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Twilight Struggle:Red Sea Rules

QUICK START RULES
FOR EXPERIENCED TWILIGHT STRUGGLE PLAYERS

The rules are almost exactly the same as those in
Twilight Struggle. Here's what TS players need
to know to play:

The game takes place in two Regions: reduced
portions of both Africa and the Middle East. In this
game, Kenya is a Battleground country, though it
is not in base Twilight Struggle.

The basic game consists of two turns: one con-
sidered Mid War and one considered Late War,
with Late War cards being shuffled into the draw
pile at the end of Turn 1. Final Scoring occurs at
the end of Turn 2.

Flashpoint rule for Ethiopia and Somalia: As
the Ogaden War is central to Twilight Struggle:
Red Sea, Ethiopia and Somalia work differently
than in Twilight Struggle. First, both countries
have a red lightning bolt icon which indicates
that they are Flashpoints, as distinct from “Battle-
grounds” (see 2.1.5 and 10.4.1).

When a Coup occurs in a Flashpoint, a card is
turned over from the draw deck. If it is a Scor-
ing card, a 1 Op or a 2 Op, decrease DEFCON
1 level, then discard the card. This may trigger
game-ending global thermonuclear war. Addition-
ally, when a Scoring card is turned over, resolve
it immediately BEFORE the Coup is resolved.
However, if the card is a 3 Op or 4 Op, place it on
the bottom of the draw deck available for reshuffie.

Scoring is the same as Twilight Struggle, but when
the AFRICA SCORING card is played, if one player
Controls Ethiopia and Somalia (both Flashpoints),
and Controls more African countries than their
opponent, that player wins automatically. Auto-
matic Victory also occurs at 10 VPs (in contrast
to 20 in the original game).

DEFCON prevents you from making Coups or
Realignments in the Middle East when DEFCON
is 3 or lower. Egypt, which is part of both Africa
and the Middle East, IS subject to this restriction
(see 2.1.1).

The ROMANIAN AutOoNOMY card works exactly
like the China Card, but it is not as strong: it’s a
2 Ops with a +1 bonus if your opponent has more
VPs. If you finish the game with the Romanian
Autonomy card, you get a 1 VP award (See 9.0).

There is a space called “Strategic Sea Lanes.”
It is not in either Region, and is not considered
a country. It has a Stability Number of 4. No
Realignments or Coups are allowed; you can only
place Influence there normally (no adjacency
required), or use one of the Events that affects
the space. If you Control the Strategic Sea Lanes
space, you double the points you receive when
you score a Region. If you lead in Influence with-
out Controlling, you get +1 point when scoring
a Region. In Final Scoring, you get 2 VPs for
Control of Strategic Sea Lanes, and 1 VP if you
have more Influence in Strategic Sea Lanes than
your opponent (see 10.2).

DEFCON starts at level 4, not 5. DEFCON level
adjustment terms have been revised (see 8.1.2 and
8.1.7). To increase the DEFCON level is now to
"improve" it, to reflect the lessening of tensions in
the area. Correspondingly, to decrease the DEF-
CON level the player will "degrade" it. Original
Twilight Struggle players will find this clarifica-
tion does not redefine the meaning of the action.
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Twilight Struggle:Red Sea Rules 3

1.0 INTRODUCTION
“SALT lies buried in the sands of the Ogaden.”

—Zbigniew Brzezinski, National Security
Advisor, on the demise of détente and
the Strategic Arms Limitation Treaty

After the end of World War II, US policy in East
Africa was anchored on the friendship and alli-
ance between the United States and Emperor Haile
Selaisse of Ethiopia. However, like many mon-
archies, with time and age the Ethiopian regime
became more corrupt, more despotic and ultimately
vulnerable to a socialist insurgency. In 1974, a
socialist-leaning military coup did just that, and
set in motion a turn of events which would upend
the alliances and strategic balance in the Horn
of Africa. Former friends would become rivals;
former enemies would become friends in a geo-
strategic dance that drifted away from Europe and
Asia, and towards the developing world.

Twilight Struggle: Red Sea is a two-player game
simulating the sudden escalation of the Horn of
Africa from a stable diplomatic backwater, to a
central front in the Cold War between the United
States and the Soviet Union.

Twilight Struggle: Red Sea builds upon the card-
driven system of the original Twilight Struggle.
However, it is a stand-alone game, neither requiring
a copy of Twilight Struggle to play, nor previous
experience with the system to master. This game
is part of the GMT Lunchtime Series, and thus
is a quick-playing, low-complexity game in that
tradition. It also is an excellent way to introduce
the Twilight Struggle system to novice players.
Event cards cover a variety of historical happen-
ings during this era of the Cold War, from the
creation of CENTCOM, to the Ogaden War, to the
Eritrean rebels and other issues that made the Horn
of Africa the focus of policy makers in Washington
and Moscow. Subsystems capture the Space Race,
and the importance of Strategic Sea Lanes as well
as nuclear tensions, with the possibility of nuclear
war ending the game.

These rules are organized into numbered sections
and subsections (for example, 2.1 and 2.2). In a
number of places, you will see references made

to rule sections and subsections that are related to
the one you are reading.

Additionally, terms such as “Influence” or “Battle-
ground” are capitalized to allude to their special-
ized meaning within the rules.

2.0 COMPONENTS

A complete game of Twilight Struggle: Red Sea
includes the following:

* One 20” % 14” map board

* One sheet of markers

* Four Player Aid Cards

e 51 cards

* Two custom 6-sided dice

* A combined solo rule book/background booklet
* This rule book

2.1 THE GAME MAP

“But when I was President during the Cold War,
every nation in the world, even the most tiny
nations like Burkina Faso and Liberia and Mali,

obviously Ethiopia and larger countries, were
looked upon as a testing ground in the competition
between democracy as we see it and Communism
espoused by the Soviet Union.”

—President Jimmy Carter

2.1.1 The map is divided into

. . Africa
two Regions: Africa, and the
. . . Presence 1
Middle East. A Region is a | pomination 3
Control 4

group of geopolitically con-
nected nations, normally in
close geographic proximity.

Auto Victory (Ethiopia &
Somalia and Controls more
African countries)

The countries within a Region Middle East

share a map color. Egypt [Presence 3

counts as being in both Africa | Pemination 5
Control 7

and the Middle East and is col-
ored accordingly.

DESIGN NOTE: Egypt was and remains to
this day a central country in Middle Eastern
politics, but in the context of the Horn of Africa
also plays an important role in the regional
balance of power with the Suez Canal, the
Aswan High Dam and the historical rivalry
with Ethiopia.
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4 Twilight Struggle:Red Sea Rules

2.1.2 Any Event, rule, action, | 1
or card that refers to “Middle

East” or “Africa” applies to
Egypt. L]

“1” USSR InﬂuenceJ
placed at start

2.1.3 Each map space re-
presents a country. Each
country has a Stability Num-
ber representing the country’s
overall stability, indepen-
dence and power.

Stability Number =

Battleground country

2.1.4 Battleground Countries. Most country
names are shown with their Regional background
color. Battleground country names have a purple
banner. They work the same way as normal coun-
tries, but have special rules for Scoring (see 10.1)
and Coup attempts (see 6.3).

Modified Stability Number
(see Card RS26)

Stability Number j

2.1.5 Flashpoint Countries.
Ethiopia and Somalia are
Flashpoint countries. The
country space shows a light-
ning bolt symbol at the bot-
tom. They follow the same
rules as normal countries, but
have special rules for Coup
attempts (see 6.3.6) and DEF-
CON impacts (see 8.0) and Scoring (see 10.4.1).
They are distinct from Battleground Countries.

LFIashpoint country

“1” US Influence
placed at start

2.1.6 Countries are connected via the brown and
red lines on the map. Brown lines connect countries
within a Region. Red dashed lines connect coun-
tries in different Regions. A country is considered
adjacent to all other countries to which it is
connected.

2.1.7 Strategic Sea Lanes. This | SiraLt:gg:SSea 4
space on the board does not

represent a physical location.
It is not a country and is not con-
nected to countries. It has special rules for Influence
Placement (see 6.1) and Scoring (see 10.1). Play-
ers may never conduct Coup attempts (see 6.3) or
Realignments (see 6.2) on this space.

DESIGN NOTE: Adjacency is not entirely a
reflection of geography. Several countries that
share physical boundaries are not connected
in the game. This is not a map error but is part
of the mechanics of the game and the political
situation of the times.

2.1.8 Controlling Countries: Each country on the
map is considered either Controlled by one of the
players, or uncontrolled. A country is considered
Controlled by a player if:

* The player’s Influence in the country is greater
than or equal to the country’s Stability Number,
and,

» The player’s Influence in the country exceeds
their opponent’s Influence in that country by at
least the country’s Stability Number.

EXAMPLE: To Control Saudi Arabia (Stability
Number 3), a player must have at least 3 Influence
in Saudi Arabia, and at least 3 more Influence in
Saudi Arabia than their opponent.

2.1.9 Some countries, such as South Yemen or
Ethiopia (at left), have small US or Soviet symbols
in them. These symbols indicate a “1” Influence
marker placed in that country at setup.

2.2 CARDS

2.2.1 The game uses 51 cards. Except for Scoring
cards, all cards have an Operations value, an Event
title and an Event description. Scoring cards are
labeled SCORING and must be played during the
turn they are drawn.

2.2.2 Each card shows which superpower is

associated with its Event:

+ Cards with a red star: associated with the USSR

» Cards with a white star: associated with the US

» Cards with a split red/white star: associated
with both sides

See 5.2 for the effect of playing cards with
Events that are associated with your opponent’s
superpower.

2.2.3 Cards may be played as either Events or
Operations.
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Twilight Struggle:Red Sea Rules 5

Sample Card

—— Super Power Association and Operations Point Value
Y i Card 1.D. Number

«——Mid or Late War indicator

+—Event Title
(asterisk - remove card from play if
event used. Underlined title - display
face-up beside game board untif
canceled)

THE DERG*
Add 2 USSR Influence in
Ethiopia. If Ethiopia is USSR
Controlled, its Stability Number
becomes 3 permanently.

r—Event

Remove from play if used as an event.
- /
2.2.4 Some cards have an asterisk (*) following
their Event title. When these cards are played
as Events, they are removed permanently from
the game.

2.2.5 Cards that have their Event title underlined
are displayed face-up beside the game board until
they are canceled (or the game ends).

PLAY NOTE: Players may also use the num-
bered card reminder markers to show that
underlined Events have been played.

2.2.6 Cards that are discarded (not permanently
removed from the game) are placed face-up beside
the draw pile.

2.3 MARKERS

The game includes various markers to assist play:

US Space Race USSR Space Race

o Space Race
g Card Played
4 @

Military OP Markers

Victory Point Marker

S,

Turn Marker  Action Round Card Reminder

G
) RS2t RS2
Action Round * Allows play of
Turn & \ Gard #7527
The Lion Mengistu
A~ Falters Haife Mariam
— e

DEFCON Status ~ DEFCON

i)

Restriction
Reminder

Space Race
Card Played

Defcon
Status

3.0 GAME SETUP

3.1 Shuffle the Mid War cards and deal each player
9 cards. Place ROMANIAN AuTONOMY face-up in
front of the US player.

3.2 The Soviet player places 2 Influence: 1 in
Somalia, 1 in South Yemen. The US player places
2 Influence: 1 in Ethiopia, 1 in Saudi Arabia.

3.3 Place the following:

» US and USSR Space Race markers in the Start
Box of the Space Race track.

» Military Operations markers on space 0 of the
Military Operations track.

* Turn marker on the first space of the Turn
Record track.

« DEFCON marker on Level 4 of the DEFCON
track.

» VP marker on space 0 of the Victory Point track.

4.0 GAME SEQUENCE

4.1 The standard game of Twilight Struggle: Red
Sea has two turns. Each turn represents approxi-
mately 4 years, in which each player will make
7 normal card plays (called Action Rounds). At
the beginning of the game, each player receives 9
cards from the Mid War deck. At the beginning of
the second turn, the remaining Mid War cards in
the draw pile are shuffled with the Late War cards
and players are dealt cards until they have 9 cards.

4.2 The Phasing Player is the player whose Action
Round is underway.

4.3 Event cards with an asterisk (*) are permanently
removed from the game when they are played, and
are not shuffled into the new draw deck.

4.4 When moving from Mid War to Late War, do
not add the discard pile to the deck. Instead, add
the Mid War or Late War cards (as appropriate) to
the existing deck and reshuffle.

4.5 A turn in Twilight Struggle: Red Sea has this
structure:

A. Improve DEFCON Status
B. Deal Cards
C. Headline Phase

© 2022 GMT Games, LLC



6 Twilight Struggle:Red Sea Rules

. Action Rounds
Check Military Operations Status
Reveal Held Card (tournament only)
. Flip ROMANIAN AUTONOMY

. Advance Turn Marker

"X ommUg

Final Scoring (after Turn 2)

A. Improve DEFCON Status: [Skip this phase
on the first turn.] If the DEFCON level is lower
than 5, improve the DEFCON status by 1 step
toward Peace.

B. Deal Cards: Players should be dealt enough
cards to bring their hand size to 9. The ROMANIAN
AutonNomy card is never included in this total.

C. Headline Phase: Each player secretly selects a
card from their hand. Once both players have made
their choice, they reveal their cards to each other
simultaneously. These are called Headline cards
and their Events occur in this phase (if the Event
title has an asterisk, remove it from the game).
The card with the higher Operations value occurs
first. In the event of a tie, the US player’s Event
occurs first.

* Scoring cards may be played during the Headline
Phase. However, they are considered to have an
Operations value of 0 and always occur second.
If both players select a Scoring card as their
Headline card, the US player’s Scoring card
occurs first.

* Players must play a Headline Event, regardless
whether the Event helps them or their opponent.

NOTE: If you play your opponent’s Event during
the Headline phase, your opponent implements the
Event as if they had played the card themselves.
However, the player of the Headline card is con-
sidered the Phasing Player for DEFCON status
purposes (see 8.1.4).

* ROMANIAN AUTONOMY may not be played
during the Headline Phase.

* Unless the Headline Event specifically mentions
Operations points, neither player receives
Operations points from cards played during
the headline phase.

D. Action Rounds: There are 7 Action Rounds.
Players take turns playing cards, one per Action

Round. The USSR player plays first subject to
Events. Actions required by a card must be resolved
before the next player starts their Action Round by
playing a card. The player whose Action Round is
underway is called the Phasing Player.

* Ordinarily, a player will have a card left over
after all Action Rounds are completed. This
card is considered “held” and may be played
in subsequent rounds. Scoring cards may never
be held.

+ If a player has insufficient cards to complete
the remaining Action Rounds, they must sit
out of the remaining Action Rounds while their
opponent completes the turn.

E. Check Military Operations Phase: Each player
determines if they are penalized Victory Points for
failing to perform enough Military Operations dur-
ing the turn (see 8.2). Each player then resets their
Military Operations markers back to 0.

F. Reveal Held Card: During tournament or
competitive play, both players reveal the bottom
edge of any held cards to their opponent to ensure
that they aren’t holding Scoring cards. Since this
detracts from secrecy, this rule is not necessary in
non-competitive play.

G. Flip RomaniaN Autonomy Card: If Roma-
NIAN AUTONOMY was passed face-down during
the turn, flip it face-up now.

H. Advance Turn Marker: Move the Turn marker
to the next turn. At the end of Turn 1, shuffle the
Late War cards into the draw deck.

I. Final Scoring: At the end of Turn 2, perform
Final Scoring (see 10.4.2).

5.0 CARD PLAY

5.1 Cards may be played as either Events or Opera-
tions. Ordinarily, players will hold one card in their
hand at the end of the turn. Players may not forgo
their turn by declining to play a card or discarding
a card from their hand.

5.2 Events Associated With Your Opponent:
If you play a card for Operations, and its Event
is associated only with your opponent, the Event
still occurs (after which, if the Event title has an
asterisk, it is removed).

© 2022 GMT Games, LLC
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NOTE: When playing a card for Operations
and it triggers your opponent’s Event, your
opponent implements the Event text as if they
had played the card themselves.

* The Phasing Player always decides whether
the Event occurs before or after the Operations
are conducted.

» Ifacard play triggers an opponent’s Event but
that Event cannot occur because a prerequisite
card has not been played, a condition of the
Event has not been met, or play of that Event
has been prohibited by a superseding Event
card, the Event does not occur. In this instance,
Events marked with an asterisk are returned to
the discard pile and not removed from the game
as usual.

+ [Ifacard play triggers an opponent’s Event, but
the Event results in no effect, the Event is still
considered played, and would still be removed
if it has an asterisk.

EXAMPLE 1: The US player plays the MENGISTU
HAILE MARIAM card before the THE L1ON FALTERS
card has been played. The US player receives 3
Operations points, but MENGISTU HAILE MARIAM
does not occur. The MENGISTU HAILE MARIAM
card is placed in the discard pile.

EXAMPLE 2: The USSR player plays OGADEN
WAR for 2 Operations. However, during their previ-
ous Action Round, they played F-5ES DELIVERED,
which prohibits play of OGADEN WAR as an Event.
The USSR player would still receive 2 Operations
points, but the Event does not occur and the card
is not removed from the game.

EXAMPLE 3: The USSR player plays ERITREAN
PoPULAR LIBERATION FRONT. However; the USSR
player does not Control Ethiopia. Therefore the
USSR conducts Operations without triggering
the Event.

EXAMPLE 4: The USSR Player plays VICTORIOUS
LEADER. However the USSR does not currently
Control any countries on the board. The Event
is implemented to no effect, and since it has an
asterisk, it is removed from the game.

5.3 When an Event requires a card of a specific
value to be played or discarded, a higher valued
card will always satisfy the requirement.

5.4 When an Event forces a player to discard a
card, the Event on the discarded card does not
occur. This also applies to Scoring cards.

5.5 Except as noted in Rule 10.1.5, card text
overrides the written rules.

6.0 OPERATIONS

Operations can be used to place Influence mark-
ers, make Realignment rolls, attempt Coups, or
advance in the Space Race. When a card is played
for Operations points, the player must use all of the
Operations points on one of these options.

6.1 PLACING INFLUENCE MARKERS

“Our aim is to gain control of the two great trea-
sure houses on which the West depends: The energy
treasure house of the Persian Gulf and the minerals
treasure house of Central and Southern Africa.”

— Leonid Brezhnev

6.1.1 Influence markers are placed one at a time.

us us USSR USSR
)1 ¢ ol
S A
1 1
Control Influence Control Influence

When placing Influence in a country, Influence
must be added to, or placed adjacent to, friendly
markers that were in place at the start of the Phas-
ing Player’s Action Round. Exception: markers
placed when required by an Event are not subject
to this restriction, unless specifically stated oth-
erwise on the card. If the Influence is sufficient to
gain Control of the country, place the marker on
its darker side.

6.1.2 It costs one 1 Operations point to place an
Influence marker in a country that you Control or
that is uncontrolled. It costs 2 Operations points to
place an Influence marker in an enemy-Controlled
country. If a country’s Control status changes while
placing Influence markers, additional markers
placed during that Action Round are placed at the
lower cost.

© 2022 GMT Games, LLC



8 Twilight Struggle:Red Sea Rules

EXAMPLE 1: The US player has 2 Influence mark-
ers in Egypt and the USSR player has none. There-
fore, the US Controls Egypt. The USSR player
uses a 4 Operations point card to place Influence
markers. The USSR has exist-

ing Influence in Sudan. The first
Influence marker costs 2 Opera-
tions points. However, after the |
first marker is placed, the US no
longer exceeds USSR Influence in
Egypt by the Stability Number of
2. Thus, additional Soviet Influ-

ence markers would only cost 1

6.1.4 Strategic Sea Lanes. Influence may be placed
here without a connection to existing Influence or
adjacent Influence. Strategic Sea Lanes do not
provide adjacency to any countries on the board.

6.1.5 Influence markers are treated like cash. Play-
ers may break a large denomination into smaller
denominations at any time. Additionally, the num-
ber of Influence markers included in the game is
not an absolute limit. Small poker chips, coins
or wooden blocks can be used in the event of a
marker shortage.

6.1.6 If a player has 2 or more mark-

Operations point each. If the US
player started with only 1 Influ-
ence marker in Egypt, the US
player would not Control Egypt.
Therefore, Soviet Influence mark- |
ers would only cost 1 Operations
point each.

EXAMPLE 2: The US player Con-
trols Somalia and Kenya and the
USSR player Controls Madagas-
car and Ethiopia. Neither player
Controls Djibouti.

6.1.3 Influence markers may be
placed in multiple Regions and &

ers in a country, place the larger
denomination on top. Influence
| markers are open to inspection at
all times.

6.2 REALIGNMENT ROLLS

6.2.1 Realignment rolls are used
to reduce enemy Influence in a
country. To attempt a Realignment
roll, you need not have any
Influence in the target country or
in an adjacent country, although
this improves the chance of success
greatly. However, your opponent
. | must have Influence markers in the
target country. When using a card

multiple countries or on the
Strategic Sea Lanes up to the num-
ber of Operations points on the
card played.

EXAMPLE 3: The US player
has Influence markers in South
Yemen, Djibouti, and Kenya. The
US player uses a 3 Operations
card to place more Influence. The [ :
US player may place Influence frez=:.|"
markers in any of Madagascar,
Somalia, Ethiopia, and Saudi Ara-
bia. However, they cannot place §
Influence markers in Yemen and |
Sudan. They could also use any
remaining Operations points to |
strengthen Kenya, Djibouti, or
South Yemen.

for Realignment rolls, the player
may complete each roll before
declaring the next target. Countries
may be targeted for Realignment
more than once per Action Round.

6.2.2 It costs 1 Operations point
to make a Realignment roll. Each
player rolls a die and the high roller
may remove the difference between
the results from their opponent’s
Influence in the target country.
Ties are considered a draw, and no
markers are removed. Each player
modifies their die roll:

» +1 for each adjacent Controlled
country

» +1 if they have more Influence
in the target country than their
opponent

© 2022 GMT Games, LLC



Twilight Struggle:Red Sea Rules 9

EXAMPLE: The US player targets Ethiopia for
Realignment. The USSR has 3 Influence points
in Ethiopia, while the US player has none. The
US player has no modifiers—they do not Control
any adjacent countries and have less Influence in
Ethiopia then the Soviets. The USSR player has
+1 because Sudan is adjacent to Ethiopia and the
USSR Controls it and +1 for having more Influ-
ence in Ethiopia than the US. The US player gets
lucky and rolls a 5, while the USSR player rolls a
2 (modified to 4). The USSR player must remove
one Influence point from Ethiopia.

6.2.3 No Influence is ever added to a country as a
result of a Realignment roll.

6.2.4 Realignment rolls can never be conducted
against the Strategic Sea Lanes space.

6.2.5 Realignment rolls against Flashpoint coun-
tries are conducted normally.

6.2.6 Events that give a player a free Realignment
Roll(s) in a particular Region may ignore the geo-
graphic restrictions of the current DEFCON level
(see 8.1.7).

6.3 COUP ATTEMPTS

6.3.1 A Coup represents operations short of full-
scale war to change the composition of a target
country’s government. To attempt a Coup, you
need not have any Influence in the target country
or in an adjacent country. However, your opponent
must have Influence markers in the target country.

6.3.2 To resolve a Coup attempt, roll a die and add
the Operations points on the card to the die result.
If this modified die roll is greater than the Stabil-
ity Number of the target country x 2, the Coup is
successful; otherwise it fails. After a successful
Coup, remove opposing Influence markers equal
to the difference between the modified die roll
and Stability Number from the target country. If
there are insufficient opposing Influence markers to
remove, add your own Influence markers to make
up the difference.

6.3.3 Move your Military Operations track marker
the number of spaces equal to the Operations value
of the card played.

EXAMPLE: The
US player plays a
3 Operations card
to conduct a Coup
attempt in Kenya.
The US player has
no Influence in
Kenya; the USSR

player has 2 Influ- g

ence. First, the US player adjusts their marker on
the Military Operations track to show that they
spent 3 points on Military Operations this turn
(see 8.2). Then they roll a 4 and add their Opera-
tions number (3) for a total of 7. They now sub-
tract twice the value of Kenya's Stability Number
(2 x 2=4) from this result to get a final total of 3.
This is the number of Influence markers they may
remove from/add to Kenya. The US removes the 2
Soviet Influence markers, then places 1 US Influ-
ence marker. Note: Since Kenya is a Battleground
country in Twilight Struggle, Red Sea the DEFCON
level should degrade 1 after this Coup attempt.

6.3.4 Any Coup attempt in a Battleground country
degrades the DEFCON status 1 level (towards
Nuclear War).

6.3.5 Cards that give a player a free Coup attempt
in a particular Region may ignore the geographic
restrictions of the current DEFCON level (see
8.1.7). However, a free Coup attempt used in a
Battleground country still degrades the DEFCON
level (see 6.3.4).

6.3.6 Flashpoint Countries. Ethiopia and Somalia
are Flashpoint countries. Coup attempts against
Flashpoint countries are conducted slightly dif-
ferently. These spaces have a red lightning bolt
icon in their country banner to remind players of
their special status.

6.3.6.1 When a Coup attempt is made against a
Flashpoint country, a card is turned over from the
draw deck. If it is a Scoring card, a 1 Op or a 2
Op, decrease DEFCON 1 level; then discard the
card. This may trigger game-ending global thermo-
nuclear war. Additionally, when a Scoring card is
turned over, resolve it immediately BEFORE the
Coup is resolved. However, if the card is a 3 or 4,
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10 Twilight Struggle:Red Sea Rules

place it on the bottom of the draw deck available
for reshuffle.

EXAMPLE: The USSR
player plays a 2 Oper-
ations card to con-
duct a Coup attempt
in Somalia. Before
the Coup attempt is ”Fm:f;r‘::;””
resolved a card is 5|4 E@j—r@m|
drawn from the top of

the draw deck and revealed. It is a 1 Op card and
decreases DEFCON from 3 to 2. Had the DEFCON
level already been at 2, the USSR player would
have caused nuclear war and lost the game. The
1 Op card is now discarded into the Discard Pile.
If the card had been a 3 or 4 Op card, it would
have been placed at the bottom of the draw deck.

6.4 THE SPACE RACE

“We have succeeded. Everything is excellent.
Soyuz and Apollo are shaking hands now.”

—Astronaut Thomas P. Stafford,

Apollo-Soyuz mission.

6.4.1 The Space Race track has a marker for each
superpower. Operations points may be used to
move to the next box on the track. To do so, dis-
card a card with an Operations value equal to or
greater than the number shown on the box into
which you are attempting to advance. Roll the die.
If the number falls within the range listed below
the target box, move your marker to the new box.

6.4.2 A player may only discard 1 card per turn in
an attempt to advance in the Space Race.

6.4.3 Advancing on the Space Race track results
in Victory Points, a special ability, or both. One
box on the Space Race track is marked with two
numbers separated by a slash (2/1). The left-hand
number indicates the number of Victory Points
awarded to the first player to reach that box;
the right-hand number indicates the number of
Victory Points awarded to the second player to
reach that box. Victory Points are awarded imme-
diately and are cumulative.

6.4.4 Special abilities are granted only to the first
player to reach the space. Any ongoing special

ability is immediately canceled when the second
player reaches that box.

* Upon reaching Box 1 (First Mission to Leave
the Solar System) remove an Influence from 1
country after the next or current Headline Phase.

* Upon reaching Box 3 (First Reusable Manned
Orbital Spacecraft) draw an additional card and
score 3 VPs.

EXAMPLE: The USSR player reaches Box 3. They
claim an additional card and score 1 VP. If the
USSR player reaches Box 1 before the US player
reaches Box 1, the USSR player may also remove
I Influence from 1 country immediately after the
Headline Phase. If the US player has already
reached Box 1, this impact is cancelled.

6.4.5 When a card is used for the Space Race, the
Event does not occur and the card is placed in the
discard pile.

DESIGN NOTE: The Space Race is your safety
valve. If you want to at least temporarily get
rid of an Event that is good for your opponent,
dump it on the Space Race (provided it has a
sufficient Operations value to qualify for an
attempt to move forward).

6.4.6 If a player reaches the final box in the Space
Race, they cannot play any more cards in the Space
Race for the remainder of the game.

7.0 EVENTS

“Under Lenin the Soviet Union was like a reli-
gious revival, under Stalin like a prison, under
Khrushchev like a circus, and under Brezhnev like
the U.S. Post Office.”

—Zbigniew Brzezinski

7.1 A player may play a card as an Event instead
of Operations. If an Event is associated with the
player’s own superpower, or with both superpow-
ers, it occurs as directed by the card’s text.

7.2 Permanent Events: Some Event titles are
underlined, e.g. THE DERG, This indicates that
the effects of these Events last for the duration of
the game. When these cards are played as Events,
place them beside the map, or their markers on the
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Turn track or elsewhere on the board, as a reminder
of their ongoing effects.

7.3 Some Event cards modify the Operations value
of cards that follow. These modifiers are cumulative
and can modify ROMANIAN AUTONOMY.

EXAMPLE: The US player plays the ALBANO-
StaLINIST ECONOMICS card as an Event during
the Headline phase. Ordinarily, 1 Operations
point would be subtracted from all USSR Influ-
ence points played in Africa. However, the USSR
played T62s AND KALASHNIKOVS for their Head-
line card, which adds 1 to all Soviet Operations
up to a total of 3. For their first Action Round, the
USSR chooses ROMANIAN AUTONOMY. The Soviet
player is behind on the Victory Point track, so the
Operations value of the card is 3. The ALBANO-
StaLINIST EcoNoMIcs card deducts 1 point, but
the T62s AND KALASHNIKOVS card adds 1 point.
They cancel each other out and the USSR plays 3
Operations points.

7.3.1 Events modifying the Operations value of
subsequently played cards do so for all purposes.

EXAMPLE 1: If the Soviet player uses T62s AND
KALASHNIKOVS and later used a 2 Operations
card for a Coup, the USSR player adds 3 to their
Coup roll and receives 3 Required Military Opera-
tions points.

EXAMPLE 2: If the US player Headlines ALBANO-
STALINIST ECcONOMICS, and the Soviets use a 3
Operations card to place Influence, if the Soviets
elect to place Influence in Djibouti, the card s
Operations value is reduced to 2 and only one
more Influence may be placed.

EXAMPLE 3: If the USSR player uses T62s AND
KALASHNIKOVS, they could then play STAGFLATION
and conduct 3 Operations if the US player s hand
contained a Scoring card.

7.3.2 If an Event specifies that a player may
“conduct Operations, place Influence or attempt
Realignments as if” they played a card of a certain
Operations value, those additional Operations are
treated as if a card had been played for its Opera-
tions point value. Therefore, those Operations are
subject to Rule 6.0 and other Events limiting their
placement or value.

7.4 If an Event is canceled or restricted by another
Event, the unplayable Event card may still be used
for Operations.

7.5 War Events: The deck contains 1 War Event:
OGADEN WAR. A player does not need Influence
markers in either the attacking or defending coun-
tries to play this Event. If no Influence is at risk,
the player still receives Required Military Opera-
tions and, if successful, Victory Points (see 8.2.4).

8.0 DEFCON STATUS AND
MILITARY OPERATIONS

“We thought that the proletariat would eventually

run the world. But it is the Americans who have

assumed that position... The American people have
changed.”

— Mengistu Haile Mariam,

President of Ethiopia

8.1 THE DEFCON TRACK

8.1.1 DEFCON measures nuclear tension in the
game. The DEFCON track begins the game with
a degree of existing tension at level “4” and will
degrade or improve due to Events and player
actions.

8.1.2 Improve & Degrade. When rules or cards
say to “improve” the DEFCON status, move the
DEFCON marker to a higher number. When they
say “degrade”, move the DEFCON marker to a
lower number.

8.1.3 Maximum DEFCON is 5. Any Event that
would improve DEFCON above 5 has no effect
on DEFCON.

8.1.4 If DEFCON reaches 1, nuclear war breaks
out and the game ends immediately. The Phasing
Player is responsible and loses the game.

EXAMPLE: The US player is on their last Action
Round and has only one card to play MR. NYET
with the DEFCON status at 2. The USSR imple-
ments the effects of the card. DEFCON decreases
to 1, and nuclear war is triggered. The US player,
as the Phasing Player, loses.

8.1.5 Any Coup attempt in a Battleground country
degrades DEFCON by 1.
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8.1.6 Any Coup in a Flashpoint country MAY
degrade DEFCON by 1 (see 6.3.6.1)

8.1.7 DEFCON status consequences are as follows:

STATUS CONSEQUENCE
DEFCON 5 No effect.
A o
' DEFCON4 T  No effect.
| o
— > .
= o No Coup or Realignment
e DEFCON 3 = rollsin the Middle East.
o (n)]
< \ .
= i No Coup or Realignment
a DEFCON 2 y rollsin the Middle East.
DEFCON 1 Game over. The Phasing

Player loses the game.

PLAY NOTE: Players may place a DEFCON
Restriction marker in the Middle East at DEF-
CON 3 or lower as a reminder that no Realign-
ment rolls or Coups are permitted there.

8.1.8 Improve DEFCON Status Phase. If
DEFCON is below 5 at the beginning of a turn,
improve it by 1.

8.2 REQUIRED MILITARY OPERATIONS

“Every night, whisper ‘peace’in your husband’s

”

ear.

—Andrei Gromyko, Soviet Minister of Foreign
Affairs to First Lady, Nancy Reagan

8.2.1 Players must carry out a certain number of
Military Operations each turn or be penalized
Victory Points. The number of Required Military
Operations is equal to the current DEFCON status.
If you carry out insufficient Military Operations,
your opponent gains 1 VP per unplayed Military
Operations point. If both players are penalized
Victory Points, the net total should be implemented
on the Victory Points track.

EXAMPLE: The US player carries out two points
in Military Operations in a turn. DEFCON is at 4.
The USSR player gains 2 Victory Points.

8.2.2 Coup attempts and War Events count as Mili-
tary Operations. Realignment rolls and free Coup
rolls through Events do not.

8.2.3 When Operations points are used in a Coup
attempt, the Phasing Player moves their Military
Operations marker by the number of spaces equal

to the Operations value of the card. When OGADEN
WAR is played as an Event the US player moves
their marker the number of spaces instructed by
the Event.

8.2.4 If the Soviet player uses OGADEN WAR for
Operations, the US player moves their Military
Operations marker as instructed by the Event.

9.0 ROMANIAN AUTONOMY

9.1 By the close of the Cold War, Romania under
Nicolae Ceausescu had become the member of the
Warsaw Pact that most aggressively courted the
West. Combining nationalism and authoritarian-
ism, Romania became an unpredictable Soviet ally
seeking to chart its own course in foreign policy.
The pattern repeated itself during the Ogaden War,
when Romania remained allied to Somalia though
the Soviet Union and the rest of the Warsaw Pact
transferred their support to Ethiopia. These shift-
ing allegiances are represented by the ROMANIAN
AvutoNomy. Either player may use ROMANIAN
AUTONOMY as part of their regular hand. This card
does not count towards the hand limit.

9.2 Playing ROMANIAN /"~ — ™\
AUTONOMY counts as m
an Action Round. As a
result, players may have @
more held cards than
usual, if ROMANIAN
AuTtoNoMmy is played.

ROMANIAN
AUTONOMY

Begins the game with the US player.

9.3 When you play
ROMANIAN AUTONOMY,
immediately hand it to
your opponent face- - /
down. Your opponent cannot play it this turn as
long as it is face-down. Next turn, your opponent
may flip it face-up and ready for play.

+1 Operations value if the player is

behind on the Victory Point track.

+1 VP to the player possessing the
card during Final Scoring.

9.4 If ROMANIAN AuTONOMY changes hands
through an Event, give it to your opponent as
instructed by the Event.

9.5 ROMANIAN AUTONOMY may not be played:

* during the Headline Phase;

+ if'it prevents the play of a Scoring card;

* as a discard required by an Event.
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9.6 To receive the bonus +1 Operations point the
player must be behind on the Victory Point chart
at the start of the Action Round.

9.7 The Operations value of ROMANIAN AUTON-
omy may be modified by Events.

9.8 Play of ROMANIAN AUTONOMY can never be
forced by Events or a card shortage.

10.0 SCORING AND VICTORY

The object of the game is to score Victory Points
(VPs). You can earn Victory Points by Controlling
countries or playing certain Events. Each Region
has its own Scoring card, which earns players Vic-
tory Points depending on how much Influence they
have in the Region when it is played.

PLAY NOTE: Playing Scoring cards when you
have peak Influence in a Region is often key
to winning the game.

10.1 SCORING

10.1.1 The following terms are used during
Regional Scoring: ~ — ~
b

AFRICA SCORING

Both sides score:

Presence: A superpower
has Presence in a Region
if it Controls at least 1
country in that Region.

Presence: 1
Domination: 3
Control: 4
+1 per Controlled Battleground
country in Region
Strategic Sea Lanes [10.2]
Control: Scoring Card VPs x 2
More Influence (No Control): +1 VP

Ifaplayer Controls Ethiopia, Somalia
‘and Controls more Afvican countries,
that player wins an Automatic Victory

\ TV )

Domination: A super-
power achieves Domi-
nation of a Region if it
Controls more non-Bat-
tleground countries and
Battleground countries in
a Region than the opponent (and at least 1 of each).

Control: A superpower has Control of a Region
if it Controls more countries in a Region than its
opponent, and Controls all of the Battleground
countries in the Region.

10.1.2 Players can earn additional points during

Regional Scoring, as follows:

+ Strategic Sea Lanes (see 10.2);

* +1 VP per Controlled Battleground country in
the Region;

» Adjust the Victory Point track by the difference
between the players’ scores.

EXAMPLE: The USSR plays the AFRICA SCORING
card. The USSR Controls Ethiopia, Madagascar
and Djibouti. The US Controls Egypt, and has 1
point of Influence in Kenya. The US player has 1
Influence in Strategic Sea Lanes and the USSR has
zero. The USSR therefore has Presence (1 VP) in
Africa for its Control of 3 countries (1 VP). The US
also has Presence (1 VP) and 1 VP for a Battle-
ground, due to their Control of Egypt (which counts
in both Africa and the Middle East). However, the
US does not score Domination as they Control
fewer countries and no non-Battlegrounds. The
1 US Influence in Kenya is insufficient to Control
the country and therefore does not impact scoring.
The US also scores 1 VP for having more Influ-
ence in Strategic Sea Lanes than their opponent.
The difference between the two scores (3 VPs and
1 VP) is 2. Move the scoring markers 2 spaces in
the US player's favor.

10.1.3 Certain Events may award Victory Points.

10.1.4 You may earn Victory Points if your oppo-
nent fails to perform the number of Required
Military Operations in a turn (see 8.2).

10.1.5 Events cannot force players to hold
Scoring cards.

10.2 STRATEGIC SEA LANES

10.2.1 Strategic Sea Lanes are scored along with
Scoring cards and can have a major impact on the
resolution of Scoring cards.

10.2.2 Control of the Strategic Sea Lanes is analo-
gous to Control of a country. You must have Influ-
ence equal to the Strategic Sea Lanes Stability
Number of 4, and at least 4 more Influence than
you opponent has in Strategic Sea Lanes.

10.2.3 A player Controlling the Strategic Sea Lanes
space doubles the points they receive when resolv-
ing a Scoring card. This total is then adjusted by
their opponent’s points and the VP marker is moved
anumber of spaces equal to the difference between
the scores.
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EXAMPLE: The US player Dominates the Middle
East with Control of Saudi Arabia, Oman and
Yemen. The Soviet player scores presence in the
Middle East for Control of South Yemen. If the US
player also Controlled the Strategic Sea Lanes
when the Middle East Scoring card was played,
the US would score 5 for Middle East Domination
+1 for Control of the Saudi Arabia Battleground
country, for a total of 6. With Control of Strategic
Sea Lanes, this would be modified to 12 VPs. The
USSR would then score 3 VPs for Presence in the
Middle East, and the net result would be 9 VPs
for the US.

10.2.4 A player who has more Influence than their
opponent in the Strategic Sea Lanes space, but
does not Control the space, receives | VP when a
Scoring card is played.

10.2.5 Control of the Strategic Sea Lanes space
does not double the Regional Scoring during End
Game Victory (see 10.4.2), only during the play
of Scoring cards. However, a player receives 2 VP
for Control of the Strategic Sea Lanes or 1 VP if
they have more Influence in Strategic Sea Lanes
during End Game Victory.

10.3 THE VICTORY POINT TRACK

10.3.1 The Victory Point track goes from zero to
10. The VP marker begins in the Start box (zero),
or total equilibrium between the two sides. Count
this box as a space when adjusting players’ scores.
The VP marker is double-sided and should be
flipped to indicate which superpower currently
has the advantage in VP.

EXAMPLE: The scoring marker is on the 1 box on
its USSR side when the US player scores 2 VPs.
Move the marker to the zero space, flip it to its US
side, then move it back to the I box.

10.3.2 If a card states that a player “gains” a Vic-
tory Point, move the VP marker one space in that
player’s favor.

EXAMPLE: If the marker is on the 9 box on its US
side, and the USSR player gains 2 VPs, move the
marker to the 7 box.

10.3.3 If a card awards each player Victory Points,
move the VP marker the difference between the
scores.

10.4 VICTORY

10.4.1 Automatic Victory. Automatic Victory is
achieved when:

* A player reaches 10 VPs. The game ends
immediately and that player wins. NOTE:
Score both players’ VP awards for an Event
or Scoring card before determining Automatic
Victory.

* EXCEPTION: If a player reaches 10 VPs
during the Check Military Operations Status
phase, reveal any held cards before declaring
that player the winner. If the player who reached
10 VPs is holding a Scoring card, they lose.

* The AFrRicA SCORING card is played and a
player Controls more countries in Africa and
Controls both Flashpoint countries (see 2.1.5).

e Nuclear War: A player may also declare
Automatic Victory if DEFCON reaches 1 while
their opponent is the Phasing Player.

10.4.2 End Game Victory. At the end of
Turn 2, both Regions are scored: add these VPs
to the current score. Egypt is scored in both the
Middle East and Africa. Score both Regions
before determining who has the most points and
is victorious. Reaching 10 VPs does not result in
Automatic Victory during scoring at the end of
Turn 2. If the VP marker is on 0, the game ends
in a draw.

11.0 TOURNAMENT PLAY

These rules are optional and not required for
friendly play. They are simply offered as guide-
lines for playing Twilight Struggle: Red Sea as a
competitive tournament game.

11.1 During the Reveal Held Card phase, each
player exposes the bottom edges of their cards to
their opponent to show that they are not Scoring
cards. This prevents Scoring cards from being
accidentally or deliberately held.

11.2 Any player found holding a Scoring card
has started an accidental nuclear war and loses
immediately.

11.3 The Soviet player receives the first card of
every deal. Dealing alternates between players until
they have received their full hand size. A player
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may receive consecutive cards in a deal if they
require more cards than their opponent.

11.4 Bidding may be used to determine sides.
Each player should secretly write the name of a
side and a number on a piece of paper. The two
bids are then revealed. If the bids show different
sides, each player takes the side they wrote down,
and play begins. If the bids show the same side, the
player who wrote the higher number takes that side.
Their opponent then receives Influence equal to the
higher number; to be allocated during setup after
all other Influence is placed. If the numbers are
equal, sides are determined randomly; the player
taking the side that did not appear on either bid
then receives the additional Influence.

11.4.1 Additional Influence received in this way
can only be placed in countries where the player
has existing Influence at setup (as of the end of the
regular setup phase) and may not exceed 2 more
than what is needed for Control of the country.

EXAMPLE: Setup is complete and the US player
is placing additional Influence from bidding. The
US has 3 Influence in Saudi Arabia. Since 3 Influ-
ence are needed for Control, the US cannot have
more than 5 (3+2) Influence in that country when
play begins.

12.0 OPTIONAL INTEGRATED
VARIANTS

These variant rules allow players to utilize cards

from the original Twilight Struggle game to cre-
ate a slightly longer Twilight Struggle: Red Sea
experience. Furthermore, using the same ba-
sic mechanism, designated cards from Twilight
Struggle: Red Sea can be added to the original
game.

12.1 RED SEA THIRD TURN

The third turn of the game is a Late War turn. Con-
duct the Late War turn shuffle normally (see 4.4).

12.1.1 After setup, the US player chooses cards
first, then reveals the chosen cards to the Soviet
player. Then the Soviet player chooses and reveals
their cards to the US. All cards chosen are then
shuffled into the corresponding Mid War or Late
War decks.

12.1.2 Both players may choose cards with a total
value of 9 Operations points or less. Any unused
points are wasted.

12.2 Card Options. Each player, both the US and
the USSR, may add up to 9 Operations points to
their deck from the Twilight Struggle core game.
Eligible cards are listed below.

Neutral Mid War USOps USSR Ops
36 Brush War 3 3
39 Arms Race 3 3
43 SALT Negotiations 3 3
45 Summit 1 1
49 Missile Envy 2 2
Mid War USOps USSR Ops
44 Bear Trap 3 _
63 Colonial Rear Guards 2 =
66 Puppet Governments 2 -
72 Sadat Expels Soviets 1 -
74 The Voice of America 2 =
108 Our Man in Tehran 2 =
51 Brezhnev Doctrine - 3
56 Muslim Revolution = 4
61 OPEC = 3
62 Lone Gunman - 1
Neutral Late War USOps USSR Ops
92 Terrorism 2 2
100 Wargames 4 4
Late War USOps USSR Ops
86 North Sea Oil 3 =
110 AWACS Sale to Saudis 3 =
98 Aldrich Ames Remix = 3
109 Yuri and Samantha = 2

12.3 ADDING Twilight Struggle: Red Sea
CARDS TO THE ORIGINAL GAME

12.3.1 After setup, the US player chooses cards
first, then reveals the chosen cards to the Soviet
player. The Soviet player then chooses and reveals
their cards to the US. All chosen cards are shuffled
into the corresponding Mid War or Late War decks.
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12.3.2 Both players may choose cards with a total
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. . Late War USOps USSROps
value of 9 Operations points or less. Any unused B E
points are wasted. Lz et ° -
RS5 Albano-Stalinist 1 5
Economics
Neutral Mid War USOps USSROps RS8 CENTCOM 3 B
R542 Separatists 2 2 RS9 Carter Doctrine 4 -
RS44 Apollo-Soyuz Test Project 2 2 RS10 Kenya Joins Rapid
1 —
RS51 Water Wars 2 2 Deployment Force
Mid War us ops USSR OPS RS11 Voice of America P _
in Amharic
RS1 Peace Corps 2 - .
RS17 Afghanistan Invaded 4 -
RS3 Ogaden War 2 - . .
RS18 Daniel Arap Moi 2 -
RS4 USAID 2 -
RS46 We Are the World 1 =
RS6 Victorious Leader 3 - .
RS24 T-62s & Kalashnikovs - 3
RS7 Eritrean Popular 1 5 .
Liberstien Femt: RS25 GOSPLAN Advisers - 2
RS14 Hero of the Crossing 3 - RS27 Mengistu Haile Maraim = 3
RS15 Israeli Periphery Doctrine 2 = RS30 Marxist Leninist _ )
Vanguard Parties
RS16 The Strongman of Sudan 1 - . o
RS31 Presidential Directive 30 - 2
RS19 Soviets Airlift Cubans - 3 .
RS33 Stagflation - 2
RS21 The Lion Falters - 2
i RS34 CENTO Collapses - 1
PN NERE L - ! RS35 Anti-Zionist Committee .
RS28 US Presidential Elections - 1 of the Soviet Public -
RS32 CyrusVance = 2 RS36 Mr. Nyet = 4



