TEXAS GLORY KIT
Many players/reviewers of the game have opined that the Mexicans cannot win. I would agree. 
What I have done here is not, however, to have arrived solely at some pro-Mexican elements. But rather provided more choices, choices that both players can use. By opening up the game this way, hopefully it is now the best decision maker that will win. I think that’s in the spirit of what gaming is about for most of us.   
Your CnC (Comrade in Cardboard…er, wood this time),

Pete Manti 

GARRISONS

Both sides have 8 garrison counters. These may be created at no CP cost at any time during the friendly movement phase in any town or city at the cost of 1 SP from any present friendly unit.
 A C type unit may be reduced to zero (and only C type units) through the creation of garrisons, and is not eliminated but placed in a reserve pool.  Garrisons are immobile but may be restored to any present and depleted C type unit or by placing a previously depleted C type unit on the board.
Garrisons defend as C-1’s. 
Rationale: Garrisons, typically small, were common on both sides. This feature lends more realism to the game and also obviates the otherwise wildly unrealistic aspect of having to use entire brigades as garrisons. And, yes, garrisons can be created from A and B unit strengths but only return as C’s: garrison duty is basically demoralizing.

CARD PLAY

Withdraw cards from the deck before game commencement as normal.

After both players commit a card face down, each player places a marker reading “Discard” or “No Discard” face down atop their card. Markers are revealed simultaneously and either or both players may then discard (except for the Storm card) their 0 or 1 value card and take another from the deck. If another 0 or 1 is drawn they may discard that (except for the Storm card) and pick once more. A new card is then placed face down (which may be from the hand or one just drawn) and if both players discarded, the markers would again be placed atop the cards.  Before cards are revealed, the opponent who has not discarded any card may then decide who goes first that turn or pick one of the chits. Turn precedence decided in this manner would trump the numerical relationship of any revealed cards. 

If both players discarded cards, neither picks a chit and turn precedence is decided as usual.

The Storm card still rules: if a player discarded a card and received the Storm card or had it in his hand and decided to play it and the opponent did not discard a card, the turn would be over and any chit picked would be returned to the pool. 

The  discard tactic sequence may only be used twice by each player in any one run-through of the deck.

If the deck becomes exhausted, shuffle and reuse as normal.

Rationale: The current deck is heavily stacked against any side that consistently draws low value cards, which also, given its internal composition, simultaneously makes the opponent a mighty motion machine. This feature allows the players the possibility to smooth that out, albeit with the usual potentially risky tradeoffs. If the Mexican player, for instance, repeatedly discards cards, the Texian may actually dictate the pace of the conflict by often having control of the turn precedence decision---taking the time advantage of the tradeoff between time and motion, motion and time.   

CHITS

There are six chits, placed in a cup or face down. They are:

 +1 CP   +1CP   RF   Sea Move/Attack   +1 Forage/Burn   +2 Forage/Burn

The “CP” chits may be used as any CP, the “Forage/Burn” chits may only be used for any combination of forages or burns and the “Sea Move/Attack” may be used for one sea move or attack. The RF brings in the Presidials on the field for the Mexican and an extra reinforcement pick that turn for the Texian. A drawn chit must be played that turn, and then is placed back in the chit pool. Each side may use the RF only once per scenario or campaign; remove it from the pool after being picked by both sides. If it is picked by a player that has already used it while the other player has not, immediately pick another chit and then place both back in the pool.
Rationale: The chits mostly represent the potential motion/force tradeoffs in the time/motion equation. A player making too many discards might also be allowing the opponent a stronger force presence than would otherwise be possible.  
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Garrison Counters        Front and Back
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