CRESSING RETREAT UMPIRES BRIEFING
By George Street and John Binmore, Napoleonic Association Wargame Section
Once again the Republic of Redshire has attacked Kingdom of Blueshire.  On 9th July 1808, Blue forces invaded Red territory in the age-old dispute over fishing rights in the Thames estuary.  The Blue Army advanced from Colchester towards Braintree where the two armies fought a bloody battle on the 11th.  The two armies were evenly matched, but a superbly timed charge by the Blueshire Heavy Cavalry Brigade broke through a part of the Redshire front and would have won them the battle but for the untimely death of the charismatic Lord Avon on the Blueshire right.  His death caused panic in the Blue Army and a charge by some Redshire light cavalry broke the centre causing the whole Blue army retreated to the east.  The Blue 1st Brigade on the extreme left wing, however, could not withdraw directly east due to being cut off from the rest of the army by Red.
Consequently we find the 1st Brigade forced to retreat over unfamiliar Red territory in its attempt to escape.  Red forces have been ordered to follow up with vengeance. The two things both sides do know about the area is that the occupant of Felix Hall is Sir Charles Brabant who is Redshire Defence Minister. Consequently this area is likely to be very hostile to Blue forces.  The second is that Rivenhall Place is the residence of Lord Rivenhall believed to be Blue sympathiser and may be in residence.  Animosity between the two neighbours is very well known in the area.
The weather looks to be another fine day as it was yesterday with the current breeze from the west continuing.  Sunrise will be 5:00.
While the Red Brigade has Yeomanry cavalry, if any patrols are detached there is 65% chance for each patrol (roll 1-4) that they will ride off to a random farm on map to check it is okay, rather than to the place ordered. If a Yeomanry cavalry squadron is allowed to ride out of sight of the Red Brigadier there is 33% chance (roll 1-2) that they will ride off to a random farm. They only roll once when go out of sight.  

The three squadrons of blue light cavalry spent the night at Rivenhall but Lord Rivenhall has required they leave at first light for fear of being seen as a blue sympathiser. Unless there is a second player, or member of public to command them, they will roll D6:
1
Ride south and make good escape

2
Ride to Felix Hall and burn the Hall.
3-4
Ride north west, attack 1st  isolated red unit then escape south

5-6 
Ride north to link up with and assist other blue forces retreating south

If either player decides to split into two columns and a second player or member of public available, they should be used to make local tactical  decisions in accordance with the orders given by the brigadier.
If the blue brigade is moved to East then red units should be placed on in top right quarter of map to block them. Cressing will be defended by red armed civilians who will only offer token resistance and then flee. The red force defending Filex Hall will be one light yeomanry cavalry patrol and equivalent of one platoon of rifles and one of line in skirmish order. If the red brigadier personally rides to Filex Hall each element will join him on roll of 6 if they are convinced there is no direct threat from Blue forces to the Hall.

Until blue forces start beating red, all militia units will roll at disadvantage. After that they will be treated as line for melee but will still have no skirmish ability. If they are beaten any result will be treated one worse step and a total defeat will result in immediate removal.
