The Chaco War

If this is your first wargame, read this box first.

Do not try to memorize these rules! No one does that. Wargame rules are written
to create a game system that simulates military realities as faras possible. As you play
the game, you'll find that things flow along according to a certain real-world kind of
rhythm. After a few game turns, that rhythm will become second nature to you and
you won't need to refer to the rules as often. Read the rules through in their entirety
once before you punch out the playing pieces. Look up specific rules when youneed
to, and use a pen or highlighter to make notes and reminders to yourself on rules
which give you trouble.

This is a wargame of intermediate complexity. That means if you're new to the
hobby yout can learn to play it on your own, though you'll no doubt find it easier to
get into if you find a more experienced gamer to teach you.

We have omitted our ustal set of Beginner’s Rules with this game. We recom-
mend thaton your first play-through you use only the rules in those sections marked

with the § symbol and play the Boqueron scenario (section 17.2).
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§ 1.0 INTRODUCTION

The Chaco War (1932-1935) is a simu-
lation of the struggle between Bolivia and
Paraguay for thedesolate Chacoregionin
Central South America. The war which
beganasaseries of border incidents ended
as one of the most sanguinary conflicts
ever fought in the western hemisphere.

Game Scale. Each hex represents 15
kilometers from side to opposite side.
Each game turn represents one month
of real time,

§ 2.0 COMPONENTS

2.1 In General. The components of the
game are the rules, the map, and 190
counters. The other 10 counters are re-
placement and/or variant counters for
other games — their use is explained in
the Errata/Variant sections of the maga-
zine. Several charts and other player aids
are provided to ease play. You will need
to provide one standard six-sided die.

2.2 The Rules. Read the rules through
once before beginning play. The rules are
organized by topic to assist the playersin
locating a rule about which they have
questions. Familiarize yourself with the
organization of the rules.

2.3 The Map. The map represents the
militarily significant terrain in the Chaco
region. The hexagonal grid is printed on
the map to regulate the placement and

movement of units. A unit is considered
to be in only one hex at a time. Each hex
contains terrain features which may af-
fect the movement of units and combat
between units. Terrain on the map has
been altered slightly from their real-world
configurations to fit within the hex grid,
but the relationships between the terrair
from hex to hex are accurate to the degree
necessary for presenting players with
those same space-time dilemmas faced
by their historical counterparts in the ac-
tual campaign.

2.4 The Counters. The are 190 counters in
this game. Carefully punch out the
counters. Trimming the dog-ears off their
corners with a fingernail clipper will
greatly facilitate handling and stacking
during play.

There are three types of counters: com-
batunits (2.4-2.12), non-combatunits (2.13
- 2.20) and markers (2.22).

2.5 Combat Units. Each combat contains
the following information: Nationality,
Unit Identification, Unit Type, Attack,
Defense and Movement Factors.

There is nothing on the counters to
indicate the size of the unit. Most infan-
try/cavalry units in the game are regi-
ments, but as the war progressed the
words “regiment” and “battalion” ceased
tohavemuchmeaning becausethey rarely
gave a accurate indication of actual unit
sizes. We have dispensed with the usual
unit size symbols for this reason. Typi-
cally, each infantry/cavalry unit repre-
sents from 400 to 1,200 men. An artillery
unitrepresentsabattery of 12 heavy guns.

Front Back
Unit Nome
ITOR ITOR

Unif 1.D—>+ 220 <~ Unit Type | 2
Attack—>+ 5=f=6 7= Movement | 26
Factor K Factor

Defense Factor Attack & Defense Factor

This unitinthe Paraguayan 2nd (Itoro)
Infantry. Onits full strength side it has an
attack factor of 5, defense factor of 4, and
a movement factor of 6. On its reduced
side its attack and defense factors are 2
and its movement factor is 6.
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2.6 Nationality. The nationality of each
unit is determined by the background
color on the counter. Note the colors in-
side the unit type boxes have no effect on
play. The color schemes are as follows:
Bolivian: Green
Paraguayan: Lt. Brown

2.7 Unit LD. Most units are identified by
either anumber or name, some haveboth.
Unit L.D. has no effect on play except for
the initial set-up in some scenarios. The
following names have been abbreviated:
Bolivia

ABAR - Abaroa

AZU - Azurduy

BALLI - Ballividn

CAMA - Camacho

CAMPE - Campero

CAST - Castillo

CCB - Cochabamba

CHAC - Chacaltaya

CHIC - Chichas

CHOROL - Chorolque

CHUQ - Chugquisaca

COLOR - Colorados

MURG - Murguia

PARA - Parapeti

SOCA - Socabaya

VANG - Vanguardia

WARN - Warnes

Paraguay
AC - Aca Caray
AV - Aca Vera
BN 40 - Battalion 40
BOQ - Boqueron
COR - Corrales
CURU - Curupayty
ITAY -Ita Yutuyi
ITOR - Itoro
R NU - Rubio Nu
SAUC - Sauces
SM - San Martin
TOLE - Toledo
TUYUT - Tuyuti
2MAY -2 de Mayo
VR - Valois Rivarola
YAC - Yacuyubas

2.8 Combat Unit Types.

Unit Types
Infontry  Covalry  Artillery

Engineers  Armor
{Bolivian only)

Most of the combat units are infantry
or cavalry. There is no functional differ-
ence between cavalry and infantry. His-
torically, cavalry units rapidly became
dismounted units because of the paucity
of forage and water for the horses. Other
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combatunits include Artillery, Engineers
and Armor (Bolivia only).

2.9 Attack Factor. The measure of a unit’s
ability to participate in offensive combat.

2.10 Defense Factor. The measure of the
unit’s ability to participate in defensive
combat.

The Defense Factors of artillery units
are enclosed in parentheses. This number
is used only when artillery is defending
and there are no other combat unit types
(infantry, cavalry, engineer or armor)
stacked with it.

If a combat unithas no middle number
then the left number on its counter is both
its Attack and Defense Factor.

2.11 Movement Factor. The measure of a
unit’s ability to move across the map. The
movement factor is made of movement
points (MPs).

2.12 Steps. The number of “Steps” a unit
contains is the measure of its ability to
absorb combat losses before being elimi-
nated. Elimination in game turns does
notmean thatevery manis dead, butonly
that the unit has ceased to function effec-
tively. All infantry/cavalry and artillery
units have two steps. The front or stron-
ger side of the unit is what shows when-
ever the unit is first placed on the map. A
unit onits frontsideis forced to take aloss
due to combat or attrition the unit is
flipped to its reduced side.

Engineer and armor units have only
one step and are eliminated when forced
to take losses.

2.13 Non-Combat Units. There are four
types of non-combat units: leaders, gen-
eral headquarters, trucks and supply
units.

2.14 Leaders. Each leader counter con-
tains the following information: Nation-
ality, Name, Political Rating, Command
Rating, and Movement Factor. Flipping
the leader to his reverse side indicates he
is out of General Supply (see 8.0). Leaders
with a letter in place of a name are un-
named junior commanders.

Leader's Name

Estig
Political Movement
Rating 1 3 +2 121 pyqtor

(ommand Rating

This counter represents the Para-
guayan leader General Estigarribia. He
has a political rating of 3, a command
rating of +2 and a movement factor of 12.

2.15 Political Rating. The measure a
leader’s power and influence within the
political/military structure of his coun-
try. The greater the number, the more
“pull” he has.

2.16 Command Rating. The measure of
the leader’s military acumen, not only as
a tactical/ operational commander but as
an administrator and “inspirational” fig-
ure. Command ratings affect combat sup-
ply point generation, combat resolution
and retreat/rout dierolls. This number
can be positive, negative or zero.

2.17 Leader Abbreviations. The follow-
ing leaders’ names have been abbrevi-
ated: ’
Bolivia -
Marz - Marzana
Periar - Pefiaranda
Paraguay
Estig - Estigarribia
Ferna - Fernandez
Irraz - Irrazabal

2.18 General Headquarters. These units
represent the logistical and control center
of the two armies. Their use is explained
in Rules Section 8.5. They have
only a movement factor. The

OOS on the reverse side indi-
cates the GHQ is out of Gen-
eral Supply.

2.19 Trucks. All truck units have a move-
ment factor of 8. The front side (with the
MF showing) indicates that the truckmay
be used to transport combat units and
combatsupply points. The back side indi-
cates that the unit is “attached” or dedi-
cated to its army’s supply network.
Front Buck

A5

Beginners Note. Ignore all references
to supply units and combat supply
points until you're comfortable will all
the other facets of the game system.

2.20 Supply Units. A supply unit is used
torepresent combatsupply points (CSPs).
All supply units have a movement factor
of 4. The front side represents 1 CSP and
the back side represents 2, 3, or 5 CSPs.

Front Back
XO2 D
4 4
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2.21 Mechanized and Non-mechanized
Units. Armor and truck units are mecha-
nized (mech); all other units are non-
mechanized (non-mech). The distinction
is important for movement purposes.

2.22 Informational Markers. The func-
tions of these counters are explained in
later sections of these rules.

Informational Markers

S

Depot Aircraft

1O

Trail Entrenchment

Fortification

2.23 Charts and Player Aids. The follow-
ing charts and tables are needed to play:
Combat Results Table (CRT), Terrain Ef-
fects Chart (TEC), Artillery Barrage Table
(optional), Supply Table, Retreat/Rout
Table, Attrition Table and Loss Reference
Chart. Theboxesonthemaparethe Leader
boxes, Available and Replaced Leader
boxes, Reinforcement box, Deadpile box,
Available Truck box, Air Markerbox,and
the Supply Radius box. The tracks on the
map are the Turn Record Tracks (month

~and year), Replacement Points and Vic-
tory Point tracks.

§ 3.0 SET UP & HEX
CONTROL

3.1Set Up. Select the scenario to play and
follow the instructions for unit placement
on the map (see 17.0). All unused combat
units are placed in the ownir(g side’s Re-
inforcement Box. All remaining truck
units are placed in the Available Truck
box. All unused leaders are placed in the
Available Leader Box. Air markers are
placed in their boxes. Replacement mark-
ers are placed in the zero boxes of their
tracks. Victory Point markers are placed
in the boxes designated by the scenario
being played. Place the Month/Year
markers on the correct boxes of the Game
Turn Record Tracks.

3.2Hex Control. Each hexis controlled by
only one player at a time. The control of a
hex switches instantly from one side to
the other as soon as a combat unit from
the enemy side enters it. Each scenario
describes the beginning areas of hex con-
trol. Control is important for adjudicat-
ing victory.

Chaco

4.0 THE TURN SEQUENCE

4.1In General. Each game turnis divided
into two player turns. Each player turn is
subdivided into several phases. Each ac-
tiontakenby a player mustbe taken in the
appropriate phase. Once a player finishes
a phase, he may not go back to perform
some forgotten action unless his oppo-
nent graciously permits it.

4.2 Outline Sequence. The complete Turn
Sequence is given below in outline form.
Therest of the rules are organized so as to
explain things in the order they are en-
countered as you progress through the
Turn Sequence.

1. Weather & Truce Check

II. Paraguayan Player Turn
A. Supply Phase
B. New Unit Phase
C. Movement Phase
D. Bolivian Reaction Movement
E. First Combat Phase
E. Bolivian Reaction Combat
G. Second Combat Phase
H. Construction Phase
1. Political Phase

IIIL. Bolivian Player Turn
A. Supply Phase
B. New Unit Phase
C. Movement Phase
D. Paraguayan Reaction Movement
E. First Combat Phase
F. Paraguayan Reaction Combat
G. Second Combat Phase
H. Construction Phase
L. Political Phase

IV. Victory Check

Beginners Note. Ignore all references
to Weather (Rainy Season), Truces,
Leaders, Supply and Combat Supply,
Armor, Aircraft, Artillery, Engineers
and the Political Phase.

5.0 WEATHER

The January and February game turns
are Rainy Season turns. December turns
are possible Rainy Season turns. All other
turns are considered to be dry weather.
At the beginning of each December turn
either player rolls one die and on a result
of '1’,’2" or ‘3’ that turn is a Rainy Season
turn. Flip the Month/Game Turn marker
to its ‘Rainy Season’ side as a reminder.
Rainy Season turns increase terrain costs
for unit movement and for tracing Lines
of Communication.

6.0 TRUCES

6.1 In General. At the beginning of each
game turn either player rolls one die to
see if the diplomatic community has ar-
rangedatruce.Onarollofa ‘1’ thereis the
possibility of a truce and a second die is
rolled. Ona ‘1’ or 2 a truce is in effect for
this game turn.

6.2 Refusing the Truce. If a truce comes
into effect, either player may refuse the
truce by reducing his Victory Point total
by 10 VPs and the turn is played nor-
mally. The player with the most VPs gets
first opportunity to decline the truce. If
both VPtotalsare equal, roll adie forright
of first refusal.

6.3 Effects of a Truce. During a truce turn
all game functions are performed nor-
mally except for the following:

1) neither side may initiate any com-
bat;

2) units may not move into enemy
zones of control (EZOCs, see 7.0) unless
thathexisalready friendly occupied (units
already in EZOCs may move outof them);

3) units may not enter enemy-con-
trolled settlement hexes; and

4) EZOCs have no supply effects (but
the presence of enemy combat units still
blocks supply).

6.4 Duration of Truce. In the Weather &
Truce Check of subsequent turns either
player rolls one die to see if the truce
continues into that turn. Ona ‘1" or 2’ the
truce continues unless one of the players
refuses it (and pays the 10 VP cost). A
truce can go onindefinitely aslong asa ‘1’
or 2’ isrolled each turn and neither player
refuses it.

Design Note. As both sides were to-
tally dependent upon arms and finan-
cial support from the outside, any se-
rious effort by the League of Nations
or by neighboring American nations
to end the conflict would likely have
succeeded. The League was relatively
unconcerned and the neighboring
countries had no strong motive to stop
the war. The truices that were arranged
never developed into 'an end to the
war largely due to the fear of both
governments of presenting their own
people with a defeat after their exten-
sive propaganda campaigns had
whipped the people toa frenzy. How-
ever, when one side had essentially
what it wanted, and the other had lost
toomuch to continuethe fight, a peace
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was possible. This is reflected in game
terms with the possibility of a “truce”
becoming a permanent ceasefire.

§ 7.0 ZONES OF CONTROL

7.1In General. Most units exert “Zones of
Control” (ZOCs) into the six surrounding
hexes. There is no qualitative difference
between a hex containing a ZOC exerted
by one unit and a hex containing ZOCs
exerted by more than one unit. The ZOCs
of both sides may be exerted simulta-
neously into the same hex. Only infan-
try/cavalry units exert a ZOC. NO other
unit type exerts a ZOC. ZOC-exerting
units stacked with them would continue
to do so.

7.2 Limits. ZOCs donotextend into Moun-
tain hexes, or across river hexsides or
international borders.

7.3 Movement Effects. During the Move-
ment Phase, a unit may not enter an en-
emy ZOC (EZOC) unless afriendly leader
is moving with the unit or a friendly
leader is already in the EZOC hex. The
unit must stop in the first hex entered
which contains an EZOC.

Units in EZOCs may not perform Re-
action Movement (10.10). A unit begin-
ning its Movement Phase in an EZOC
may move out of the EZOC, provided the
first hex it enters contains no EZOC. A
leader is not required for a unit to exit an
EZOC. A unit that exits an EZOC could
enter another EZOC in the same Move-
ment Phase, provided a leader is present,
but would have to stop there.

Design Note. The importance of lead-
ership in getting troops into contact
cannotbeoverstated. Move yourlead-
ers first!

7.4 Combat Effects. ZOCs have no effect
on combat — units are not required to
attack adjacent enemy units.

7.5Retreat/Rout Effects. Retreating /rout-
ing combat units may not enter EZOCs. If
a combat unit is unable to complete its
retreat/rout due to EZOCs it ends its
retreat/rout movement in the last avail-
able hex and takes a step loss or, if it only
has one step, is eliminated.

Non-combat units forced to retreat
through EZOCs are treated as follows:
truck and supply units are eliminated;
leaders are placed with nearest friendly
unit, and GHQ’s are removed from the
map for 1 game turn.
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7.6 Advance After Combat Effects. Ad-
vancing units ignore EZOCs when they
enter the vacated enemy hex.

7.7 Supply Effects. Unnegated EZOCs
block the following:

— the Line of Communication (LOC)
between the GHQ and a supply source;

— the supply radius between a sup-
plied leader/GHQ unit, depot or supply
source hex and a unit receiving supply;
and/or

— the path between a GHQ and a
potentially “isolated” combat unit.

7.8 Negating ZOCs. For the purposes of
supply and retreat effects, the presence of
a friendly combat unit in a hex where an
EZOC is being projected “negates” that
EZOC even if that friendly combat unit
type does not exert a ZOC itself (i.e. artil-
lery, armor and engineers). EZOCs are
never negated for movement.

8.0 SUPPLY

8.1 In General. There are two types of
supply, General and Combat. General
Supply represents the basic needs for sur-
vival and decent morale (food, water,
clothing, mail, etc.). General Supply is not
represented by any counters, but is mea-
sured abstractly by tracing lines of sup-
ply. General Supply is determined for
each combat unit at the beginning of each
player turn and is explained in sections
8.3-8.13.CombatSupply represents what
is required over and above General Sup-
ply to carry out effective combat opera-
tions (ammunition, weapons, equipment,
etc.). Combat Supply is represented by
supply units on the map and is deter-
mined at the instant of combat (see sec-
tions 8.14-8.15 and 12.12).

Design ‘Note. A detailed logistical
simulation of the Chaco War would
warrant a game all its .own. On the
other hand, the total abstraction of
supply would leave the players with-
out an inadequate simulation of the
difficulties faced by their real life coun-
terparts. The ‘supply mechanics pre-
sented here are accurate in their ef-
fects, appropriate for the game’s scale
and (we hope) intuitive enough that
theplayer’s willnothaveto constantly
refer to the rules after learning them.

8.2 The Supply Table. Each player con-
sults this table during his supply phase to
determine the availability of new combat
supply, replacements and new trucks he

will receive that turn. The roll is modified
by the length of his army’s primary LOC
(8.6), and by the quality and location of
his Army Commander (15.1).

Roll one die and adjust the result ac-
cording to the Supply Table modifiers.
Cross-reference the modified result with
the appropriate Line of Communications
length column. The left number is the
number of new Combat Supply Points
(see 8.14). The right number is the num-
ber of new replacement points received
(see9.1). A ‘T, if present, indicates a new
truck unit is received (see 9.6).

8.3 General Supply. Every combat unit
must receive General Supply during the
owning player’s supply phase or it is
subject to attrition (8:12). General Supply
originates ‘at a friendly Supply Source
(8.4). The primary method of delivering it
to combat units is along the Line Of Com-
munications (8.6) the army’s General
Headquarters (8.5). Thelength of the Line
of Communications determines the
army’s supply radius (8.7) for that turn.
Combat units can draw General Supply
from the GHQ, depots (8.8), a supply
source, and /or any leader (8.9) within the
supply radius of the GHQ, a depot, a
supply source, or another leader already
in supply.

A player checks his units for General
Supply once in each of his player turns.
Only combat units need General Supply.
An attrition check is the only effect on
combatunitsnotin General Supply. Truck
and supply units donot check for General

Supply.

Design Note. Each army has only one
LOC, which is the primary supply
route for that army. The length of the
LOC determines the supply radius for
the entire army. Think of the LOC as
the trunk of a tree and the GHQ, lead-
ers, and depots as branches.

8.4 Supply Sources. Supply source hexes
are printed on the map witha (B symbol.
Allsupply sources are on themap’s edges
except for two: the Paraguayan railhead
(3447) and Villa Montes (2807). The rail-
head and all supply sources on the south
map edge are Paraguayan; Villa Montes
and all the sources on the north map edge
are Bolivian. Only friendly-controlled
supply source hexesthatarenotinenemy
Z0OCs may be used as supply sources.
Supply source hexes are always in Gen-
eral Supply.

Therailhead serves asa supply source
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(and is in General Supply) only if the
terminal hex and all the other railroad
hexes are free of Bolivian combat units
and their unnegated Zones of Control
(ZOCs). Villa Montes serves as a supply
source (and is in General Supply) only if

its hex and all the hexes adjacent to the
river (Rio Cuevo) between Villa Montes
and the north map edge are free of Para-
guayan units and their unnegated ZOCs.

8.5 General Headquarters (GHQ). This

counter represents each army’s adminis-
trative and logistics center. Its location on
the map determines the Line of Commu-
nication for General Supply and for gen-
erating new Combat Supply Points, Re-
placements and truck units.
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SUPPLY EXAMPLE

Bolivian Supply Phase [all hexes are BUSH hexes)

General Supply LOC Determination, Depot Placement and Supply Radius Determination. The Bolivian player traces an LOC from a supply
source hex (S1) to his GHQ unit. He places two depots on settlements in hexes D1 and D2. It is not rainy season turn so the LOC length
is 20. The Supply Table shows that the supply radius for an LOC of that length is 8. He place the supply radius marker with the 8 side showing
in his Supply Radius Box.

Check Combat Units & Leaders. Since there is an LOC between the GHQ and the supply source, the GHQ counter is not flipped o its OOS
side and it has a supply radius of 8 movement points. Combat unit 5 (U5} is within this radius via the road as is UT and leader 1 (L1} who
in turn has an 8 MP radius for being in General supply. This puts U2, U6, U7, L4 and L2 in supply. U10, U3 and U4 are within the supply
radii of L2 and L4. U8 and U9 are not in supply even though there is a leader (L3) with an aftached truck ot D2. This is because the supply
radius to them would have to combine Mech and Non-Mech movement rate which is not allowed. L5 is within the supply radius of S2 and
he extends supply fo UT1 and U12.

Attrition Check. U8 and U9 must make attrition dierolls. Neither unit has water nor is isolated so the die roll for sach is modified by -1.

New Combat Supply Points. The Bolivian player rolls one die and subtracts 1 from it for his army commander’s command rating (which
happens to be Pefia who is stacked with the GHQ unit). The resultis a 6, reduced o a 5. On the 0-20 column (the LOC length) on the Bolivian
side of the Supply Table, a 5 results in 4 CSPs, 4 replacements, and 1 new truck. The replacements are added fo the Bolivian Replacement
Track for distribution in the New Units Phase. The truck is taken from the Available Truck Box and will be placed on S1. The 4 CSPs could
be distributed among any of the leaders and the GHQ since dll are in General supply

(Had this been  rainy season turn the LOC length would be 40 and the supply radius 4 MPs. This would mean that units 11, 8, 9, 10,
7,4, and 5, and leader 4 would be out of general supply. L4 would be flipped fo its OOS side and would have no supply radius.)
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The GHQ has two sides: a General
Supply side and an Out Of Supply side. If,
inits Supply Phase, the GHQ cannot trace
a valid LOC, the GHQ counter is flipped
to its Out Of Supply side. If a player’s
GHQ is off the map or not able to trace an
LOC he does not make a supply die roll
and receives no new CSPs, trucks or re-
placements for that turn.

The GHQ does not count for stacking
and has no combat strength or ZOC. If an
enemy unit enters the hex occupied by
the GHQ, the GHQ is removed from the
map and is returned to the map on the
following turn during the owning player’s
New UnitPhase (see9.0). It may be placed
onany hexnotinanenemy ZOC to which
a valid LOC can be traced. If, in his Sup-
ply Phase, a player cannot trace a LOC for
his GHQ because of the presence of ter-
rain, enemy units and their ZOCs, he may
voluntarily remove the GHQ from the
map and return it to play on the next turn
as described above.

8.6 Line Of Communication (LOC). An
army’s LOC is a path of contiguous hexes
traced from a supply source to the GHQ.
Any one supply source can be used, and
it need not be the same source every turn.
The length of the LOC is measured using
the LOC cost column on the TEC. The
path may NOT include hexes occupied
by enemy combat units or their unne-
gated ZOCs, swamp hexes (unless tra-
versed by a road), or enemy-controlled
settlement hexes. Enemy non-combat
units and markers do not block an LOC.
LOCs may be of any number of hexes in
length — the only effects of alonger LOC
is a shorter supply radius and fewer ben-
efits from the supply table.

8.7 The Supply Radius. The length of the
LOC determines that army’s supply ra-
dius for that turn. Consult the Supply
Table. Ifthe turnisaRainy Season, use the
Rainy Season movement costs. A box la-
beled Maximum Supply Radiusislocated
on the map, and each player has a supply
radius counter with 8 ononesideand 4on
the other. If the supply radius is 8, place
the counter in the box with the “8” side
showing. If the supply radius is 4, place
the counter in the box with the “4” side
showing. If the supply radius is 6, remove
the marker from the box. Once deter-
mined, the supply radius remains the
same until the player’s next supply phase.

Thesupply radiusis measured in Non-
mechmovement points (see2.21and 10.4).
Any combat unit within the radius is in
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General Supply and is eligible to receive
combat supply. When measuring the ra-
dius, do count the hex theunitisin, donot
count the hex providing supply.

The radius cannot extend into a hex
containing impassable terrain, enemy
combat units or theirunnegated ZOCs, or
enemy-controlled settlements. Non-com-
bat units DO NOT block supply radii.

If an LOC does not exist (either be-
cause the GHQ s off themap oris blocked
from all supply sources) the Supply Ra-
dius is set to 4.

8.8 Depots. A depot represents a supply
terminus along the LOC. Depots projecta
supply radius. A depot may be placed on
any settlement along the LOC. There are
four depots that are used by both sides.
Any number of the depot markers can be
used (from zero to four) and different
settlements can be used for depot place-
ment each turn so long as each settlement
is on the LOC. After each player’s supply
phase, remove the depots from the map.

8.9 Leaders. Each leader who is in Gen-
eral Supply projects a supply radius. A
leader is in General Supply if he is within
the supply radius of the GHQ, a supply
source, a depot, or another leader who is
in turn in General Supply. A leader in
General Supply may deliver General Sup-
ply to combat units or to other leaders
within the supply radius of the providing
leader. Note that it is possible to make a
chain of leaders from the GHQ, a supply
source or a depot. Each leader in the chain
can provide General Supply to all combat
unitsin hisradiusand to thenextleader(s)
in the chain.

8.10 Drawing General Supply. All
friendly supply sources, a GHQ with a
valid LOC, depots and leaders in General
Supply may provide General Supply to
any combat unit within its supply radius.
Any combat units within the supply ra-
dius of any of these sources is in General
Supply. All other combat units are out of
general supply and must roll for attrition.

8.11 Attached Trucks. A player may at-
tach a truck unit to any hex from which a
supply radius is being projected. The at-
tached truck allows the radius distance to
be measured at either the Mech or non-
Mech movement rates. When tracing a
supply radius to a particular hex, Mech
and non-Mech movement rates may not
be mixed.

The truck unit may be attached at any-
time during the player’s Supply Phase
and is indicated by flipping the truck unit

toits “attached” side. Attached truck units
may not move, even if the leader/GHQ
unit to which they were attached moves.
They must remain in that hex until the
nextfriendly Supply Phase, atwhich point
any attached truck not stacked with a
leader, GHQ or supply source hex must
be flipped back to its normal truck side.
Those still stacked with a leader, GHQ or
supply source may remain attached if the
playerwishes. Trucks may notbe attached
to a depot marker that is not stacked with
a friendly leader.

Attached trucks are destroyed (placed
in the Available Truck Box) if forced to
retreat/rout or if enemy units enter their
hex.

8.12 Attrition. If a~combat unit fails to
receive General Supply it must check for
attrition. Only combat units are subject to
attrition. Roll one die for each unsupplied
unit. Modify the die roll if any of the
conditions listed in 8.13 applies.

If the modified die result is greater
than “1”, there is no effect on the unit. On
aresult of ‘0 or ‘1" the unit losses one step
(a unit with only one step remaining is
eliminated). If the result is less than ‘0’
(i.e. negative) the unit is eliminated re-
gardless of the number of steps it has —it
has surrendered and is worth extra vic-
tory points (see 16.2). It is possible for
some units in a stack to surrender while
others are simply reduced and/or unaf-
fected.

If all the units in a hex are eliminated
by attrition and a leader is leftalone in the
hex, displace him to the nearest friendly
combatunitand roll for the loss of Victory
Points (see 10.3 and 16.2)

There are no cumulative effects for
being unsupplied on consecutive game
turns. If a unit survives the attrition die-
roll, evenifit takes a steploss, it functions
normally for the remainder of the turn.:

8.13 Attrition Modifiers. The following
three conditions modify the attrition die
roll. The conditions are cumulative and
may cancel each other out.

Water. If a unit has no water subtract 1
from the die roll. A unit has water if: 1) it
is on a “wet” settlement or “well” hex; 2)
it is adjacent to a river hexside; or; 3) the
turn is a rainy season game turn.

Isolation. If a unit cannot trace a sup-
ply path of any length through hexes free
of enemy units or unnegated EZOCs it is
“isolated.” Subtract 2 from the die roll.

Air Supply. The Bolivian player may
expend 1 unused air marker to “drop”
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supplies to one combat unit (not stack)
rolling for attrition. The air marker is
flipped to its “USED” side. The unit re-
ceiving air supply may be anywhere on
the map. Add 1 to the die roll. Air supply
does not put a unit in General supply.
Only one air supply drop may be made
per turn. There is no combat air supply
and no Paraguayan air supply at all.

8.14 Allocating Combat Supply Points
(CSP). CSPs received from the Supply
Table die roll may be placed on any sup-
ply source, the GHQ or any leader. The
hex of placement must be in General Sup-
ply at the moment of placement. CSPs are
expended during the Combat Phases al-
lowing combat units to fight at their full
effectiveness (see 12.12). A playerreceives
new CSPs once in his player turn, during
his Supply Phase. CSPs may not be with-
held from the map — any new CSPs
which are not allocated are lost. CSPs
may be allocated to depots only if a
friendly leader is stacked there also.

8.15 Supply Units. CSPs are represented
on the game map by Supply Units. The
back of each supply unit represents 1
CombatSupply Pointand the fronts show
multiples of x2, x3, and x5 CSPs. The
units/points may be combined or broken
down as needed. When stacked with a

_leader they may placed on that leader’s
Leader box to help reduce large stacks.
There is no counter limitation for supply
units and extras may be constructed as
needed.

Supply units move at the non-Mech
movement rates and may be carried by
trucks (see 10.11). Supply units have no
combatstrengthand donot projecta ZOC.
Supply units may be captured and used
by the enemy (see 10.3 and 12.9).

§ 9.0 NEW UNITS

9.1 Replacements. Replacement points
represent troops and equipment used to
replenish combat units already in play.
There are no counters representing the
replacements themselves — keep track of
the number of unused replacement points
available using the Replacement Point
Track on the map.

Replacement points are received from
the Supply Table roll during each supply
phase (see 8.2). Adjust the track marker to
record the new replacement points. Un-
used replacement points may be accumu-
lated from turn to turn but no more than
9 may be saved. Any points saved above
that limit are lost.

Chaco

9.2 Eligible Units. Only infantry and cav-
alry type units on their reduced sides
may receive replacements. Units receiv-
ing replacements mustbe in General Sup-
ply at the instant of receipt. No unit in the
dead pile may receive replacements.

9.3 Effect of Replacements. A unit re-
ceiving a replacement point is flipped
from its reduced side to its full strength
side and that player’s replacement point
totalisreduced by one. Thereisnolimitto
the number of times a reduced unit may
be returned to full strength.

9.4 Reinforcements. Reinforcements are
new combat units which enter play dur-
ing the course of the game. The number of
new units each side receives is dependent
on its reinforcement schedule. The par-
ticular counter(s) that are used are drawn
randomly from the player’s Reinforce-
ment Pile. If the Reinforcement Pile is
exhausted the player’s Dead Pilebecomes
his Reinforcement Pile and a new Dead
Pile is started. If both piles are empty the
player receives no reinforcements that
turn; they may not be accumulated. Rein-
forcements arrive at full strength and are
placed on the map on any friendly-con-
trolled supply source hex(es) within stack-
ing limits.

Reinforcement Schedule
Bolivia
September 1932: 2 units
All other turns: 3 units
Paraguay
Sept. 1932 to Jan. 1933: 3 units
All other turns: 2 units

9.5 Call-Ups. At the beginning of his Re-
inforcement Phase, a player may declare
a “call-up” of reservists and pay an im-
mediate VP cost. For each call-up, the
player rolls one die and draws that many
combat units from his reinforcement pile.
These units are taken in addition to the
units he would normally draw for that
turn. The Bolivian player may make as
many call-ups as he wishes during the
game. The Paraguayan player may only
make two. Each call-up costs that player
5 VP’s.

9.6 Trucks. New truck units received from
the Supply Table dierollare placed on the
map like combatunitreinforcements. The
number of truck unit counters available
to each side is a design limitation. Addi-
tional truck counters may notbeadded to
the counter mix if all a player’s truck
counters are in play. If all are in play and
more are called for on the Supply Table,
the new ones are ignored. Any time a

truck unit is destroyed, put it back in the
Available Trucks box on the map.

§ 10.0 MOVEMENT

10.1 In General. A unit’s movement fac-
tor (MF) represents its relative ability to
move across the map. The MFis madeup
of movement points (MPs). A unit’'s MPs
may not be saved from turn to turn, nor
may they ever be transferred or loaned
from one unit to another. Units that do
move need not expend all their available
MPs.

A unit moves from hex to hex in any
direction of combination of directions
during its move; no skipping of hexes is
allowed. Finish moving one unit before
starting the movement of another. Oncea
player has started moving another unit,
he may not go back to adjust previously-
moved units without his opponent’s per-
mission.

Each player moves his units during
the Movement Phase of his own player
turn and, under more restricted condi-
tions, in the Reaction Movement Phase of
his opponent’s player turn (see 10.10).
During hisMovementPhase hemay move
all, some or none of his units.

See 11.4 for movement of stacks of
units.

10.2 Enemy Units. A moving unit may
notenter a hex containing an enemy com-
bat unit, and must cease movement on
entering a hex in an EZOC.

10.3 Non-Combat Units. Friendly non-
combat units may not enter hexes occu-
pied by enemy units. Friendly combat
units may move through hexes occupied
by enemy non-combat units. The effect
on the enemy unit varies by unit type as
follows:

Leader: move him to the nearest
friendly (to the leader) combat unit. If he
is a named leader, the moving player
adds VPs equal to the leader’s political
rating times one dieroll. This procedureis
also used for leader displacement per
sections 8.12 and 12.9.

GHQ: remove it from the map for one
turn per 8.5.

Truck:itiseliminated; removeditfrom
the map and place it in the Available
Trucks box.

Supply unit: roll one die for each sup-
ply point in the hex. It is captured ona ‘1’
or 2, otherwise it is eliminated. Replace
the captured CSP(s) with a supply unit of
the correct color. It is treated as a friendly
CSP from then on.
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SUPPLY TABLE
Paraguay Bolivia
LOC Length 0-20 21-40 41+ 0-20 21-40 41+
Supply Radius| 8 6 4 8 6 4
-3 1/0 0/0 0/0 2/1 11 0/0 DIEROLL MODIFIERS:
_ +/- Army Commander’s
2 1/0 1/0 0/0 2/2 1/1 0/0 Command Rating
-1 2/0 1/0 0/0 2/2 1/1 1/0 -1 if the Army Commander
is not stacked with his GHQ
0 2/1 1/0 1/0 3/2 2/2 1/0 -3 if the Army Commander
- 1 3/1 2/1 1/0 3/3 2/2 1/1 is cut off from his GHQ, i.e. if
[ a path of hexes of any length
- g 2 31 2/1 1/0 3/3 3/2 1 cannot be traced from the
| s 3 3/1 2/1 2/1 4/3 - 3/3 2/2 Army Commander’s hex to
[ =~ his GHQ without entering en-
2 . g
| 4 4/1 31 2/1 /3T | 33/ 2/2 tering unnegated EZOCs.
5 4/2/1 3/2/1 2/1 4/4/1 4/3/T 3/2/1 .
6 4/2/T 3/2/1 2/1/17 5/4/T 5/4/1 3/3/1T
7 5/2/1 4/2/1 3/1/1 5/4/1 5/4/1 3/3/1
8 5/2/T | 4/2/T1 3/1/1T 5/4/T 5/4/1 4/3/1
Results: Combat Supply Points/ Replacement Points/T (New Truck)
TERRAIN EFFECTS CHART
Terrain Movement Cost LOC Combat
Type Non-Mech| Mech | Cost Effect
CLEAR 1 2 2 ) 214) f-r'l from'clieroll if 50% or more of attacker strength attacking
om or Info.
BUSH 2 (3) PP 3(6) | -1 from dieroll if at least 1 defender is in this terrain.
MARSH 3 (P P (P) P -1 from dieroll if at least 1 defender is in this terrain.
ROAD /.2 | /.2 | 1(2) | NOEFFECT
| HL 2 (2) 3(P) 3(6) | -1from dieroll if at least 1 defender is in this terrain.
MOUNTAIN 3 (3) P (P P -2 from dieroll if at least 1 defender is in this terrain.
1 . Strength of all units attacking across is halved (rounded up).
[ RIVER HEXSIDE +2 (P + ) +6 P) Prohibited on Rainy Season Turns '
FERRY (2807/2707) +1(+2) | +2 (+4) Same as River Hexside
CLEARING HEXSIDE Same as Clear Same as clear
SETTLEMENT NO EFFECT :(:l |I:E:’I;ECT except if overprinted with an Entrenchment or Fortification
L RAILROAD NO EFFECT NO EFFECT

* An engineer unit that is adjacent to the hexside allows units to cross at the FERRY movement rate. Also, engineers allow units

and LOC fo cross rivers during a Rainy Season turn at the regular non-Rainy Season River hexside cost.

Non-Mechanized (Non-Mech) units are all infaniry, cavalry, artillery, engineer, GHQ, leader and supply units. Mechanized

(Mech) units are trucks and armor unit types.
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COMBAT RESULTS TABLE
ODDS RATIO
Die
Roll 1-2 1-1 2-1 3-1 4-1 5-1 6-1
-1 E/- E/- 50R/- 25R/10 | 25R/25 | 25/25 | 25/25R
0 E/- ‘ 50R/- 50R/10 | 25R/25 25/25 25/25R | 25/50R LOSS TABLE
CF 10 25 50
1 50R/- | 50R/10 | 25R/10 | 25/25 | 25/25R | 25/25R | 10/50R ]2 } ] }
2 50R/10 | 25R/10 | 25R/10 | 25/25 | 25/25R | 25/50R | 10/E j } } g
3 25R/10 | 25R/10 | 25/25 | 25/25 | 25/50R | 10/50R | 10/E 2 } 522 g
4 25R/25 | 25R/25 | 25/25 | 25/50R | 10/50R = 10/E -JE g } g j
5 25R/25 | 25/25 | 25/25R | 25/50R | 10/E 10/E -JE ?o } g g
6 25/25 | 25/25 | 25/25R | 10/50R = O/E -JE -JE } ; g g 2
Odds less than 1-2 are treated as 1-2 but dll defender results are 13 2 4 7
Odds greater than 6-1 are treated as 6-1 142 4 7
Modified dierolls less than -1 are treated as -1 15 2 4 8
Modified dierolls greater than 6 are treated as 6. : } ? g g g
Results: 18 2 5 9
ATTACKER/DEFENDER #: Minimum Percentage Loss of printed strength points 19 2 5 10
E: Elimination 20 2 5 10
R: Retreat/Rout Check : 21 3 6 11
-: No Effect 2 3 6 11
23 3 6 12
24 3 6 12
RETREAT/ROUT TABLE 25 3 7 13
. 2 3 7 13
Dieroll 1 2 3-6 27 3 7 14
‘Bo|ivian ROUT ROUT RETREAT 28 3 7 14
Paraguayan ROUT RETREAT RETREAT 29 3 8 15
Dieroll Modifier: Command Rating of the leader in the stack 0 4 8 15
with the greatest Political Rating 31 4 8 16
32 4 8 16
33 4 9 17
34 4 9 17
. 35 4 9 18
BARRAGE TABLE (Opfional) IR
Number of Arillery Units Barraging 38 4 10 19
Die 1 2 3 4 ATTRITION TABLE 39 4 10 20
Rt]’“ : ] , ) Atrition Dieroll Result: 40 4 10 20
2 o 1 'I 'I 2+ no eFfe.d. CF = Combqf FGC"OI'S
0 — 1: unit loses 1 step
3 0 0 1 1 < 0: unit is eliminated or, if isolated,
4 0 0 1 1 surrenders
5 0 0 0 1
6 0 0 0 0 Attrition Dieroll Modifiers (cumulative):
No Water: -1
Result: 0, 1 or 2 = number of steps from D |S?|0fed= -2 .
Add 1 if the hex is entrenched or fortified. Air Supply: +1 (Bolivian only)
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10.4 Terrain. A unit expends one or more
MPs to enter each hex. The terrain in each
hex will affect the number of MPs ex-
pended. To enter a hex, a unit must have
enough MPs remaining to pay the full MF
cost for it — a unit is nof guaranteed the
ability to enter one hex per turn.

The MP cost and other movement ef-
fects of each terrain type are summarized
on the Terrain Effects Chart, and some of
the moreimportant distinctions are given
below.

10.5Rivers. River hexsides costnon-Mech
+2 MPs and Mech units +4 to cross in
addition to the terrain cost of the hex
being entered. An engineer adjacent to a
river, oneither its combat or building side
(see 14.2), allowsall friendly units to cross
adjacent river hexsides at the Ferry cross-
ing rate of +1 non-Mech and +2 Mech MP
cost instead. The engineer may have
moved and/or move later in the phase
and still provide this river crossing ben-
efit.

During aRainy Season turnrivers may
be crossed only with the assistance on an
engineer but at the regular (+2/+4) MP
costs. Exception: the PilcomayoRiver may
be crossed in the Rainy Season withoutan
engineer, but only at the ferry through
hexside 2807 /2707.

10.6 Clearings. Clearings exist along hex-
sides rather than inside hexes. Units may
movealong clearings as though they were
clear hexes. Each clearing hexside costs 1
MP. The clearing hexside may nof be ina
EZOC. A clearing hexside is in an EZOC
when either of the two adjacent hexes is
covered by an EZOC. A unit may notend
its movement on a clearing hexside; it
must end its movement in a hex. This
means thata unitmovingalong aclearing
hexside must have enough MPs remain-
ing to enter one of the adjacent hexes
before it can cease movement. Clearing
hexsides can be treated as clear hexes for
LOC paths, supply radii, isolation deter-
mination, and movement. Units may not
use clearing hexsides for retreat/rout
movement or advances after combat.

10.7 Roads allow units to ignore the MP
costs of other terrain in the hex. Non-
Mech units pay 1/2 (one half) MP per
road hex entered. Mech units pay 1/3
(one third) MP per road hex entered. To
use a road, a unit must move across the
hexside crossed by the road; that is, it
must travel along the road. Entering a
road hex through a hexside not crossed
by the road does not generate any move-
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ment benefits - in such cases the unit pays
regular terrain costs. A unit may combine
road and off-road movement in any way
during a Movement Phase.

10.8 Rainy Season turns increase the
movement costs of some terrain and pro-
hibits movementinto some terrain. Rainy
season terrain costs are shown in paren-
theses next to the regular terrain costs on
the Terrain Effects Chart. If the rainy sea-
son cost is a “(P)” that terrain is prohib-
ited during rainy season turns.

10.9 Other Prohibitions. Except when on
roads Mechanized units may not enter
Marsh or Mountain hexes nor may Artil-
lery units enter Marsh hexes.

10.10 Reaction Movement. During the
Reaction Movement Phase of the oppo-
nent’s player turn, a player may move
some, none or all of his units which meet
the following conditions and restrictions
(all other movement rules apply nor-
mally):

1) the unit may not begin its Reaction
Movement Phase in an EZOC;

2) the unit must begin the Reaction
Movement Phase stacked with a leader
and must remain with that leader for the
entire move (the leader may not move off
after the unit stops);

3) the unit may move only 1/2 half its
MF (round up)

4) a unit may not be picked up by a
moving stack; and

5) a unit dropped off a moving stack
must end its movement when dropped.

10.11 Truck Transport. Unattached truck
units may be used during the Movement
and Reaction Movement Phases to carry
combat and supply units. Each truck may
carry one combat unit, whether full
strength or reduced, or two CSPs. Artil-
lery can be transported by truck and
counts as one combat unit. Bolivian ar-
mor units cannot be transported by truck.
Any number of leaders and GHQ units
may be transported by one truck in addi-
tion to any other cargo.

To carry a unit, the truck moves to the
unit’s hex and expends 2 MPs to pick up
the unit. The truck and its cargo is then
moved as one unit with the normal move-
mentrestrictions. The carried unit may be
dropped offatany point during the truck’s
movement. Transported units are auto-
matically dropped off when the truck
unit ceases its movement. A truck unit
may transportany number of units/points
in one Movement Phase provided it does
not exceed its MF. Transported units can-

not expend their own MPs in that Move-
ment Phase.

Trucks used for transport in the Reac-
tion Movement Phase may only carry
units which meet the conditions listed in
10.10.

10.12 Off-Map Movement. Both sides
may move units between certain hexes on
their friendly map edges by using off-
map movement via the off-map move-
ment boxes printed along the edge of the
map. Units move from the entrance/exit
hexes onto the connected off-movement
boxes and reenter the map at the en-
trance/exit hex at the other end. Enemy
occupied entrance/exit hexes may notbe
used to reenter the map. Combat is not
permitted between units in an entrance/
exit hex and an adjacent off-map box.
Friendly units may not use enemy off-
map movement boxes. Units may end
their movement on off-map boxes and
may change their direction, if desired.
Units that begin the Supply Phase on an
off-map box are always considered to be
in General Supply. There are no stacking
restrictions for off-map movement boxes.
Each off-map movement box indicates a
movement cost of either 1 MP or 1 Turn.
A unit wishing to moving along “1 MP”
boxes simply pays the 1 MP cost for each
box entered. Both regular and reaction
movement may be used to move along “1
MP” boxes. For a unit to entera “1 turn”
box it must begin its Movement Phase in
an adjacent entrance/exit hex and is then
placed in the “1 turn” which completesiits
movement. A unit that begins its Move-
ment Phase in a “1 turn” box may move
normally starting with either connecting
entrance/exit hex. Reaction movement
may not be used to enter or exit “1 turn”
boxes.

10.13 Mounted Cavalry Units (Optional).
Players have the option of using cavalry
units as true mounted cavalry instead of
being dismounted as they were histori-
cally. When used as mounted cavalry
they receiveamovementbonusbutlower
their chances of survival. The option to
use mounted cavalry must be declared at
the beginning of the game and must be
used for the duration of the game. All
cavalry units, onbothsides, mustbe treat-
ed as mounted if this option is in effect.
Effects. 1) All cavalry, on both sides,
has a movement allowance of 8. 2) If an
attacking force is composed of half or
more cavalry units the combat die roll is
decreased by 1. 3) Cavalry units always
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roll for attrition, whether in General Sup-
ply or not. If they are not in General
Supply their attrition die roll is modified
by an extra -1.

§ 11.0 STACKING

11.11In General. Stacking is the placing of
more than one unit in a single hex. Each
player has a limit on the number of units
which may be in a hex. That limit must be
metattheend of each player's Movement
and Reaction Movement Phase, and at
the end of each individual combat. If a
hex is overstacked at any one of those
times, the excess units (owner’s choice)
must be removed and put into the dead-
pile. Any number of units may pass
through a hex in a given turn.

11.2 Stacking Limits. The terrain in each
hex determines the number of units that
may stack in that hex. No more than 6
infantry/cavalry or artillery units may
stack in a clear hex or in any hex contain-
ing an entrenchment or fortification. No
more than 4 infantry/cavalry or artillery
units may stack in any other type of hex.
Reduced units count the same as full
strength ones.

11.3 Stacking Exceptions. Leaders, GHQs,
engineers, trucks and supply units are
never counted for stacking.

11.4 Movement Of Stacks. During his
Movement Phase, a player is never forced
tomovestacked units together - eachmay
be moved individually. If units are to be
moved together, they must start the Move-
ment Phase already in the same hex. If
units with different MFs are moving to-
gether in a stack, the entire stack uses the
MF of the slowest unit. Slower units may
drop off the stack to enable the faster
units to continue moving.

If a stack of units is moving together
and the player wants to split off one or
more units, the stack may be temporarily
stopped while that unit(s) is moved off.
The parentstack may then finishits move-
ment.

During the Reaction MovementPhase,
unit movement and stacking is more re-
stricted. (see 10.10).

§ 12.0 COMBAT

12.1 In General. Combat can occur at
three times in a single player turn: in the
First Combat Phase, in the Reaction Com-
bat Phase, and in the Second Combat
Phase. The procedure for resolving com-
bat applies to all three of these combat
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phases. During his Combat Phase(s) a
player’s units attack opposing units in
adjacent hexes. The player making the
attack is the attacker and the other player
the defender, regardless of the overall
situation. Combat is always voluntary.
The attacker may make as many or as few
attacks as he wishes, within the combat
restrictions, and need not announce all
attacks in advance. He may resolve them
in any order he wishes. Each attack is
resolved before the next is begun.

12.2 Restrictions. A combat unit may at-
tack if it is stacked with or adjacent to a
friendly leader at the instant the attack is
declared. One leader allows any number
of units to attack provided they are all
stacked with or adjacent to that leader.
No attacking unit may be involved in
more than one attack and no enemy unit
may be attacked more than once per com-
bat phase. A leader may initiate any num-
ber of attacks. A unit’s attack and defense
strengths are indivisible and may not be
divided among different battles, either
on attack or defense. Once an attack is
declared it must be executed regardless
of what the final combat odds are.

12.3 Multiple Hex/Unit Combat. A stack
ofunits defending must defend as a single
unit. Attacking units stacked in one hex
need not all attack, and if they do attack
they need not attack the same defending
hex. Attacking units in two or more hexes
may attack together into a single hex pro-
vided they are stacked with or adjacent to
a friendly leader or leaders. Attacking
units in one or two or more hexes may
attack together into two or more hexes,
providing that all attacking units are ad-
jacent to all defending units and there are
enough attacking leaders present. Any
number of leaders may participate in a
single attack but only one can be used to
modify the combat dieroll. In an attack
with defenders in more than one hex and
with differentterrain types in those hexes,
the one type of terrain that most benefits
the defender is used for combat calcula-
tions.

12.4 Combat Procedure.

1. Determine Combat Strengths: The
attacking player allocates his combat sup-
ply to the attacking units, if /as he wishes,
and totals the attack factors of the attack-
ing units; supplied attackers attack at full
strength and unsupplied attackers at half
strength. The attacker’s total is then modi-
fied for terrain effects. The attacker may
allocate one of his unused air markers to

the combat. The defending player allo-
cates his combat supply to the defending
units, as he wishes and totals his defense
strength; supplied at full and unsupplied
at half. The defender’s total is then modi-
fied for terrain effects. The defender may
allocate one of his unused air markers to
the combat.

2. Compute Odds: Divide the def-
ender’s total combat strength into the
attacker’s total combat strength, round-
ing any remainder in the defender’s fa-
vor. The result is the odds ratio (odds).

3. Resolve the Combat: Find the col-
umn heading corresponding to the odds
obtained in the previous step. Roll a six-
sided die, modify the result for terrain
effects, aircraft and the attacking leader’s
command rating. Cross-index the modi-
fied dieroll result with the odds column
and apply the combat result. At odds
higherthan 8:1, the 8:1 column is used. At
oddsbelow 1:2,the 1:2 columnis used but
the defender suffers no effect, only the
attacker results are applied.

12.5 Combat Results. The result to theleft
of the slash applies to the attacker and
that on the right to the defender. The
resultsare applied to theappropriate force
as a percentage of combat strength lost,
retreats, or elimination. A “-” means the
units of that side are not affected in any
way. An “E” result means that all in-
volved units of that side are “Eliminated”
(12.9). A “10”,“25” or “50” is the percent-
age of combat factors lost by the affected
side. (12.6). An “R” result means that the
affected side must check for retreat or
rout in addition to any loss in combat
strength (12.7-12.8). Apply thedefender’s
result first.

12.6 Percentage Losses. When an attack-
ing or defending force is required to lose
a percentage of its combat strength the
owning player satisfies this loss by either
flipping units to their reduced sides or by
eliminating them altogether. The amount
of combat strength lost must be equal to
or greater (any remainder is rounded up)
than the percentage called for in the com-
bat result. Losses are based on the total,
unmodified combatfactors of theinvolved
units. Artillery units always use their
parenthesized defense factors when used
to take losses. Use the Loss Chart for a
quickand easy determination of the num-
bers of factors lost.

Loss distribution is entirely at the
owning player’s discretion as long as the
minimum loss requirement is met. When
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aunitis flipped from its full strength to its
reduced side, the combat factor differ-
ence between those sides is counted.

A force can be entirely eliminated by
percentage losses even though the com-
bat result was not an “E”. When a per-
centage or “E” result causes BOTH the
attacker and defender to be eliminated,
the combat result is changed to “-/-” (No
Effect) and there are no losses to either
side.

12.7 Retreat/Rout Check. Combat units
that receive a “R” combat result must
check to see if they retreat or rout. The
owning player rolls one die for each of
affected units and consult the Retreat/
RoutTable. Ifaleaderis presentin the hex
the dieroll is modified by the leader’s
command rating. If there ismore than one
leader in the hex the one with the highest
political rating mustbe used forall retreat
rolls in that hex. Each unit’s retreat/rout
check and movementis completed before
the next unit is checked. Each player re-
treats /routs his own units.

12.8 Retreat/Rout Movement.

Retreating combat units move 1 hex
away from the enemy that caused the
retreat result. The hex must not be in an
unnegated EZOC and stacking limits may
not be violated. A river hexside may not
be crossed. Units unable to retreat take a
step loss instead.

Routing combat units move their full
movementallowance (justas though they
were moving normally, pay all terrain
costs) as far away from the enemy as
possible and toward a friendly supply
source. Rout movement should be
through clear hexesand along roads when
possible but always towards a supply
source. No hex may be entered more than
once. A routing unit stops, after it has
moved at least one hex, anytime it enters
a hex containing a friendly leader/GHQ
unit or an entrenchment or fortification.
A routing unit may not enter an enemy
ZOC (even if negated) or cross a river. If
forced to do either it takes a step loss
instead. Units may rout into and through
enemy-controlled hexes. Units may not
retreat/routontoany off-map movement
boxes.

Non-Combat Units. Leader unit(s) in
that hex must be placed with either the
retreated or routed units, owning player’s
choice (note there is no VP loss from
leader displacement — see 10.3). Unat-
tached truck and supply units are placed
with any retreated units. Trucks may only
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retreat to hexes they could normally en-
ter, otherwise they are eliminated. If all
combat units are routed, any truck and
supply unitsareeliminated. Attached truck
units are always eliminated if forced to
retreat/rout.

12.9 Elimination. On an “E” combat re-
sult all combat units and trucks, both
attached and unattached, of the affected
side are removed from the map. Combat
unitsare placed in the deadpilebox; trucks
go into the Available Truck Box. Leaders
are placed with the nearest friendly com-
bat unit and that side loses victory points
equal to the leader’s political rating x 1
dieroll, if he is a named leader (see 10.3).
CSPsare subject to capture (see 10.3) only
if the attacker chooses to advance after
combat; otherwise they are eliminated.

12.10 Further Combat. If a unit retreats or
routs into a hex in which other units are
involved in a defense later in the phase,
the retreated /routed unit does not con-
tribute to the defense of the new hex. If
the subsequent combat result yields an
‘R’ or ‘B’ result or if all the original de-
fenders are lost due to a percent result,
the previously retreated /routed units are
automatically destroyed. Their destruc-
tion does not satisfy any of the new hex’s
combat result.

12.11 Advance After Combat. After any
combat in which the defending hex(es)
are emptied of defending combat units,
all units, combat and non-combat, in the
attacking hex(es) may move into the va-
cated hex. This one hex advance is not
considered part of regular movement.
Advancing units may ignore EZOCs.
Advancing units may not enter prohib-
ited terrain and must observe stacking
limits. After any combat in which the
attacking units have been eliminated or
retreated and the defender’s combat re-
sultwas ‘10’ or *-’, any or all of the defend-
ing units may occupy the attackers va-
cated hexes. Advance after combat is op-
tional for the victorious side but the op-
tion must be exercised immediately.

Beginners Note. Ignore Rule 12.12.

12.12 Combat Supply. CSPs may be ex-
pended during the Combat Phase to pro-
vide attackers and defenders with com-
bat supply. Units without combat supply
have their combat strengths halved
(rounded up).

A unit is in combat supply when it is:

1) stacked with a CSP or 2) within the
current supply radius (as described in
8.7) of a leader/GHQ unit or a supply
source hex thatis stacked with a CSP. The
CSP must be expended (remove it from
the map, itis available for re-use). Depots
donot provide combat supply and should
not even be on the map at this time.

One CSP will supply any number of
units for one combat. The pointis expended
when the player allocatesitto the combat.
Providing combat supply is not manda-
tory; a player may withhold combat sup-
ply if he wishes.

The attacker always allocates his com-
bat supply point first.

12.13 Terrain Effects On Combat. All
effects are summarized on the Terrain
Effects Chart (TEC). All effects are cumu-
lative.

The attacker subtracts one from the
combat die roll if at least one-half of his
combat strength points are attacking from
a Clear hex or across a Clearing hexside.

The attacker subtracts one from his
combat die roll when attacking into a
Bush, Hill or Clear hex.

The attacker subtracts two from his
combat dieroll when he attacks into a
Mountain hex.

The combat strength of all units at-
tacking across a River hexside is halved
(rounded up). Attacks across rivers is
prohibited on Rainy Season Turns.

Units defending in an entrenchment
hex have their combat strengths doubled.

Units defending in a fortification hex
have their combat strengths tripled.

12.14 Leader Effects On Combat. The
command rating of the attacking leader
modifies the combat dieroll. Add the rat-
ing if it is positive; subtract it if it is
negative.If more than oneattacking leader
isinvolved in the combat the one with the
greatest political rating must be used un-
less the army commander is one of them
and then his command rating must be
used. Defending leaders never modify
the combat dieroll.

13.0 ARMOR, ARTILLERY &
AIRCRAFT

13.1 Bolivian Armor. In any Bolivian at-
tack in which 1) an armor unit partici-
pates and 2) the defenders receive an ‘R’
combat result and 3) more than one-half
of the defender strength was in Clear
terrain withouta fortification or entrench-
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ment, the Paraguayan player subtracts 1
from the Retreat/Rout dieroll.

Armor units are mechanized. The ar-
mor units cannot be replaced — oncelost,
they are gone for good. There are no
Paraguayan armor units.

13.2 Artillery Barrage (Optional and not
for Beginners). Inany combat phase both
players may use their artillery to barrage
adjacent enemy units. All barrages are
resolved before any regular combats. All
attacker barrages are resolved first and
then all the defender’s. The barraging
player totals the number of eligible artil-
lery units (reduced artillery units count
as1/2) that will barrage the same hex. He
rolls one die and modifies the result. This
result is cross referenced on the Artillery
Barrage Table with the number of barrag-
ing units {drop fractions). The barrage
result is given is steps lost by the defend-
ing units. The owner allocates the losses
to his units. Barrage attacks require the
presence of a leader as in regular com-
bats. Each barraging artillery unit (full or
reduced) expends one CSP. Artillery with-
out combat supply cannot barrage. Artil-
lery units that have barraged may partici-
pate in any following regular combats.

13.3 Aircraft. The air markers are an ab-
stract representation of the tiny and var-
iegated air forces available. The Bolivian
side has three markers and the Para-
guayan one. An air marker may be used
once per game turn; when used flip it to
its “USEDY side as a reminder. All air
markers are returned to their front (un-
used) sides at the beginning of each new
turn. Air markers may be used to provide
ground support during any combat. Af-
ter the combat odds have been deter-
mined but before the die is rolled one
aircraft marker may be allocated to the
combat, attacker first. An attacking air
marker increases the combat die roll by 1
a defending air marker decreases it by 1.

The Bolivian player may use one air
marker per turn to provide modify the
Attrition die roll one combat unit (8.12).

14.0 ENGINEERS

14.1 General. In addition to functioning
as regular combat units, engineers can
construct entrenchments, fortifications,
wells (Paraguay only) and trails. Engi-
neers adjacent to rivers allow friendly
units to cross those river hexsides at a
reduced movement cost (see 10.5).

14.2 Construction. To build one of the
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fixtures, an engineer unit must not move
or participate in combat, either attacking
or defending, during its entire player turn.
At the beginning of its Movement Phase
tlip the unit to its “building’ side. If it is
still onits ‘building’ side, in the Construc-
tion Phase of the same player turn, it
completes the fixture and the unit is
flipped back to its combat side. The own-
ing player may move an engineer unit
while it is on its ‘building’ side but it is
flipped back to its combat side and no
constructionmaybedonebyitthat player
turn. A ‘building’ engineer may partici-
patein combat but it is flipped back to its
combat side for doing so. If attacked dur-
ing the enemy Reaction Combat Phase it
must defend normally and may not com-
plete a construction. Construction may
take place in an EZOC.

14.3 Entrenchments. One entrenchment
marker may be built in a hex containing
any type of terrain except marsh. En-
trenchments double (x2) the defense com-
bat strengths of any units that occupy the
hex. Entrenchments are permanent and
may be used by either side.

14.4 Fortifications. An engineer builds a
fortification by upgrading an existing
entrenched hex. When the constructionis
completed flip the entrenchment marker
toits fortification side. Fortifications triple
(x3) the defense combat strengths of any
units that the hex. Entrenchments and
fortifications may not exist in the same
hex. Fortifications are permanentand may
be used by either side.

14.5 Trails. Engineers may build trails in
bush, hills and mountain hexes. Place a
trail marker in the engineer unit's hex
when completed. A trail marker causes
the hex to be treated as a Clear hex for all

purposes. Trails can be used by either

side. Trails must be maintained by engi-
neers or they will revert back to their
original terrain (remove the trail marker).
One engineer unit can maintain trails in
every adjacent hex including the one it
occupies. (It helps if the Trail marker is
placed with the arrow pointing to the
engineer unit maintaining it.) It does not
have to be on its ‘building’ side to do so
and the maintaining unit does nothave to
be the one that built it. Trails do not have
to be maintained. If a trail is in the same
hex as an unnegated EZOC, it may be
maintained only with the permission of
the enemy player. If permission is denied
the trail goes. Maintenance of trails is

determined at the conclusion of the Con-
struction Phase.

14.6 Wells. Paraguayan engineers (only)
may dig wells in any hex. In the Para-
guayan player’s Construction Phase he
rolls one die for each ‘building’ engineer
attempting to dig a well. Onaresultof 1/,
‘2, or ‘3’ the attempt is successful and a
well marker is placed on the hex. The hex
now serves as a water source and can be
used by both sides. A well can be de-
stroyed by moving a unitinto (or through)
the well hex and declaring it ‘destroyed’
removing the marker. Only two wells
may be on the map at one time but the
markers can be used repeatedly.

15.0 LEADERS

15.1 In General. Each side has 10 leader
counters. Each side may have no more
than five leader counters on the map at
any time. At the beginning of each sce-
nario one of these five leaders one is des-
ignated by the scenario instructions as
being the army commander. The other
four are his subordinates. All other lead-
ers are placed in the Available Leader
Box. To aid in remembering which leader
is army commander, place the ‘Army
Cmndr’ marker in his Leader Box printed
on the map. The army commander can
never be an unnamed leader.

In his Political Phase a player’s army
commander or one of his subordinates
may be replaced. He may do one or the
other, not both. If he is forced to make an
army commander replacement attempt,
he may not make any other attempts that
Political Phase.

15.2 Replacing the Army Commander.
An attempt to replace the army com-
mander must be made when that leader’s
command rating was used in a combat,
either attack or defense, in which his side
suffersa “50” or “E” result (as a reminder,
flip the Army Commander marker to its
“?” side) and one of his subordinates has
a greater political rating. If there are sev-
eral with higher political rating the one
with the highest is used (select randomly
if there is a tie). This leader is known as
the "challenging subordinate.”

15.3 Procedure. The owning player rolls
one die. Add the difference between the
army commander’s political rating and
that of the challenging subordinate. Add
‘1" for each additional subordinate with a
political rating greater than the army
commander’s. The player may also add
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or subtract “1” to the dieroll result, as he
wishes, by expending 5 VPs for each 1’
added or subtracted. A maximum of 15
VP’s (‘3 added or subtracted) may be
expended per attempt.

Results. 1) If the modified die result is
least two times greater than the army
commander’s political rating, he is re-
placed. Place his counter in the Replaced
Leaders box and make the challenging
subordinate the new army commander.
Draw a new leader counter, atrandom, as
a subordinate replacement for the new
army commander.

2) If the result is greater than but less
than two times the army commander’s
political rating, he survives the challenge
and there is no other effect.

3) If the result is equal, place the chal-
lenging subordinatein the Replaced Lead-
ers box and the owing player selects (his
choice) a new leader from any of those in
the Available Leaders box.

4) If the result is less than the army
commander’s political rating the chal-
lenging subordinate is put into the Re-
placed Leaders box and a new leader is
drawn at random from the Available
Leaders box.

15.4 Voluntary Replacement of the Army
Commander. A player may voluntarily
attempt to replace the army commander
inany Political Phase (without condition)
in the same manner described above ex-
ceptthe playermayadd ‘1’ for each subor-
dinate with a higher political rating than
the army commander’s. This addition is
optional and if used the player must indi-
cated which subordinates are supporting
with the +1.

Results. 1) If the result is at least two
times greater than thearmy commander’s
political rating he is replaced as in result
"1’ of rule 15.3. If the player used subordi-
nate support that subordinate becomes
army commander (selectone at random if
several supported). Draw a replacement
leader at random.

2) If the result is equal to or greater
than the army commander’s political rat-
ing but by less than two times, the re-
placement fails and that player’s VP total
is reduced by the army commander’s
political rating number plus one dieroll.

3) If the result is less than the army
commander’s political rating, thereplace-
ment fails and the owning player’s VP
totalis reduced by thearmy commander’s
political rating number plus 2 times one
dieroll.
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15.5 Replacing a Subordinate. Players
may not attempt to replace a subordinate
whose political rating is greater than the
army commander’s. To replace any other
subordinate the player rolls one die. He
may add ‘1" to theresult at a cost of 2 VPs,
up to a maximum of 6 VPs.

Results. 1) If the result is greater than
theleader’s political rating he is placed in
the Replaced Leader’s box and a new
leaderisdrawnatrandom fromthe Avail-
able Leader box.

2) If the die result is equal to or less
than the leader’s political rating the re-
placement attempt fails and the player’s
VP totalis reduced by thatleader’s politi-
cal rating number plus one dieroll.

15.6 New Leaders. New leaders enter
only when drawn as a result of a replace-
ment of an existing leader. All new lead-
ers are taken from the Available Leader
box. When this box is exhausted all the
leaders in the Replaced Leader box are
put in the Available Leader box for later
use if necessary. New leaders are placed
on the map onany friendly supply source
or unisolated friendly unit.

Unnamed leaders may only be subor-
dinates. If one is drawn for the army
commander position, drawanotherleader
counter. Draw from the Replaced Lead-
ers box for the army commander if there
are only unnamed leaders in the Avail-
able Leader box.

§ 16.0 VICTORY

16.1In General. Victory is determined by
the number of Victory Points (VPs) the
players have accumulated. A victory
check is made at the end of the scenario
being played and at the end of every truce
turn. The player with the most VPs wins;
the difference between the VP totals will
determine the extent of the victory.

If at the end of a truce turn one player
has 50+ VPs more than hisopponent, heis
automatically declared the winner and
the game is over (a negotiated settlement
has been reached).

16.2 VP Schedule. Players add and sub-
tract Victory Points (VPs) throughout the
game. VPs are recorded on each player’s
VP Track using the VP counters. VP’s are
added and subtracted (immediately) ac-
cording to the following schedule:

e for each eliminated enemy combat
unit: +1

e for each enemy combat unit surren-
dered due to isolation: +2 (instead of the
‘1" added for elimination, not in addition

to it)

e for each captured (not destroyed)
enemy CSP: +1

e for each enemy-controlled settlement
(except for those listed below) captured
as a result of an advance after combat:
Roll 1 die and add the result to the VP
total. For Villa Montes, Charagua, Isla Poi
and Nanawaroll 2 diceand add theresult
to the VP total.

e foreach enemy-controlled settlement
(except for those listed below) captured
during a friendly movement phase: Roll 1
die, doubleitand add the result to the VP
total. For Villa Montes, Charagua, Isla Poi
and Nanawa roll 2 dice, double their sum
and add the result to the VP total.

o for each friendly combat unit exited
off the opponent’s map edge: +1

e for each reinforcement “Call Up”
made by the player: -5

e for each named Leader displace-
ment (8.12, 10.3, 12.8 & 12.9): 1 dieroll x
the leader’s political rating

e VPs expended to modify a leader
replacement attempt dieroll (Advanced
Rule only).

¢ VPs lost for failed leader replace-
ment attempts.

16.3 Victory Levels. The game is won by
the player with the greater number of
victory points. If both have the same num-
ber, flip a coin. To determine the degree of
victory subtract the losing player’s total
from the winner’s. If the difference is:

50 or more: Decisive Victory
20 to 49: Substantive Victory
1to19: Marginal Victory

16.4 Sudden Death. The instant a player’s
VP total goes negative (less than ‘0’), he
loses, the game ends and that player is
expected to do the honorable thing.

16.5 VP Option. The variable VP’s
awarded for captured enemy settlements
accurately reflects how politicians and
media overstated and, at times, under-
stated the significance of these settlements
tonational morale. Generals would aban-
don a worthless settlement only to learn
that journalists were claiming that it was
being “defended to the death.” However,
some players strongly feel that the VP’s
awarded for capturing enemy settlements
is too variable. If you feel that the variable
VP method is too much like “YATZEE in
thejungle” use the following VP schedule
for captured settlements:

for each enemy controlled settlement
(except for those listed below) captured
as a result of an advance after combat: +3
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VPs. For Villa Montes, Charagua, Isla Poi
and Nanawa: +5 VPs.

for each enemy controlled settlement
(except for those listed below) captured
during a friendly movement phase: +6
VPs. For Villa Montes, Charagua, Isla Poi
and Nanawa: +10 VDPs.

17.0 SCENARIOS

17.1 In General. Each scenario starts be-
gins the game at pivotal point in the war.
The scenario instructions gives an situ-
ational briefing, the scenariolength, start-
ing and ending turns, unit selection and
deploymentinstructions, starting Victory
Point levels, starting supply radius num-
ber (for Bolivia only), army commander,
and settlement control.

In each scenario trucks may be at-
tached or not, as desired ,and engineer
units must begin the game on their com-
bat sides. All leaders, combat units and
trucks that are not initially deployed on
the map are placed in their appropriate
boxes. In all scenarios Bolivia starts with
3 air markers and Paraguay with 1 air
marker.

Design Note. It is strongly recom-
mended the Boqueron scenario be
played first (several times) before pro-
ceeding to the others.

§ 17.2 Boqueron: The First Paraguayan
Offensive. In this scenario, the war has
only recently begun. The initial fighting
over the outpost at Lake Pitiantuta has
resulted in the Bolivian seizure of
Boqueron and several other Paraguayan
outposts. Instead of seeking a hegotiated
settlement, the Paragliayans, under Felix
Estigarribia, hope to take advantage of
their ability to concentrate troops in the
combat area more quickly than the Boliv-
ians and seek a quick victory. The desper-
ate Bolivian defense of Boqueron proved
that this would not be just another Latin
American opera bouffe war.

Game Length: 6 Turns (September 1932
— February 1933)

Bolivian Deployment:

Boqueron (2440): Leader Marazana
(Marz), 21st infantry and 1 CSP

Acre(2241): Leader Pefiaranda (Pefiar),
14th and 16th infantry, 1 artillery
unit and 1 CSP

Saavedra (1741): Leader Pefia (Pefia),
5th cavalry, 1 truck and 3 CSPs

Corrales (2635): 5thinfantry (reduced)
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Toledo (2836): 4th infantry (reduced)

Camacho (3034): Leader A, 3rd infan-
try (reduced) and 2 CSPs

Muiioz (1537): Leader B, GHQ, 20th
infantry, 1 artillery unit, 1 truck
and 2 CSPs

Villa Montes (2807): Montes, Azu and
47th infantry units; 1 engineer and
1 artillery unit; 2 trucks and 2 CSPs

Starting Supply Radius: 6

Starting Victory Points: 20

Pefia is the Army Commander

Paraguayan Deployment:

Tte Montania (3038): Leader A, 5th
infantry (reduced) and 1 CSP

Hex 2837: 7th infantry (reduced), en-
trenched.

Within onehex ofIslaPoi (2741): GHQ,
leaders Estigarribia (Estig), Franco
(Franco) and Fernandez (Ferna); 1st,
2nd and 4th infantry; 2nd cavalry, 1
engineer, 2 artillery and 2 truck
units; 6 CSPs

Nanawa (1845): Leader Irrazabal
(Irraz), 13th infantry, 1 CSP

Hex 3351: 3rd and 6th infantry, 2 CSPs

Starting Victory Points: 15

Estigarribia is the Army Commander

Settlement Control: All settlements south
of the demarcation line are Para-
guayan controlled except Toledo
(2836) and Boqueron (2440).

17.3 Alihuata: The First Bolivian Coun-
teroffensive. After the fall of Boqueron
and the subsequent collapse of Bolivian
morale, the Bolivians were eventually able
to establish a defensive line at Kilometer
7north of Saavedra and the fighting settled
down to bloody trench warfare. With the
arrival of General Hans Kundt as the new
Bolivian army commander, along with
massive Bolivian reinforcements, the Bo-
livians sought to break the stalemate with
strong offensives both to recapture
Alihauta and Acre in the north and to
advance toward the River Paraguay by
taking Nanawa in the east. The overex-
tension and dispersion of Bolivian forces
eventually opened the way for the devas-
tating Paraguayan encirclement of the
4th and 5th Divisions at Campo Via.

Game Length: 14 Turns (March 1933 —
April 1934)

Bolivian Deployment: Place the follow-
ing infantry/cavalry units in a cup
or other opaque container: 1x8-6-5,
1x6-5, 1x6-5-5, 1x5-6-5, 2x5-4-5, 2x4-
5-5, 2x4-5, 2x3-4-5, 2x3-5, 1x2-4-5,
1x2-3-5. When an infantry/cavalry
unit is called for randomly draw

one of the counters from the above
group.

Alihuata (2141) and/or hex 2140:
Leader Kundt, 6 infantry/cavalry
units, 1 artillery and 1 CSP

Hex 2042: 1 infantry/cavalry unit (re-
duced)

Saavedra (1741): Leader Penaranda
(Pefiar), 1 infantry/cavalry unit, 1
engineer and 2 CSPs

Mufioz (1537): Leader Bilbao, GHQ, 1
infantry/cavalry unit, 1 truckand 4
CSPs

Hex 1844: Leader Pefia, 2 infantry/
cavalry units, 1 artillery and 1 CSP

Camacho (3034): Leader Banzer, 1 in-
fantry/cavalry unit, 1 CSP

Corrales (2635): 1infantry /cavalry unit
(reduced)

ElCruce (2234): 1 infantry /cavalry (re-
duced)

Villa Montes (2807): 2 infantry/cav-
alry units, 3 trucks and 5 CSPs

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Supply Radius: 6

Starting Victory Points: 20

Kundt is the Army Commander

Paraguayan Deployment: Place the fol-
lowing infantry/cavalry units in a
cup or other opaque container:
1x10-7-6, 1x6-6, 1x6-4-6, 1x5-6, 3x5-
4-6, 3x4-6, 2x4-3-6, 2x3-4-6. When
an infantry/cavalry unit is called
for randomly draw one of the
counters from the above group.

Acre(2241):LeaderEstigarribia (Estig),
4 infantry/cavalry units, 1 engi-
neer, 1 artillery and 3 CSPs

Isla Poi (2741): GHQ, Leader A, 2 in-
fantry/cavalry units, 2 truck and 4
CSPs

Nanawa (1845): Leader Irrazabal
(Irraz), 2 infantry/cavalry units, 1
artillery and 2 CSPs

Hex 3447: 1 truck and 1 CSP

Gondra (2043)and /orhex2142:Leader
Franco, 4 infantry/cavalry units, 1
artillery, 1 engineer and 3 CSPs

Plantanillos (2236): Leader B and 1
infantry/cavalry unit

Toledo (2835): 1 infantry/cavalry unit
(reduced)

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Victory Points: 25

Estigarribia is the Army Commander

Settlement Control: The following are
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Paraguayan controlled: Toledo
(2836), Boqueron (2440), Tte
Montania (3038), Mennonite Colo-
nies (2839), Arce (2241), Gondra
(2043), Nanawa (1845), Isla Poi
(2741), Guarani (2543), Castanillo
(3344). All others are Bolivian con-
trolled.

17.4 Ballivian: Paraguay’s Second Of-
fensive. After the Campo Via disaster,
the Bolivians continued to retreat west-
ward, butthinning Paraguayanranks and
Bolivia’s huge manpoweradvantage per-
mitted them to reestablish a defensive
line anchored on the fortified position of
Ballivian. Both sides tried daring out-
flanking maneuvers to the north, but it
was the brilliant Paraguayan seizure of
the wells at Irendagiie which collapsed
the Bolivian line yet again and forced
another retreat.

Game Length: 9 Turns (May 1934 — Feb-
ruary 1935)

Bolivian Deployment: Place the follow-
ing infantry/cavalry units in a cup
or other opaque container: 3x3-5,
6x3-4-5, 3x4-5, 2x4-5-5, 2x5-4-5.
When an infantry/cavalry unit is
called for randomly draw one of
the counters from the above group.

Within 1 hex of Ballividn (1823): Leader
Toro, GHQ, 5 infantry/cavalry
units, 1 artillery, 3CSPs, and 1 truck

Hex 2319: Leader Bilbao, 3 infantry/
cavalry units and 1 CSP

Irendagiie (4016): Leader Banzer, 2
infantry/cavalry units and 1 CSP

Garapatal (3224): 1 infantry/cavalry
unit, and 1 CSP

Cafiada Oruro (2817): Leader
Pefiaranda (Pefiar), 2 infantry / cav-
alry units, 1 truck and 2 CSPs

Palo Marcado (2711): 1 engineer and 1
truck

27 Noviembre (4516): 1 infantry/cav-
alry unit (reduced) and 1 CSP

VillaMontes (2807): Leader A, 2 infan-
try/cavalry units, 1 truck and 3
CSPs

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Supply Radius: 6

Starting Victory Points: 15

Bilbao is the Army Commander

Paraguayan Deployment: Place the fol-
lowing infantry/cavalry units in a
cup or other opaque container: 1x6-
4-6, 1x5-6, 2x5-4-6, 3x4-6, 3x4-3-6,
3x3-4-6. When an infantry/cavalry
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unit is called for randomly draw
one of the counters from the above
group.

Hexes 1825,1924 and/or 1725: Leader
Estigarribia (Estig), 3infantry /cav-
alry units, 1 engineer, 1 artillery, 2
CSPs and 1 truck

Cafada Strongest (2322): Leader
Franco, 3 infantry/cavalry units, 1
engineer, and 1 CSP

Cafiada La Paz (3228): Leader Garay, 2
infantry/cavalry units, and 1 CSP

El Cruce (2234): Leader Fernandez
(Ferna), 2 infantry/cavalry units
and 2 CSPs

Camacho (3034): Leader Irrazabal
(Irraz), 2 infantry/cavalry units, 1
engineer, 2 CSPs and 1 truck

Saavedra (1741): GHQ, 1 truck, 2 CSPs
and 1 infantry/cavalry unit (re-
duced)

Isla Poi (2741): 3 CSPs and 1 truck

Hex 3447: 1 truck and 1 CSP

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Victory Points: 30

Estigarribia is the Army Commander

Settlement Control: All settlements south
of hexrow xx26 (inclusive) are Para-
guayan controlled. All others are
Bolivian controlled.

17.5 Villa Montes: The Last Bolivian
Counteroffensive. With their backs to
the Andes and their oilfields now in dan-
ger, the Bolivian High Command finally
organized its only successful offensive of
the war. The logistical tables were now
reversed, with the Bolivians close to their
railhead at Villazon and the Paraguayans
forced to truck their supplies over hun-
dreds of kilometers of dusty roads across
the Chaco. The truce and eventual peace
settlement finally stopped the Bolivian
advance, but it is arguable that had they
proceeded much further from their bases,
they would have been subject to yet an-
other stinging defeat at the hands of the
exhausted butstilldangerous Paraguayan
Army.

Game Length: 5 Turns (February 1935 —
June 1935)

Bolivian Deployment: Place the follow-
ing infantry/cavalry units in a cup
or other opaque container: 1x3-5,
8x3-4-5,1x4-5,1x5-6-5, 1x5-4-5, 1x6-
5-5. Whenaninfantry/cavalry unit
is called for randomly draw one of
the counters from the group listed
above.

Camaitindi (3107): Leader A, leader
Toro, 2 infantry/cavalry units, 2
CSPs

Within 1 hex of Villa Montes (2807):
Leader Bilbao, 4 infantry/cavalry
units, 2 artillery, 1 engineer, 1 truck,
and 1 CSP

Cuevo (3703): Leader Pefia, 3 infan-
try/cavalry units and 2 CSPs

Within 1 hex of Charagua (4404):
Leader Peniaranda (Pefiar), GHQ, 4
infantry/cavalry units, 1 artillery,
1 truck and 3 CSPs

2 Entrenchment markers may be
placed on any friendly. occupied
hexes. :

Starting Supply Radius: 8

Starting Victory Points: 15

Pefiaranda is the Army Commander

Paraguayan Deployment: Place the fol-
lowing infantry/cavalry units in a
cup or other opaque container: 2x5-
4-6, 3x4-6, 3x4-3-6, 3x3-4-6. When
an infantry/cavalry unit is called
for randomly draw one of the
counters from the above group.

Ibibobo (2810): Leader Estigarribia
(Estig), GHQ, 3 infantry/cavalry
units, 1 artillery, and 1 CSP

Caprienda (3210): Leader Garay, 2 in-
fantry/cavalry

Boyuibe (3806): Leader Fernandez
(Ferna), linfantry/cavalry unit and
1Csp

San Francisco (4306): Leader Franco, 3
infantry/cavalry units and 1 CSP

El Cruce (4017): 1 CSP and 1 truck

Saavedra (1741): 1 truck, 2 CSPs,and 1
infantry/cavalry unit (reduced)

Acre (2241): Leader A and 1 truck

Isla Poi (2741): 1 truck and 1 infantry/
cavalry unit (reduced)

Hex 3447: 1 truck and 2 CSPs

1Entrenchment marker may be placed
on any friendly-occupied hex

Starting Victory Points: 40

Estigarribia is the Army Commander

Settlement Control: Charagua (4404),
Cuevo (3703), Camaitindi (3107),
VIlla Monts (2807), San Antonia
(2707) and Yacuiba (2009) are Bo-
livian-controlled. All others are
Paraguayan-controlled.

17.6 Campaign Game. To replay the en-
tire war, setup the game per the Boqueron
scenario. The gamebegins on the Septem-
ber 1932 turn and ends on June 1935 turn
unless one player wins before then. All
rules should be used when playing the
campaign game.
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