
1. Each “hit” destroys either: one unit, one wall point, or entire artillery battery.





2. If 2 or more hits are scored, at least one must be applied to a wall strength point or artillery battery, if any.
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+1 - Each unit/artillery strength point


+1 - Any attack involving Leaders (max 	of +1 mod. per attack)











+1 - 5-9 units


+2 - 10-15 units		


+3 - 16 or more units


+2 - Cazadores, once per game


+2 - Oblique attacks (unsupported)


 -1 - attacks against units “In Buildings”











Die Roll Modifiers: +4 maximum
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Sequence of Play: Charge at the Alamo





I. Mexican Movement/Map Entry— in the following order


	*the results of a single Command Roll may be applied to 	all units in each Area with the same Battalion/Column ID.


A. Regular Movement— Make Command Rolls by Battalion for any 	Mexican unit attempting to move into an adjacent Alamo Area.


B. Oblique— Oblique movements made into any adjacent Outside 	Area. Make Command Rolls by Column.


C. Map Entry— place into any Outside Area, no Command Roll 	required


1. All units of a Column must be entered into the same Area, within 	stacking limits


2. Only ONE Column may be entered into Areas marked 	“Towards 	River” per game. The Column may only enter one of these 	Areas on the turn AFTER another Column has first entered the 	map.





II. Texian Attack Phase— all Texian units and artillery may 	attack, no Command Roll required


A. only one attack is allowed against each Area PER TURN.


B. Attack only into adjacent Areas, or same Area if “In Buildings.”


C. all units can Attack, or be attacked, once per turn





III. Mexican Attack Phase— any and all Mexican units may attack, 	no Command Roll required


A. one “hit” destroys either one Texian/artillery unit or one Wall Point 	(see “Chapel exception” 15.4).  


B. only one attack is allowed against each Area PER TURN.


C. Attack only into adjacent areas, or same Area if attacking units In 	Buildings


D. all units can attack, or be attacked, once per turn





IV. Texian Movement— non-artillery Texian units may attempt 	to move to any adjacent Alamo Areas, OR hide in buildings. 


A. make a Command Roll for any Texian unit attempting to move


B. Hiding in buildings does not require a Command Roll, LEAVING a 	building does. 


C. Leader units do not require Command Rolls to move
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