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Sailing

When a person(s) wishes to use a boat or some other aquatic based object/creature in water, the sailor roll a skill roll using the Craft: Sailor and Navigation skills. The first skill roll is made with the navigation skill. This skill roll determines where the ship will go and the stops the boat must make to re-supply. The second roll is made with Craft: Sailor skill. This skill roll determines how well the crew maintains the ship. These rolls must be made daily.

Additional references about Rokugani boats can be found at the Jade Lantern: 

http://www.penombre.com/L5A/Okuma/Vessels.PDF

Acquiring a Boat

Inheritance [Granted]: Ship 4/6/8 points

The character has 10, 15 or 20 shipbuilding points. Mantis characters have an additional shipbuilding point per rank in this advantage. Creating a ship cost five Koku per shipbuilding point. 

The ship’s tonnage is equal to twenty times its earth ring, with variation. The number of crew depends on the boat’s size. The maximum crew size is 10/30/50. Each ship may have 10 wounds per earth rank. All mass naval battles rules can be found in the 3rd Edition Sourcebook Pg. 207.

A boat has five rings: earth, air, water, fire, void. He can never have more than ten ranks in any of these traits. The traits are limited by the ship’s size, but these limitations may be waved if the boat has certain advantages. 

· The Earth ring represents the ships stamina (Hull)

· The Air ring represents the ship’s speeds (Sails)

· The Water ring represents the ship’s maneuverability (Rudders)

· The Fire ring represents the ship’s weaponry (archers, pikes, siege weapons, etc)

· The Void Ring represents the quality of the crew. 

A character may buy advantages and disadvantages, equal to their difficulties. In addition, draft and cargo are equal to the ship’s earth ring (before advantages and defaults). The Crew value is equal to the void. 

A 10-point ship can have a maximum of three in their traits, two modifications, and two defaults. A 15-point ship the rings may have four in their traits, three modifications, and three defaults, and finally the 20-point ship can have a maximum of five in their traits, four modifications, and four defaults.

Note: Modifications may be taken only during the building process. 

Battle Damage

When two ships begin a skirmish, the crew must make a group skill roll with their Craft: Sailor/Navigation]/Attacking Ship’s Fire Ring against the other ship’s of the ship’s group skill roll with their Craft: Sailor/Navigation]/ Defending Ship’s Air Ring to hit the other ship. If the hit is successful, the defending ship suffers one non-exploding damage die per rank in the attack ship’s fire ring.

The fire rings covers archers and fune bo (see Way Of The Thief pg 48) for Fire Ring one to two. One ballista/siege weapons add an additional increment to the Fire Ring. Heavy Damage

When a damage roll against your ship is dealt a natural one0', you suffer heavy damage. 

Heavy Boat Damage Selection Table: 

9-10
Rudder

8-9
Sails 

6-7
Crew's Quarters

4-5
Weaponry

1-3
Hull

Note: If the random damage selection has already been selected, damage rolls against this boat section gains an additional five damage. 

Specific Damage Modifiers:

Rudder Damage Table: 

9-10
The rudder is destroyed

4-8
Ship gains “Twisted rudder" Disadvantage 

1-3
Ship gains "Small rudder" Disadvantage 

Sail Damage Table:

10
A fallen mast has damaged another mast

8-9
Fallen Masts: Same as Mast Damaged, but damage is doubled

4-7 
Mast damaged: The sail is not usable, thereby reducing the water and air rank by one until fixed

1-3
Sail Damage: The ship’s air ring is reduced by one until fixed. 

Hull Damage Table:

9-10
Destroyed: The ship will sink in 1d1 minutes.

7-8
Major Hull Damage: The ship will sink within one hour

4-6
Minor leaks in the hull: The ship can still float as long as there is one rank of crew working on it. The boat’s water and air rank are reduced by one until repaired. 

1-3
The ship's first wound ranks cannot be fixed, unless you pay twice the repairs. 

Weaponry Damage Table: 

9-10
The ship’s firepower is not existent. The ship’s fire ring is lowered to zero

5-8
Massive Weaponry damage: Many useful weapon are broken unless fixed  The boat losses two ranks in fire ring until restored.

1-4
Little Weaponry damage: The boat’s fire ring is reduced by one until repaired 

Crew Damage: 

9-10
The boat experiences 30% casualties to its crew

5-8 
The boat experiences 20% casualties to its crew

1-5 
The boat experiences 10% casualties to its crew.

Maintenance:

Maintenance costs 20 koku per year and per size. If this regular checking is not made, all the boat's rings are reduced by one until repairs are made. Every damage point suffered to the ship costs 7 koku and a week to fixed. 

Modifying A Ship:

You can improve your ship or correct its defaults. The character must make a Craft Shipbuilding skill roll above the default values. Then any more shipbuilding requires two weeks of work and 30 koku per point value. The Skill Roll’s TN is the point value x 5 additional 5 per other modifications already on the ship. 

Advantages:

· Hidden cable (1): You can drag behind the boat some smuggling supplies. additional one draft

· Oar (1): You may use the oar instead of the sails. The air rank of the ship is lowered by two when doing so to a minimum of one

· Ramming pike (1): One less damage for you during ramming, additional one damage for the rammed ship

· Hidden weapons (1): The fire rank of this ship cannot be seen until battle is engaged

· Heavily armed (2): Additional fire rank, can exceed maximum

· Silk sails (2): Additional air rank, can exceed maximum 

· Strong hull (2): Additional earth rank, can exceed maximum. 

· Trained crew (2): Additional void ring, can exceed maximum. Your sailors are talented heimin or samurai sailors (like the Mantis, Morehei, or Yasuki families)
· Talented design (2): Additional water rank, can exceed maximum 

· Long hull (2): Additional one draft, additional 2k0 against every trying to make the ship fall on its side 

· Lucky (3, 6,9): May be used as the Luck Advantage 

· Smuggling cache (3): A single cargo can be hidden here, and requires a Perception/Investigation (search) TN 40 to be discovered. 

· Extra cargo space (4): Additional one cargo bay 

· Extra crew space (4): Additional crew compliment 

· Slim hull (4): This advantage helps the ship go through small passages. Additional two free raises to Craft: Sailor skill rolls when attempting such feats. 

· Boarding team (5): You have skilled boarders like Rolling Wave Mantis bushi, or experienced pirates. This advantage grants an additional +3 to the Tides Of Battle (Mass Battle) rolls. 

· Boarding ballista (5): This ballista can shoot arrows to drag the opposing ship closer. 

· Friendly spirit (5): Ancestors protect the ship, or a kami. The ship may now spend void points.
· Small draft (5+): Reduces additional draft minus one
· Retractable Hull (6): This rare design allows the ship to remove parts of the ship with two hours of work. The water rank is lowered by one when doing so, the Craft: Sailor skill rolls to keep the ship from falling only needs two raises. 

· Watanabe design (3, Mantis ships only): Your ship have been built by the Watanabe vassal family. Your void and water ranks are increased by one. 

· Kaiu design (3, Crab ship only): Your ship is built by the strong Kaiu, the ship’s earth rank is increased by one and it has blessed jade protecting its hull.

Disadvantages:

· Weak masts (-1): Ship has a full wound level that cannot be healed
· Crane design (-1, Crane ship only): The ship is beautiful to watch, but not the best to use upon the sea. The ship’s earth ring is reduced by one, but the ship gains one free raise for Commerce related rolls when made in sight of the ship
· Old (-1+): The ship need to be fixed every 6 months instead of every years.
· Slow (-1): reduce the speed of the ship by one (need to be fixed) 

· Weak hull (-2): Lower every wound level of this ship by two 

· Water in the hull (-2): When making Earth rolls for the ship, the first two tens are not re-rolled. 

· Poorly trained crew (-2): When making void rolls for the ship, the first two tens are not re-rolled. 

· Little hull (-2): -1k0 for all maneuvers rolls, because the ship is unbalanced. 

· Small rudder (-2): The ship turns slowly. On water rolls, the first two tens are not re-rolled. 

· Re-Sown sail (-2): When making air rolls for the ship, the first two tens are not re-rolled. 

· Under armed (-2): Ship losses one rank in fire ring. 

· Incompetent Commander (-3): The commander rules the bridge. The ship takes 25% more time than usual when traveling. 

· Unlucky (-3, 6, 9): May be used as the Unlucky Advantage 

· Vermin (-3): Rats are aboard! The ship's food last only three weeks instead of a month
· Badly built cargo space (-4): Ship losses one cargo bay 

· Small crew quarters (-4): Ship losses one crew compliment
· Unhappy crew (-4): The crew is about to mutiny
· Deep draft (-5): Additional one draft 

· Haunted (-5+): A yokai or other unhappy spirit haunts the ship. The GM may twice a day reduce a ship’s roll by 1k1 

· Twisted rudder (-5): The damaged rudder makes the boat go either portside or starbroad. If no one watches the rudder, the boat turns on itself. At the end of every move, the ship turn to a side (chosen when getting the disadvantage) by 60°
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