7.0 Optional Rules





7.1 GUERILLA REINFORCEMENTS: the guerilla player gets 1 reinforcement unit for free, if he didn´t get one in the last turn. Otherwise he rolls each turn as usual.





7.2 BOLIVIAN SPECIAL FORCES REINFORCEMENTS: at each TCG unit site the Bolivian player can bring in maximally 1 regiment ( i.e. 3 units) per turn.





7.3 SPECIAL FORCES MOVEMENT RESTRICTION: if a Special Forces unit leaves a province with guerrilla units into another province with guerrilla units, he has to roll even or less than the difference between its combat factor and the combat factor of the strongest guerrilla unit in this province. For each unit after the first the Bolivian player gets a -1 DRM   when SF unit is trying to leave the province adding up the modifiers for each try then. Sometimes it can happen that Special Forces units must stay in place then. If leaving into a guerrilla – free province this restriction doesn`t apply.





7.4 MOUNTAIN COMBAT: if a phasing player is attacking in a province with mountains (f.e. Viacha), he gets a +1 DRM for the combat roll in a round.





7.5 GUERILLA AMBUSH: each guerrilla unit in a region can decide individually to ambush Bolivian Special Forces before the first round of the attacking Special Forces, by rolling a die even or less than its combat factor. Guerillas get a –1 DRM for ambushing in the mountains. In this instance the guerrilla unit gets a shot for free on any enemy unit before combat rounds begin.





7.6 COMBAT ESCAPE: each mobile unit can decide individually to avoid combat this turn  if attacked by the enemy. The die roll numbers for combat escape in clear terrain is 1-2, in the mountains 1-3. A +1 DRM applies for each enemy unit in excess of friendly ones. In this instance the unit is out of combat for this full combat phase. If the unit doesn´t succeed to escape, all enemy units in a province gets a shot for free before combat rounds begin. A guerrilla unit trying to ambush cannot use this option. TCG units cannot use this option at all.








Modifier Chart:


SF movement restriction: - 1 for EACH TRY (cumulative) to leave (start with the 2nd unit)   


mountain combat: +1 for ATTACKING units (only)


mountain ambush: -1 for AMBUSHING / DEFENDING units


combat escape: +1 for each enemy unit IN EXCESS of friendly ones in a province  








Rationale: this optional rules enhance the possibility for a broader variety of  tactical decisions for both players. There are just more details on the spirit of irregular guerrilla warfare now (ambushes, combat escape, mountain combat). More guerrilla reinforcements suppose the fact that CHE could have activated more people for his revolution in South America than it happened actually (sort of a “what  - if “ feature). The Bolivian forces cannot rush through the countryside to kill CHE, they must keep alert on their TCG bases and fight guerrillas where they are (movement restriction). Each unit in a province decides what to do in a potential combat situation. So there is a huge variety what can happen. This makes it an just more enjoyable design played in about 10 minutes. Give it another try!





