Insectica Optional Rules:





	This rules where invented by me to bring terrain considerations into Insectica. Use them if you find them interesting.





						Alejandro Cobo





Terrain





	A featureless terrain has never been very atractive to me so I came up with some ideas.





	Impassable terrain: As its name says this terrain may not be crossed by any type of Insectica. Kind of like walls inside the Terrerium.





	Difficult terrain: This represents small obstacles that are more difficult to cross than clear terrain. Passing through it costs 1 (or 2) more point(s) for each hex the Insectica move through and attack ranges across it are reduced by 1 (or 2) for hex  hex it covers. Flying Insectica are not affected by difficult terrain.





Digging:


   Drones (only) may get a new a new kind of work: digging. Digging allows a Drone to change impassable terrain into difficult terrain and to create impassable terrain by pilling up difficult terrain. 


Here is how it works:





	Each hex of Impassable terrain counts as 3 difficult terrain points. A drone may work for 1 turn to dig 1 point of terrain. It may then move it to another location using the normal carrying rules.


An impassable terrain hex that has been dug changes to difficult terrain with 2 points. That means it cost 2 points to move through it and reduces attack ranges by 2. A 2 point difficult terrain that is dug again changes to difficult terrain and it now it costs 1 point to cross it and reduces attack ranges by 1.


A drone may also pile up several points of difficult terrain to change it into more difficult terrain and even into impassable terrain by simply dropping difficult terrain counters on the same hex. 1  counter is simply difficult terrain, 2 counters represent more difficult terrain and 3 counters make up impassable terrain.


	Use a 2 marker to indicate more difficult terrain. A difficult terrain marker should be represented by a single  brown marker and impassable terrain by black markers.


