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CITY OF ST. MARYS, KANSAS

MEMORANDUM

To:

From:

Date:

Re:

File / Project Record

File / Project Record

June 5, 2026

St. Marys History Games — purpose and content of each title (Vol. I, eleven games)

1. Overview
This memo summarizes the St. Marys History Games — a set of eleven browser-based historical strategy games

published as “Vol. I” of the series, covering the prairie town’s story from 1871 to 1925. Each game is a

self-contained, single-file HTML page built to embed on the city website (smks.info) and runs entirely in the

browser with no external dependencies. All eleven share one game engine; only the historical data — setting,

decisions, events, and sources — changes from title to title. The series is framed as “eleven dispatches from a

prairie town: choose a story and decide how it ends.”

The games are teaching tools as much as entertainment. Each one isolates a real governance or enterprise

problem from the town’s history — coalition politics, deferred infrastructure maintenance, disaster readiness, the

legitimacy of an election, the discipline of a timely exit — and makes the player live the tradeoffs. Each game also

carries an explicit, built-in note separating what is documented history from what is dramatized for play.

2. How the games work (shared design)
Every title runs on the same turn-based resource-management model, so a player who learns one learns all eleven:

Turns and decisions Play proceeds over a fixed number of turns (the unit varies by game — days, weeks,
months, seasons, legs, issues, or rounds). Each turn presents one major A/B/C decision, an
optional secondary move, and then a semi-random event.

Resources The player manages four to six visible meters (money, public support, condition of an
asset, morale, and so on) that rise and fall with each choice. Letting a key meter hit zero
ends the game early in failure.

The hidden meter Every game tracks one hidden meter — trail danger, scandal, heat, wear, fraud, county
fatigue, hazard, peril — representing risk that accumulates out of sight and surfaces as a
crisis. This is the recurring design device for the games’ core lesson: the danger you defer
is the danger that ruins you.

Difficulty Four levels set the stakes: Town Historian (easy), City Steward (normal), Prairie Trial
(hard), and No Bailout (hardest, no second chances), plus a role choice flavored to each
game.

Scoring Play is graded on a weighted scorecard yielding a letter grade A through F, with a written
“legacy” verdict and a shareable result rather than a simple win/lose.
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History note Each game ends with a candid “the line between the record and the story” panel marking
which elements are real and which are invented — the same material summarized for each
title below.

3.  The eleven games
Listed in the series’ own order, which runs roughly chronologically across the town’s history.

No. 01  —  The Railhead
The Chisholm Trail — San Antonio to Abilene, 1871

Purpose.  A trail-drive survival game and the chronological opening of the series. The player is the trail boss moving
2,500 longhorns six hundred miles up the Chisholm Trail to a buyer at the Abilene railhead.

How it plays.  Each of thirteen legs brings one A/B/C decision plus an optional move, then whatever the trail delivers.
The herd is the payday, grub feeds the crew, morale is the outfit’s spirit, the purse pays the tolls — and the unseen trail
danger is deadlier than any of them. Lose the herd, the grub, or the crew and the drive busts.

You manage:  Herd, Grub, Morale, Purse, and a hidden Trail-danger meter.

Length:  13 legs of the drive.

The lesson.  The long drives turned on scarcity and choices that could not be undone — every steer lost or river crossed
was gone for good. The game rewards husbanding herd, crew, and provisions over reckless speed: the same hard
arithmetic that built and broke prairie enterprises.

Historical basis — documented.  The Chisholm Trail carried Texas longhorns to Kansas railheads after the Civil War;
Abilene on the Kansas Pacific was the first great cow town, its heyday about 1867–1871, with herds of a couple
thousand head driven by a dozen-odd hands. Outfits faced dry drives, river crossings, night stampedes, prairie fires,
horse thieves, quicksand, and Texas (splenic) fever; drovers paid the Cherokee and other nations a toll for grass crossing
the Indian Territory, while Kansas pushed its quarantine “dead line” steadily west. Once the pens filled, prices fell fast,
so timing the market mattered as much as the trail.

Historical basis — dramatized.  The trail boss, the thirteen legs as A/B/C decisions, the meters, and the exact numbers
dramatize a single 1871 drive. The tie to St. Marys — a hand named Linn riding the Kansas Pacific home to the
Kaw-valley mission town — is a fictional bridge into the rest of the series.

No. 02  —  Mayor of St. Marys, 1878
A Year Holding a Divided Town Together — Frontier Kansas

Purpose.  Described in the series menu as “the civic heart of the series.” A coalition-government game: the player is
mayor of an 1878 town pulling three ways, and must assemble a re-election majority without going broke or being
caught in scandal.

How it plays.  Fourteen monthly decisions, nearly every one pleasing one faction and angering another — the
railroad/merchant/saloon Business bloc, the homesteader/granger Farmers bloc, and the church/Murphy-movement
Temperance bloc. Keep the treasury out of the red, hold a coalition of all three, and watch the hidden Scandal (patronage
and shuffled funds) lest it break in the press. The year ends at the ballot box.

You manage:  Business bloc, Farmers bloc, Temperance bloc, Treasury, and a hidden Scandal meter.

Length:  14 months (one term).

The lesson.  Governing a divided town is about coalition, not being right. No treasury satisfies every faction, so the
mayor’s real work is keeping enough of each bloc content to hold a majority while resisting the easy money of favors.
You cannot govern honestly and cheaply at once — you can only balance.
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Historical basis — documented.  St. Marys in 1878 truly was a three-way town, and the spring city elections turned on
which coalition a candidate could hold. The docket is the real one: dram-shop license and Sunday-closing fights (the
temperance Murphy movement swept the town that winter with 160-plus pledges and carried the city election), the stock
ordinance on animals at large, Bertrand Avenue sidewalks, a thirty-five-citizen petition to raise the marshal’s pay,
railroad freight grievances, and Ordinances Nos. 66–79. The treasury was watched to the dollar — reported near $22
early in 1878, $441.63 that September, and just over $1,000 by the next spring — and offices were “promised
promiscuously” to supporters.

Historical basis — dramatized.  A specific mayor, the meters and numbers, the particular matters and their tradeoffs,
the campaign tactics, and the hidden Scandal are a representative composite of St. Marys’ 1878 politics, not the record
of one administration.

No. 03  —  The Painted Rose
Fourteen Days Keeping a Saloon — Frontier Kansas

Purpose.  A small-business balancing game built on the central tension of a frontier Kansas saloon: turning enough
trade to survive without drawing the wrath of the temperance town around it.

How it plays.  Over fourteen days the player keeps the Painted Rose: pour enough trade to fill the till (Coin), keep the
cellar stocked (Stock) and the room lively (Cheer), without running so rough that Standing with the respectable set —
and the council license — slips. Beneath it simmers Heat: the watchfulness of sheriff, temperance league, and church.
Run too hot and a raid or license fight comes; run too pious and trade dries up. Any meter hitting zero closes the Rose.

You manage:  Coin, Cheer, Stock, Standing, and a hidden Heat meter.

Length:  14 days.

The lesson.  A frontier saloon survived only by walking a line — enough trade to stay solvent without so much rough
business that it lost its standing and its license. Chase profit alone and the respectable world closes in; chase
respectability alone and you starve. The lesson is the cost of an enterprise that depends on a community’s tolerance.

Historical basis — documented.  Kansas railroad towns like St. Marys supported saloons living exactly this tension —
railroad and cattle money against a powerful temperance movement, church and Mission influence, and a council that
licensed and could un-license a drinking house. Kansas adopted constitutional prohibition in 1881, well within this era,
making a keeper’s standing with the law and the league genuinely precarious; Sunday-closing and serving limits were
real flashpoints, alongside paydays and dull weeks, gamblers, fires, fights, and benefits for the church or Mission.

Historical basis — dramatized.  The Painted Rose itself, the owner, the meters and numbers, the specific events, and
the hidden Heat are a representative composite, not the record of a particular establishment.

No. 04  —  Marshal of St. Marys
A Two-Week Term Behind the Badge — Frontier Kansas

Purpose.  A law-and-order game about legitimacy. For a two-week term the player wears the marshal’s badge and must
keep the streets in order by fair, lawful conduct rather than force alone.

How it plays.  The player starts with the town’s respect half-won, a fair purse, and sound health. Keep Order on the
streets, keep the town’s Trust by dealing square, and keep your own Grit (hide and wind) from giving out, while a
criminal element watches for a weak or crooked badge. Let Order collapse or Grit give out and the term ends hard;
survive to the final day and a reckoning rides in off the prairie.

You manage:  Order, Trust, Grit, Purse, and a hidden Lawlessness meter.

Length:  14 days (a two-week term).

The lesson.  A lawman’s authority rested on public trust and fair conduct, not the pistol. Bending the law for the
powerful or for a little money buys a quiet week and corrodes the order it claims to keep — a town that stops believing
the badge is fair stops backing it when the hard day comes.



City of St. Marys, Kansas  —  Office of the City Manager Page 4

Historical basis — documented.  St. Marys was a real Pottawatomie County railroad town near the old St. Mary’s
Mission, on treaty land, where a marshal answered to an elected council and kept order among rail crews, trail hands,
saloons, and homesteaders. The day-to-day mix is genuine — saloon brawls and gun-toting cowhands, rustlers and horse
thieves, fires and floods, land swindlers and counterfeit coin, sick prisoners, and council fights over the marshal’s pay —
and the town’s ordinance books record the saloon-license and public-order rules a marshal enforced. The moral tensions
were lawful-versus-popular-versus-corrupt: due process against a lynch mob, political pressure from the men who
signed your pay, and quiet bribes to look away.

Historical basis — dramatized.  A specific marshal, the two-week term, the meters and numbers, and Cole Driscoll’s
climactic raid dramatize the job; the incidents are representative rather than records of particular events.

No. 05  —  Struggle for the County Seat
The County-Seat War — Pottawatomie County, Kansas

Purpose.  A campaign game about winning a county-seat election in a way that survives a court challenge. The player
runs one town’s managing committee in Pottawatomie County’s county-seat war.

How it plays.  Over twelve weeks the committee gathers signatures to make the ballot, moves voters across the county,
guards its war chest, and protects its legitimacy. Win the vote if you can — but the county’s hard lesson governs: fraud
wins the count fast and loses faster in the Supreme Court, where a hidden tally of forged names and cut corners can be
exposed.

You manage:  Support, Petition, War chest, Legitimacy, and a hidden Fraud meter.

Length:  12 weeks (one campaign).

The lesson.  Local democracy runs on more than winning the count — it runs on results that survive scrutiny. A victory
taken by fraud is borrowed, not won: the campaign that cuts corners can carry the polls and still lose the courthouse in
court. Legitimacy is what makes a win stick.

Historical basis — documented.  Pottawatomie County fought a decades-long county-seat war among Louisville,
Westmoreland, Wamego, Onaga and others, decided across bitterly contested elections. Louisville held the courthouse
from 1861 amid persistent fraud charges; campaigns featured forged petition signatures (a “Forgers Ring”), imported
voters, and rival partisan papers trading accusations. Fraudulent results were genuinely overturned in court when the
record would not bear examination, and some leaders faced the penitentiary. Geography, the railroad, free-courthouse
pledges, and “courthouse on wheels” episodes were all real features of the fight.

Historical basis — dramatized.  A single town’s managing committee, the twelve-week structure, the A/B/C choices,
the meters, and the numbers dramatize the campaign; this is a composite of several real elections rather than a transcript
of one.

No. 06  —  Court House on Wheels
A County-Seat War Across the Region — Frontier Kansas

Purpose.  A wider-canvas companion to No. 05 — the same county-seat fight played as a multi-town war of attrition
across the whole region, where the prize goes to the town a worn-out county can finally accept.

How it plays.  The player leads one town’s bid over fourteen rounds: build county-wide Votes and a broad coalition of
Alliances; keep Legal standing sound through petitions, injunctions, courts, and the legislature; and mind the War chest,
since bonds, lawyers, papers, and hauling voters cost dearly. Beneath it runs the county’s unseen Fatigue — every dirty
trick stokes it, and a county pushed too far moves to split itself rather than settle. Win before their patience runs out, and
win clean if you can.

You manage:  County-wide Votes, Alliances, Legal standing, War chest, and a hidden County-fatigue meter.

Length:  14 rounds.
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The lesson.  A county-seat war punished the wrong kind of winning. Fraud, vote-buying, seized records, and threats to
break the county could win a vote but exhausted and embittered the county — and a seat won ugly was soon contested
again. The durability of legitimacy is the point: in a contest decided by a whole community’s consent, the most ruthless
campaign rarely wins for good.

Historical basis — documented.  The Pottawatomie seat war spanned decades, required eight separate elections, drew
in the legislature and the Kansas Supreme Court, saw various election fraud and at least one incident of violence, with
Louisville, Mount Union, Wamego, Westmoreland, St. Marys, Onaga and others all contending. The dramatized tactics
are documented ones — partisan editors, vote-buying by railroads and townsite companies, courthouse-and-square
bonds (Wamego pledged a $2,500 courthouse and conveyed its public square), injunctions to halt canvassing, physical
removal of the seat and its records, and recurring threats to split the county. In the decisive 1882 election the central,
broadly-acceptable Westmoreland beat the larger railroad town of Wamego, 1,839 to 1,589 across twenty-six precincts
— even St. Marys and Louisville townships voting against the bigger town’s ambition.

Historical basis — dramatized.  The player’s town, the specific bid, the meters and numbers, the moves, and the
hidden Fatigue are a representative composite of the Pottawatomie fights; the roles echo the real contenders’ archetypes
rather than dictating history’s outcome.

No. 07  —  Fifty Years Ahead
The City Windmill of St. Marys, 1888–1909

Purpose.  An infrastructure-stewardship game about deferred maintenance. The player holds the city purse and keeps
the 1888 public windmill sound across two decades — the title taken from the newspaper’s boast that the mill put the
town “fifty years ahead of any town in Kansas.”

How it plays.  Each season the player chooses what a thin treasury can spare — honest paint, oil, and repair, or the
cheap fix that saves a dollar today. Water, Treasury, and town Pride are visible; what cannot be seen is whether the old
mill is truly sound. On the prairie, neglect hides until it doesn’t.

You manage:  Water, Treasury, Civic pride, and a hidden Wear meter.

Length:  10 seasons (across twenty years).

The lesson.  Public infrastructure fails the way the windmill did — not all at once, but a dollar of deferred upkeep at a
time, the danger hidden under fresh paint until a pump quits, a tank bursts, or a man falls. The cheapest fix is rarely
cheapest in the end, and the costs of neglect are not only financial. A town is judged by whether it keeps faith with the
things, and the people, that serve it.

Historical basis — documented.  St. Marys did raise a city windmill over its public well in 1888 (a June council
motion, the tower contracted to a Mr. Brindall for about $160), with an elevated tank for teams and a basin with tin cups
of free water; a reprinted notice called it proof the town stood “fifty years ahead of any town in Kansas.” It was genuine
municipal water-works — in 1894 Ordinance No. 179 made injuring the windmill, pump, tank, or bandstand a
misdemeanor. Jerome Roberts tended the well from at least 1884 and on March 18, 1904 fell from the windmill ladder
and died of his injuries; his widow Mary sued, and the Kansas Supreme Court twice took up the case, ultimately
affirming a judgment for her. The mill was torn down in December 1908, and in 1909 the town installed a modern
electric-light and water plant — the change this game ends on, and the bridge to The Dynamo Trail.

Historical basis — dramatized.  The keeper of the purse, the meters and numbers, the per-season choices, and the
dramatized breakdowns convey the stewardship; the hidden Wear meter is a device for the real fact that deferred
maintenance stays out of sight until it surfaces.
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No. 08  —  The St. Marys Journal
The Fighting Sheet — St. Marys, Kansas, 1894–1908

Purpose.  A free-press game about the costs of a combative small-town weekly. The player runs the Graham family’s
Journal against the established Star, deciding issue by issue how hard to swing.

How it plays.  Across fourteen years the player decides whom to fight and whether a Graham can be both feared and
fair, watching circulation, coffers, standing in the valley, newsprint stock, and the enmity stirred up — with a hidden
Legal-exposure meter tracking the risk of a libel suit.

You manage:  Circulation, Coffers, Standing, Newsprint, Enmity, and a hidden Legal-exposure meter.

Length:  14 issues (across fourteen years).

The lesson.  A free press has always had to choose, week after week, among telling the truth, keeping the peace, and
paying the bills. The Journal’s story asks whether a paper can be feared and fair at once — and what a town loses when
its watchdog is only ever an “anti.”

Historical basis — documented.  The St. Marys Journal was published 1894–1908, run by the Grahams as a frankly
partisan, combative paper in a town that already had the Star. Its editors feuded for years with the Star (the Millers) and
with party factions over city elections, a bootlegger’s saloon, and who was the “truest” Democrat — a 1904 split that
pushed the Grahams toward the Republican column. George Welsh, a saloon man, faced more than two dozen counts
under the prohibition law, the kind of local corruption the Journal targeted; William Jennings Bryan came to St. Marys
for Modern Woodmen Day in 1899. In 1908 the Journal was consolidated into the Eagle-Journal — the same year the
town voted bonds for light and water and the 1888 windmill came down.

Historical basis — dramatized.  The editor, the year-by-year dilemmas posed as A/B/C choices, the meters, and the
effect numbers dramatize the work; some incidents — a hammered press, a particular libel suit, an advertising boycott
— are representative, and the fourteen-year arc compresses a messier history.

No. 09  —  The Dynamo Trail
The Municipal Power & Light Plant — St. Marys, Kansas, 1909–1910

Purpose.  A municipal-utility operations game and the direct successor to Fifty Years Ahead. The player runs the
brand-new city light plant through its first full year, month by month.

How it plays.  With the bonds voted and the boiler lit, the player decides each month where the money and the coal
should go — keeping the lamps burning, the books honest, and the machines sound, while a hidden Boiler-scale meter
tracks the upkeep neglected behind the scenes.

You manage:  Treasury, Council, Coal, Plant, Homes lit, and a hidden Boiler-scale meter.

Length:  12 months (the first full year).

The lesson.  Small towns that own their own utilities still face the same quiet test: spend on upkeep now and tell the
truth to the people who pay, or coast on appearances until the lights go out.

Historical basis — documented.  Responding to a petition, St. Marys held a special election on August 11, 1908 and
voted bonds for an electric light system ($15,000, carried 339–16) and a waterworks ($32,000, 339–15). By July 1909 a
coal-fired steam plant ran two generators — a 75-kilowatt and a 50-kilowatt machine — and the city hired an electrician
to wire homes when owners supplied the materials; about 100 of the town’s roughly 300 homes first took the light. The
1888 public windmill — the one that put St. Marys “fifty years ahead” — was taken down in 1908 as the new plant
came on.

Historical basis — dramatized.  The operator archetypes, “Smitty,” the month-by-month dilemmas, and the exact
dollar figures for repairs, coal, and softeners dramatize the work; the twelve-month arc telescopes the real pace of
wiring, rate competition, and council politics that unfolded over years.
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No. 10  —  The St. Marys Fire Trail
A Fire Season With the Volunteer Company — Frontier Kansas

Purpose.  A disaster-preparedness game. Over a single fire season the player readies the volunteer fire company so the
town can survive the August conflagration — readiness bought beforehand, or not at all.

How it plays.  For twelve weeks the player recruits and drills the men (Company), buys and mends the engine, hose, and
cisterns (Equipment), and corrects the town’s hazards before they catch — all on a tight purse (Funds). You cannot
choose how to fight each fire; readiness built week by week decides it. The unseen Hazard climbs all season as the fires
worsen, so early preparation is what carries the town through. Keep Town Safety above zero and the company on its
feet.

You manage:  Funds, Company, Equipment, Town safety, and a hidden Hazard meter.

Length:  12 weeks (a fire season).

The lesson.  Disaster readiness is bought before the disaster or not at all. A fire company is judged in the minutes a
building burns but made in the quiet weeks beforehand — in drill, hose, water laid in, and hazards corrected while there
was time. Preparation and prevention are unglamorous, easy to defer, and the whole difference between a fire held to
one room and a town in ashes.

Historical basis — documented.  Frontier and railroad towns like St. Marys, built mostly of frame and shingle, lived in
constant danger of fire and depended on volunteer companies funded largely by the townspeople. The transition the
game sits in is genuine: by the turn of the century St. Marys was installing a municipal water plant with hydrants and
pressure on the mains even as companies still ran aging steam engines — the same waterworks the windmill gives way
to, and that the dynamos power in The Dynamo Trail. The practices are real — drills and regional pump musters,
fire-prevention inspections and ordinances against wooden roofs, firemen’s benefit balls and city appropriations, and
mutual-aid arrangements by telegraph — and Kansas towns suffered devastating downtown fires in this era.

Historical basis — dramatized.  This particular company and season, the meters and numbers, the specific fires, and
the hidden Hazard are a representative composite rather than the record of a particular fire or company.

No. 11  —  The Grand Meet
The St. Marys Race Meet, 1905–1923 — and Knowing When to Fold

Purpose.  A venture-management game whose central skill is the timely exit. The player builds the St. Marys race meet
across the years — and the celebrated ending is not the biggest meet but the one that quit while the name was whole.

How it plays.  From the 1905 revival of the old oval to the reckoning of 1923, the player packs the grandstand (Crowd),
keeps the books sound (Purse), and brings in a field worth watching (Field). Bigger shows and richer purses win crowds
but cost dearly and stoke the unseen Peril — foul weather, mounting debt, the crooked betting element, and the pride
that whispers “one more year.” A washout, scandal, or empty treasury can end it all. The real question is whether you
drop the reins while the name is whole or chase one last roar.

You manage:  Crowd (gate & goodwill), Purse (treasury), Field (the card), and a hidden Peril meter.

Length:  10 seasons (1905–1923).

The lesson.  The hardest skill in any venture that lives on luck and goodwill is knowing when to stop. The meet could
always run one more year — pride, prestige, and sunk investment all whispered to keep going, right up to ruin. What
made St. Marys’ story fond rather than cautionary was that its officers dropped the reins at the opportune time, closing
the books unstained while the great days were still a living memory.

Historical basis — documented.  The St. Marys Race Meet Association was real. After the 1903 flood the town
revived a proper meet in 1905, a two-day September event funded by roughly $500–$600 in merchant subscriptions plus
the leftover Fourth-of-July fund; the club settled its books and published a balance sheet each year, and the Commercial
Club absorbed it in 1909. It grew as the game does — a two-day meet (about $900 in purses in 1906) became a three-day
August extravaganza by 1907, purses swelling near $5,000 in the apex years of 1911–1917, with balloon ascensions,
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vaudeville, mule races and motor polo, and a visit from heavyweight champion Jess Willard, the “Pottawatomie Giant.”
It lived by the dramatized risks — weather that could drown a year’s gate, the killing cost of shipping and feeding
horses, and pride (in 1920 the meet ran partly so the town would have “at least one live celebration”). In 1923 the
longtime officers handed off to “younger blood,” the dates wouldn’t fill, and the meet quietly ended; a past secretary’s
verdict became the lesson — St. Marys “quit the game at the opportune time.”

Historical basis — dramatized.  The Association’s guiding hand, the meters and numbers, the specific yearly choices,
and the hidden Peril convey the venture’s rhythm and its question of timing; they are a representative composite of the
real 1905–1923 arc, not a literal year-by-year record.

4.  Series throughline
The titles are deliberately linked so the set reads as one connected history. The opening cattle drive (The Railhead)

ends with a hand riding the Kansas Pacific home to St. Marys. The town’s infrastructure story then runs in

sequence: the 1888 city windmill (Fifty Years Ahead) is torn down in 1908 and gives way to the new municipal

waterworks, whose hydrants and pressure feed the volunteer fire company (The St. Marys Fire Trail), while the

same 1908 bond election that funded the water plant also built the electric light plant the player runs in The Dynamo

Trail. The civic-life games (Mayor, Marshal, The Painted Rose, The St. Marys Journal) share the same factional

world of railroad, granger, and temperance interests, and the two county-seat games (Struggle for the County Seat

and Court House on Wheels) treat the same Pottawatomie County war at two different scales.

5.  Sourcing and confidence
What this memo is drawn from. Every description above was taken directly from the games’ own code — each

title’s configuration (premise, resources, scoring) and its built-in historical notes. Confidence that the memo

accurately reflects what each game contains and teaches is high; it is a faithful summary of the delivered files.

On the underlying history. The dates, votes, ordinances, names, and figures repeated here are the historical assertions as authored and
sourced within each game. They have not been independently re-verified against primary records for purposes of this memo. Where any of
these specifics will be reused in an official or published context outside the games, the controlling source is the original archival record
(commission minutes, ordinance books, newspaper files, and the Supreme Court reports behind the windmill case), which should be
checked directly.


