
Flying Colors — Naval Battle Scenarios

Escape from Lorient & The French Convoy

Escape from Lorient
Historical Background

In the months of February and March,
1812, French Vice-Admiral M. Allemand
waited in the harbor at Lorient with four
ships-of-the-line, spoiling to make an
escape and sail to Brest in order to join
forces with the ships harbored there and to
take on more crewmen. His ships had been
severely depleted of manpower while in
Lorient due to the never ending need of
"cannon fodder" for Napoleon's armies.
The squadron consisted of the 80-gun Eylau

(Flag) along with the 74-gun ships
Guilemar, Marengo and Veteran plus two
ship-corvettes. However, Lorient was
blockaded by Royal Navy ships under the
command of Captain Sir John Gore. Gore's
squadron consisted of the 80-gun Tonnant
(Flag) and the 74-gun ships
Northumberland, Colossus and Bulwark.

The latter three commanded by Captains
Henry Hotham, Thomas Alexander and
Thomas Browne respectively.

On the afternoon of March 9th, leaving
the other three ships anchored near the Isle
de Hedic, Gore sortied up the Taigneuse
passage toward Lorient harbor. At about
8pm that evening, the Tonnant anchored
of the Pont de Groix and secured for the
night. At daybreak on the 10th, she made
sail for Lorient only to discover that there
were no ships-of-war in the harbor except
for a lone two-decker being fitted out at
the arsenal. The French squadron had
made its escape! In actuality, Allemand
had put to sea on the night of March 86,
literally slipping out under Gore's nose.

On March 10th, Allemand's Squadron
would be sighted and shadowed by the frigate
HMS Diana. On the 15th, Allemand sighted
three East Indiamen bound for England.
The timely arrival of another British
squadron was, undoubtedly, the only reason
why Allemand was not able to add three fat
prizes to his bragging rights (not to mention
his purse!) After taking a few "inconsiderable
prizes" Allemand's squadron set course for
Brest, arriving on the evening of March 296.
Between the time of their escape and their
putting in at Brest, Allemand's squadron
had managed to evade two other Royal Navy
ship-of-the-line squadrons (in addition to
Gore's, which he had evaded twice) and
several other smaller ships.

by Al Bisasky
The scenario is based on Allemand's escape
on the night of March 8th only.

Turns: 20

Audacity: British (0), French (1)

Wind Direction: 5
(Begin checking for Wind Change on Turn 10)

Conditions: Wind condition is breezy. Time is
night with no moon, reducing the visibility and
firing range per SSR#1.

Maps: AB

Land: "B" & "C" on mapboard "A"
Shallows (-2): "A" & "D" on mapboard "A"
Shoals (-1): "M", "H" (on mapboard "A" only),
and "P" on mapboard "C"

Setup

French Fleet: Enter the North edge of
mapboard "A" between hexes 4801 — 7001
and/or the East edge between hexes 7001 —
7017. Ships-of-the-line must enter and
continue to move in line-ahead formation
with a minimum of two (2) hexes between
ships. Ship-Corvettes enter and move
independently.

British Fleet: The British player secretly
writes down the location of his/her ships
(bow/stern hexes). Once an enemy ship
comes within spotting range, the British
player may place the spotting ship on the
mapboard in the predetermined location
and may be activated. After the initial
spotting ship fires on an enemy ship, all
other British ships are placed on the
mapboard in their predetermined locations
and activate. They are restricted to moving
'directly toward the location of the ships

firing until they are within spotting/firing
range of the enemy ship(s), then may move
freely.

Special Scenario Rules

1. Spotting and firing range is limited to
five (5) hexes.
2. All British ships are In Command with
their own individual captains. They are
activated as separate commands and may
move and fire independently of Gore.
3. Vice-Admiral Allemand's Command
Range is 8. His ships-of-the-line must be
in his command. In the event that the
Eylau strikes her colors, is captured or
Allemand is killed, the other French ships
are out-of-command and must attempt to
return to Lorient or escape off mapboard
"B" as per SSR #6.

4. The French 54-gun Brutus and 44-gun
Romulus represent the two Ship-Corvettes.
Both are treated as 6th Rate ships with
Manpower = 2 & a Damage Capacity = 4;
3 when flipped to Damaged Side. They
are treated as independently In-Command
and are activated as separate commands
(Designer's Note: I assume that Allemand
used these small ships as scouts, running
ahead of his squadron, in order to try and
locate the positions of the British ships or as
`flankers" — Mike Nagel).

5. To reflect the depleted manpower of the
French vessels, the ships-of-the-line start
with Manpower reduced by two factors.
6. French Escape Hexes: west edge of map
"B" between hexes 1018 — 1034 and the
south edge between hexes 1034 — 7034.

Victory Points
All rules for Victory Points (15.1) are
followed normally except for the rule
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covering ships sailing off of a mapboard

edge. In addition, the French player also

receives points for the following:

 Each "Undamaged" ship-of-the-line

that escapes = 10 pts.

 Each "Damaged" ship-of-the-line that

escapes = 5 pts.

 Each "Undamaged" Ship-Corvette

that escapes = 3 pts.

The British player receives an additional

10 points for any French ship forced to

return to Lorient (escapes off the north

edge of mapboard "A").

Solitaire Play

In order to play this scenario solitaire, use

the following rules:

1. After allFrenchshipshaveentered, the

mapboard, roll the die. On a result of a

nine (9), the leading French ship has been

spotted by the British.

2. Place all British ships in line-ahead

formation (minimum of three hexes

between ships) with the lead ship five hexes

away from the bow hex of the lead French

ship facing direction 1.

3. Ships maynot fire unless they are within

the five (5) hex spotting/firing range.

4. British ships are considered In

Command under Captain Gore (command

range = 5). If Gore is killed or otherwise

unable to command, the remaining British

ships are considered Out of Command for

the remainder of the scenario.

The French Convoy
The British Navy, under the command

of Admiral Nelson, struck a heavy blow

against the French Fleet in Aboukir Bay on

1-2 August 1798, thus halting Napoleon's

successes on the African Continent and

negating his planned invasion of India.

Although only two French ships actually

managed to survive the battle, this is a

hypothetical scenario based on the

following "what ifs":

1. TheBritishmanagedonlyamarginal

victory over the French and most of the

fleet survived by escaping into the

Mediterranean.

2. The French put into Malta (that they

had sacked on their way to the Nile) and

made sufficient repairs to allow them to sail

to the Port of Marseille. Here they were

able to assemble a sufficient number of

ships to transport reinforcements to Egypt.

3. While Nelson then sailed for Sicily to see

Lady Hamilton (historically true), he

ordered the British Fleet to take up station

between the Tunis Peninsula and Sicily, in

case the French attempted to retake their

position at the Nile..

November — 1798: in an attempt to re-

supply Napoleon's Army in Egypt, the

Frenchassemble a convoy to transport men

and munitions. The French ships were

those that survived the Battle of the Nile

and managed to be repaired in the port of

Marseille. The fleet consisted of six ships

en flute, (that is, a rated warship that has

had some or all of its guns removed and

used as a transport ship) and an escort

squadron of ships-of-the-line and frigates.

The French Fleet sailed due south from

Marseille and then took up asoutheasterly

course, hugging the coast of Africa and

giving Sicily a wide berth where, it was

rumored, Nelson's Fleet was patrolling.

Spotted by a British frigate off the Tunis

Peninsula, the British Fleet was alerted and

took up position west of Malta in an

attempt to ambush the French.

What happens from this point on is in the

hands of you, the players.

Turns: 25

Audacity: British (1), French (3)

Wind Direction: 5 (Breezy)

Maps: ABC

Shallows: None

Special Scenario Rules (SSR)
1. Starting with the Defiance, the remainder

of the British Fleet will enter through hex

B7002, direction 5 in line astern formation

with a one (1) hex gap to the bow hex of

the next ship in line, but may maneuver

immediately according to Command

Orders.

2. Ships that are en flute (transports) have

their lower gun deck cannons removed and

have a Relative Rate of 5. Fleet orders for

these ships are to avoid engagement if

possible and try to escape (run off the

eastern edge of mapboard "C")

3. French Frigates are always individually

Under Command and may move indepen-

dently of the French Fleet as scouts, Hankers

or close protection for the transport ships.

In addition, the frigates are under orders to

attack the British ships-of-the-line, if

possible, in order to protect the transport

ships (this attack order for the frigates may

be ignored if playing the scenario solitaire —

makes it a little easier).

4. The French player secretly records the

name of one of the transport ships. This

ship is carrying the cargo of munitions.

Should this ship catch fire, it immediately

explodes; destroying any ship fouled or

grappled with it and automatically sets afire

any other ship(s) within a one (1) hex

radius. Ships within a two (2) hex radius of

the exploding ship must role the die and

(Continues on page 20)
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will catch fire on a result of 7 — 9.

French Victory Points
1. The French player receives 10 victory points

for eachTransport Ship (en flute) that is not

damaged (i.e., not flipped to its damaged side)

and exits the eastern edge of mapboard "C".

2. TheFrenchplayer receives 5 points for each

Transport Ship (en flute) that is damaged (flipped

to its damaged side), but is not in danger of sinking

and exits off the eastern edge of mapboard "C".

3. The French player receives 5 points for each

Escort Vessel that is not damaged and exits off

the eastern edge of mapboard "C".

British Victory Points
1. The British player receives10 points for each

French Transport (en flute) that strikes, is captured,

catches fire, explodes, sinks or is indanger of sinking

before it can exit off the eastern

edge of mapboard "C".

2. The British player receives 5 points for each

Fiench Escort Ship that strikes, is captured,

catches fire, explodes, sinks or is in danger of

sinking before it can exit off the eastern edge of

mapboard "C". French Frigates do count as

Escort Ships.

Players Notes
This Victory Point system has been structured so

that the commander of each fleet is forced to

carry out his orders. The French must see that

their Transport Ships get through at all costs.

The primary target of the British is to stop the

French Transport Ships from getting through.

Suggested Tactics
 The French player should use his escort

ships to block the British from moving into

range of the transport ships. This means

running a tight line and keeping the Limeys from

breaking your line. The transport ships should

bend on every

inch of canvas that they brought with them and

run like hell for the east. Use your frigates' speed

and maneuverability to harass the enemy and get

between them and a transport being attacked.

This is one time when the French penchant for

shooting up the opposition's rigging to slow them

down works for them.

 The British player has his work cut out

for him and must first close the range and then

attempt to slow down the transport ships of the

French Fleet before attempting to destroy them.

While the French have an almost totally defensive

role; yours is both offensive and defensive. Keep

the wind at your back. Sailors of the British

Fleet: it is you who hold fast the "Oak Walls of

England"!

I hope that you enjoy these scenarios. Your

comments and questions are always welcome

and may be addressed to me at:

al.bisasky@verizon.net


