
                

    

 
Summer of Plunder 2026  



 
Competitive Escalation League 
 
Welcome to the information document for Summer of Plunder 2026!  
During Summer of Plunder this year I will be managing an Escalation League. Unlike other 
Escalation Leagues this one is competitive and will have a winner and that winner will receive a 
prize from Firelock!​
 
Here is what you need to know:​
Every Monday you will be paired and notified of your opponent by Dred. You will have the rest of 
the week to have your game with that person on Tabletop Simulator.  
Once your battle is finished both players should contact Dred and let them know who won, and 
what the strike point total for both players were. 
Points will be scored and kept on a public document with the following scoring system:​
Win: 3 League Points​
Draw: 1 League Points​
Loss: 0 League Points 
 
After each game, carefully record the game results on the Round Reporting Slip at the back of 
this Doc. Record the game result, how many Strike Points [SP] you gave and earned, and both 
the number of the models you killed of your opponent’s force. 
These numbers are important for breaking ties. 
 
Score sheet 
<https://docs.google.com/spreadsheets/d/101pCDWZLrM7p1CJiaCTny3DahXISbSeA_9fO
uuYUvrA/edit?gid=639477384#gid=639477384> 
 
If you miss a week contact Dred to see if a makeup game is possible. 
 
Other than the first week the player with the most wins, the least losses, and the least models 
lost will CHOOSE one of two listed weekly benefits. The option they do not choose will be taken 
by the other player. Any player may use and attach these choices regardless of requirements 
like skills and nationality. 
 
 
 
 
 
 
 
 
 
 



Week 1: “Scouting party”​
There have been reports of enemy movement in the area, send out a scouting part and 
determine enemy activities and movement. Report back. 
 

●​ 75pt land game the terrain should NOT include any structures. ​
 

●​ Use the Encounter scenario. ​
 

●​ If a force has all models removed they incur an extra strike point. 
●​ Optional premade map 

 
Choices:  

●​ Expert Scout 
●​ Local Guide 

 

https://steamcommunity.com/sharedfiles/filedetails/?id=3720763804


Week 2: “Live to fight another day” 
Enemy sightings have been confirmed, you must fall back to report your findings and get 
reinforcements. 

●​ 100pt amphibious game, 30% of the board should be shallow water, place 2 piraguas in 
the middle of the shore. 

●​ Deployment zones are 8in squares in the corners opposite to the shore. It is 
recommended to play on a 3x4 board OR make sure all the boats are >12in away from 
both deployment zones 

●​ Any PIRAGUA that leaves the far sea edge is out of play and gives a strike point to the 
opponent per boat that escaped this way 

●​ Optional premade map 
 
Choices:  

●​ Local Guide 
●​ Deployment Zone becomes 12in 

 

https://steamcommunity.com/sharedfiles/filedetails/?id=3720773476


Week 3: “High Value Target” 
The scouts have reported back with valuable information. A high value target known as “the 
Dignitary” will be staying in a nearby town. Capture him. 
 

●​ 150pt Raid Scenario 
●​ The map should be 40-50% structures starting in the defenders deployment square 
●​ The defender should place an unaffiliated non combatant model inside of a structure that 

is not within any deployment zone, this structure cannot be occupied by any other unit 
during deployment. 

●​ Optional premade map 
Choices: 

●​ Attacker 
●​ Defender 

 

https://steamcommunity.com/sharedfiles/filedetails/?id=3720780490


 
 
 
Week 4: “The Dignitary” 
The High Value Target is being moved by hostile forces, put a stop to it, we need The Dignitary 
on our side. 
 

●​ 175pt Land game following the Scenario below. 
●​ Optional premade map 

 
Choices: 

●​ European Miltia 
●​ European Cavalry 

 
 

https://steamcommunity.com/sharedfiles/filedetails/?id=3721256733
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Week 5: 
With the dignitary safely amongst your ranks you must escape to sea and get him to safety! 
 

●​ 200pt Amphibious The Dignitary Scenario 
●​ Optional premade map 

 
Choices:  

●​ Attacker 
●​ Defender 

 

https://steamcommunity.com/sharedfiles/filedetails/?id=3721262262


Week 6: 
The enemy force is too well organized, the commander must be nearby. Sail out to sea and 
remove this problem immediately! 
 

●​ 225 Sea Take and Hold Scenario 
●​ Optional premade map 

 
Choices: 

●​ Master Gunner 
●​ Carpenter 

 
 
 

https://steamcommunity.com/sharedfiles/filedetails/?id=3721264406


 
Week 7:  
Despite taking out the enemy commander, reinforcements arrived far too quickly. Defend 
yourself until we have more information! 
 

●​ 250 Sea Encounter Scenario 
●​ Optional premade map 

 
Choices: 

●​ Grapeshot 
●​ Cook 

 

 

https://steamcommunity.com/sharedfiles/filedetails/?id=3721503270


 
 
Week 8: 
Tired of your constant interference the enemy has sent one of their most seasoned 
Commanders to deal with your constant attacks. Be prepared, be smart! Take em out. 
 

●​ 275 Sea Raid Scenario 
●​ Optional premade map 

 
Choices: 

●​ Officer 
●​ French Jesuit Priest 

 
 

https://steamcommunity.com/sharedfiles/filedetails/?id=3721506355


 
 
 
Week 9: 
The campaign is coming to a close, battles fought, friends lost…one last mission. There is a 
tower on a shore to spot ships. As long as it stands ships will be detected long before they make 
land...It’s a valued structure...you know what to do...get it done, then come home Commander. 
 

●​ 300 Amphibious, use the provided scenario 
●​ Optional premade map 

 
Choices:  

●​ Attacker 
●​ Defender 

https://steamcommunity.com/sharedfiles/filedetails/?id=3721512010


 
 
 
Week ____ 
Name:__________________________________________________________________ 
Opponent:______________________________________________________________  
Win/Loss:________ Your Strike Points:______Opponents Strike Points:_____ 
Models Killed:______  


