Sails of Glory Campaign: The War
by Randy Stumman 3-10-17

Intro:  This is a major campaign with many ships, (see list below).  It can be played solo, with the solo rules in the manual and at the Anchorage Forum.  Powder Monkey's rules also can be used if desired.  It can also be played multi-player, which is the best way to play the campaign.

Background:  The mighty fleets of the British and France have disputed sea lane issues and colonization issues.  Spain also hates the British but its fleet is small and in development.  It is playing the waiting game and will take opportunities against the British when they present themselves.  When they do they will join the war allied with the French.  The Americans hope to stay out of this European conflict but if attacked will then take sides.

Ships Used in the Campaign:  Listed below are the ships in this campaign, but feel free to replace or duplicate this list with what you have.  This is what I have and want to use all the ships.  

Ship Name:



Nationality


Rate


Point Values
HMS Victory
British
1
200

HMS Queen Charlotte
British
1
200

HMS Royal Sovereign
British
1
192

HMS Brittania
British
1
187

HMS Royal George
British
1
181

HMS Impetueux
British
3
148

HMS Bahama
British
3
135

HMS Zealous
British
3
135

HMS Defence
British
3
135

HMS Leander
British
4
97

HMS Leopard
British
4
96

HMS Sybille
British
5
85

HMS Orpheus
British
5
69

HMS Meleager
British
5
69

HMS Cleopatra
British
5
68
TOTAL:


1997
Imperial
French
1
209

Orient
French
1
207

Montagne
French
1
203

Commerce de Bordeaux
French
3
144

Aquilon
French
3
143

Le Berwick
French
3
135

Artesian
French
3
102

Protee
French
3
102

Carmagnole
French
5
88

Proserpine
French
5
87

Courageuse
French
5
74

Le Succes 
French
5
68

TOTAL:


1562
Santa Ana
Spanish
1
213

Principe de Asturias
Spanish
1
210

Real Carlos
Spanish
1
192

San Agustin
Spanish
3
151

Argonuata
Spanish
3
144


Sirena
Spanish
5
73
TOTAL


983
US Constitution
US
5
133

Ship Usage:  When ships get sunk, surrendered, or run aground, they are removed from play.  Ships that exit the map can come back into play.  They will be out of the battle, but they are not lost for the campaign.  

Sometimes the scenarios will indicate which ships the campaign will use.  If that ship was sunk, surrendered, or run aground,  in an earlier campaign you will have to make a substitution with the ship class closes matched.  

After each battle if the ship is not sunk, surrendered, or run aground, but damaged, it becomes fully repaired for a later scenario and can continue on.  If you run out of ships to continue the campaign then you lose the game. Chances are you will not run out of ships so to determine the winner, keep track of the victory points.  

When a ship is sunk, surrendered, or run aground, the victory points is the Point Values for that ship as outlined above.  Some scenarios award other Victory Points in addition to Point Values of the ships.

Rules Clarification:  Feel free to use any set of rules you want, basic, standard, advanced, optional, or house rules.  The campaign works for all.  Feel free to add components to the scenarios to make them more realistic or fill in what blanks you may find.

The Campaign

Scenario One:  Sneak Attack – The Start of the War: (Solo Rules work great)
Background:  Two British ships are anchored and crews are resting on their ships.  The French have been looking for a target of opportunity and seem to have found what they are looking for.  Sneaking up to the two British ships, they open fire and start the war.

Goals:  This is a fight to the death or if you find you have only one French ship left and it is more than half damaged, it can escape off the map in any direction to be fully repaired and used later.  This ship does not count for any Victory Points.  

Setup:  Use one Sails of Glory mat laid lengthwise and the starter set ships.  

Put the two British ships along the bottom edge of the map lengthwise so that they are in the middle section.  They should use the two middle squares with one ship in each square, if using the Sails of Glory mat.  Their starboard side broadsides are against the edge.  They cannot move at all.  All French ships start in battle sails.  British ships have struck their sails and can't raise them.  

Take the two French ships and have them start at the opposite side of the mat in any starting position desired.  Sail the French ships to the British ships and start firing.  French start on the map.

The French ships get the First Broadside Optional Rule with the British not firing in the first turn of battle (They are caught by surprise).  Simultaneous firing after that.

The wind is blowing in from the SW 45 degree position giving the French “Reaching”.  Wind can change. Wind is set at medium strength.
Limitations:  French should fire when they are at the Long distance firing range to get the First Broadside Option.  If they don't fire in this range then firing is now simultaneous and the French lose the First Broadside Action.  

Victory Point Accumulation:  Victory points are allocated by Point Values.  No points are allotted for the French retreating off the mat if they have one badly damaged ship left.

Scenario Two:  The Gauntlet:  (Solo rules work great)
Background:  This battle is taking place at the same time as Scenario One: Sneak Attack, so Scenario One ships cannot be used.  But this time the British are ready for action.   A small convoy of British ships are sailing from the right side of the mat in the center to the left side of the mat.  The French are coming at them from the top and the bottom of the mat to attack.

Goals: .  The French need to kill as many of the British ships as they can before the British ships can get off the mat on the left side.  Any British ship that escape can live to fight another day and are awarded victory points for escaping.

Setup:  Use one Sails of Glory mat laid lengthwise.  

The French have two ships at the top end and two ships at the bottom end.  They cannot be set up any closer to the right side than the middle section of the mat.  The British's four ships are sailing across the map from the right end of the mat to the left end in the middle section of the mat.  All but one British ship starts off the map, French start on the map.

For the British use one ships rated 1, and one ship rated 5 one ship rated 4, and one ship rated 3.  Set them up in this order off the map on the right side. (1,5,4,3).  Sails are set to battle sails.

For the French use two ships rated 3, one ship rated 5, and one ship rated 1.  Set them up with two ships on the bottom of the mat and two ships on the top of the mat no closer to the middle of the mat.  Sails are set to battle sails. 

The Wind is blowing in from the NW 45 degree position.  The British have “Reaching”.  Wind can change.  Wind starts are medium strength.

Limitations:  None

Victory Point Accumulation:  In addition to sunken or surrender Victory Point Values, the British can earn a bonus of 100 points for each ship that makes it off the map.  French only earn Victory Points by sinking or surrendering the British ships.

