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INTRODUCTION

THE TWILIGHT WAR™ Game is about Resistance fighting in France from 1943
until the Allied Invasion. The game is for two to four players. To win, the German
player must crush the Resistance fighters and defeat the Allied Invasion. The

Allies must use spies to collect

Espionage Points (paving the way for the Invasion)

and special commando teams to aid the Resistance. Resistance forces try to
outdo each other in accumulating Resistance Points by harassing the German
occupation forces and aiding the Allied player.

GAME PARTS

One 22" x 34" mapsheet

One sheet of 100 playing tiles

One sheet of 200 counters (playing
pieces)

One 12-page rules booklet

Two six-sided dice

One plastic tray

One game box

B The Terrain Effects chart shows how

B The Combat Results table gives the

B The Resistance Recruitment chart

A. Mapsheet

B The game map represents all of

northern France. It shows major rail
lines, cities, rail junctions, and invasion
sites. The rail lines (usable only by the
German player) divide the map into
Areas, and act as area boundaries. The
red cities and junctions are exit points
for fugitives.

each feature on the map affects
movement.

result of combat between opposing
units.

shows the number of new Resistance
teams the FFI and FTP can bring into
play each turn.

B The Game Turn Track is used to record

how many game turns have been
completed. The Turn Track also
specifies, by game turn, how many new
Allied special team (T), fugitive (F), spy
(Spy), and supply (Sup) units can enter
on a given turn.

Four types of tiles are used in the game:
Invasion tiles, Character tiles, High
Command tiles, and Event tiles.

B Invasion tiles describe 35 different

Allied Invasion plans. Each Invasion tile
gives the turn of the Invasion, the
Invasion Area used, the strength of the
Invasion force, and the number of
Espionage Points the Allied player must
have accumulated for the Invasion to
succeed.

B High Command tiles contain specific

orders for the movement of German
pieces. They are played by the Allied
and Resistance players to send German
pieces out of position. Each High
Command tile lists a place to which one
type of unit must be moved. The
German player must obey these orders.

B A Character tile names a Resistance

Leader or spy, or gives the number of a
fugitive group. The tiles are played by
the German player to locate these
enemy pieces. The tiles also give the
interrogation number — how likely the
character is to reveal more information
if interrogated (12.0). Finally, the tile
gives the names of additional leaders,
spies, and fugitives whose locations are
revealed if an interrogation is successful.

The rules for THE TWILIGHT WAR™
game are organized into numbered sections.
After setting up the game, skim briefly
through the rules to get a general idea of
how to play the game, then play through a
sample turn to learn the Turn Sequence
before starting the first game.

M Each Event tile lists an event that can
affect players’ actions or their ability to
perform operations.

C. Playing Pieces

There are two types of playing pieces:

B Units are pieces that represent Leaders,
spies, combat units, Resistance fighters,
fugitives, and supplies. Units are further
divided into non-combat units (Leaders,
spies, fugitives, supplies, engineers,
Gestapo) and combar units (all others).

B Markers are pieces that show the

construction of fortifications and cuts

made in rail lines by sabotage.

Each piece contains the information shown
in the following diagrams:

L8 sne
YM
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Note: Generally, the number of counters
provided with this game are a designed
limit; however, additional railroad cut
markers can be used if needed.
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B Combat Strength is a unit’s basic
potency when attacking or defending.
Leaders, fugitives, and spies have no
combat strength. Parenthesized combat
strength is only used when the unit is
defending by itself.

B Operations Allowance is the unit’s
basic ability to move, attack, and
perform other game functions, and is
given as a number of operation points.
A unit may use its entire operations
allowance each turn.

M Leader Bonus is a die roll modification
added to the player’s dice roll when
resolving combat involving the Leader.

B Resistance Point Value is the number
of Resistance Points the FFI or FTP
player receives by escorting the fugitive .
unit to a red exit point. Only the FFI
and FTP may move fugitives or earn
Resistance points.

M Fortification Strength is added to the
combat strength of units in an Area
when defending against the Allied
Invasion (17.0).

B Symbols on the face of the piece show
a unit’s type and size.

L R TR S A T N Y
SETTING UP

Fold the map back against its creases to make it lie flat, then spread it out on a
large table. In a two-player game, the German player controls the German pieces,
while the Allied player controls all the other pieces. In a three-player game,
the third player is the FFI (French Forces of the Interior) player and controls
the FFI pieces. The Allied player controls the Allied and FTP
(Franc-Tireurs et Partisans) pieces. In a four-player game, the fourth player is
the FTP player and controls the FTP pieces.

Players should arrange themselves around
the table as follows: Allied player at the
north, FFI player at the west, and FTP
player at the south, German player at the
east (this will also be the order of play).
Each player takes the units he will use,

The Allied player plans his Invasion by
taking the 35 Invasion tiles, secretly
choosing one tile, then shuffling and setting
aside the rest. The Invasion tile may not be
shown to any of the other players.

Shuffle the remaining 65 non-Invasion tiles
and deal out five (5) tiles face down to each
player. The players may look at their own
tiles, but must keep them secret from the
other players.

The German player now places his pieces
on the game map. The German player
starts with all German units except the
Leaders Model, Goring, and OKW. The
German units can be placed in any location

(City, Junction, or Area) of the German
player’s choice, within stacking limits (3.6).
The supply depot pieces must be placed in
separate Cities or Junctions. The player
controlling the FTP pieces then places six
FTP Resistance teams and one Leader
(drawn randomly) face down in any Areas
on the map. Only one Resistance team may
be placed in each Area, and teams may be
placed in Areas containing German pieces.
The Leader is placed with a team. The FFI
player then places six FFI teams and one
Leader in a similar manner. The Allied
player does not have any units on the board
at the beginning of play.

The Resistance Points and Espionage
Points markers are placed at 0 on the
appropriate record track. The Game Turn
Marker is set on Game Turn 1. The game
is now ready to play.

-
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SEQUENCE
OF PLAY

The TWILIGHT WAR™ game is played in Game Turns. Each Game Turn consists of
nine phases.

PROCEDURE

Beginning with Game Turn 1, the players
complete, in sequence, each of the nine
phases outlined below. The player who is
performing actions during a phase is the
phasing player. When all nine phases are
completed, the players proceed to the next
Game Turn. They repeat this process until
the game ends.

SEQUENCE OF PLAY

[1.1] Allied Unit Placement Phase:
The Allied player places supply, spy,
fugitive, and special team units face down
on the map. The Game Turn Track gives
the number of each type of unit available
and the total number of units the Allied
player may place (2.0).

[1.2]Allied Espionage Phase:

The Allied player resolves espionage

attempts for the turn and records Espionage
points as he earns them (4.0).

[1.3] Allied Operations Phase:

The Allied player moves and conducts
operations with his special team units. All
Allied and Resistance units remain face
down on the map, except when the rules
specifically state they must be turned face
up. On the Invasion game turn (the last
turn of the game), the Allied player places
the Invasion piece in this phase.

[1.4] FFI Operations Phase:

The FFI player moves and conducts
operations with his units. In a two-player
game, the Allied player conducts this
phase.

[1.5] FTP Operations Phase:

The FTP player moves and conducts
operations with his units. In a two- or
three-player game, the Allied player
conducts this phase.

[1.6] Tile Play Phase:

Each player plays tiles, then draws a tile as
desired. The order of tile play is: Allied

player, FFI player, FTP player, and
German player. In a two- or three-player
game, the Allied player plays once, holds
only five tiles, and can draw only one tile
per turn.

[1.7] German Operations Phase:

First, the German player rolls for the
arrival of Leaders (8.0). Second, the
German player removes Gestapo units from
the board if desired. Then, the German
player moves and conducts operations with
his units. At the end of this phase, the
German player turns all face down
(disrupted) German units face up
(undisrupted). On the Invasion turn,
however, face down German units remain
disrupted (face down).

[1.8] German Interrogation Phase:

The German player interrogates any
captured Allied spies or Resistance Leaders
(12.0).

[1.9] Resistance Recruitment Phase:

The FFI and FTP players attempt to
recruit new Resistance teams (16.0). In a
three-player game, the Allied player acts for
the FTP.

At the conclusion of this phase, the Game
Turn Marker is moved ahead one space on
the Game Turn Record Track, and the next
Game Turn begins.

RECEEISIREETR 2 0 D e

ALLIED UNIT
PLACEMENT

During the Allied Unit Placement Phase, the Allied player places spy, special team,
fugitive, and supply units on the game map.

PROCEDURE

The Allied player consults the Turn Track
at the start of the phase. The Turn Track
lists the minimum and maximum number
of each type of unit that may be placed that
turn. It also lists the total of all types of
units that can be placed that turn.

The Allied player must select at least the
minimum number of each type of unit,
unless all units of that type are already in
play. He cannot place more units of one
type than the maximum listed, nor can he
place more units overall than the total
number of units allowed for that game turn.

EXAMPLE: On Game Turn 4, the Allied
player must place at least 1 special team, 2
fugitives, and 4 supply units. He can place
up to 12 units total. In this example, ther

P Y. T T T .

so he can only place one more. He decides
to place 3 spies, 2 special teams, 1 fugitive,
and 5 supply units this turn.

The units selected by the Allied player are
placed face down on the map. They may be
examined freely by all players except the
German player.

CASES
Sas LEOPARD
4“ t 8

1-12 12

[2.1] Special team and spy units can be
placed in any Area or Junction, regardless
of the number of German units present,
They may not be placed in Cities, though
they may move into Cities in the Allied

7 1 WO - SUGTI.. ;. | DR
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[2.2] Supply units can be placed in any
Area occupied by Resistance units.

R
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[2.3] Fugitive units are drawn randomly
from a cup or box lid by the Allied player.
They can be placed in any Area or City
that is not occupied by German units. They
cannot be placed in Invasion Areas.

[2.4] The special operations Ambush
(14.0) and Search on Entry (9.2) are not
triggered by the placement of new Allied,
units.

[2.5] The counters provided are the
absolute limit on the number of units that
can be on the map at any time. This limit
can be further reduced for Allied spy and
Resistance Leader units as the result of
German Interrogation (12.0).
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OPERATIONS

During the appropriate Operations Phase, each player conducts operations
with units under his control. Operations include movement, searching for
Resistance units and characters, sabotaging and repairing rail lines, attacking
enemy units, and raiding German units in Cities or Junctions.

PROCEDURE

Units move and conduct operations
individually or in stacks, expending
Operations Points from their Operations
Allowances as they go. Each unit or stack
must complete its operations before another
begins. The Operations Phase ends when
the player announces that he has no more
actions. Resistance units other than Leaders
can conduct operations only if they begin
the Operations Phase stacked with a
Resistance Leader or Allied special team.

CASES

[3.1] Printed on each counter is its
Operations Allowance. This is the number
of Operation Points the unit can use during
any friendly Operations Phase. A unit
cannot exceed its Operations Allowance. A
unit may spend less in any phase than its
Operations Allowance, but never more.
Operations Points cannot be saved for use
during later game turns, nor loaned

to other units.

[3.2] Certain units (fugitives, supplies,
spies, Gestapo) have no Operations
Allowance. Fugitives, supplies, and spies
can only move when stacked with other
units. They can be freely passed between
units in the same location. Gestapo units
are placed with a stack and accompany it
for the German Operations Phase.

[3.3] Units can conduct several operations
during a single Operations Phase, in any
order the player desires. The Operations
Cost Table shows the number of Operations
Points that a unit must pay to conduct each
operation.

OPERATION POINT COST
Enter any Area 2
Enter any City

or Junction —————— 1
Enter any City or Ya
Junction by rail

Search any Area ———— 2
Attack enemy

units 1
Sabotage rail line 2
Raid 2
Entrain or detrain 1
Repair rail line 3

EXAMPLE: A German panzer division
with 12 Operations Points moves into an
Area (2 OP), searches there for Resistance
units (2 OP), attacks those Resistance units
(1 OP), moves to an adjacent City (1 OP),
entrains (1 OP), moves up to eight Cities
and/or Junctions (2 OP), detrains (1 OP),
and moves into an adjacent Area (2 OP), all
in one Operations Phase.

[3.4] A unit or stack must cease conducting
operations the instant it spends its last
Operations Point, or immediately upon
becoming disrupted.

[3.5] Units cannot move off the game map,
unless specifically allowed in a following
special rule.

[3.6] Stacking. Stacking is the placement
of more than one unit in a location. All
non-German units are considered one force
for purposes of stacking.

There is a limit to how many units can
occupy a given location at the end of a
friendly Operations Phase:

H No more than three (3) German units
(plus a supply depot) can be stacked
together at the end of the German
Operations Phase. Only one supply
depot is allowed per stack, and supply
depots can only be placed in Cites or
Junctions. Any number of German
units can be in an Invasion Area at the
end of an Operations Phase.

STACKING EXAMPLE (GERMAN)
XX b1
5-6 1 4-! l 6-6
{

+ [®

1)

M No more than six (6) Allied, FFI, or FTP
units (plus an unlimited number of
supply units) can be stacked together
at the end of any Allied or Resistance
Operations Phase. Resistance
battalions or brigades count as one
unit for stacking.

B Units in excess of stacking limitations
at the end of the owning player’s
Operations Phase are removed from
play.

[3.7] German Rail Movement. Only
German units can move along rail lines.
German movement along rail lines is from
one City or Junction to the next. Sabotaged
rail lines cannot be used until repaired
(11.0). Before moving along a rail line, the
unit must entrain at the cost of 1 Operation
Point. The unit must be detrained at the
end of the Operations Phase, and must
spend one Operation Point to do so. If a
unit would not have enough Operation
Points left to detrain, it cannot move by
rail.

Entrain - 1 Operation Point

Detrain - 1 Operation Point. Unit must
detrain at end of Operations phase.

[3.8] Special Operations. Three special
types of operations require no operations
points and can be carried out during
another player’s Operations Phase:

JULES M
9
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B Activate Resistance Unit. A
Resistance team, battalion, or brigade
can perform operations only if it
begins its Operation Phase in a
location occupied by an Allied special
team or Resistance Leader unit.
Resistance Leaders can only activate
units of their own faction.

B Search on Entry. This is used by the
German player whenever the Allied or
Resistance players move hidden (face
down) units in locations occupied by
German units, or when new
Resistance teams are placed in
German-occupied Areas. If
successful, the hidden units are
revealed (9.0).

B Ambush. This operation can be used
by any player to attack enemy units
that are moving. The procedure is
described in the Ambush Rules (14.0).
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ALLIED ESPIONAGE

Each Invasion tile requires the Allied player to collect a certain
number of Espionage Points. These are gained when Allied spy units
conduct successful espionage operations in Cities.

PROCEDURE BLADE

Spy units are placed in Areas or Junctions t 9
during the Allied Unit Placement Phase. 12
If the die roll is 5 or 6, the spy is successful

They must be moved into Cities by
Resistance combat units (not Leaders). )

and the Allied player scores the number of
Espionage Points given in the City

During the Allied Espionage Phase, the
Allied player rolls one die for each spy unit

hexagon. The spy is removed from the map
and may be returned to play in a later

in a City.
Allied Unit Placement Phase.

CASES

[4.1] A spy can only be moved in a stack
that contains at least one Resistance combat
unit. This means spy units must either be
moved by a Resistance player who has the
permission of the Allied player to move the
unit, or by a stack containing an Allied
special team and Resistance units granted
by the owning Resistance player.

[4.2] Only one spy unit is allowed in a stack.

[4.3] If a spy’s escort is eliminated in
combat, the spy is captured on a “*”
combat result. Otherwise, the spy is moved
to an adjacent Area.

[4.4] If the espionage is successful, the
Allied player must verify the spy unit’s
presence by showing it to the German
player before removing it from the board.

[4.5] Espionage Points can be scored more
than once for the same City.

R L BT R

ALLIED OPERATIONS

The Allied player has two main activities: using his spy units to get the Espionage
Points he needs for a successful Invasion, and using his special teams to
activate and lead Resistance units.

[5.1] Special Teams. Only the Allied
player can conduct operations with special

e R 0 0

RESISTANCE
OPERATIONS

No Resistance team, battalion, or brigade can conduct operations unless it begins
its Operations Phase stacked with a Resistance Leader of its faction or a special
team. In addition, all combat operations have a -2 penalty (and German attacks

have a +2 bonus} unless the Resistance stack includes a supply unit (7.0)

teams. Special teams can conduct most
operations detailed in the Resistance
Operations section: sabotage, raids, attacks,
and so on. Special teams have combat
penalties unless supplied.

Early operations will probably be confined
to escorting spies and fugitives and
sabotaging railroads until enough
Resistance Points are earned to recruit

Resistance Point Track on the game map.
The number of Resistance Points scored for
various operations are given on the
Resistance Point chart.

enough Resistance teams to combine into

larger units. PIERRE
11

[6.1] Resistance Points. Resistance +3 12

Points control how fast the Resistance
factions grow and determine which faction
(if either) wins at the end of the game.
Resistance Points are scored when FFI or
FTP units conduct successful operations.
Each Resistance player keeps track of his

[6.2] Resistance Leaders. Resistance
units can conduct operations in an
Operations Phase only if they begin that
phase stacked with a Resistance Leader or
an Allied special team. The Resistance

T gadavw.si pwmaanael Paddh savick b #aoaalad i

[5.2] The Allied player can stack his special
teams with FFI and FTP Resistance teams
and use them as his own in his Operations
Phase if the appropriate Resistance player
gives permission. Resistance units used in
this manner by the Allied player cannot be
used by the Resistance player later in the
same game turn. Resistance points for
operations conducted by the Allied player
do not give the Resistance player any
Resistance Points.

the German player before Resistance or
Allied units in the Area can move. The
Leader or special team is turned face up to
verify its presence, then replaced face
down. All units in that location can then
conduct operations normally.

Resistance Leaders have no combat
strength and, if face up in an location with

" German combat units, are captured on an

“x> combat result.

RP 7 4

[6.3] Fugitives. Only Resistance players
can conduct operations with fugitive units.
Fugitive units cannot move unless they are
stacked with at least one Resistance unit.
The Resistance Players earn Resistance
Points for escorting fugitives to Cities and
Junctions marked as Fugitive Exit Points.
A fugitive unit is removed from the game
map and replaced in the fugitive unit pool
when it reaches a Fugitive Exit Point.

If a fugitive unit’s escorts are eliminated in
combat, it is immediately returned to the
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