Charge at the Alamo


Examples of Play

I. Ambiguous Areas: 
Example 1: Chapel Area: the Alamo chapel has a single printed Wall Strength level of 4. This does not mean that the EACH wall facing the Palisade, Alameda, To Colonies Areas are at strength level 4. ANY combination of attacks that inflict 4 hits on the Chapel from any direction would reduce the entire length of walls making up the Chapel to zero for Movement purposes. The Chapel Area could then be entered from either of the Palisade, Alameda, or To Colonies Areas
Example 2: Mexican Movement from Cattle Pen (assuming all walls at full strength and areas unoccupied by Texian forces): a Mexican unit wishing to move from the Cattle Pen Area to the “East Wall a” Area would have to do so be taking a circuitous rout, since the red arrow prohibits direct movement between the two Areas. The sequence would have be:  1) reduce the intervening 1 strength point wall between the Cattle Pen and Corral Areas, 2) Move into Corral using Regular Movement, 3) Score two hits on the intervening wall between Corral and East Wall b Area, 4) move into “East Wall b” Area using Regular Movement, and finally 5) Regular Movement (no walls to climb) into “East Wall a.” 
II. Oblique Movement: 

Example 3: Units Belonging to the Same Column— if Mexican units occupying the same Outside Area are to Oblique Move into one adjacent Area, only ONE Command Roll can be performed for ALL of them, i.e. if a Command Roll is made and failed for some of the units of a Column, then another Roll may not be performed for the remaining units, unless they were attempting to move into a different Area. Note: a player may earmark and perform a Command Roll for any number of units
Example 4: Units from Two Different Columns— if occupying the same Area AND wishing to Oblique Move into the same adjacent Area, two Command Rolls would be required to get them to move.
Example 5: Units of Two Columns Moving by Oblique into Multiple Areas— assume two Mexican Columns are occupying Outside Area “Open,” at the top of the map. If a player wanted to Oblique some parts of EACH Column into the both adjacent Areas labeled “Towards River a” and “To Colonies,” then a total of 4 Command Rolls would be necessary (one for each part of a Column moving into the same Area. 
III. Regular Movement:
Example 6: Mexican Movement inside Alamo— all the units of Mexican Column R (Reserve), made up of two Battalions (Grenadier and Zapadores) occupies Alamo Area North Wall and wishes to funnel troops into the fighting further South. Two Command Rolls would be required, one per Battalion, to get the boys into the fight.
IV. Attacking:

Example 7: “Placing the Ladders” Rule— a group of 16 Mexican units in Outside Area labeled “Open” are attacking into Alamo Area “North Wall,” which contains 2 Texian units and 1 artillery unit. The intervening wall between the two Areas is at a full strength of 2. The Mexican attack inflicts 2 hits on the Texian position. Although the Mexican player would prefer to snuff out the two Texian units, clearing the Area for a later advance, the “Placing the Ladders” Rule requires the first hit to be placed on the undamaged wall section bordering the Area occupied by the attacker and target. The other hit, at the discretion of the Mexican player, may be applied to the artillery unit or one of the Texian units. Note: the Mexican player would be free from this restriction on the next turn.
Example 8: Combined Attack, Outside and Alamo Areas— now assume in the above example that the Mexican player contributed units already occupying Alamo Area “West Wall a” to the attack. He could then distribute the hits in anther manner he saw fit, ignoring the “Placing the Ladders” rule because of “flanking fire.” With the North Wall Area now cleared of all but the artillery unit, and no intervening wall section running between the West Wall a” and “North Wall” Areas, any number of Mexican units (following stacking restrictions) could advance into the North Wall Area. However, the Mexican units in the Outside Area “Open” would still have to “destroy” the intervening wall before being able to enter the Alamo.
V. Artillery:

Example 9: “Free” Destruction of Artillery— A Mexican unit uses Movement (Regular or Advance after Combat) to enter the Alamo Area “North Wall,” which contains two artillery units (one of which straddles two Areas). At the end of the next Mexican Movement Phase, assuming the Mexican unit is still in the Area, the Mexican player select any one artillery unit to be removed from the map. 

If another Mexican unit had ended the turn in Area “West Wall a” in the above example, which also includes the artillery unit on the northwest corner of the Alamo, then both artillery units may be destroyed at the end of the Movement Phase. Also, artillery units would survive an advance of Mexican forces into their Area if those Mexican vacated the Area during the subsequent Movement Phase. Artillery units in or straddling Mexican occupied Areas may continue to take part in attacks, even if the Mexican player did not, or could not, choose them for quick destruction.
Example 10: Allocation of Artillery to Attacks— the artillery piece on the southwest corner of the Alamo (strength of two) straddles 4 areas for attack purposes, though technically only occupies Alamo Areas “West Wall b” and South Wall.” This gun position can take part in any attack into the above two Areas, and also Outside Areas “Towards River b” and “Plaza de Valero.”


The other Alamo artillery positions straddling multiple Areas are at the northwest corner, at the center of the entire western wall, and Chapel Area.

Artillery Position At:

May Attack Areas:
1. Northwest Corner

Open, Towards River a, North Wall, West Wall a
2. Center of west walls

Towards River a and b, West Walls a and b
3. Southwest Corner

Towards River b, Plaza de Valero, West Wall b,




South Wall

4. In the Chapel

Alameda, To Colonies

5. South Wall


Plaza de Valero

6. Palisade


Alameda, Palisade 
7. Cattle Pen


To Colonies, Cattle Pen

8. Center of North Wall
Open, North Wall
