* Both side Space Race markers [ »{USSR player receives the Place US influence markers: [ Sdr:glflg zfrl;g t\:)Vae;ZﬁrS;?grd
to the left of the Space Race track China Card face up
* Both Military OPs markers on the 2 in Canada, ¢
zero space of the Military OPs track ¢ 1in Iran,
* Turn marker on the first space of _ 1in Israel, USSR player places 6
Turn Record track. Place USSR influence 1 in Japan influence anywhere in
* Round marker on 1 space of round markers: 4 in Australia Eastern Europe
track 1 in the Philippines
* Defcon marker on the 5 space of 1in Syria | 3| 1in South Korea ¢
the Defcon track 1in Iraq 1 in Panama
* Both side VP markers on the zero 3 in North Korea 1 in South Africa US player places 7 influence
space of victory points track 3 in East Germany 5 in the United Kingdom anywhere in Western
1 in Finland Europe
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4 ] Players draw cards from draw
- »| Shuffle Mid War deck pile until they have 8 each
into draw pile (reshuffle discard cards into |
new draw pile when draw pile
Increase DEFCON +/~ Number ) 57 exhausts)
status if lower than 5 of turn? ) )
Players draw cards from draw
pile until they have 9 each
° »(Shuffle Late War deck > (reshuffle discard cards into |
into draw pile : :
new draw pile when draw pile
exhausts)
\9'10 )

Twilight Struggle flowchart v1.1
by Amarnasan [ 2020/03/09 ] using draw.io
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Both players
choose a card

Event of card with higher
OPs is executed , then the

Both cards: leave on the
table if title underlined,

(other than China Card) > event of the other card. > remove from game if they
and show them If a tie, US player card goes have an asterisk*, discard
simultaneously first otherwise
£ Round
Each player with less Military
USSR is the US is the Operations than current

DEFCON, loses its difference
in Victory Points.
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Place both Military OPs
markers on the zero space of
the Military OPs track

v J

Advance
round token

- J

Turn >3
and
round < 6

Turn<4
and
round <5

Phasing player Phasing player
~—>» andplaysa —>» andplaysa
card (*) card (*)
(if he has any) (if he has any)

Whoever has the China card,
flips it face-up

All regions are
scored.

Advance turn
token, place
round token on 1
space

B e e R e T T T

Player with
most VPs
ins the gamg




(*) Phasing player plays a card

Presence: Player controls
* At least one country

Do you have
as many scoring cards
as rounds remaining
in this round?

yes

Play one scoring card

Domination: Player controls
* At least one battleground country
* At least one non-battleground country

2

* More battleground countries (than the other)

Have and yes

Both players score
simultaneously

* More countries (than the other)

Control: Player controls
* More countries (than the other)

want to play a
coring card?

* All battleground countries

(only count countries in the card region)

You still
aven't play a card
from your hand in the
space race this turn
and want to

Play a card with
OPs value equal to
or greater than the
number on the next

box on the track

v

play it?

Adv:unrce Firstto \ Yes | Gain special
mayrker 0 reach this ability in box if
box? any
yes next box
4

Number falls

Roll one die

Gain the VPs to

T EOCETE the right of the */*

listed in the

Gain the VPs to
the left of the */* if

if any any
t ?
Choose card from your hand Qegbes
or China Card if face-up
Discard card.
»| Phasing player
round finished
Card mets
Play card as tonditions to be played
event or as ) Executeevent === === == =========s======-=
- and doesn't met any
operations? -
restriction?
operations
he card
has an event yes Card mets
aSsociated to the oppone tonditions to be played
5 Execute event
and you and doesn't met any
ant to executeg restriction? yes
it now
-
Y
5.~ Battleground no
Choose a country country?
yes | . Y7
Play with presence of the :
Coup ? opponent in a region If any player influence
P not forbidden by yes¢ exceeds the other by
Defcon level Remove as many more or equal than
no opponent twice the country
no influence as result. Increase stability, turn its
Roll a dice, add the Add as many of Decrease your M'!'tary influence markers to
OP value of the card, Yes | your influence to Defcon »| Operations |y lits dark (control) side.
substract the stability cover the level as much as Othewise, turn them
number of the country difference if not the card to its light (influence)
v multiplied by two enough OPs side
yes ave you
Blay spent all the yes t
Realignment > ~
rolls ? OPs of the
card? If any player influence
no Each player rolls a die The high exceeds the other by
and modify it as: roller more or equal than
* +1 for each adjacent removes the You spend twice the country
controller country difference 1 point stability, turn its
Choose a country * +1if they have more between the fromthe | | influence markers to
with influence of the influence than the rolls from [ | OPs of the its dark (control) side.
opponent in a region P opponent their played card Othewise, turn them
not forbidden by * +1 if country adjacent opponent’s to its light (influence)
defcon level to his Superpower Influence side
.
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Have you
Place influence spent all the yes -
markers OPs of the ” R
card?
You spend If any player influence
1 point exceeds the other by
from the more or equal than
fC“oos.e g country that mets any of the OPs of the Add 1 twice the country
ollowing: played card . stability, turn its
ITLEES (D influence markers to
: X%L.j havet |tnfluence L1250 > (2 points if > UMY i dark (control) side.
N Ad.lacentt 0 your fuper:power had the opponent Othewise, turn them
infl jacen tc;ha Ct? untry w e;e;ﬁ/_o uha d controls the to its light (influence)
influence at the beginning of this roun country) .
.
J

Execute
Th if i
has chgtlint evl?;strgt " The carq no| card t
has underlined asterisk* following ard goes 10 (g—
been title? ’ discard pile
already ’ e
executed) title?
no no

Leave card on the

table to remind it
was played Remove the card

(Or lay the token from the game \

associated to card|

and remove card
from game)

Y
yes Pass it to your @sing
opponent » player round
face down finished
he card is
~ >~—3»{ "The China J
Card"? no

You are never forced to play the China Card, even if it is your last card in hand.

When you play a "War" card with an event associated to your opponent , is he the one that scores the Military Operations.
Whenever the Defcon level reaches 1, the phasing player loses the game

A player that has 20 VP at the end of round wins the game

A player that controls Europe when the Europe Score card is played wins the game

Cards with a split Red/White star are not associated with either side.




