Charge at the Alamo


Game Notes
1. The first thing potential players will notice is the lack of “traditional” terrain on the map, not even a green background or the usual ponds, trees, canals, and scattered homes seen in most recent Alamo games. The reasons for this was my inability/desire to learn a graphics program more complex than MS Paint, and the fact that background terrain would only be eye candy. The effects of the terrain surrounding the Alamo are shown by the Outside Area stacking limits and the prohibition on entering more than one Mexican Column into Outside Areas along the west side of the map. 


For example, the Area on the east side of the map labeled “Toward Colonies” is the largest on the map, but has one of the smallest stacking limits. This Area was historically studded with small ponds and perhaps swampy terrain that hindered Mexican movement into and through the area. An oblique move south from this Area was thus also problematic, especially when confronted by the 12 lb battery situated in the chapel. The red arrow marker prohibits such a move. In another Area, the southern “Plaza de Valero,” the small stacking limit is a result of a small built-up area of small houses and huts which would have broken up the advance of any but the most flexible of formations, such as the light infantry Cazadores.

One aspect of the surrounding countryside that I believe impacted the direction of the Mexican attack was the position of the San Antonio River just off the map to the west. In my opinion, Santa Ana failed to launch an attack from the west side of the Alamo because he may have been unwilling to form his units with their backs to river. This area, bounded to the west, northwest, and southwest by water and capped to the southeast by the Alamo, could be entered from the west only by crossing a single ford over modern Houston Street, or by passing dangerously close to the Alamo from the northeast. The area may also have been marshy due to periodic flooding of what was, in effect, river bottomland. Units forming up within this area may have been in danger of becoming silhouetted against the scattered lamps of the north side of San Antonio de Bexar. The Spaniards and Mexicans avoided building structures within this area for over one hundred years due to flooding or almost marshy conditions, a situation ignored by Anglo Texas to its regret and only rectified by the U.S. Army Corp of Engineers in the 1930’s with underground tunnels. 

The area north of the Alamo from which the main attack was launched could be entered over a river ford near the modern Municipal Auditorium, situated at a more comfortable distance from the Alamo, and was a flatter, more open section of the river valley floor. Still, to give the Mexican player some flexibility, I’ve allowed the entry of a single Column into the “Toward River” areas.

2. On the Artillery— the unit scale works out to one point for each battery position of 1-2 guns, plus one point for 12 lb to 18 lb guns, plus one point for three or more guns, minus one point if small caliber, give or take some adjustments for “play balance” purposes.  Every gun position is not shown, especially the 6 lb battery in the southern end of the Alamo Plaza, which I believed would have been all but worthless against the intermingled Mexican and Texian forces approaching from the north. More recent works show two guns with limited fields of fire facing west, though I’ve gone with the more traditional one gun. The two small guns that covered the Corral and Cattle Pen Areas have been combined into a single one point battery.

3. For the Alamo structure itself, a black and white outline was boosted from the official Alamo shrine website and copied onto MS Paint. I then increased the size of the central Plaza and chapel area by a “chop and fill” method, then overlaying the entire graphic with various colored lines and fills. Additional building structures were then added before copying the finished jpeg image into MS Word. The final stacking limits, Area labels and borders, etc, were added at this point. A “final, final” edit of the Alamo, which moved the building structure of the southern wall toward the east, and corrected the thickness and length of walls for the chapel, didn’t even make the final cut; I inadvertently sent it to the trash! Ah well— good enough, I say.

4. Stacking limits— Yep, the average Mexican stacking limits within most Areas of the Alamo is a 9, equaling several hundred men, while Texian stacking limits average about 3. “Shouldn’t all the Texian units be able to squeeze into any one of the larger areas?” I hear someone ask. Well, yeah-- but then the Mexicans might not ever win! Yes, it was a play balance decision. And anyway, concentrating all the Texans into one “killer stack” was not a tactic of the time, nor was it something that Travis and Crockett were hoping to do (even if they should have). 


The size of each Area and the relationship of specific Alamo structures definitely influence stacking limits, I’m happy to say. Notice the constricted Areas of the Corral/Cattle Pen, and lack of Building stacking limits in some Areas. I’ve also given the famous Chapel a 0 Texian stacking limit, since I feel this area, notwithstanding the large gun battery, was a deathtrap for any Texian unit. I’ve allowed a small number of Mexican units the ability to enter the chapel, just to keep the Texian player honest.

5. Other “peculiarities” of the map— the walls of the southern portion of the Alamo and Chapel were originally almost double the strength of that seen in the final map. Those walls/fortifications would historically have been a tough nut for the Mexicans to crack. Perhaps too tough, since repeated play tests saw those Areas simply ignored by the Mexican player. The wall strengths have been toned down to make those avenues of advance more inviting to the Mexican player. The red arrows prohibiting movement and attacks represent Areas bordered by very high walls or a limited number of access points, plus the aforementioned difficult area east of the Chapel. Finally, the Texian units should “historically” all begin deployed under building markers, and NOT in the middle of the Alamo Plaza. I felt this tied the Texian players hand too much, and also provided the central reserve Area to give him even more flexibility.

Gamers looking for a gorgeous rendition of the Alamo should hunt up the map from “Deguello at Dawn,” designed by the Dean of Alamo games, Dennis Bishop, and available from Khyber Pass Games. An even more accurate though less colorful map by famed Alamo artist Gary Zaboly can be found in Bishop’s “Blood of Noble Men,” from Worthington Games.
6. Things I stole— the map compass rose and tiny flag on the Mexican units I stole from jpeg images found on the internet, I just don’t remember where! If the original owners turn up, I guess I’ll cobble together my own renditions.

7. Playing pieces— The Mexican OOB was cribbed from several secondary sources, with each unit equaling roughly 60-65 men. The ad hoc unit of combined Cazadores companies was given a value added doubling of strength. The number of Mexican units, to my surprise, came out almost exactly to that in Eric Lee Smith’s “Alamo,” by SPI. I was able to play test “Charge” by pulling the required numbers of units from the Decision Games version of “Alamo”, including Texian, building, and artillery counters, with only a scratch paper needed to keep track of Column affiliations. Players wishing to forego mounting of counters might want to plunder the pieces from that older game. 


Keep in mind that the Texian units have identical capabilities, except for the two leader counters. So it doesn’t really matter where they are deployed. I did away with the historical set-up, leaving all deployment decisions in the hands of the players. Yes, no Bowie counter, because I didn’t want add rules for his health and such like. And not willing to choose which state or foreign country should get its own counter, I’ve named them after whole regions/peoples (i.e. Yankees, Europeans).The East Texas counter was named in honor of my two play testers, David Smith and Jerry Gibson whole both hail from the Piney Woods region. 
8. Positioning of Units within Areas— my game foregoes the usual placement of units on top of or along sections of wall. A story told to me by David Smith while in my teens, about play testing an Alamo game for the old Yaquinto game company, really pushed me toward this design decision. The game he tested had one HUGE flaw: Texan units could simply form in the center of the plaza and blast the Mexicans to smithereens as soon as they popped up over the walls. MY game avoids that by assuming that Texan units in each area, except those hiding in buildings, are sensibly trying to stop the Mexican army “at the barricades,” along or on top of each wall.
9. No Ladders?!— Yep, another design aspect shared with the original “Alamo” from SPI. The CRT obviously represents more than the use of gunfire, bayonets, and swingin’ muskets, though things sometimes get a little strange when the Mexicans are unable to get over an undefended section of wall for several turns. Call it the “friction of war.”
10. My “Must Read” List of Alamo/Texas Revolution Books:


a. The Alamo Reader— Todd Hansen


b. The Alamo: An Illustrated History— George Nelson


c. Blood of Noble Men— Alan Huffines


d. Lone Star Rising— William C. Davis


e. With Santa Anna in Texas— Jose Enrique de La Pena
11. Finally, should anyone get too nit-picky about historical inaccuracies or game simplifications, remember this— I set out to design a fun and quick playing game. I hope I’ve presented my design in as clear a manner as possible, and that players will get at least a taste of the historical situation. If this is not your cup of tea, well— at least the game didn’t cost you ‘nuthin.

Richard Treviño
San Antonio de Bexar

