WILSON’S CREEK
Published by SPI in Strategy & Tactics #80, June 1980.  Designed by Richard Wright.

Description Regimental/battery simulation of the Civil War Battle of Wilson’s Creek; 125 yards to the hex; 20 minute turns; revised Terrible Swift Sword system.  

Components 22x34" full-color maps; 200 back-printed counters; 16 page standard rules booklet and 4 page game rules booklet.

Graphics The game map, dominated by brush and the creek, is generally clear. Counters are functional with adequate markers. See the important map errata available at Web-Grognard.
Series A revision of the Terrible Swift Sword (1976) series also used in Stonewall (1978). 

Review 

Wilson’s Creek is the sixth in the “great Battles of the American Civil War” series.  It’s August, 10861, and two Confederate forces, the Missouri State Guard under Sterling Price and a “regular” Confederate force led by Ben McCulloch, are approaching the state capital of Springfield, Missouri.  Union general Nathaniel Lyon, although outnumbered, launched a spoiling attack on the Confederate force.  
The game begins with the Confederates peacefully camped along Wilson’s Creek.  They are not able to move until “alerted”, which means a Union unit gets within sighting distance (and read the rules for this and brush carefully).  When they are alerted each Southern unit has to undergo a morale check, meaning about half rout.  Recovery from that rout delays their counterattack against the smaller Union force.  Much of the Confederate force is mounted, but if they “panic” they lose access to their horses and will be infantry the rest of the day.  And if the Union force arrives from two directions, the Confederate command rules, which make Price and McCulloch division commanders, force one to go after each Union force.
The Northern commander has the option of several directions from which to approach, and if he wishes to detach Siegel’s brigade to come in from another road, as was done historically.  This not only creates some uncertainty in a fairly small game, but allows for variants that encourage multiple plays.  It’s important the Union keeps a tight formation with good artillery placement to put up the best defense when the Southern counterattack starts.  
This is a small game that provides some interest, in particular with the various options on the Northern plan of attack.

RATING:  6.5 
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