Charge at the Alamo


Optional Rules

1. Artillery Range— Increase artillery attack range by one Area. Line of site may not be traced over a printed wall section. Replace the Artillery Line of Site chart from the Examples of Play with the following:
Artillery Position At:

May Attack Areas:

a. Northwest Corner

Open, Towards River a, North Wall, West Wall a, Plaza,




East Wall a, West Wall b
b. Center of west walls

Towards River a and b, West Walls a and b, North Wall, 




Plaza, South Wall
c. Southwest Corner

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





South Wall, West Wall a, Plaza, East Wall b
d. Chapel


Alameda, To Colonies

e. South Wall


Plaza de Valero, Alameda
f. Palisade


Alameda, Palisade East Wall b
g. Cattle Pen


To Colonies, Cattle Pen

h. Center of North Wall
Open, North Wall, West Wall a, Plaza, East Wall a
2. Pre-plotted Mexican Map Entry— The Mexican player must write down the area of entry for each Mexican Column before the start of the game. Columns may still be entered at any time.
3. Hidden Texan Set-Up— Write down starting positions of Texan non-artillery units, or otherwise hide Texan deployment from Mexican view. All Texan units must be revealed upon entry of first Mexican unit onto the map.
4. No Mexican Entry into River Areas— No Mexican Columns may be placed into Areas marked “Towards River” during Map Entry. Units may still Oblique into those Areas.
5. Texan Victory— Reduce number of Mexican losses required for Texan victory from 16 to 15.
6. More Texan Units— Give Texan player one more non-leader, non-artillery unit. Players will have to construct the playing piece from one of the originals.
7. Arrival of Larger Mexican Cannon— Allow Mexican player to reduce any two sections of Wall Strength Numbers by one point each before the start of the game.

8. Texan Rifles— All Texan units are allowed a two hex attack range. Use the above artillery line-of-site chart as a guide for all units.

