
10 

OPERATIONAL ANALYSIS; DOCUMENTED PLAY 

LEETOWN or CURTIS 
Objectives and Strategy in Pea Ridge 
By Jeffrey Marshall Bishop 

OT the recent wave of TSS games {preceding the 
very latest, Jackson/Corinth twin gamel, Pea 
Ridge seems to have inspired the most actual play 
and attention. Its relative compactness and its ma­
turation within the TSS system is partly respon­
sible, but its support probably derives more from 
the interesting uneven quality of the situation, 
Just as with most cases that turn into perennials, 
one side is cast in an essential ly defensive role and 
the attacker faces a set of hard choices as to how 
to best crack the defense. Literal balance is rarely a 
good thing for any game - usually the dynamiCS 
of desperatiOI1 are more interesting, - Redmond 

In MOVES nr. 50, Drive on Washing­
ton, one of the first of the games in the Great 
Battles of the ACW series, was reviewed 
(before it was published, in fact). A compan­
ion game, Pea Ridge, has also been offered to 
the devotees of Civil War fandom. Personal­
ly, I've been keenly interested in this battle 
for some time, given its rather unique cir­
cumstances and personalitics. The egotism of 
the Confederate generals, the Southerners 
attacking towards the south, the Indians 
scalping slain Yankee soldicrs and the stead­
fast bluecoats are all faithfully reproduced in 
this fascinating little game. 

Pca Ridge presents one of the more un­
usual strategic situations encountered in 
Civil War ballies, i.e., both the armies are in 
each other's rear. The Confederates, under 
the overall command of the dashing Major 
General Earl Van Dorn, had seized the initja­
live from Brigadier General Samuel Curtis' 
advancing bluecoats. Marching by night 
around Curtis' right nank, Van Dorn hoped 
to fall upon the rear of the unsuspecting Yan­
kees and des troy them by the weight of his 
superior numbers and their inevitable confu­
sion. Thus, the Southern soldiers werc treat­
ed to the spectacle of advancing toward their 
own homeland . 

The Confederates arrive in strength 
from the northern edge of the map and must 
try to destroy the Union forces as they arrive 
from t he Federal reserve off map. The game 
is spiced with geogmphical objectives for 
each side that inevitably influence strategic 
decisions. Since Elkhorn Tavern usually falls 
easily under the weight of the initial Confed­
erate assault, Curtis' HQ and Leetown are 
the objectives that will decide the battle. If 
the Confederate can take either of these posi­
tions, he has a leg up on winning the game. 

A comparison of the two armies points 
out the difficulties that the Rebels are likely 
to encounter in securing either of the above 

mentioned goals. First of all, the greybacks 
are faced with limited melee initiative, which, 
in this game, is the great equalizer. A quick 
glance at the countermix should convince 
anyone that "the biggest battalions" belong 
to the grey. However, given the unwieldy na­
ture of the Rebel force (which, incidentally, is 
historically accurate), the Confederates can­
not use this factor to best advantage. 

As an adjunct to this problem, the Con­
federates have very few leaders (eight) with 
which to control this mass of humanity. 
Thus, the grey commander is faced with the 
dilemma of whether to commit his leaders to 
combat (insuring melee ability) and thereby 
exposing them to destruction or to keep them 
behind the lines and trust to luck (1 's and 2's 
on the die). 

Offsetting these problems, the Confed­
erates have a large force (57 "effective SP's" 
to 48 for the U.nion) with average to good 
morale and the strategic and tac tical initia­
tive. Thus, he can stretch the Union lines and 
attack when and where the situations appear 
promising. 

The Yankee player, on lhe other hand, 
has an entirely different set of problems. He 
has a smaller army (although it should be 
large enough to handle most contingencies) 
and limited offensive capability. Thus, he 
must put up a spirited and pugnacious de­
fense to keep Leetown and Curtis' HQ out of 
Confederate hands. Otherwi:;e, he may lose 
them for good. 

On the positive side, the Yank is on the 
defensive which should mean that the Con­
federate must assault artillery emplacements. 
Artillery is a very poor offensive weapon in 
TSS-series games (as it should be), particular­
ly in the games with heavy woods. It is, how­
ever, a very potent defensive weapon. Union 
artillery must therefore be sited very careful­
ly to insure that they lie exactly athwart the 
Confederates lines of advance. 

What then does one do to win the game? 
For the Confederate: take Leetown and/or 
Curtis' HQ without losing your army doing 
it. For the Yank: hold both of the above men­
tioned objectives and make the Confederate 
player pay a heavy price (no pun intended) in 
his attempt. 

The set-up for Pea Ridge is probably the 
fastest of all war games - there is but one 
regiment on the map, The 24 Missouri starts 
at hex 2413 in tine. After the Confederate's 
two consecutive turns of marching onto the 
northwest edge of the map, the 24th should 
be moved toward (and eventually occupy) 
hex 2644. This one regiment is able to set 

up blocking positions where only two hexes 
are conveniently reached by 'the Confederates 
from which they may assault. This should 
give Dodge and Carr plenty of time to reach 
the ficld. On the western side the Union cav­
alry under Busscy should take up a blocking 
position just north of LeelOwn (hexes 
1008-1011), Advancing towards the Rebels 
with this small force is suicidal. Osterhaus 
and Greusel will follow shortly to bolster thi~ 
position . From .this point, then, the Union 
commander must react to Confederate initia­
tives Uust as Curtis did). 

Confederate Strategy 
The Confederate player must make a 

choice; he must decide whether he wants Lee­
town or Curti~ HQ. If Leetown is to be the 
ultimate objective, McCulloch must press the 
enemy forces with abandon while Van Dorn 
tries to siphon off Union reinforcements. If 
Curtis' HQ is the goal, McCulloch must dis­
patch forces to undermine the Union defense 
of Elkhorn Tavern and to threaten Curtis' 
HQ early in the game. Van Dorn can't do it 
alone. 

Personally, 1 prefer the latter objective. 
Although Curtis' HQ has less point value, 
the Union defense can bc dislocated some­
what more easily in this area. Since Van Dorn 
can't do it by himself, the question then 
arises, "Who shou ld McCulloch send east?" 
Only Hebert or McIn tosh can fill the role 
sin<.:e Pike's Indians are basically useless. Me­
l ntosh is my choice since most of his regi­
ments are large and they all have good mor­
ale (4's and 5's), offsetting the lowered mor­
ale of de tached units. Hebert's brigade 
would have questionable morale and is prob­
ably not big cnough to do significant damage 
to the Union reinforcements that will be 
nooding to t he scene. He is large enough, 
however, to threaten Lee town and to 
outt1ank lhe Union troops in their Lcetown 
positions. Since most of the Union reinforce­
ments arrive from hex 0115, a blocking 
force in the person of Hebert could be most 
uncomfortable. 

McintOsh's horde, on the move east, 
should be enough impetus for the bluecoats 
to evacuate the Elkhorn Tavern area. If not, 
a stiff charge can gobble them up from be­
hind. Either way, the ground is captured. 
Once this is accomplished, McIn tosh should 
be attached to Van Darn to pursue the Feder­
als with alacrity, using Little, Slack and McIn­
tosh. Price should be kept in reserve as the 
battering ram that will pry open the way to 
the final objective . 



On a taci ical nOle, whenever possible, 
go after independent units w'ith your biggest 
and best regiments. Each independent 
strength point destroyed is worth virtually 
twice its value, particularly since they can 
roam the battlefield at will. Addi tionally, try 
to wheel yOUI' ar tillery into the barrie as a 
means of softening your opponen t's posi­
tion. In particular, use them as counterbat­
[ery weapons. Charging 3 TB's is a lot better 
than charging 4. Finally, go ahead and use 
your leaders as cannon fodder. The units that 
yOUI' leaders are sracked with will probably 
be the only stacks capable of melee. Since 
melee is of rhe ulmOSI importance to your ef­
fort, you will need leaders up front. You will 
probably lose nearly all of Ihem, but c'est la 
guerre! 

Don't use Van Darn as a melee initialOr, 
however; he can only give you a 33070 chance 
of melee anyway. He's much more valuable 
in the rear. 

As for the Leetown atlack, I don't think 
it can work (except in one silua[ion). Neither 
does Earl Van Dorn. Neither wing of the 
Confederate Army is really large enough or 
strong enough to take the positions immedi­
ately in their front. McCulloch will continu­
ously and sanguinely attack the troops de­
fending Leetown \Inril t"v'1dntosh's and He­
bert's BCE are destroyed . (In 12 turns Mc­
Culloch will average 28 casualries [0 Federal 
losses of 10 casualties. Meanwhile, Van Dorn 
will lose I casualty per [urn for every 0.6 
Union losses as he attempts to slug his \vay 
out of his ravines east of Pea Ridge.) Price's 
troops should be sent on the southeaslerly 
road in either strategy, but even so they can't 
overwhelm Elkhorn Tavern until turn 12-15. 
By Ihal lime McCulloch will be torn to 
shreds. 

The one situalion where a Leetown at­
tack is possible requires a t.:ombined Confed­
erate force. This will en lail a wntingent of 
Confederates marching [0 I he easr 10 open up 
the Elkhorn Tavern defense. Then, with the 
Union forces in retreat, the pursuing Con­
federa les can make a choice as to their final 
objecrive. 1."lcCulloch plus Price could con­
ceivably ovenl,helm Leetown. This strategy, 
however, can be time-consuming with a great 
deal of marching and countermarching. It 
does leave the Federal guessing as to the final 
assault objecrive , which is probably the best 
"fog-of-war" silualion thaI this game can 
generate. 

Union Strategy 
Basically, the Union's lot is to react to 

Confederate initiative. A player mUSI be alert 
for either Confederate assault plan and dis­
tribute his reserves accordingly. If Leetown 
is the objeti ve, pour Ihe reinforcements into 
the line as quickly as they arrive and then 
walch McCulloch's forces wither away. 
Dodge , Vandevcr arid Carr will have to hold 
their own as best they can . If they can give 
Osterhaus 5 hours to repulse Confederate 
assaults, the game should be over. 

The second Rebel gambit is a bit trickier 
for your defense. A Confederate force mov­
ing east IOwaI'd Elkhorn Tavern pretty much . 
spells doom for your position. It then be­
comes a situation wherein you must decide 
when to evacuate. If you do it [00 soon, there 
isn't enough iron and flesh available to de-

fend Curtis's HQ. If you leave too late, 
Dodge and Carr are lost outright, Usually a 
blo(;king force ' of Vandever and Bowen's in­
dependenr force can hold the gate open for 
Carr and Dodge to escape. If you hold long 
enough, [he Confederates will draw up to 
your newly established lines south of Rud­
dick's Field. Then it is a question of slugging it 
out, However, by this time, most of your re­
inforcements will have reached the field. 

The combined HQ feint and Leetown 
assault can be very troublesome. It's impor­
Ianl that your reinforcements reach Curtis' 
HQ but if LeelOwn becomes lhe final objec­
live they must hie to rhat locale. The pursuit 
of your retreating forces should tell the story. 
If the force from McCulloch's army and a 
Van Dorn brigade lay back, be ready to man 
Ihe Leetown defenses. I f they mix it up with 
your defenders, Curtis' HQ is the goal. 

Tactically, your m[SSlOn is clear: make 
t he Confederate assault into the teeth of your 
arrillery and destroy Rebel leaders as rapidly 
as possible . Offensive operations should be 
arlempted only when necessary (Curtis' HQ 
or LeelOwn) or when a lonely, sma!! Confed­
erate unil presents itself. You're definitely on 
the defensive. 

Pea Ridge's outcome is largely depen­
dent upon the Confederate player. He is fac­
ed ","ith the problems of where and how to ar­
tack . He must attempt to dislocale the Union 
defensive by stretching out the Federal lines, 
focusing on the final objective at the last pos­
sible moment. The ultimate Confederate vic­
tory will turn the Yankee into the attacker. 
(See how he likes charging artillery with dou­
ble canister.) 

Although the Union player can make 
grievous errors and surrender Curtis' HQ 
wit hout a fighl, the average player can usual­
ly come up a winner by holding aninract de­
fensive line. The restrictions on the Confed­
erale player generally will insure that the 
greybacks will. never get to his objective (I've 
come within 2 hexes several limes): Don't let 
anything slip in behind you, and when ir 

comes right down to iI, throw your troops in­
to I he line and hold. 

Play through 
The following is the commentary of a 

Iypical game of Pea Ridge using many of rhc 
pret.:epts described in the foregOing article. 
The a(;l.ion has been described in hourly or 
half hourl y blocks of lime, depending on the 
amount of fight ing. Hex and hexrm'l refer­
ences have been included to help visualize the 
flow of combat on the map. This "after ac­
lion" sequence is the result of several 
plaY les ls. 
1000-1100. Federal videtles report In Curti.s that 
Confederale soldiers are advancing in .strength 
from Ihe nonh. On Ihe v.ieSlern wing. Mclnlo,h's 
brigade leads Pike's and Heberl's brigades IOwaI'd 
LCClOwn. On I he ea, tern sidc, Lilde's brigade i, 
mar~hing IOward Elkhorn Tavern followed hy 
Slad and Price . Price lakes Ihe soul heaslcrly road 
in hopcs of flanking any opposilinn that may im­
pede Lillie. Pickcts from Galcs' dismounted cavai­
ry report Ihe presence of rhe Union 24 Mo. Both 
Gates and I 1\.-10 spread into line formal ion. Mean­
while Dodge's 3 III Cavalry ar rives and takes up 
line formariol1lO Ihe , (l\lIileasr of Ihc 24 Mn (hex 
2046). "". 

Ncar LcelOwn Bussey\ ~''l\ .. alry ha.1 esmblish­
cd a defensive line jusl soulh of Obcrson's Field 
and are awaiting Ihe arrival of OSlerhaus and 
Greme! who are nearing Lcctown from the 
.southeasl. 
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1100-1200. As Price continues his march to the 
soulheast, Little 's regimenlS (Gate.s c. 1 Mo, Cear­
nal) ready their as,aull line.l. Dodge arrives jusllO 
Ihe rear of Ihe 24 I'vlo with Iwo rcgime11ls of in fan ­
Ify as Ihe 3 lit Cav advanccs to rile northeasl in an 
attempt lO slow Ihe Confederale flank ing maneu­
ver. Litlle assaulls Ihe 24 Mo and lakes hea vy los.le, 
in Ccarnal's regiment. A second assault is repulsed 
again as Cearnal's regiment virlually ceases lO ex­
ist. However. this lime Ihe 351ll infanl ry takes pan 
in rhrowing bac:k Ihe Rebels a, Ihe 1 Mo heads fo r 
rhe rear. Dodge looks on approvingly as a message 
arrives Slating thai Vandever and Carr are nearing 
the field, having passed Cunis' HQ. 

To Ihe weSI McCulloch deta<:hes Mcln[osh 
and 2 balleries 10 help Van Dorn , while Heben and 
Pike advance toward Leelown wi lh six baneries. 

1200-1300. Gales Cay, Ihe 2 ~'10, Hughes and 
Rosser assaull Ihe 35 til and Ihe 24 Mo. The 2 I'vlo 
runs inlo withering fire and breaks ror Ihe rear. but 
Gates, Hughes and Rosser dri ve the 35 III to cover 
and the 24 Mo rakes heavy losses and rctrcalS pre­
cipitately. Jones' four rifled guns play effeclively 
on the Confederare ranks , virtually dest roying 
Hughes' regiment. Afler rallying the 1 Mo, Litlle 
throws thcm inlO the fray. personally leading Ihem 
againsl .lones' baltery and overrunning ir wirh lil­
rie loss. 

To Ihe eaSI Price shah, ou l Ihe 5 and 8 MSG 
regimel1ls 10 allad Ihe 3 III Cav. The 5 MSG takes 
severe casualties from Ihe carbine-carrying rroop­
ers and lhey flee III the rcar helping Ihe woumled 
Price along. The 8 MSG fa res beller. dri ving Ihe 
I mopcrs to grollnd. Confusion reigns, however, as 
no one knows who is in (."llITlItiand. 

To Ihe we.\l, ;vlc1nlo.lh readies his mcn by as­
suming line formali on . On Ihe far righI, Hcben 
and Pike close on Oberson's Field and rhe artillery 
unlimbers juSI north of the field (1508-1510). Im­
media lely, the artillery pieces go inlO action. 
knocking OUI IWO guns of HolTman's batlery. 

Meanwhile, Mclnto~h un limbers Good's Bat­
tcry in Cox's Field and Ihey execule well. infliCling 
casualties on Vandever's 9 Iowa. Dodge's Yanks 
coul1Ierattack as Gales Cav shool> olT all ilS am­
munilion and Ihe I Mo loses more men. 

[cont in.ued on puge J6j 
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Leetown or Curtis [conti"uedfrom page / I} 

1300-1400. The banlcline, sway back and forth as 
little 's and Dodge's men attack and counlerat­
tack. Casualties increase and ammo decr~ases as 
the 2 Mo i"lms OUL Carr is killed by a minie ball 
while overseeing Dodge's dispositions; Dodge im­
mediately takes overall command . 

fvlcJntosh gets into the fray, sending the 9 and 
11 Texas Ca v against Hayden 's Ba lIery and the 9 I a 
(on the northeast~rn edge of Cox 's field), making 
lillie headway and taking heavy lo,se:;. Hayden 's 
Bat tery limb~rs and ret reats 250 yards. Art iller)' 
c:ontinues to play on the 11 Texas which loses 200 
mcn in 30 minutes. Mcintosh widens hi s assault, 
going afler Hayden 's Battery A on the east fringe 
of Cox 's field with the 2 Ark Cav and the 1 Ark 
1\'IB. Casualties incr~ase as the Union cannoneers 
blast holes in the Confedera te ranks wi th grape 
and cani ,l ter. Running out of ammo the 11 Texas 
Cav rushes the 9 la and c;aptures over 100 
prisoners , 

lillie's <lnd Slack's hrigade, maintain pre~­
sure on Dodge, furdng him back despite their 
heavy losses. Brig, Gen. Green finally t~kes com­
and of Pric;e's troops, thus restoring order. 

On the far right flank, McCulloc;h begins a 
nanking maneuver [0 cut the roads eusl of Lee­
town. Pattison's and White's hrigade or Jefferson 
D<lvis' Division arrive to the southeast of LeclOwn 
and are direc ted Coward Curt is' HQ. 

1400-1500. Dodge begins a concerted withdrawal 
from Elkhorn Tavern as Vandever attempts to 
stave off IVlcIntosh 's large brigade. Hayden's two 
batteries are severely shot up and the 25 Mo loses 
heavily under IVh:lntosh's assaults, Little and Pric:e 
continue 10 press Dodge's troops as they retreat tll 
300-400 yards south of Elkhorn Tavern. The 1 Ark 
MB and Whitfield's Cav surfcr heavy casualties as 
they assault Bowen's Cav and battery un the 
southeast side of Cox's Field, but the 25 Mo 
(Vandever) ceases 10 exist and [he 24 Mo loses 
heavily from Conf~derate assaults , Price's 2 1\·lSG 
10ses '100 Olen, 

Pike nears the Lcetown-Curtis HQ road and 
lhreatens [0 cut it. The LeelOwn defense begins to 
shift to the cast in response 10 the Confederate ma­
neuver. Pattison and White draw near Curtis' HQ 
a, Dodge 's [roops appear Oll rhe Clonh edge of 
Ruddick 's field retrea ting before Little , Price and 
MclnlOsh, 

1500-1600. Becoming part of the eastern flank, 
Mcintosh attaches 10 Van Dorn and reporl~ casu­
alties 10 hi s brigad~ in excess of 1,200 men killed, 
wounded and missing. His men have virtually sur­
rounded the remnants of Vandever's brigade east 
of Cox Field (hex 1939). Lillie and Price continue 
Ihe pursuit of Dodge as the 91a is cut down virtual­
ly 10 a man. The 2 MSG loses heavily from the firc 
of the 3 III Cav. 

To the west Asboth 's command arrives on the 
field soulheast of Leetown, assuming position on 
the right flank (hex 0516). Smith's and Jenk s' indc­
pendt'llt regimcnrs take position on Asboth's im­
mediate left. Hebert cuts the road to Curtis HQ as 
Greusel 's brigade continues 10 shirt units to the 
east of Leetown, 

To the right the 4 la loses over 200 men in a 
half hour 10 the pursuing Confederates as it covers 
the retrea t of Dodge's brigade, Good '5 Battery e,x­
ecutes well as it plays havoc on Bowen's indepen­
dent regiment. 

1600. Hebert and Pike launch an all-all! assault on 
Osterhaus and Asbuth, Within one-half hour, over 
400 Confederates are missing from the ranks, The 
2 Mo takes heavy casualties from the musket fir~ 
of the 3 La but holds the line gallantly. 

To {he east Mcintosh, Lit lie and Price allack 
together but the withering fire from Dodge 's and 
Davis' brigades send them reeling back wi th heavy 

1000ses as they arc driven 10 cover. Casualties mount 
fo r the blueeoats too as rhe 21vlo and the 4 la lose 
200 men and Welfey's Baltery is overrun , 

Sigel 's troops arriv~ and bolster the beleaguer­
ed eastern flank. Vandever is wounded and taken 
10 the rear as casualties mount on both sides. 

1700. The Confederates attempt to move their bat­
teries closer on the norlhwest side of Leetown and 
take heavy crew casualties from [he fire of the 22 
lnd , Action slows ncar Leetown as both ,sides see 
that nigh t is coming on. An artillery barrage send, 
Stand Wacie's Indians s[('eaming 10 [he rear. 

On the le rt flank the Confederate ass<lull is al­
most played out. Mcinrosh's casualties have dis­
heartened hi" men. They will ~d\'ance only wilh 
great difficulty and they retreat after shun peri­
ods of fighting, Van Dorn pulls McIntosh from the 
line and sends him {(l McCulloch. Little and Price 
continue their assa ults. While leading a charge of 
Ihe 2 Mo, lillie takes a hullet in the leg and i:; 
helped from the field. Col. Gatt's assumes com­
mand and immediately presses the attack, Bowen's 
and Peoria's batteries each lose a gun from Rebel 
counlerbaner)' fire as Union .supply wagons arrive 
10 di>trihutc ammunition , 

1730. Despite the heavy lo.%es, Little's 2 Mo over­
runs Peoria" Battery C, While on rile far left flank 
CoL Green (Price'> replacement) is wounded and 
smc;eeded by Col. Clark, but only afler 30 minllles 
of indecision. Yankee baltcrics continue to lose 
gun.s to overwhelming Confederate counterbattery 
rire, 

Fighting peters our as ammunition is distribu­
led 10 waiting Union units, Nightfall brings calm 
to the field , 

Night. SI raggler recovery is only marginally effec­
tive as the Confederate, can gather only 400 men 
while Ihe Yankees manage to gather 200. New 
BCE\are: 

Union 
Greu .,c1: 7 of 8 
Pall ison: 7 of 8 
White: 70f8 
Dodge: JO of 14 
Sch~erer: 3 of 4 
Coler: 12 of 14 
Bussey: 4 of 5 

Confederate 
Mcln[osh: Exceeded BCE 
Pike: 601'9 
Hebert: 15 of 36 
Little: 11 of 15 
Slack: 4 of 6 
Price: 19 of 31 

0700. McIntosh (:ontinues his westward movement 
as Price and lillIe launc;h a coordinatcd allack on 
the northern and eaSlern flanks of tllc Union arc. 
The 1 Mo and 7/ 9 MSG lose 100 men quickly, 
while 5 other reg iments are thrown back by Union 
firepower. Their only gain is 100 prisuners from 
Dodge's 3 III Ca v. 

Hebert and Pike drive forward into OSlerhaus 
and A shoth's lines. Pike is wounded and leaves the 
field , as does hi s entire cnrnmand. Hebert manages 
to overrun Hofrman's Battery A and Elbert 's Bat­
tery A, General McCulloch is ,Ihot through the 
head and carried from the sc;elle of the carnage, 

0730-0830. As t hough the dea t h of McCulloch was 
an omen for every man 011 the field, [ile regiments 
of Hebert's brigade become increasingly more dif­
ficult to rally and direct toward the Union lines, 
IVIc1ntush is only now arriving from the northeast. 
Once more (he Confederates throw themselves at 
the solidly positioned Yankee lines, and after some 
ini tial success (300 killed and captured bluecuals), 
they are repulsed with 400 casualties. 

Ac[ion in the east slo,\'s as Federal dominance 
assens itself. Col. Gates is wounded and no one 
knows whu shall command, Hebert assumes com­
mand of the right wing only to discover that his 
men will fight no more, Rather (han risk a rout and 
uncontrolled losses , Hcbert withdraws to the 
north. 

0830, Only P rice's brigade continues to fight as the 
other left wing units are 100 shut up to attack. See­
ing that nothing good can come of ~ontinued 
fighting, Van Dorn orders a general withdrawal. 

STATISTICS 

Confederates 
Captured or destroyed: 27 guns 
Cap[ured: 500 Federals 
Killed , wounded or missing Federals: 1600 
Killed: Gen. Carr 
Wounded : Vandever 
Captured: Elkhorn Tavern 
Vandever 's BCE 

Total: 113 

Union 
Destroyed: I gun 
Captured: 200 Rebels 
Killed, wounded, missing Rebels : 4500 
Killed : Gen. McCulloch 
Wounded : 5 brigade ufficers 
Held : Leetown and Curtis' HQ 
Hebert's and McIntosh's BCE 

Total : 171 
Conclusions 

The first twO hours of this baule are rel­
atively identical for all play tests, assuming 
that. a Confederate brigade is dispatched to 
aid Van Dorn, The combat after J200 hOurs, 
however, will vary considerably. In this se­
quence the Rebels receive a serious blow 
when Price is wounded in his very first at­
tack. This, plus a replacement time of I V2 
hours, virtually doomed the Confederate 
flanking maneuver. No less serious would 
have been Little's demise. Even so, {he Rebs 
did prelly ·well. Vandever was completely 
wiped out, although McIntosh (oak serious 
losses in doing so. The most that can be said 
about this is that only units with less than 700 
men should assault in the open, Sevens and 
eights take casualties too easily. 

Confederate counterbattery fire was, as 
usual, highly effective. This will always be a 
bright spot for the Rebel since he can site 
them without regard for assaulting enemy 
infantry, 

The Leetown assault was thrown in to 
show how useless it generally will be. If Cur­
tis HQ is the prime objeclive, a player should 
be satisfied in cuUing off Leetown and screen 
if. On the other hand, pedlaps, Hebert can 
gradually shift [0 the cast while Pike holds 
the Yanks at bay, Hebert's BCE should be 
kept intact, however, since that will keep the 
Confederates in the fight until the end of the 
second day .•• 
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