabble:

The End of the War: If the final era of the war (1985-1991) has
been played, then the game ends. If the Balance of Power is in

favor of one of the Superpowers, then that Superpower wins. If the
Balance of Power is on DEFCON 5, then whoever has the space race

leader card wins!

Mutually Assured Destruction: If the Balance of Power token
ever lands on a Mushroom Cloud, then nuclear war has begun!
Everyone will die, as represented by the background color of the
Mushroom Cloud space (red for Russia, blue for America). Note that
this means that if the Balance of Power shifts too far in your favor,
you lose the game and your opponent wins.



Russian Activity Deck - 1x White Balance of Power
17 Cards Token

American Activity Deck - 1x Space Race Track

17 Cards 1x Space Race Leader Card

Event Deck - 10 Cards

1x Balance of Power Track

4x Red (Russian) Tokens
4x Blue (American) Tokens

Russian Activity Deck American Activity Deck

Card Backs
Socio-Economic tokens . .. . ‘ .
e amasssassassabitiy -Event Deck-
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After you have played a few
games of Twilight Squabble,
try playing with the Event
cards (see page 13 for details).
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1. Place the Balance of Power and Space Race tracks in the center
of the table next to each other.

2. Place the white Balance of Power token on the DEFCON 5
space on the Balance of Power track. Place a red token and a
blue token on the Start space on the Space Race track. Place
the remaining tokens in a pile off to the side—they will be used
as Socio-Economic tokens.

3. Place the Space Race Leader card next to the Space Race track.

4. Each player chooses a Superpower and takes the corresponding
Activity deck.

5. Each player removes the Agent and Double Agent cards from
their Activity decks and places them into their hands.

6.  The remaining 15 Activity cards for each player should be
sorted into the five eras of the Cold War. Each era has three
cards. The cards from the final era (1985-1991) should be
placed face down at the bottom of each player’s deck, and
each previous era’s cards placed face down on top of them in
chronological order.

Activity Card Set-Up
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American Play Area

Space Race
Leader Card

Socio-Economic

Tokens

Russian Play Area



Superpower: “Superpower” is a generic term referring to the
American and Russian players.

'The Balance of Power: The Balance of Power represents the
tug-of-war between America and Russia for control in the war. It
is represented in Twilight Squabble by the position of the white
Balance of Power token on the Balance of Power track. If the
token occupies the DEFCON 5 space, then the Balance of Power
is considered neutral, and neither Superpower has an advantage. If
the token occupies any other space on the track, then the Balance
of Power is considered to be in favor of one of the Superpowers. If
the token occupies a blue space, the Balance of Power is in favor of
America. If it occupies a red space, it is in favor of Russia.

Activity Value: Twilight Squabble consists primarily of the
Superpowers playing Activity cards against one another to shift

the Balance of Power and to move forward in the Space Race. The
Activity Value of a card is in the upper left corner of an Activity card.
This number can be adjusted by Socio-Economic tokens (see page
10), and so “Activity Value” refers to the final value of an Activity
card after all modifiers have been applied. “Printed Activity Value”
refers to the Activity Value prior to any modification, as it appears on
the card.

Era: Each turn of Twilight Squabble represents one of the five eras
of the Cold War. The era is indicated by a range of years at the top of
an Activity card.



Balance of Power Card: The Activity card played by a
Superpower next to the Balance of Power track.

Space Race Card: The Activity card played by a Superpower next
to the Space Race track.

Card’AnaGomy

Activity Value Space Symbol

Boycoft of Moscow 1980 3
summer Olympics.

Card Title

Counter Value



ATurn Order,

Twilight Squabble takes place over the course of one to five turns.
Each turn consists of the following phases, in order:

1. Draw Activity Cards:
Each Superpower draws the top three Activity cards from his or her
deck.

2. Play Cards:
Each Superpower plays a card face down next to the Balance of
Power track and another face down next to the Space Race track.

3. Agents:
All Agents and Double Agents played by either Superpower are
revealed and resolved.

4. Socio-Economic Impact:

If either Superpower has Socio-Economic tokens available, they may
choose to place them on their Balance of Power card and/or their
Space Race card.

5 Reveal Activities:
Both Superpowers reveal their Balance of Power cards.

6. Counter Activities:
Each Superpower has the opportunity to play a Counter Activity to
negate their opponent’s Balance of Power card.

7. Measure Balance of Power:
The Superpowers calculate how far the Balance of Power shifts
towards one of them.

8. The Space Race:
Both Superpowers reveal their Space Race cards, and one
Superpower advances.

9. Socio-Economic Event:
Both Superpowers use Activity cards remaining in their hands to

take Socio-Economic tokens.
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10. Check for Victory:
Check to see if either player has won the game, or if the war will
continue with another turn!

Phase Dekail

1. Draw Activity Cards:

Both Superpowers draw the top three cards of their deck (consisting
of the next era).

2. Play Cards:

Both Superpowers play cards face down from their hands. They each
play one Activity card next to the Space Race track (their Space Race
card), and an Activity card, Agent, or Double Agent card next to the
Balance of Power track (their Balance of Power card).

3. Agents:

If neither Superpower played an Agent or
a Double Agent, advance to Phase 4. If
any Agents or Double Agents were played,
they are revealed and their effects are
resolved, as described below.

Agents: A Superpower who played

an Agent may reveal their opponent’s
Space Race card, allowing them to gain
information about what their opponent’s
Balance of Power card might be.

A Double Agent and an Agent: If one of the Superpowers has played a
Double Agent and the other has played an Agent, then the Double
Agent converts the Agent to his or her cause. The Agent gets
discarded without using its ability, and the Superpower who played
the Double Agent reveals their opponent’s Space Race card.

Two Double Agents: 1f both Double Agents are played in the same
turn, they both fail and are discarded without effect.



One Double Agent: If one Double Agent card is played and no other
Agents or Double Agents are played, the Superpower who played the
Double Agent retrieves his or her Agent from their discard pile (if
able) and discards the Double Agent.

Once all Agents have been resolved, any Superpower who played an
Agent replaces it with one of their remaining Activity cards, played
face down next to the Balance of Power.

4. Socio-Economic Impact:

If either Superpower has Socio-Economic tokens available, they
may place any number of them on top of their Balance of Power card
and/or Space Race card to increase or negate its effect (see Phase 5:
Reveal Activities and Phase 8: The Space Race). If both Superpowers
have tokens, whoever has the Balance of Power in their favor plays
first. If the Balance of Power is neutral, Russia plays first.

5. Reveal Activities:

Both Superpowers reveal their Balance of Power cards. If either
Superpower placed Socio-Economic tokens on their card, they affect
its value: if the number of Socio-Economic tokens is equal to the
card’s Activity Value, the Activity Value becomes 0; otherwise the
card’s Activity Value is increased by one for each token.

6. Counter Activities:

Once Activities have been revealed, both Superpowers have an
opportunity to play Counter Activities to negate their opponent’s
Balance of Power card. Whoever has the Balance of Power in their
favor goes first, and if the Balance of Power is neutral, America goes
first. If the Superpower has an Activity card in their hand with a
Counter Value equal to the printed Activity Value of their opponent’s
Balance of Power card, they may play the card as a Counter Activity.



The American
Player is able to
counter the Russian
player because his
Counter Value
is equal to the
Russian’s Activity
Value.

An Activity card’s Counter Value is displayed on the bottom right
corner of the card. If a Superpower plays a Counter Activity, the
other Superpower’s Balance of Power card is canceled and discarded,
and any Socio-Economic tokens on the card are immediately
returned to the supply.

7. Measure Balance of Power:

Total the Activity Value of any Balance of Power cards left in play,
including the adjustment from Socio-Economic tokens. The Balance
of Power will shift towards whichever Superpower’s Activity Value
was higher, moving a number of spaces equal to the difference
between the two Activity Values. If the Balance of Power token
reaches a Mushroom Cloud space, it stops immediately and the game

ends (see “Check for Victory” on page 13).

The American player’s adjusted
Activity Value is 5 and the Russian’s
Activity Value is 3. So the Balance
of Power Token is moved two spaces
toward the American side (blue).

Saviet Activity Card



8. The Space Race:

Both Space Race cards are revealed. If either player used Socio-
Economic tokens on their Space Race card, add the number of
tokens to the printed Activity Value of the card. Whoever has the
higher total Activity Value advances one space on the Space Race
track.

If there is a tie and either of the cards has a Space Symbol on it, the
Superpower with the Space Symbol wins. If there is a tie and neither
or both cards have Space Symbols, neither Superpower advances.
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If one of the Superpowers advances, he or she can collect a reward:

Space 1: When a Superpower reaches Space 1, they may
immediately take one Socio-Economic token from the
supply.

D Space 2: When a Superpower reaches Space 2, they
L] may immediately shift the Balance of Power one space
towards their end of the track.

At the end of this step, if one Superpower has moved ahead of the
other on the Space Race track they take the Space Race Leader card.
If the Superpowers are tied on the track, the Space Race Leader card
stays with the current Superpower who has it.
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9. Socio-Economic Event:

If a Superpower still has an Activity card in his or her hand, they
may take a number of Socio-Economic tokens of their color from
the supply up to the card’s Activity value. These tokens are available
to use for the following turns. A Superpower can never have more
than three Socio-Economic tokens available. After Socio-Economic
tokens in the supply have been claimed, return any tokens used this
turn to the supply.

10. Check for Victory:

Check to see if either player has won the game by Mutually Assured
Destruction. If not, and the final era of the war has not been played,
discard all cards played this turn, then return to Phase 1 and begin
the next turn. If the final era of the war has been played, whichever
Superpower has the Balance of Power in their favor wins the game!
If the Balance of Power is on DEFCON 5, then whoever has the
Space Race Leader card wins!

[Event Deck

When players are familiar with the rules and structure of Twilight
Squabble, then they may add the Event deck to the game for variety.
Set-Up:

After step 1 in set-up, shuffle the Event deck and place it face down
next to the Balance of Power track.

Turn Order:

During the Draw Activity Cards phase, each Superpower draws the
top three Activity cards from his or her deck as normal, then the top
card of the Event deck is revealed and read aloud.

Phase Detail:

The top card of the Event deck is revealed and placed face up next
to the deck, on top of any previously revealed Event cards. The
new Event card remains in effect, as detailed on the card, until it is
covered by another Event card.



Turn Example:

Scott and John are ready to start turn three of the game. Scott chooses his
Russian Agent and places it face down next to the Balance of Power track
and Tsar Bomba (Activity Value 2 and Space Symbol) on the Space Race
track. John places his American Man on the Moon (Activity Value 3) on
the Balance of Power track and Vietnam (Activity Value 2) on the Space
Race track. Next, Scott reveals that he has an Agent in play. John does not,
so he reveals his Balance of Power card. Scott then discards the Agent and
places his Invasion of Czechoslovakia (Activity Value 3) face down on the
Balance of Power track. Now John will place Socio-Economic tokens first,
because the Balance of Power token is on the red 4. John places 1 token on
his card and then Scott places 2 tokens on his card. John and Scott now
reveal activities. Neither John nor Scott can counter activities because

the counter values needed are currently on the cards in play. So now they
measure the Balance of Power. John's Activity Value is 4 (card value 3
plus 1 token) and Scott’s is 5 (card value 3 plus 2 tokens) so the Balance

of Power token moves 1 space to the red 3. The Space Race is next. Both
players reveal their cards. They are tied at 2, but because Scott has the Space
Symbol he wins the tie and moves his Space Race token to Space 1 and
receives a Socio-Economic token as a bonus. Each player receives 1 Socio-
Economic token for the remaining Activity card in their hand. Because this
is not the end of the fifth era and no one moved the Balance of Power token
to a Mushroom Cloud space, the game continues.

David would like to thank Jacob and Adam Mortimer, David Turczi,
Ben Miles, Tomas Rolddn, David Laister, Paul Harvey and Kevin Shaw
for play testing. He'd also like to thank his wife Rachael for her help and
support as always.
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copyright & contact

© 2016 Alderac Entertainment Group.

Twilight Squabble and all related marks are ™ and © Alderac
Entertainment Group, Inc. 4045 E. Guasti Road #210, Ontario, CA
91761 USA.

Warning: Choking Hazard! not for use by children under 3 years of
age.
Printed in China.

For more information, visit our website:

www.alderac.com/twilightsquabble
www.alderac.com/forum

Questions?

Email CustomerService@alderac.com
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Turn Order;

Measure Balance of Power
The Space Race
Socio-Economic Event
10. Check for Victory

1. Draw Activity Cards
2. Play Cards

3. Agents

4. Socio-Economic Impact
5. Reveal Activities

6. Counter Activities
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8.

9.

The Space Race Bonus

Space 1: When a Superpower reaches Space 1, they may

immediately take one Socio-Economic token from the supply.

Space 2: Whena Superpower reaches Space 2, they may
immediately shift the Balance of Power one space towards their
favor.
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