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THE MIDDLE SPANISH PERIOD (ca. 1690-1750) 

 The Colonial Spanish units were organized into Presidios (forts) garrisoned by soldiers 

known as Soldados de Cueros; named for the leather jackets they wore as a form of light armor.  

They and their aliados indios (Sp. native allies) fought native and European enemies.  The 

Presidio soldiers were usually mounted but if needed they could also fight on foot.  They used 

lances, bullhide shields, short swords, and ‘escopetas de rastrillas,’ flintlock carbines.  Most of 

the soldiers were Spanish born men who after their term of service were expected to settle down 

in the region, but by 1700 they were usually composed of mixed breeds and even full blood 

Indians.  Officers generally continued to be Spanish in origin or Spanish born in the New World.  

The Santa Fé Presidio was formed shortly after the reoccupation.  They guarded the frontier from 

marauding natives, and were often not very well-trained in European tactics.  They had a few 

cannon at fortified places, and sometimes brought artillery on campaign.  The Spanish milicia 

(militia) of this time period was composed of settlers.   

The natives in this time period were largely on foot.  The Spanish did not always give 

firearms to the Pueblo allies (a few), but they gave them metal weapons.  The Segessor Hide 

Paintings show that they were mounted and wore cueras.  Sometimes their horses were protected 

with leather barding.  Other Spanish allies included the Cartelejo and Jicarilla Apaches.  Utes and 

Commanché almost completely destroyed the Jicarillas, and the survivors were forced to seek 

asylum in New Mexico.  Native enemies included Apache, Navajo, Commanché, Ute, and 

Pawnee tribes.  The plains Indians at this time did not resemble the later day plains Indians of the 

19
th
 century.  These natives were mostly armed with stone-age weapons; and they had very few 

horses (if any).  The Pawnee had some metal weapons given to them by the French; but very few 

firearms.  Apaches and Navajo receive no movement penalties if moving through rocky areas. 

Comanche Tribes – were Plains Indians who ranged over a large part of the southwest 

which came to be known as Comancheria.  It eventually stretched from just above Bent’s Fort in 

the north to San Antonio in the south and from the eastern mountains of New Mexico in the west 

to mid-Oklahoma in the east.  In the 16
th
 century they were known to have been a modest tribe of 

the Shoshoni confederation located in eastern Wyoming.  Still a tribe with very little respect, in 

the late 17
th
 century, perhaps about the time the Spanish were reclaiming New Mexico, they were 

left the hills for the plains where they encountered the buffalo and wild horses left behind by the 

Spaniards.  Both animals changed their lives completely.  They learned to capture and ride the 

wild horses and became among the best horsemen in the southwest.  Their dwellings were mainly 

tipis.  

Navajós – These were an Athapascan confederation of tribes that entered western 

present-day New Mexico and northern Arizona sometime in the 13
th
 century.  They called 

themselves Diné.  They were very numerous and may have caused the dislocation of Puebloans in 

those areas.  They were influenced by the Pueblo culture and began farming and herding also.  In 

1694 the Navajós wereknown to have traveled to Quivira where they fought the French and 

Pawnees.  They brought some captive children that were beheaded after the Spanish refused to 

ransom them.  In 1697 the French and Pawnees killed many Navajós who were raiding them.  In 

1698 the Navajós got their revenge when they destroyed three Pawnee Rancherias and a ‘fortified 

place.’  The Spanish discovered this when they reappeared in New Mexico in the following year 

with slaves, jewels, carbines, cannons, and other items and clothing.  By 1702 they were turning 

their attentions on the Spanish.  Their traditional house is square or conical for males and 

octagonal for females; they are framed with poles covered with brush and then topped with earth.   

Jicarílla Apaches – the name Jicaríllas was given them by the Spanish meaning ‘little 

gourds.’  Sometimes the Spanish referred to them as ‘vaqueros’ because they hunted buffalo.  

Their Rancheria country was just north of Present-day Cimarron, New Mexico, on the Vermejo 

River, a tributary of the Río Colorado (present-day Canadian River).  They were a friendly people 

and their homes were constructed as Pueblo style, flat-roofed adobe dwellings.  They also 



cultivated fields like the Pueblo Natives.  They were not as warlike as their hostile neighbors and 

requested the Spanish for assistance in defense from them.  There were other peaceful Apaches 

known as the Carlana and Sierra Blanco.   

Cuartelejo Apaches – The Cuartelos were a confederation of smaller Apache tribes.  

They were friendly to the Spanish and had conducted some trade with them as evidenced by the 

crosses, rosaries, and images of saints they wore.  Their region lay centered about 50 miles east of 

Present-Day Pueblo Colorado on and near Horse Creek.  They lived in large spread-out 

rancherias in houses consisting of some adobe and the rest wicker huts.   

Faraone Apaches – They were called Faraones by the Spanish, meaning “Pharoahs.”  

Why did that is unclear.  In 1715 the Spanish saw a village of thirty wood houses plastered over.  

Their rancherias ranged in the Texas panhandle just north of the Río Colorado (Canadian River).  

They were hostile to the Spanish and Pueblos as well as the Jicarilla Apaches.  Their raids 

prompted Spanish retaliatory action. 

Panana (Pawnee) – the Pawnee belong to the Caldoan language group.  There are of 

habitation was along the Platte River and other streams in Present-day Nebraska and northern 

Kansas.  They lived near the confluence of the Río San Lorenzo (North Platte) and the Río Jesus 

María (South Platte).  They lived in Earth lodge villages and farmed the neighboring fields.  They 

would go on buffalo hunts in the summer on which they would stay in tipis.  They were decorated 

in very colorful full-body paint which may have been tattooed or scarred in some manner.  The 

warriors did not wear clothing. 

 

Spanish  

Unit    Exp. Type Ranged Melee Move Recon Camou Armor 

Spanish Presidiales foot  Vet. Light 2 2 4 0 0 2 

     With shield   --- --- -- -- 3 -- -- 3 

     W/o cueras   --- --- -- -- 6 -- -- 0 

Spanish Presidiales mounted Elite Light 1 3 10 0 0 2 

     With shield   --- --- -- -- 9 -- -- 3 

     W/o cueras   --- --- -- -- 12 -- -- 0 

Spanish Milicia foot  Vet. Light 1 1 4 0 0 2 

     With shield   --- --- -- -- 3 -- -- 3 

     W/o cueras   --- --- -- -- 6 -- -- 0 

Spanish Milicia mounted Elite Light 1 2 10 0 0 2 

     With shield   --- --- -- -- 9 -- -- 3 

     W/o cueras   --- --- -- -- 12 -- -- 0 

Spanish Artillery  Inexp. Light 1 2 6 0 0 0 

 

Natives 

Unit    Exp. Type Ranged Melee Move Recon Camou Armor 

Pueblos    Avg. Skirm 2 2 7 1 1 0 

Jicarilla Apache   Avg. Skirm 2 2 7 1 1 0 

Cuartelejo Apache   Avg. Skirm 2 2 7 1 1 0 

Faraone Apache   Vet. Skirm 2 3 7 2 2 0 

Navaho    Vet. Skirm 2 3 7 2 2 0 

Panana (Pawnee)  Vet. Skirm 2 3 7 3 3 0 

Ute/Commanche  Elite Skirm 2 3 7 3 3 0 

(Some natives may also have shields, adjust accordingly) 

 

 



 THE RECONQUIQISTA OF NEW MEXICO 1693-

1699 

 The Spanish had been driven out of New Mexico 

by the great Pueblo revolt in 1680.  The survivors retreated 

south to a settlement near modern day El Paso and 

resettled in that region.  Many of them had developed new 

roots there by the time the Spanish authorities in Mexico 

decided it was time to retake its former colony and many 

of them did not want to go back.  After all, it was twelve 

years later.  A preliminary scout of New Mexico was made 

by don Diego Vargas Zapata Luján, the appointed leader 

of the reconquest, in 1992, and everywhere he went the 

natives proclaimed their loyalty and fealty to Spain.  He 

was overjoyed.  The ecstatic group returned to proclaim 

the ‘Bloodless Reconquest’ of New Mexico.  But most of 

the citizens were not so convinced and had to be forced to 

go back to that region.  They knew how harsh it could be 

and they were comfortable where they were.  The 

resettlement was accomplished in three waves of colonists.  

The first group was composed of some 18 blue-robed 

Franciscans, 1000 settlers of 60-odd families, servants, 

ninety mixed-blood soldiers, and thirty militiamen under 

the command of a Sergeant Major (Sergento-Major), 

Roque de Madrid.  One hundred families of mixed-blood 

skilled artisans and tradesmen were included in this group.  

This group settled in Santa Fé in December, 1693.   

 In June, 1694, a second group of 200 settlers, including three strange Frenchmen arrived 

in Santa Fé from Mexico City.  Strange, because not only were they French but also because had 

they been found living among the Indians in Texas and their faces and bodies had been tattooed 

Indian style with a dye of black stripes.  They were survivors of the ill-fated French La Salle 

expedition.  Their names were Pierre Meunier, Jacques Grollet, and Jean l’Archévèque.  They 

were escorted by 10 soldiers under the command of Lieutenant Francisco Montes Vigil.  A third 

and final group from Zacatecas, Mexico, under the command of Captain Juan Paez Hurtado came 

north in May 1695.  They were not allowed to settle in the already over-crowded villa of Santa Fé 

(city of Holy Faith) and were forced to begin a new town further north called Santa Cruz de la 

Cañada, which became a military/settlement post.  Most of the settlers from these three groups 

are the ancestors of the most common family names in New Mexico. 

 

   
Spanish Standard 1701-1748 (Bourbon); Spanish Regular units had specific flags of their own but 

the New Mexicans were documented as having used the royal escudo. 

 
  



SCENARIO 1 

1693, December 29-30 – THE BATTLE OF SANTA FÉ 

 Background: It was a bad start because Vargas did not listen to his people who knew that if they 

left for the north in October they would not get there until some very cold weather had set in.  So it was that 

the colonists arrived in northern New Mexico on a cold December day.  Thirty of them had died on the trip.  

At the pueblo of Santo Domingo, Vargas was informed by his appointed governor of the Pueblos, Luis Tu-

pa-tú, that lies were circulating among the natives that Vargas would execute all the leaders of the 1680 

revolt.  This caused the pueblos to become divided in their loyalty to the Spanish.  Some would fight.   

Vargas found the city of Santa Fé still occupied by the Tanos who allowed them entrance into the 

plaza but not the rest of the city.  Vargas rode in with his troops under the original banner once carried by 

Juan de Oñate, now carried by Don Bernadino Duran y Chavés, along with an ensign bearing the royal 

standard of Spain.  Amid much ceremony, Vargas tried to negotiate an arrangement.  Days passed.  As the 

Spanish people waited in their camp, many became sick and some died.  The natives should have realized 

that the Spanish did not have the option of going home at this time - they had to have real shelter soon.  

More of the settlers, especially children began to die.   

But when the natives closed the gates, Vargas finally lost his patience and in the early morning of 

December 29
th

 1693, he ordered an all-out attack on the city.  The battle lasted all day, but the defenses 

could not be breached.  In the mid-afternoon, a group of Tewas from other pueblos attacked the Spanish 

from the rear.  There was fierce fighting, and the Spaniards charged them twice on horseback.  The Tewas 

were routed and the Spanish resumed their attack on the city.  It wasn’t until after nightfall that the 

attackers finally got into the compound and gained control of the city’s outer walls.  The Tanos, realizing 

all was lost, sued for peace.  Nine of them had been killed and their governor committed suicide.  

Unfortunately, Vargas, stung by their insults during the fighting, lined up 70 warriors and executed them on 

the spot.  The remaining Tanos (about 400 women and children) were then distributed among the colonists 

as slaves (despite Royal orders to the contrary). 

 Terrain: scrub brush and scattered trees.  Santa Fé is set up at one end of the board as shown below 

and the Spanish camp on the other.  The Pueblo should be represented by adobe houses connected by adobe 

walls.  The walls give Heavy Cover.  It is day time. 

Deployment: The Tanos are in the pueblo and the Tewas are off-board.  The Spanish soldiers 

setup 24” away from the town and the militiamen are in the camp.  They dare not move more than 24” 

away from the campfire because they may be attacked from any direction.  The Spanish are armed with 

swords, escopetas (carbines), pistols, and lances.  All the natives have flint-tipped weapons.  The natives on 

roof tops may throw rocks.  The Tewas attack on game turn four from either side of the board, anywhere 

along three feet of the edges away from the pueblo.  The Spanish unit with Vargas may have the option of 

being mounted or on foot and may change from one to the other anytime during the game. 

Victory Conditions: The Spanish win if they gain control of the outer walls and courtyard.  The 

natives win if they can keep the Spanish out of the city; better yet if they drive the Spanish off the board.   

 

Order of Battle 

Spanish     Tano Natives on foot Tewa Natives on foot 

1 Vargas & retinue* (Field Officer)  1 Warband  1 Warband 

1 Roque de Madrid (Sargento Mayor)  1 Warband  1 Warband 

1 Presidio Esquadra mounted/dismounted 

1 Presidio Esquadra dismounted    

1 Militia Esquadra dismounted 

10 Civilians Camp/wagons 

*a drummer, standard bearer, and an aide-de-camp 

 

  



Game board set-up for the Battle of Santa Fé: 

 
 

Battle of Santa Fe Setup 

 
 

 



SCENARIO 2 

1694, March 4 – THE SEIGE OF THE BLACK MESA 

 Background: As a result of the failure of the natives to expel the Spaniards at Santa Fé, the Tewas 

and Tanos of Tesuque, Nambé, Pojoaque, Jacona, Cuyamungué, San Ildefonso, and Santa Clara, and others 

left their pueblos and took refuge on top of Tu-yó, the Black Mesa of San Ildephonso Pueblo.  Some 

Apaches joined them at times.  In addition to this a terrible famine broke in this year and people 

everywhere became desperate for food.  It was so bad the friars expected another general uprising.  Vargas 

requested assistance but only 200 head of cattle were sent.  Meanwhile Vargas had to deal with the 

insurrection.  On March 4
th

 he arrived at the mesa with 110 soldiers, many settlers, and friendly natives.  He 

also brought two cannon, each of which burst upon firing the first round.  Then the Spanish charged in two 

groups.  They were repulsed after five hours of fighting with eight men wounded.  The rebels had lost 

fifteen.  It may be difficult to understand the low casualties, however, to anyone to has seen this mesa it is 

clear that most of the time was spent climbing and re-climbing it.  A week later, on the 11
th

, the Spanish 

tried it again with similar results.  On the 12
th

 the rebels counter-attacked at night, but they were also 

repulsed, losing about 30 men.  Vargas laid siege until the 19
th

.  With ammunition low and the weather 

turning bad, he and his men turned back towards Santa Fé.  The rebels held out there for six months raiding 

the Spanish and their allies almost at will until the Spanish returned in September. 

 Terrain: scrub brush with scattered trees; a large hill with a native camp is placed at one end of the 

board and the Spanish Camp at the other.  The hillside is a heavy barrier.  It is day time. 

 Deployment: the Spanish begin the game in their camp; the Tano and Tewa warriors begin on top 

of the mesa.  

 Victory Conditions: the Spanish must drive the native warriors off the hill; the natives must drive 

the Spanish off the board or at least fight them to a stalemate. 

  

Order of Battle 

Spanish      Tano and Tewa Pueblo Natives (on foot) 

Vargas & retinue* (Field Officer)   1 Warband foot (War Chief) 

1 Presidio Compañia dismounted   1 Warband foot (Tribal Chief) 

1 Militia Esquadra dismounted    1 Warband foot (Clan Chief) 

A wagon train/camp (civilians)   1 Warband foot (Young Chief)   

* a drummer, standard bearer, and an aide-de-camp 

 

Game board set-up for the Battle of Black Mesa. 

 
 



SCENARIO 3 

1694, April 12 – THE BATTLE OF POTRERO VIEJO (Cochití Mesa) 

 Background: The rebels of Cochití Pueblo and some from other pueblos took refuge on the mesa 

of Cienguilla called Portrero Viejo.  Vargas left Santa Fé on April 12
th

 with 70 soldiers and 20 militiamen.  

On the way, 100 natives from San Felipe, Santa Ana, and Cia, joined them.  Vargas stopped at San Felipe 

on the 15
th

 and left the next day after noon, arriving at Cañada de Cochití at midnight.  The Spanish pitched 

camp out of sight of the mesa where they could see watch fires burning along the ridge in front of them.  

Obviously, they were expected.  For the attack, Vargas separated his men into four groups: two Captains, 

Juan Olguin and Eseubio Vargas (no relation to the governor) under the command of Bartolomé de Ojeda 

led forty soldiers and one hundred natives up the main path from the southeast.  Ojeda was been a Keres 

puebloan who had fought bitterly against the Spanish during the Pueblo Revolt.  He was a commanding 

figure; he was also literate and multilingual.  He wanted to save some of his people if possible by helping 

the Spanish because he knew they would return.  Captain Roque Madrid with about 20-25 men was ordered 

to attack the heights from the front while Adjutant Barela and ten soldiers guarded the northern footpath.  

Vargas and a few men were stationed between Madrid’s and Barela’s groups. 

 Captain Madrid had the most difficult assignment because the slopes were very steep on that side.  

At about 2 a.m. everyone advanced in the moonlight.  Madrid’s group was spotted first, then Barela’s 

group, both of which responded with gunfire while the natives shot arrows and threw stones at them.  Then 

killed while four Spanish were wounded and none killed.  Vargas captured 342 women and children with 

70 horses and 900 sheep and stores of corn, some of which he gave to the native allies.  The food would 

greatly aid the inhabitants of Santa Fé who at this time were in dire straits.  He ordered the captives to shell 

the corn while 34 soldiers went to Santa Fé to get mules and wagons with which to bring the stores back.  

The Indian allies went home to their Pueblos leaving Vargas with only 36 men.  At 2 p.m. in the afternoon, 

on the 21
st
 of April, the rebels returned and attacked the surprised Spanish.  Four natives and one Spaniard 

were killed, but in the confusion, over 150 of the captives escaped – which was probably the primary goal 

of the attack.  Before leaving, Vargas burned the pueblo and all the remaining stores.  Then he returned to 

Santa Fé with the prisoners whom he distributed as slaves among the colonists. 

Terrain: The board is covered by scrub brush and scattered trees.  There is a large hill with adobe 

houses at one end of the board as shown below.  The hillside is a heavy barrier.  The trails are medium 

barriers.  It is night time; roll for a random moon in the Raiding Section.  

Deployment: The Cochiti Puebloans start the game on top of the mesa.  One sentry is posted at 

each possible entrance to the top.  Use the Raiding rules to determine the sentry alertness.  The Spanish 

start roughly in the positions shown below. 

Victory Conditions: If the Spanish are repulsed the natives win.  The Spanish must capture the 

houses, and therefore the corn, to win.  Natives that receive a panic result will run off the sides of the mesa 

and out of the battle.   

 

Order of Battle 

Spanish       Cochiti Pueblo (on foot) 

1. Governor General Vargas (Field Officer)   1 War Chief, five Warriors 

    Herald Rodriguez (drummer)     1 Warband (Tribal Chief) 

    Alferez (flag bearer)     1 Warband (Clan Chief) 

    2 Presidiales      1 Warband (Young Chief) 

    1 Franciscan Chaplain 

    This group can be mounted or dismounted. 

 

2. Bartolomé de Ojeda on foot (Lieutenant) 

    8 Presidiales on foot 

    20 Allied San Felipe natives on foot 

 

3. Roque de Madrid on foot (Sergeant Major) 

    1 Presidial Equipo on foot 

 

4. Adjutant Barela on foot (Sergeant) 

    1 Militia Equipo on foot  



Game board set-up for the Battle of Portrero Viejo. 

 
 



SCENARIO 4 

1694, July 12 - THE BATTLE ON THE RIO ANTONIO 

 Background: On June 30
th

, 1694, Vargas left the City of Holy Faith to negotiate peace with the 

people of Taos Pueblo.  At Cuyamungué his men fought with the Tewas, killing 11 of them.  Then he 

proceeded to Picurís Pueblo which was deserted and then he went on to Taos, reaching it on the 3
rd

 of July.  

It was also deserted but the Taoseños had left crosses there to protect the village from the Spanish.  Vargas 

tried to negotiate with the native people who were hiding in the mountains but they would not respond, so 

he sacked the Pueblo and carried off a large amount of their corn.  Then on a whim, he marched north into 

Ute country where he was attacked in camp on the night of the 12
th

 of July.  He lost 8 men but the Utes 

were repulsed.  During a truce they claimed that they thought the Spanish to be Indians in Spanish clothes.  

This may be evidence that the Pueblo native dress was actually similar to the Europeans by this time.  

Vargas pardoned them.  He returned to Santa Fé on the 16
th

 on July.  This was the first recorded instance of 

a Ute attack on the Spanish after the reconquest. 

Terrain: Set up a Spanish camp, river (unfordable), and horse herd as shown.  The entire board is 

medium woods.  The Utes begin the game at the long end opposite the Spanish Camp.  It is night time; use 

the Raiding rules. 

  Deployment: Place the Spanish sentries as shown.  They are armed with escpopetas (carbines) and 

swords.  The Utes are armed per model with flint-tipped weapons.  Use the Raiding rules as the Utes 

attempt to sneak up on the camp. 

 Victory Conditions: the Spanish must fight the Utes to a standstill or off the board.  The Utes must 

capture the horse herd to win. 

 

Order of Battle 

Spanish       Utes (on foot)   

Governor General Vargas (Field Officer)*   1 War Chief 

1 Presidial Esquadra foot (in tents)    1 Warband (Tribal Chief) 

1 Presidial Equipo foot (sentries)     1 Warband (Clan Chief) 

3 Presidial Horse guards mounted (Cpl) 

*1 Franciscan Chaplain, drummer, flag bearer, Sergeant Major 

 

Game board set-up for the Battle of Rio Antonio. 

 
 



SCENARIO 5 

1694, July 24 - THE BATTLE OF AHTIOLEQUA (Jemez Pueblo) 

 Background: After the occupation of Santa Fé the Keres natives of San Felipe, Santa Ana, Cia, 

Pecos, and Tesuque remained loyal, but the rest did not.  They moved out of their pueblos and took refuge 

on the top of nearby mesas, from which they could protect themselves and raid the neighboring 

countryside.  On July 21 Vargas left Santa Fé with ninety soldiers, thirty militiamen, native allies, three 

Franciscan chaplains, and a baggage train.  The natives in Jemez consisted of some Keres from Cochiti and 

most of the Santo Domingo Pueblo.  As the Spanish approached Jemez a storm hid their presence.  When 

they finally saw it, the mesa appeared to be formidable.  By seven o’clock at night on the 23
rd

 the Spanish 

and their allies were outside the main approach to pueblo.  Vargas learned from the allied natives that there 

was a second trail on the other side of the mesa.  He sent Captain Eusebio de Vargas (no relation) to the 

second trail with twenty-five soldiers and over one hundred Cia and Santa Ana natives.  They left at one 

a.m. and were in position by morning.  The remainder of the soldiers and the Keres of San Felipe would 

make the assault up the front trail.  Just before dawn, Sargento Mayor and Capitan of the Presidio, Antonio 

Jorge, led the frontal group forward.  Vargas and a few men waited behind to watch for escapees.  After 

seeing that none could escape he joined the battle where he noted that the Jemez were “defending 

themselves with great bravery.”  The rebels fled into the buildings where the fighting went on room by 

room.  It was over by four o’clock in the afternoon.  The maize (corn) they captured would save the people 

of Santa Fé through the coming winter and of course, the allies got their fair share of spoils also.  The 

Spanish considered the success of the battle nothing short of a miracle. 

 Terrain: the pueblo should be set up on a mesa with two approaches, one on each side of the 

table’s ‘short’ side.  Apparently this was not a fortified place and there were no walls or gates.  It is 

assumed that the Spanish could not ride their horses up the steep trails and had to go on foot.  The back 

path is wide enough for only one figure at a time.  The front path is wide enough for two figures abreast.  

On top of the mesa there was a group of buildings for living and storage and most likely some temporary 

shelters also.  There is no moon that night due to clouds and the attackers are difficult to spot.  After two 

game turns, the rest of the battle is considered to occur in daylight. 

Deployment: All of the defenders except four guards are sleeping in the buildings and shelters.  

Use the Raiding rules to begin the game.  The Spanish begin at the places shown below. 

Victory Conditions: If the defenders receive a panic morale result they will flee into the buildings.  

If the Spanish receive a panic result they will flee down the trail – they may rally but will not return to the 

top of the mesa.  If both native groups flee into the houses, the battle is lost for them.  If both Spanish 

groups flee down the mesa they lose.  It is not necessary to do the room by room fighting unless desirable. 

 

Order of Battle 

Spanish       Jemez Pueblo (on foot) 

1. Governor General Vargas mounted (Field Officer)  1 Warband (War Chief) 

    1 Presidial Equipo mounted drummer & flag bearer) 1 Warband (Tribal Chief) 

    1 Franciscan Chaplain, drummer, & flag bearer  1 Warband (Clan Chief) 

       1 Warband (Young Chief) 

2. Capitan Vargas on foot (Lieutenant) 

    1 Presidial Esquadra foot (Sgt.) 

    1 Native Warband foot (Clan Chief) 

 

3. Capitan Jorge on foot (Lieutenant) 

    1 Presidial Esquadra foot (Sgt.) 

    1 Militia Esquadra foot (Sgt.)  

    1 Native Warband foot (Clan Chief) 

 



Game board set-up for the Battle of Ahtiolequa (Jemez Pueblo). 

 
 

  



SCENARIO 6 

1694, September 4 – THE SECOND SEIGE OF THE BLACK MESA 

Background: Vargas returned to the Black Mesa on the 4
th

 of September with every soldier he 

could muster.  He was aided by 150 Queres and Jemez Pueblo natives.  The first assault was driven back 

with a loss of eleven men wounded, including Captain Antonio Jorge.  The next day the native allies and a 

few Spaniards assaulted the slope again, killing two rebels and forcing the rest to retreat.  Then Vargas laid 

in a siege of the hill.  The rebels made several sorties, all of which failed.  On the 8
th

 they sued for peace 

and Vargas pardoned them, providing they returned to their villages.  To reward the allies Vargas returned 

the Jemez women and children.  By the end of the year friars were established in the rebellious Pueblos.  

Peace appeared to have been established. 

 Terrain: scrub brush with scattered trees; a large hill with a native camp is placed at one end of the 

board and the Spanish Camp at the other.  The hillside is heavy barrier.  It is day time. 

 Deployment: the Spanish begin the game in their camp; the Tano and Tewa warriors begin on top 

of the mesa.  

 Victory Conditions: the Spanish and their allies must drive the native warriors off the hill; the 

natives must drive the Spanish off the board or at least fight them to a stalemate. 

 

Order of Battle 

Spanish       Tano and Tewa Pueblo Natives (foot) 

1 Presidio Escuadra dismounted (Captain)   1 Warband (War Chief) 

1 Presidio Escuadra dismounted (Lieutenant)  1 Warband (Tribal Chief) 

1 Militia Escuadra dismounted (Sgt.)   1 Warband (Clan Chief) 

1 Queres/Jemez Warband (Clan Chief)   1 Warband (Young Chief) 

A wagon train/camp (civilians)* a drummer, standard bearer, and an aide-de-camp 

 

Game board set-up for the Battle of Black Mesa. 

 



SCENARIO 7 

1695 – ATTACK ON THE VILLA DE SANTA CRUZ 

 Background: The full name of the town was originally “La Villa Nueva de Santa Cruz de los 

Españoles Mejicanos del Rey Nuestro Señor Carlos Segundo.”  But it was normally shortened to Santa 

Cruz de la Cañada and later to Santa Cruz.  This was the second town established during the Reconquista.  

It was built in the format prescribed by Spanish doctrine in the form of houses placed in a protective square 

around a central plaza.  But the native Tanos who lived there had to leave to make room.  The new Friar 

protested that it was unfair, but it happened anyway.  These were Tanos who were originally from Galisteo 

Pueblo.  The Galisteans moved a few miles south and built new towns which they did not do happily.  Yet, 

they eventually became Genisaros, Indians who became culturally Spanish (with some variation).  In the 

beginning there were 29 Spanish families living In Santa Cruz.  For a time the town served as the military 

command center for the province and soldiers were stationed there.  But later, due to severe attacks and a 

lack of military protection, it would be abandoned for a time, with the crops left unharvested.  Today, the 

plaza does not exist except for a newer church that was built in 1733 and a few scattered houses. 

 Terrain: Setup the town in the center, fields, horse corral, and orchard as shown below.  There is a 

barracks in one corner with the Presidiales and five houses that have two militia and two civilians each.  

The villa (town) walls are a heavy barrier.  It is night.  Use the raiding rules to determine the conditions of 

the attack.  The town walls are medium barriers and the house tops are heavy barriers. 

 Deployment: There is one guard in the bell tower and one on top of the house near the horse 

corral.  All others are in the houses.  The Raiders may enter from any side of the board.   

 Victory Conditions: Use the Raiding rules to determine victory conditions. 

 

Order of Battle 

Spanish      Apache or Ute Raiders (foot) 

Presidio Commander (Captain)   1 Warband (War Chief) 

1 Presidial Equipo foot    1 Warband (Clan Chief) 

1 Militia Escuadra foot      

10 Townspeople 

1 Franciscan Chaplain 

 

Game board set-up for a raid on Santa Cruz. 

 
 



SCENARIO 8 

1696 June 4 – THE BATTLE OF SAN JUAN PUEBLO 
 Background: A coalition of natives from five different pueblos staged a revolt (Picuríes, Tewas, 

Keres of Santo Domingo and Cochití, and Jemez), killing five missionaries and twenty-one Spanish, many 

from the Taos area, after which the rebels retreated to the mountains.  They had no time to build permanent 

shelters.  One priest, Fr. Alonzo Ximenes de Cisneros narrowly escaped from his mission at Cochití and 

was rescued by friendly Indians from San Felipe.  Father Navarro from San Juam escaped to Santa Cruz de 

la Cañada.   Father Cisneros at Cochiti had a narrow escape.  Captain Lazaro Misquia, Alferez José 

Dominguez, and twelve troopers escaped from Taos and made it to Santa Fé on the 13
th

.  Meanwhile the 

rebellious natives took refuge in the Valles range beyond Potrero Viejo.  From there, they solicited the help 

of the Zuñi, Acoma, and Navajó in order to attack the Spanish and allied Indians wherever possible and to 

wage total war on the loyal natives of Cia, Santa Ana, and San Felipe Pueblos.  A small group of soldiers 

stationed at Cia under Captain Miguel de Lara took the initiative.  Together with the Alcalde Mayor of 

Bernalillo, Don Fernando Duran y Chavez, they set out after the rebels on the 29
th

 of June.  They fought 

them in San Diego Canyon, then later at the ruined San Juan Pueblo.  The rebels were routed with a loss of 

30-40 men, eight of which were Acomans.  The natives scattered and the surviving Jemez went to live with 

the Navajó.  The significance of this battle was that the Acomans and Zuñis gave up trying to help 

rebellious Puebloans and the pesky Jemez were out of reach for a while.   

Terrain: scrub brush; it is day time.  

Deployment:  Use the Raiding rules to begin the game.  The Natives are in the village placed 

randomly and the Spanish enter from any side. 

Victory Conditions: the Natives must drive the Spaniards off the board or at least to a standstill to 

win.  The Spanish must drive the Natives off the board to win. 

 

Order of Battle 

Spanish       Jemez, Navajó, Acoma, Zuñi (foot) 

Miguel de Lara mounted (Captain)    1 Jemez Warband (War Chief) 

Don Fernando Duran y Chavez mounted (Ensign)  1 Navajó Warband (Tribal Chief) 

1 Presidio Equipo mounted    1 Acoma Warband (Clan Chief) 

1 Militia Escuadra mounted    1 Zuñi Warband (Young Chief) 

1 Franciscan Chaplain 

 

Game board set-up for the Battle of San Juan Pueblo. 

 
 



SCENARIO 9 

1696 - THE VARGAS EXPEDITION 

Background: On October 18, 1696, Roque de Madrid arrived from Santa Cruz and informed 

Vargas that some of the northern Puebloans including the Taoseños and Picurís had rebelled and left the 

kingdom with their families.  Vargas quickly pursued them but when he reached Picurís Pueblo it was 

deserted.  He continued on the trail with Pueblo volunteers Tiguas of Tezuque.  Neighboring Pueblos told 

him that the Picurís had left three days earlier with a large number of horses, lambs, and goats.  Crossing 

the mountains to the east, they were joined by more volunteers from Pecos.  Vargas sent scouts ahead who 

captured a Taos Indian whom they forced to guide them towards the fugitives.  He led them to an 

abandoned village of 31 Apache wicker houses.  Puebloans and Apaches alike had left in such a hurry that 

they left tipi poles and other belongings along the trail.  Following in haste the Spanish caught up with a 

chief and a group of natives with forty loaded horses.  There was a quick fight but the fugitives were 

captured, a few were killed. Vargas did not continue the pursuit but throughout the next few days Natives 

of all ages straggled into camp.  Vargas welcomed them warmly and gave them food and blankets.  The 

new prisoners told that Don Lorenzo and others continued to retreat with the Apaches.  The Spaniards built 

a tall cross the mark the victory then they headed back towards Pecos in blizzard that overtook them on the 

way, arriving there on November 7, 1696.  They had lost more than two hundred horses and 5 mules 

belonging to the army (including his own).  Vargas immediately went back with a relief force to gather 

those in camp behind them.  They fed the people with roasted corn and dead horses.  Back in Santa Fe the 

eighty-four captives, including babies, were divided among the citizens as servants.  The total distance they 

had traveled was eighty-four leagues. In 1699 the presidio garrison was increased from 50 to 100 men and 

by this time New Mexico had 1500 colonists.  This is a good scenario to use as an introduction to the 

Raiding rules in Section 8. 

Terrain: Use the Raiding rules to determine the terrain. 

Deployment: Use the raiding rules to determine if they catch up with the Picurís and, if so, how to 

setup the board. 

Victory Conditions: Upon leaving Pecos the Spanish only have fifteen days food out and back.  If 

they don’t catch up with the fugitives in 8 days they must return empty handed and the Picurís win.  If they 

catch up with them and capture six of the Natives the others will surrender. 

 

Order of Battle 

Spanish       Jemez & Picurís    

Governor Vargas (Field Officer)    1 Warband mounted (Clan Chief) 

1 Presidial Escuadra mounted    10 Native civilians foot 

1 Militia Equipo mounted     Horses and mule train 

1 Pecos/Tezuque Warband foot (Clan Chief)   

1 Franciscan Chaplain, drummer, flag bearer, Sergeant Major 

 

  



SCENARIO 10 

1705 - THE MADRID EXPEDITION 

 Background: The years between 1702 and 1719 were filled with horrific assaults upon Spanish 

and Pueblo New Mexicans.  Spanish defense of their relatively indefensible province relied on native 

alliances and punitive expeditions.  In this period, most of the attacks were done by Navajó and Comanché  

natives.  They broke a long-standing peace in 1702 which Governor Cubero quickly squelched with a 

prompt campaign of 100 Spanish and 150 Puebloans, but by 1705 they were again on the warpath.  

Governor Cubero dispatched his Maestro de Campo, Roque de Madrid who headed north, crossing the Rio 

Grande near Taos.  He then proceeded northwest for 46 leagues along the Piedra de Carmeno, Sierra del 

Cobra, Rio de Chama, and the Arroyo del Belduque.  The Navajó fled before him, finally taking refuge on 

a peñol, a small mesa.  After suffering several defeats they sued for peace.  But by the end of 1708, the 

Navajó began raiding again and kept it up until 1710.  Only with a total invasion were the Spanish able to 

quiet them.  But, only four years later, they struck again.  Madrid, with 300 soldiers, settlers, and Puebloans 

again ravaged their country and defeated them in a decisive battle.  

 Terrain: scattered scrub brush and a defensible hill (heavy barrier) and a height benefit in the 

center of the board.  The rocks provide partial cover for the natives. 

 Deployment: The Navajó on the peñol are organized into two groups, each led by a chief.  The 

Spanish and allies have them surrounded. 

Scenario Option: At the Navajó player’s option, one group of 6 mounted natives may appear out 

of any corner of the board (except where the Spanish horse herd is located) and attack the besiegers from 

behind.  These warriors must be subtracted from the order of battle if this option is taken.  They may do this 

on any game turn.   

Victory Conditions: If even one group of the natives on the peñol panics they will surrender and 

the Spaniards win.  If the Spanish are chased off the board, or if the Navajó escape with the captured horse 

herd, the natives will win.     

Order of Battle 

Spanish      Navajó     

Roque de Madrid  (Captain)   1 Warband foot (War Chief) 

1 Presidial Escuadra dismounted   1 Warband foot (Tribal Chief) 

1 Presidial Escuadra dismounted   1 Warband foot (Clan Chief) 

1 Militia Escuadra mounted   1 Warband foot (Young Chief) 

1 Pueblo Warband foot (Clan Chief)  Captured horse herd 

1-3# cannon with 4 crew (Sgt.)    

Baggage train and horse herd 

 

Game board set-up for the Madrid Expedition Battle at the Pine Knoll.

 



SCENARIO 11 

1706 - THE ULIBARRI EXPEDITION 

 Background: Many people of Picurís Pueblo had escaped Vargas and fled to El Cuarteléjo in 

1696.  Early in 1706 Don Lorenzo, their chief, sent a messenger to Santa Fé to ask for forgiveness and aid.  

In response, Governor Cuerbo selected Juan de Ulibarri to return them to New Mexico.  This expedition, 

though not military in nature, gave the basis of documentation for future expeditions into the Great Plains.  

It also provided evidence of native intertribal warfare and of French intervention by trade and escort with 

tribes on raids.  After gathering 20 Presidiales, 12 militiamen, and 100 Pueblo native allies, Ulibarri set out.  

On the way he encountered friendly tribes; Jicarillas, Conejeros, Ochos, and Rio Colorados, who warned 

him of hostiles which they identified as Penxayes, Flechas de Palo, Lamitas, and Nemantinas.  On the way, 

Ulibarri found evidence of Comanché /Ute raids on Jicarilla Apaches; and upon reaching the Ranchería of 

El Cuarteléjo (a large collection of rancherías) he was told of a recent Panana (Pawnee)/French raid, while 

their hunters were away hunting buffalo the Panana.  But the Cuartelejos learned of their approach and fled.  

The raiders plunder the houses, captured women and children, and left.  A counter-raid party of Apaches 

immediately set out after them.  They came upon a white man and woman whom they killed. He was bald 

so they couldn’t scalp him but they scalped the woman.  They picked up a red cap, powder and gun, which 

they showed to l’Archévèque who identified the musket as unmistakably French.  Then other guns were 

found.  The Apaches told him that the Pawnees sold Apache slaves to the French the same way they sold 

Pawnee slaves to the Spanish.  The result of the expedition was the return of two prominent Pueblo revolt 

leaders (Don Lorenzo and his nephew, Don Luis Tu-pa-tú, the son of the Picurís chief who had succeeded 

Popé as leader of the revolt), as well as 60 Picurís and Santa Clara Pueblo natives.  This scenario illustrates 

that life for the prehistoric natives was not harmonic.  “The arrival of the European did not bring war, 

death, and destruction to otherwise peace-loving native people living in harmony with nature and with each 

other” (Quest for Empire).  Expedition reports also indicated that the people of Cuarteléjos took scalps 

regularly, before white man influence; Native American tribes had warred with each other unceasingly 

since time out of mind.  

Terrain: Set up a village of adobe huts or houses in proximity to each other to represent the village 

of El Cuarteléjos.  These would be more separate than Spanish houses and without defensive walls or gates.   

Deployment: The inhabitants are placed according to the raiding rules.  The Pawnee forces begin 

the raid by entering the board from any side per the Raiding rules. 

Victory Conditions: If the Pawnee/French can drive off the inhabitants they will loot the village 

and win the game; if the Cuarteléjos can defend the village, they will win the game. 

Order of Battle 

French/Pawnee foot    Cuarteléjos Apaches foot    

1 French Ensign (Ensign)    1 Cuarteléjo Warband foot (Tribal Chief) 

1 French Team     1 Cuarteléjo Warband (Clan Chief) 

1 Pawnee Warband foot (Clan Chief)  1 Cuarteléjo Warband (Young Chief) 

1 Pawnee Warband foot (Young Chief)  10 Civilians 

Game board set-up for a raid on Cuarteléjos Rancheria.

 



SCENARIO 12 

1715 July 20 – RAID ON PICURÍS PUEBLO AND THE HURTADO EXPEDITION 

 Background: Pueblo military parties also conducted their own campaigns independent of Spanish 

participation.  The native warriors fought well, sometimes performing better than their Spanish 

counterparts.  Enemy raiders frequently took food, livestock, and captives from the Pueblos, and the 

Puebloans usually set out immediately, often retrieving all or most of the plunder.  Pueblo natives could 

also be counted on to report the raids or the approach of marauders to the Spanish.  The musters for 

expeditions were usually held at the nearest Pueblo in the direction from which the attack came from.   

Puebloans were very helpful in the campaigns mustered and led by the Spanish.  “They knew the 

terrain, were familiar with much of the culture of the potential enemy, and frequently had a working 

knowledge of the language.  They possessed a great willingness to serve and were most frequently involved 

in the midst of combat, not showing the least reluctance to participate of to follow orders.  Reports from the 

field and post action reports cited them for overall competency as well as their loyalty.”  They understood 

clearly that cooperation was helpful to all peoples of New Mexico.  One look at a map shows the complete 

isolation of the province.  Spain could not have controlled New Mexico without the support of the Pueblos; 

and conversely, the Pueblos could not have defended themselves so successfully without Spanish support.  

Mutual defense was the cement that bound the Province together.  In reciprocation for their help, the 

Spanish conferred “titles, recognition, privileges, gifts, and most of all, the spoils of battle.”  The level of 

trust and the need was so great that even in the face of royal edicts to the contrary, the Pueblo natives were 

trained to ride horses and in 1714 a junta of prominent civil, military, and Franciscans, and the governor, 

Juan Ignacio Flore Mogollon, determined that certain trustworthy Puebloans would be allowed to have 

firearms.  During this time the Moquis were causing a constant  ruckus, requiring Spanish attention in their 

direction also. 

On July 20, 1715, the Faraones Apaches struck at Picurís Pueblo, just as a council of War was 

being conducted in Santa Fé to plan an expedition against them.  Without delay, the native Picurís set out 

and overtook them and retrieved their stolen horses.   

Terrain: Use the Raiding rules to determine pursuit and terrain.   

Deployment: The Picurís have caught up with the Faraones who cannot flee and must fight.  Set 

up the terrain and camp per the raiding rules for generic camps.  Place the Faraones on one side of the 

board with the captured horse herd and the Picurís on the other side.  The Picurís take the first move.  

Neither side has firearms but the Puebloans have metal-tipped weapons while the Faranoes have flint-

tipped weapons.   

Victory Conditions: If the Faraones are chased off the board or surrender, the Picurís will regain 

their horse herd and captives and will win the game.  If the Picurís are forced off the board they lose their 

horse herd and the game. 

 

Order of Battle 

Picurís Pueblo     Faraones    

1 Picurís Warband mounted (War Chief)  1 Warband foot (War Chief) 

1 Picurís Warband foot (Clan Chief)  1 Warband foot (Clan Chief) 

      Horse herd and 2D6 prisoners 

 

 After the Faraones Apaches had savagely raided Picurís and Taos Pueblos.  Governor Mogollon 

called a council of war and sent for Don Geronimo of Taos and Don Lorenzo of Picurís (Pueblo chiefs) to 

testify.  As noted above, on July 20, in the midst of these proceedings, the Faraones struck again at Picurís 

Pueblo.  Juan Paez Hurtado, a Captain of the Presidio, was put in command and he began preparations for a 

punitive expedition.  By the 13
th

 of August he arrived at Picurís Pueblo with 36 soldiers and 52 militiamen.  

Once there, he mustered 149 natives drawn from the Pueblos of Pecos, San Juan, Nambé, San Ildefonso, 

Santa Clara, Pojoaque, Tesuque, Taos, and Picurís under the command of Captain-General of Native 

Militia Joseph Naranjo.  Records indicate that 76 of the natives had firearms (50%!), and a few of them had 

leather cueras.  Thirty Jicarilla Apaches and one Cuartelejo Apache were to serve as guides.  The 

expedition traveled north along the Mora River for 20 leagues and turned to the southeast to the Canadian 

River (Rio Colorado) for ten days and arrived at the Faraone Rancheria country, but the Faraones had fled 

before them and the expedition proved fruitless.  However, what made this expedition remarkable was the 

detailed records of the process of organizing and executing an expedition; a prototype for organizing many 



expeditions to come.  The Spanish learned from the Pueblos that they must move quickly against raiders if 

there was to be any hope of catching them.   

 

Game board set-up for retaliatory a raid on a Faraone camp. 

 
 

 

  



SCENARIO 13A 

1716 – COMANCHE/UTE RAID ON TAOS 

 Background: The first recorded raids of the Comanché and Utes began in 1704 and despite a treaty 

with the Spanish, they continued to raid the province at will.  Taos, now called Ranchos de Don Fernando 

de Taos or Ranchos de Taos was resettled in 1716.  It was immediately attacked by large war party of 

Comanché and Utes.  By this time the Pueblo men have begun wearing Spanish style clothing: trousers tied 

with sashes, pullover shirts (with some embroidery and ribbons added).  For headgear, the most of the 

natives retained the use of a headband, while the shoulder-length hair was loose.  The Spanish wore their 

hair long and tied back in a queue (‘tail’ in French, a ponytail) which they called a ‘chongo.’  It was usually 

wrapped in ribbon or leather to keep it clean.  Soon, the Natives would adopt this same hairstyle and the 

Segessor hide painting shows them in this style in 1720.  Since the settlers of Taos were quite impoverished 

some of the men did not have firearms and must have fought with lances, farm tools, or bows.  The Spanish 

would have a precious horse herd out to pasture with one or two armed guards.   

Terrain: Scattered scrub brush and trees, a walled town, fields and orchard as shown.  It is 

daytime. 

Deployment: Use the Raiding rules to setup the forces.  The Comanché are armed with flint-tipped 

weapons and the Puebloans are armed with metal-tipped weapons. 

Victory Conditions: Use the Raiding rules to determine victory. 

 

Order of Battle 

Taoseños       Comanché /Ute    

1 Militia Equipo w firearms foot (Alcalde, Ensign)  1 Warband mounted (War Chief) 

1 Militia Equipo w farm weapons or bows foot  1 Warband foot (Tribal Chief Chief)  

5 Pueblo Warriors w bows (Young Chief)     

10 Village men, women, and children   

Horse herd and other livestock  

 

Game set-up for a raid on Taos – use the Santa Cruz set-up. 

 
  



SCENARIO 13B 

1716 - THE SERNA EXPEDITION 

Background: Retribution was swift.  After the Comanché/Yuta raid, Captain Serna quickly 

gathered a mounted force and chased after them.  With Governor Martínez on campaign against the Moquis 

it was up to him to organize pursuit.  He caught up with them thirty leagues north of Santa Fé, killing some 

and capturing the rest who were then sold into slavery.  This scenario can be played as a mini-campaign 

with the first part being the raid on Taos, and if the raiders are successful, the second part would be the 

potential Spanish revenge.  Use the pursuit rules to determine if Serna catches the raiders. 

Terrain: Use the raiding rules to determine terrain. 

Deployment: setup the Comanché/Utes in their camp as shown with the Spaniards and Puebloans 

at the other end of the board.  Use the raiding rules to determine discovery of the attackers. 

Victory Conditions: the Spanish must recapture their people and horse herd to win; otherwise the 

Comanché /Utes win. 

 

Order of Battle 

Taoseños      Comanché/Ute 

1 Captain Serna     1 Warband mounted (War Chief) 

1 Militia Escuadra mounted   1 Warband Foot (Clan Chief) 

1 Pueblo Warband mounted (Clan Chief)  Horse herd 

 

Game board set-up for retaliatory raid on Comanché – use the Faraone camp set-up. 



SCENARIO 14 

1717 - THE PADILLA EXPEDITION 

 Background: The Comanché, fiercest of all native warriors were again on the warpath and all the 

settlers in the north were in grave danger.  Many horses, women, and children were captured in 1717.  

Militia captains Don Juan de Padilla and Don Carlos Fernandez were well known as vigorous Indian 

fighters from Taos.  A junta was held at Santa Fé and Don Padilla was chosen to lead the expedition with 

Don Fernandez as second in command.  Don Pedro Pino of Santa Fé was to be third in command.  Of the 

soldiers and volunteers, many had firearms but many more were only armed with machetes, lances, and 

bows and arrows.  This shows the condition that the firearms were in and why the New Mexicans 

constantly begged Mexico City to send more – especially “new muskets of the long kind.”  This must have 

been referring to flintlock muskets which could mean that they were still armed with carbines.  Judging 

from the records however no new arms came to the province before 1724. 

 The expedition marched through Pecos Pueblo, where they camped, and then proceeded to the 

Llano Estacado by way of Anton Chico.  Eventually the scouts led them to a beautiful valley and 

determined that the Comanché were only a few leagues distant.  Padilla ordered a forced night march which 

was done, and they found the native camp.  The command was ready to attack at sunrise.  Prior to attacking 

they painted their faces red with clay (almagre) and let their hair down loose in order to appear like natives.  

The Comanché camp was very large.  With a cry of “Santiago” the Spanish charged.  But the Comanché in 

the village thought they were a returning war party and did not realize their mistake until it was too late.  

Hundreds were killed and seven hundred were taken prisoner.  Most of the recently captured Spanish were 

freed.  Only a few Comanché escaped.  There was much celebration in the Santa Fé upon their return.  The 

captive Comanchés were sent to live at Cuba, NM, where all of them perished in a few years.   

Terrain: Medium woods and rocks throughout, with a fordable stream near the Comanché /Utes. 

Deployment: Setup the Comanché /Utes in their camp as shown with the Spaniards and Puebloans 

at the other end of the board.  The Spanish take the first turn.  The Comanché /Utes must make a Recon roll 

each turn to determine if they discover the pursuers. 

Victory Conditions: the Spanish must recapture their people to win; otherwise the Comanché /Ute 

win. 

Order of Battle  

Taoseños      Comanché /Ute 

1 Captain Padilla (Captain)   1 Warband mounted (War Chief) 

1 Presidial Escuadra mounted   1 Warband foot (Clan Chief) 

1 Militia Escuadra mounted   1 Warband foot (Young Chief) 

1 Pueblo Warband mounted (War Chief)  10 civilian captives and captive horse herd 

 

Game board set-up for retaliatory raid on Comanché – use the Faraone camp set-up.  Alternatively, the 

players may elect to split their forces; if so, place the Comanché camp in the center. 

 



SCENARIO 15 

1719 - THE VALVERDE EXPEDITION 

 Background: Within two years after the devastating defeat the Comanché were back.  They 

invaded the Jicarilla country, driving them into New Mexico, where they pleaded for protection.  Then the 

Comanché again raided Taos and Cochiti a few months later.  Something had to be done, so Governor 

Valverde took sixty presidiales to Taos where he began recruiting.  He soon had over six hundred men 

including sixty settlers, forty-five soldiers and thirty Pueblos who brought their own horses.  The rest were 

Apache volunteers under a Capitán Carlana.  The Spanish settlers by this time were impoverished and had 

to be supplied with nearly everything, cueras, guns, and mounts.  They left Taos on the 20
th

 of August, 

1719, and followed the San Fernando Creek.  The column marched in a specific order.  A small vanguard 

with the Governor preceded the caravan.  The main Spanish column followed with the animals and baggage 

train behind them.  The Puebloans rode behind the baggage train and a small group of Spanish rode as a 

rear guard.  Flankers kept watch on the sides of the column to guard against ambush.  When they camped 

they kept separate camps for Spanish and Puebloans and the horses belonging to each were also kept 

separate.   

Moving slowly and talking to all the Apaches they met, they heard the same story over and over 

again.  The natives told how they had been attacked by Comanché s.  Sixty people were killed and many 

women and children had been captured.  One hundred and seven Jicarilla warriors volunteered to join the 

expedition.  Valverde accepted their offer.  The Jicaríllas were not nomadic. They lived in small adobe 

houses and planted fields of corn, beans, and squash, complete with irrigation ditches.  Their clans lived in 

small groups of houses and when they were harvesting distant fields, they lived in teepees.  Surprisingly, 

one house had a cross on it.  Unfortunately, this expedition did not close with the Raiders and had to return 

to Santa Fé.  The Comanché were moving south in their bid for conquest of the western plains.  Set up the 

Jicarilla Rancheria the same as for the Cuartelejo Apache scenario.   

Terrain: Setup the town in the center, fields, horse corral, and orchard as shown below with 

scattered scrub brush.  It is day time.  Both sides have flint-tipped weapons – the Apaches have no firearms 

but the Comanché may have 1-4 firearms.  Use the raiding rules to determine the conditions of the attack 

and victory conditions.   

 

Order of Battle 

Comanché      Jicarilla Apaches 

1 Warband mounted (War Chief)   1 Tribal Chief 

1 Warband foot (Tribal Chief)   1 Warband foot (Clan Chief) 

1 Warband foot (Clan Chief)   1 Warband foot (Young Chief) 

Village men, women, and children and livetock 

 

Game board set-up: use the setup for the raid on Ranchería de Jicarílla. 



 
 

 

SCENARIO 16 

1720 - THE VILLASUR EXPEDITION 

 

 
 Segesser Hide Painting II – the Spanish have formed themselves into a defensive circle.  Villasur 

is already a casualty (red coat, lower left hand corner.  Juan l’Archévèque is the bare-headed man at the 

right-rear of the circle.  The Spanish are wearing cueras and using adargas while they fire their escopetas 

de rastrilla (Sp. flintlock carbines) with one hand.  Some are armed with lances.  The man on the left side 

of the circle with bow and arrow is a Pueblo Indian.  He is wearing a cuera and has his hair tied back in a 

queue (Fr. tail) as do the Spanish. 

 

Background: With the discovery of Frenchmen in Texas and the evidence of French influence 

found among the Carlana Apaches at El Cuartelejo Rancheria in southeastern Colorado, the New Mexicans 

were alarmed that their province might be invaded at any moment.  In fact, a rumor from Nueva Vizcaya, 

Mexico, spread that six thousand French were only seventy leagues from Santa Fé.  In reality, if there were 



even six that close it would have been remarkable.  Governor Valverde informed Valero, the Viceroy in 

Mexico City that a massive French presence on the plains was not likely.  Nevertheless, the viceroy ordered 

Valverde to build a presidio manned by 25 soldiers at El Cuartelo with two or three missionaries to hold 

back French intrusion.  Valverde didn’t have twenty-five men to spare but he could manage to execute the 

Viceroy’s other order, to send a reconnaissance party out to locate the French. 

 Valverde sent his assistant, Villasur, with 42 soldiers, mostly men who had already been on 

previous expeditions, 3 settlers and sixty pueblo allies.  A priest named Father Juan Mínguez, went along as 

chaplain, the Frenchman Juan l’Archévèque was to be the interpreter, and Captain-General José Naranjo 

was chief scout and commander of the Pueblo troops.  Captain Serna also brought along his personal 

servant who was a Pawnee captive.  They were well-supplied for this trip which set out in late June or early 

July and followed the usual routes to the settlements of the Jicarilla and Carlana Apaches at El Cuartelejo, 

and then on the South Platte River which they called Río Jesús María.  Next they crossed the North Platte 

River (the San Lorenzo).  They were close to the place where the two rivers meet.  Villasur sent Captain 

Serna’s servant to find a Pawnee village, which he found, but he was chased off and he ran back to camp.  

The following day, Villasur moved the camp up opposite the large village which was located on an island 

in the river.  They were greeted by 25-30 men who wanted to talk peace. 

 Villasur sent Serna’s interpreter with them and that was the end of his servitude.  He did call back 

across the river that there was nothing to report about Frenchmen in the area.  However some Pawnee who 

visited the Spanish camp the next day did speak of Frenchmen so l’Archévèque wrote a note for them to 

take back.  The day after that l’Archévèque received some indecipherable scribbling on a piece of paper.  

Villasur was vexed and wanted to go into the village to get information, but his subordinates thought that 

was too dangerous.  The Pawnees had already captured some Puebloans who had been bathing in the river.  

Villasur ordered that the camp be moved back across the San Lorenzo.  That night the pickets heard the 

sounds of a barking dog and men moving in the water although they could see nothing at all.  A corporal 

reported this to a lieutenant of the guard but he thought the men were just jittery.  What Villasur and his 

men could not have known at this time was that France and Spain had declared war on each other.  

Unfortunately, they found out the hard way.  At dawn a horde of savages circled the camp firing bows and 

attacking with spears, swords, and axes that appear to have been made of metal, probably gifts from the 

French.  It’s possible that a few of the natives had muskets as did the Frenchmen in the group.  There were 

31 men in the Spanish camp and 12 guards at the horse herd.   

 The Pawnee attacked at dawn on August 14, 1720.  They timed their attack perfectly, while the 

horse guard were changing to fresh horses.  The herd was stampeded and the guards lost valuable time 

rounding them up.  Firsthand accounts say there were firearms among the Pawnee, but it is not known with 

certainty that any French were actually present.  If the Sergessor hide painting is any reference, there were 

some French there, probably civilian traders.  Villasur, his servant, and Juan l’Archévèque were killed 

before they even knew what was going on.  The remaining Spanish formed in a tight clump and fought for 

their lives.  One by one they were taken down.  Most of them probably did not even have time to get their 

muskets.  The Pueblo allies were also simultaneously attacked in their camp.  Eleven of them were killed 

and the rest were forced to retreat.  Finally returning, the twelve horse guards charged in to rescue their 

comrades with the Priest, Fr. Mínguez, and Joseph Naranjo trailing behind them.  Naranjo was trying to 

protect the Priest.  Three horse guards were killed and both Mínguez and Naranjo went down.  The 

remaining guards charged several times but only managed to extract three very wounded comrades from 

the camp: Juan l’Archévèque’s servant, Santiago Giravelle, a retired Presidio Lieutenant named Francisco 

Montes Vigil, and a settler.  Thirty-two men had been lost, almost a third of New Mexico’s approximately 

one hundred man Presidio strength.  Fortunately, they were not pursued because of the extensive damage 

they had inflicted on the Pawnee.  Thirteen Spanish and 48 Puebloans made their way back to El 

Cuarteléjos where they nursed their wounds and gathered strength to return to Santa Fé with their sad news.  

It was a crushing blow to morale.  In the midst of probable French incursions and continued marauding of 

savages, the New Mexicans felt they were not very far from extinction.  The survivors arrived in the capital 

on September 6, 1720.  The war with France was  over the following year. 

 Terrain: Set up the Spanish camp represented by a fire and a few tents off the center of the board 

with the horse herd on the long side of the board s shown below.   

Deployment: The Pawnee will attack from the three sides closest to the Spanish camp.  The horse 

herd will scatter and the mounted men will not return until the third turn at which time the Puebloans will 

also enter the board.  The Puebloans have a few firearms and metal-tipped weapons.  The Pawnee have 



metal-tipped weapons which they got from the French, but no firearms.  The French have flint lock muskets 

and the Spanish have flintlock carbines. 

Victory Conditions: The Spanish have to try to get as many men from the camp as possible off the 

board.  If they get even one man out they win. 

 

Order of Battle 

Spanish      Pawnee      

1 Villasur (Captain)    1 Warband (War Chief) 

1 Presidial Pelotón foot (Serna, Lt.)   1 Warband (Tribal Chief) 

1 Presidial Equipo  mounted   1 Warband (Clan Chief) 

1 Friar and 1 Captain Naranjo (War Chief)  1 Warband (Young Chief) 

2 Pueblo Warbands foot (1 Clan Chief)  1 French Team foot (Ensign) 

 

 

Game board set-up for the Villasur massacre. 

 
 



SCENARIO 17 

1721 – FRENCH INVASION OF NEW MEXICO 

 Background: This is a ‘what-if’ scenario playing on the fears of the Spanish after the Villasur 

massacre.  What if the French had been planning to invade the province and began with an assault on Taos.  

Set up Taos Villa as in earlier scenarios.  The French have surrounded the town and may set up as desired.  

Both attackers and defenders are all on foot. 

 Incidentally, what the New Mexicans did not know was that the French did not want to attack 

New Mexico, they wanted to trade with them.  A man named Etienne de Véniard, sieur de Bourgmont 

traveled to the land of the Cuartélejo Apaches, whom the French called Padoucas, in October 1724.  He 

gave them an incredible assortment of goods, asking only in return a lasting peace with them and 

permission to travel through their lands to trade with the Spanish.  The chief of the Padoucas promised to 

provide guides to the land of the Spanish.  There is no indication that Bourgmont meant anything other than 

what was expressed.  Unfortunately, in this decade the Comanche began a wholesale invasion of 

Apachería, closing off the plains from trade expeditions. 

 Terrain: Setup the town in the center, fields, horse corral, and orchard as shown below.  It is day 

time.  Use the raiding rules to determine the conditions of the attack. 

 Deployment: There is one guard in the tower and one in the plaza.  The Raiders may enter from 

any side of the board.   

 Victory Conditions: Destroy each other. 

 

Order of Battle 

Spanish      French 

1 Presidial Compañía (Captain, First Sergeant) 1 Company Marines (Field Officer, Sergeant Major)) 

1 Militia Pelotón     1 Company Militia 

1 Pueblo Warband (Tribal Chief)   1 Pawnee Warbands (War Chief) 

1 Pueblo Warband (Clan Chief)   1 Pawnee Warbands (Tribal Chief) 

2-4# cannons with 4 crew each (Sgt.)  2-6# cannons with 4 crew each (Sgt.) 

 

Use the game board setup for the raid on Santa Cruz. 

 
 

  



SCENARIO 18 

1724 – ATTACK ON ALBURQUERQUE 

 Background: Albuquerque was established in 1706 by Governor Francisco Cuervo y Valdés who 

wanted a town established in the Río Abajo area south of Santa Fé.  It was originally named “La Villa de 

San Francisco de Alburquerque.”  Cuervo told the Duke of Alburquerque, who was the Viceroy in Mexico 

City, that there were thirty families settling there (the required number to start a new villa) but actually 

there were only twelve.  When he found out about it the Duke was not at all pleased with the fact that they 

had used his name without permission, nor that they did not have enough families.  But he let these actions 

stand, ordering the name of the villa to be changed to “San Felipé de Alburquerque” after the patron saint 

of King Philip V of Spain.  Ten soldiers from the Presidio were transferred there also, but due to the fact 

that there were not 60 soldiers in all of New Mexico at this time they were recalled only a year later.  As 

soon as the soldiers left, the Indian attacks began.   

Unfortunately, in addition to the above improprieties, the town was not built in the prescribed 

format of houses set in a defensive square with a plaza in the middle.  Given the number of Indian raids, it 

is difficult to believe, but it was not until 1779 that this oversight was corrected, and Albuquerque Old 

Town was born, i.e. “Old Town” is the “New Town” – the original town was located in what is now the 

Barelas neighborhood.  Thus, early Albuquerque was open to Comanché and Apache attacks from the east 

and Navajó attacks from the west.  In 1724 Alburquerque was raided by both, Comanché and Faraone 

Apaches.  Sometime later, the name was changed to Albuquerque. 

Terrain: scrub brush and a few small trees.  Set up the town and fields as shown below. 

Deployment: Use the raiding rules to setup and start the game.  During this time settlers also 

began to fill in the country between Alburquerque and Bernalillo.  This area was originally settled with 

large semi-fortified haciendas probably similar to the Martínez house in Taos or the Muséo de las 

Golondrinas at La Ciénega New Mexico.  As an alternate setup, an attack on a fortified hacienda could also 

be played. 

Victory Conditions: Use the Raiding rules to determine victory. 

  

Order of Battle 

Albuquerque      Comanché  or Apaches   

1 Militia Pelotón foot (Alcalde, Ensign)   1 Warband mounted (War Chief) 

Village men, women, and children, & livestock  1 Warband foot (Tribal Chief) 

       1 Warband foot (Young Chief) 

 

Game board set-up for a Comanché  raid on Albuquerque. 

 
 

  



SCENARIO 19 

1724 – THE BUSTAMENTE EXPEDITION 

Background: the Comanché struck the Rancheria de Jicarílla for the second time, this time with 

the assistance of Utes, taking many women and children.  The Jicarílla requested assistance from the 

Spanish, stating.  Meanwhile the Faraones had also ravaged the Jicaríllas again, as well as the villa of 

Albuquerque.  Don Juan Dominguez de Bustamante had already announced a campaign against the 

Faraones, but because of the plea of the Jicaríllas he called a council to discuss the situation.  The majority 

of those present favored an expedition to the relief of the Jicarilla.  Bustamente complied with the wishes of 

the council and sent Capitán Juan Paez Hurtado with 100 men on an expedition to chase the Comanché/Ute 

raiding party.  He was successful in recapturing 64 prisoners.  Viceroy Casafuerte suggested that the New 

Mexicans establish a Presidio at La Jicarílla Valley to protect them along with a priest to administer to 

Presidiales and Jicarillas alike.  But the New Mexicans could not spare any men to guard them.  The 

Jicarillas replied that since they would not be protected they would go to live with the Navajós.  They also 

suggested that they be allowed to move into New Mexico to live near the Pueblos but permission was never 

given.  Two years later, in 1726, Santa Fè was visited by Brigadier General Pedro Rivera who reduced the 

New Mexico garrison to 80 soldiers.  The people complained bitterly but nevertheless, the soldiers left. 

Terrain: Use the Raiding rules to determine the terrain of the Comanché/Ute camp.   

Deployment: Use Faraone board setup and the Raiding rules to determine the conditions of the 

attack.  The raiders may have 1-4 firearms. 

Victory Conditions: Use the Raiding rules to determine victory points.   

 

Order of Battle 

Spanish      Comanché/Utes     

1 Bustamante mounted (Captain)   1 Warband mounted (War Chief)  

1 Presidial Esquadra mounted   1 Warband foot (Young Chief) 

1 Militia Escuadra mounted   Captive Jicarílla men, women, and children 

1 Jicarílla Warband foot (Clan Chief) 

1 Jicarílla Warband foot (Young Chief) 

 

Game board set-up: use the setup for the raid on the Comanché/Ute raiding party. 

 


