Summer of Plunder 2026



Competitive Escalation League

Welcome to the information document for Summer of Plunder 2026!

During Summer of Plunder this year | 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.

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

e Use the Encounter scenario.

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

Choices:
e Expert Scout
e 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.

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

° ional prem m

Choices:
e Local Guide
e 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.

e 150pt Raid Scenario

e 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.

e Optional premade map

Choices:
e Attacker
e Defender


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

3—4.RAID

The defender is protecting a stockpile of supplies ar valuables.
The artacker must drive them off to caprure their vessel or
secure the loot! <

LAND
SETUP:

The entire board is land rerrain, bur no specific terrain ser up
is required.

DEPLOYMENT:
The defending player chooses one board quadrant. The amacker

will deploy within 6™ of the opposite board edges (see diagram).

Before any unirs are placed, the defender places one objective
marker (representing loot) within their deployment zone. The
arracker than places another objective marker in the defender’s
deployment zone. The two markers must be ar least 10” aparr,
neither can be within 4" of a board edge, and neither marker
can be in impassable terrain.

GAME LENGTH:

Six turns

OBJECTIVES:

Defender gains a Strike Poine if the artacker has a univ that is
not Shaken within 4" of any objective marker and the defender
has no units that are not Shaken within 4° ef the same marker.

» Artacker gains a Strike Point if they have no unirs within 4°
of an objective marker at the end of turn 3 o later.

s el Wl

Artacker

Deployment Diagram: Raid (land)

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.

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

Choices:
e European Miltia
e European Cavalry


https://steamcommunity.com/sharedfiles/filedetails/?id=3721256733
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EUROPEAN MILITIA

v

“These men come from all aver Furape. They serve to pratect

feclgling colonies in the hopes of starting  new life or strik-

g it ich in the New World. Some are aluo mercenaries

hired g0 profect the interests of other nations.
Experience Level: Inexperience

Main W:upvmﬂ Matchlock Musket and
Stanchirid Melee Weapon

Fight: 6/6
Shoot: 778
Resolve: 6

Special Rules: Drilied

UNIT OPTIONS
» Unit may be upgraded to Trained for 1 paint per model

» Unit may exchange Mathclock Muskers for Heavy
Marchlock Muskets at no cost.

EUROPEAN
MILITIA CAVALRY

Mot peripheral Furopean powers have little to no cavalry.

The Portuguese, however, make significant use of them and

employ them to great effect in their protection of their
Brl colomy.

Experience Level: Inexperienced
“:l‘uir“l"": Homes
Main W:lguns: Brace of Pistols and Standan
Mebee Weapons

Fight: /7
Shoot: 7/8
Resolve: &

Special Rules:  Qwick (only while mounted)

UNIT OPTIONS
» Unit may be upgraded o Trained for 1 point per moddl.
» Unit may add Firelock Carbines for 4 poins (not per mosdel).

* Unit may add Armor to all its models for 2 points (not
per model).

b
¥




3-4- Fiscort

The defender is trying to move an important figure o safery, and the apacker is trying 1o stop them!

THE DIGNITARY

All of the Escort scenarios use a special maodel referred to as the Digmitary. The Dagnitary s o non-combatant model char

st be artached to a non-mounted unit in the defender’s Force ar the start of a game_The Dignitury gains the Experience
Level, Skalls, and Special Rules of the unit, but not the weapons,

The Dignitary cannot make a Ranged Attack or pacticipate in o Melee Combat, but may be removed as a casualty from

i Ranged Attack or from Melee combar,
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SETUDR: Units that move in from a board edge are GAME LENGTH:

Thee entire beard s larad terrain, but no spe-
cific berrain sef up is required.

SCENARIO RULES:
Attacking units thas use the Lay in Whir
scenario Special Rule maust set up at least
% from the center of the board.

The Force with the greatest number of
blounted models is automatically the at-
tacker in this scenario

DEPLOYMENT:
Defending player chooses one cormer af
the board; the attacker will deploy units

in the oppoasite corner on the same lnng
baard edge.

Forces deplay as shown in the deployment
dingram. Please nate that the artacker's and
dedensler’s Forces may bath be split, and the
attacker has the option to move seme units
on ta the board from the opposite edge

[ ™ .

rat placed o the board during deployment,
they are beld off the table. Those units move
in anpwhere along the indicated board edge
during the first tarn of the game. When
units are off af the board in this fashion,
Activation Cards are drawn for chose unies
at the start of the turn which they will meve
on o the board.

When the attacker moves any Cannons
on to the board, they start the game with
4 Reload markers. Heavy Cannon may
ke moved on to the board as o Dedicated
action, but must be placed within 47 aof
the board edge, and may not be moved
again for the rest of the game, A Heavy
Cannon cannot be moved ineo a Stoucare

or Rough terrain.

Six Turns

OBJECTIVES:
s Defender gains 2 Strike Points at the
end of any ourn if the Dignitary has been

removed as a casualsy.

» Defender gains a Strike Point at the end
of Turn 3 if the Dignitary is not within 4°
of the center paint of the hoard.

» Detender gains a Strike Point at the end
of Turn & if the Dignitary is not within &°
of the escape edge.

» Attacker gains a Strike Point at the end
of Turn & if the Dignitary has not been
removed as 2 casualey.

» Amtncker sutomatically loses if the Digni-
tary moves off the escape edge of the board.



Week 5:

With the dignitary safely amongst your ranks you must escape to sea and get him to safety!

e 200pt Amphibious The Dignitary Scenario
e Optional premade map
Choices:
e Attacker
e Defender
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SETUP: DEPLOYMENT: GAME LENGTH:

One side of the board must have a land
mass that takes up at least 50 percent of the
board aren, bt still allows a langhboat ta be
deplayed as shown in the diagram, The rese
of the board is navigahle water.

SCENARIO RULES:
The Force with the greatest number of
Meanted models is automatically the at-
tacker in this scenario.

Attacking units that use the Lay in ¥Wait
scemario Special Rule must set up at leas:
9" from the center of the board.

The defender has a free Longboat that is
hidden near the center of the hoard. One of
the units in the defender’s Force must crew
the longhoat. The boat and its crew are not
placed on the board during deployment,
arud an Activation Card is not drawn for
the unit in the Longhost uneil it is placed
an the board (zee helow).

The defending player may place the Long-
boat and its crew within &° of the center-
point of the board at the beginning of any
Tum, befare Activasion Cards are drawn.

The defending Force may include  ship
(or baath in sddition o the free Longhoat.

Deefending player chocses one corner of
the board; the amacker will deploy units
in the oppasite comer on the same long
board edge.

Forces deploy as shown in the deploymen:
diagram,

The defender’s Force musz be split into
a land partion with the Dignitary, 2 unit
to crew the Lnnghml:. and an u]wjnn.ﬂ
ship at sea.

“The attacker has the optian fo move ships
on to the board from the opposite edge
during Tumn 1. Any ships of the attacker’s
{and all the units on the ships) are not s
up during deployment, and instead move
on o the board from the indicaved water
edge during the attacker’s first activation
of Tum 1. When units are aff of the board
in thizs fashion. Activation Cards are drawn
for thaose units at the start of the purn which
they will move on ta the board.

Six Turns

OBJECTIVES:
»  Deferder gains 2 Strike Points at the
end of any furn if the Dignitary has been
remenved as & casualsy
» Attacker gains a Strike Point at the end
of Turn & if the Dignitary has not been
remenved as & casualsy.
» Attacker sutomatically loses it the Digni-
tary moves off the escape edge of the baard.


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!

e 225 Sea Take and Hold Scenario
e Optional premade map

Choices:
e Master Gunner
e Carpenter

SEA

SETUP:
The whole board is considered Deep Warer, with any addirional
water terrain added ar the discreribn of the players.

DEPLOYMENT:

The defender sers up within 12 of a board edge facing in the
wind direction. The arracker sers up the same way on the opposite
board edge, ar least 24" away from the defender (see diagram).

GAME LENGTH:

Six murns

OBJECTIVES:

» Artacker/Defender: A force thar has its flagship caprured
immediately loses. In other words, the game will immediately
end with the capruring force as the victor, regardless of Strike
Points or any other facrors.

Artacker sets up anywhere in
their deployment zone facing
this direction

- o

Wind Direction.

e
S

. o - e |
Defender sets up anywhere in
their l{ll[_'I]'L'l_‘_.-']'I:IL']]l zone facing

this direction

Deployment Diagram: Take and Hold (sea)


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!

e 250 Sea Encounter Scenario
e Optional premade map

Choices:
e Grapeshot
e Cook

SEA

SETUP:

The whole board is considered Deep Water, with any additional
water terrain added ar the disererion of the players.

DEPLOYMENT:
The defending force picks a board edge, and sers up at least 187
away from each corner, Ships ave placed so a part of the ship is

within 2" of their deployment edge (see diagram).

The artacker daes the same on the opposite board edge.
All ships must be 907 to the wind (Abeam) when placed.
GAME LENGTH:

Sixmurns

OBJECTIVES:
» Wone. Use the standard rules for Strilee Points, and inflice che
maost harm to your foe!

Wind must be A'I:lgang_
on all ships

Wind Direction

Deployment Diagram: Encounter (Sea)


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.

e 275 Sea Raid Scenario
e Optional premade map

Choices:
e Officer
e French Jesuit Priest

SEA ’ E
SETUP:

The whole board is considered Deep Water, with any additional

water terrain added ar the discrerion of the players.

DEPLOYMENT:

The defending force picks a board edge, and sets up ships so a
part of the ship is within 27 of their deployment edge.

The attacker gets up anywhere else ar least 24” away from the
defender.

GAME LENGTH:

Sixmrns

OBJECTIVES:
# The Defender gain a Strike Point ifthe artacker caprures the
defender’s flagship by the end of turn 6.

» The Arcacker gains a Strike Poine if the defender's flagship
has not been caprured by the end of turn &.

Artacker deploys anywhere 24"
.or more away [rom the defender -

Wind"
- ¥eDirection.

Deployment Diagram: Raid (Sea)


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.

e 300 Amphibious, use the provided scenario
e Optional premade map

Choices:
e Attacker
e Defender


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

TOWER.
AMBUSH -

oolkout towers of various

types were common
throughout the seas,
bays, and rivers of the
new waorld. They were
the first line of defense

against raiders of all sorts. When buccancer
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crews attacked Spanish settlements, they
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tower or similar early warning defense struc- i = —— e
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SETUM DEFLOYMENT: GAME LENGTH:

Ser up a 4'x4 amphibious table. Cne
sicle of the board muse have a land
mass that takes up 33 w 50 percent
af the board area. This land mass (or
ghoal water in contwct with i) must
at least ]nrti'.l][:( touch pwo upp:m'tt!
tuble edges. The rest of the board is
navigahle water.

The wind blows in from one of the
attacker’s deployment board edges
Eland.cmﬂ}' determine which u:lu.'].
‘The defender receives a free boat of
any type avalable that I:|:|L"_!.' iy FL:ue
anywhere the water meets the land.
SCEMARIO RULES:

The attackers force must contain at
leagt ane ship or two boats.

The defender's force must contain at
least one size two or larger fortifi-
cation.

This scenario wses the Cantpld Urawere
and Lamited Finbiiity. Night scenario
special rules.

Forces deploy as shown i the deploy-
ment rllu.pal:n.

The artacker may deploy their ships 37
away From any navagable wates edge
at the beganning of turn two or lrer.
All of the attackers other units may
enter through any edge along their
depleyrment area, If the attacker’s force
mcludes any bl:ats,!hr}'um}"m |r!a|:|.ui
anywhere along eather of the attackess
dcpluy:lm:nt udgl::i at least |nrtiu|.|}'
within the deployment sone.

The Defender’s fort st ]s-:]:lh:.vd at
least 16" away From any board edge.
Al of the defender’s unies muse bﬁgin
the game within 3" of a fortificanion.
The Sentries are placed after both
forces have deployed all of their units.
Sentries must be placed within &7 of
a fortification and not within 127 af

amy enemy umis.

Frve tums. Begin counting turns on
the turn after the alarm has been
sounded.

ORJECTIVES:

The attacker ga'lns 2 strike poant for
each opposing unit that moves off the
table and a strike puint at the end of
each turn after turn 3 0 it does not
have at least one unit within 67 of

the fort.

Defender guing a strike poant for each
section of o fortification mupimd 'b_yr
the attacker and one for each enemy
unit uu.'up_vilng the baat. If a fortifica-
tion it destroyed, the defender receives
rwn strike pdmh.

Week
Name:

Opponent:

Win/Loss:
Models Killed:

Your Strike Points: Opponents Strike Points:



