eIVl eIV & VY

A Natoleonie . Naval Roletlaning Game

BETTER B Flying Mice Games
WQEESETEEP " e V' Y
4

£ 11T I PELSTARCLUSTER B IR | ... .
. -0 -ﬂ_ | ,
I. _.1_|i o= @




I Heirm's Way

A Tapoleonic Tlaval (Roleplaying Game

¢t seems to be a law of nature, inflexible and inexo-
rable, that those who will not risk cannot win."

‘Eaptain cjohn (Paul GJones, American €ontinental Tlavy

copyright 2006 C3lying MMice Games
by clash bowley

Smuggling insert by (Rich (Parkinson

"Dragon on the Sea” courtesy (Ryan Span
CThe Clarissa Setters courtesy of “El Zambo
Cover & “Jllustrations by clash bowley
Storg fragments from "A QDoice from the MMlain Deck”
by Samuel Seech
A powder monkey in the British Cnavg in the War of 1812

Special Thanks to David C_Johansen
for the concept of trading chance of success
for quality of success
Glrom his excellent (R(PEG "Galactic Adventures"

QUsed here with his permission



And a huge thank <You goes 1o our playtesters!

Alpha T esters:
Kolaxon CBoqueg. CEl Zambo, Adam C't]arrell,
GJames ‘Belmonte. G:]ake Mattison, (Paul Ealo

CBeta qesters:
Max Cairnduff, Marco Ehacon, Albert CBaileg, (Rich (Parkinson,
(Rachel CBaileg, (Roqer Calver, Bl Zambo, Tleil Duffell

Without them, ¢Jn Harm's Way would be nothing but rootless ideas

looking for a home

clash bowley, 2006
Cllying Mice Games

hitp:/ /ialan flyingmice com

Glrom Better qnousetrap Games



In Harm's Way Role-Playing Game
%m On Thhe (e

by Ryan A. Span

Rain whipped across the deck in sheets as thick as lead. The ocean sky was
slashed black and blue, heavy clouds trimmed with gold from the afternoon sun, and
HMS Arrow chased the rainbow as swiftly as she chased the enemy.

"Storm’s getting worse, Cap’'n!” shouted Arrow’s sailing master, Mr. Henry.
He held his hands up to his mouth like a megaphone to make himself heard over the
roar of the mounting wind. " The fore and mizzen topgallant are going to crack if we
don’t reef them!”

"Thank you, Mr. Henry,” the captain answered. His spyglass never seemed to
leave his eye, utterly focused on the American frigate not a mile off the starboard
bow. She couldn’t run much longer.

Midshipman Mayhew stood on the starboard rail, a thick longcoat pulled over
his Royal Navy uniform, which was now flapping violently in the storm. He didn't
much care. He pointed at the enemy frigate for the benefit of his fellow Middies who
served as an impromptu audience. He was seventeen, and surely up for a promotion
to Leftenant soon, so he couldn’t pass up an opportunity to impress his youngers.

"That’s the Yankee, all right!” he cheered. "She can’t get away from us this
time!”

As if to punctuate his words, the frigate spat a final volley from her chase guns,
then tacked halfway into the wind to present her formidable broadside to the
approaching Arrow. A hail of solid shot came screaming towards Midshipman
Mayhew, and he quickly got his head down. For a moment, the crack of splintering
wood and ripping canvas was louder than even the storm.

The captain pulled him up to his feet by his collar when the volley had passed by.
"To your guns, gentlemen,” he said pointedly, and the other Middies disappeared
belowdecks like fleeing rats. The captain smiled as he finally let Mayhew go, then
strolled back towards the bow to take command of the engagement.

Mayhew collected his hat and rushed to the hatch. One moaning soul was being
carried below by two others, covered in blood and missing his right arm.

The air belowdecks was thicker than a London fog. Men sweated at their guns
even as they shivered, half from fear, half from cold. Another volley thundered into

-Dragon of the Sea-
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the water just outside their gunports. They ached to respond in kind, but not yet,
not yet.

Rope and canvas creaked as Arrow tacked onto her new course, her timbers
straining, and the mass of the Yankee frigate crept into view from Mayhew's gun-
port. The officers told their gun crews to wait, wait just a little longer . . .

"Fire!” came the order, and the crew of HMS Arrow opened up Hell.

-Dragon of the Sea-
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In Harm's Way Role-Playing Game

¢Jn Harm's Way - an ¢ Jutroduction

Introduction

This game is designed as a system to emulate the
wonderful historical naval fiction books by authors
like Patrick O’'Brian, C. S. Forester, Dudley Pope,
Dewey Lambdin and others. It is not intended to
be an exhaustive historical re-creation of the naval
wars of the Napoleonic Era. The emphasis is on
adventure, character development, and the cooper-
ation and competition among the player characters
necessary for one of them to become the captain of
his own ship.

These novels are not about fleet actions and mas-
sive battles, but about single ships and individual
officers. The big battles are usually no more than
backdrops to punctuate the tide of the long wars.
This game doesn’t have any fleet battle system, just
a ship vs. ship system. If you want a fleet battle
system, there are several excellent games available.
I recommend “Fire As She Bears” from Starboard
Tack Press.

We focused on three nations - the young American
and French Republics, and Britain. The American
Navy, though very small, was very good. They
were almost continually at war during the era of
play, against the Barbary nations, Caribbean
pirates, France, and England. The British Navy
had, of course, by far the most powerful navy of
the day, both good and numerous, and projected
the might of England everywhere in the world.
The French had the second largest Navy, and were
opponents to both the Americans and the English.

The time period this game covers is 1794 to the glo-
bal peace of 1815, but we don't want you to get
locked into the historical recreation, though, unless
you want to. You are free to deviate from history at
any point. What if one of your young midshipmen
shoots Napoleon dead when he was at the siege of
Toulon? What if Nelson dies at Santa Cruz instead
of merely losing an arm? What if Britain loses the
Battle of Trafalgar, or Trafalgar never happens? In
the long run, it’s up to you. Someone will pick up
the reigns in France - they are ripe for the picking.
Someone will be the hero Britain focuses on. There
will be a decisive battle somewhere. Don’t worry
about it - you can let it happen as you wish. That is
the backdrop, not the main action.

Designing In Harm's Way

The first thing I had to decide was “Am I trying to
emulate the real Napoleonic Era in naval terms, or
am | interested in emulating modern Napoleonic
Naval fiction?” Emulating the books won hands
down.

Then I had to decide what are the things that make
these books (and films) cool.

Honor and Practicality

I chose first a fundamental conflict between Honor
and Practicality. The books emphasize that this era
crossed the divide between ancient and modern.
The industrial revolution was in its big ramp up,
but the old ways were still there. Dishonorable
tricks like flying false flags, masquerading a ship of
war as a merchant, attaching drogues to the
enemy's rudder, etc. are all staples of the fiction,
yet the heroes had to maintain a facade of honor
and courtesy - they were supposed to walk the
deck in dress uniform while under enemy fire,
they had to switch flags to their proper flag before
they fired, they entertained the enemy officers of a
captured ship like brother knights, etc. I instituted
a Honor/Practicality mechanic in which each can
be a benefit under the right circumstances, but act-
ing consistently one way reduces your benefit from
the other.

Notice and intraparty competition

Another genre staple is the competition between
officers on the same side for promotion. A non-
ambitious character could remain at the same level
forever - witness the 40 year old midshipmen who
show up fairly frequently, or lieutenants older
than the captain. The characters competed for
notice from the higher officers, each trying to
outdo the others in seamanship, heroism, intelli-
gence, and subterfuge. To handle this, I made
Notice the advancement mechanic. The characters
are awarded Notice from their superior officers for
showing these traits, and must accumulate Notice
to advance in the Navy. PCs who don't make the
grade by a certain time get left behind, and the
players create new ones of appropriate rank. PCs
who do gain enough points carry on.
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Class distinctions and Interest

In the fiction, class distinctions are apparent. Char-
acters from wealthy and politically connected fam-
ilies get promoted more swiftly, yet tend to display
less of the drive and intelligence of the those from
lower classes, or display runs of bad luck. Thus I
added another mechanic, Interest, which can be
purchased at character creation, but at the cost of
Luck and/or IQ. Interest is added to your Notice to
get promoted, so it's like saving Notice ahead of
time, without having to work for it.

Troupe Play

Another staple of the fiction is recurring minor
characters - warrant officers or plain sailors who
follow the heroes, themselves gradually showing
more and more of themselves as trustworthy, hon-
est, competent, and loyal followers - people like
Barret Bonden in the Aubrey-Maturin novels, or
Brown, Hornblower's cox'n. Also there is the com-
petent specialist, like Maturin, a surgeon. I emu-
lated this with troupe play. Every player is
encouraged to play three characters, a sailor and a
warrant officer as well as the main officer charac-
ter. They can go on another player's cutting out
expedition, or be a prize crew, or be another
player's confidant and friend. It solves a lot of
problems with the genre, and makes for great foils.

Ship to ship batiles

Huge naval battles like Trafalgar or the Glorious
First of June are almost never presented as part of
the fiction. If present at all, they are part of the
backstory or happen offstage. This is because the
scale of such things dwarfs the human scale of the
main characters. For this reason, there are no fleet
combat rules in the game at all. Single ship combat
is another story! Clever ruses, quick maneuvers,
boarding actions, and all that followed by the sur-
render of one or the other ship - the good guys
don't always win - as their morale and energy are
crushed. The officer characters can rally their men,
using either Leadership or Discipline, with differ-
ent effects for each. The objective is to destroy the
enemy's will to continue fighting, not to kill all the
enemy.

Who is the hero?

Eventually one of the PCs will get command, hav-
ing earned it through play. The other characters
can still advance, but they advance out of play -
though they can be returned to at any time as com-

manders in their own right. The group can switch
between central characters, or the character can be
brought back at a later date as commander of his
own ship working with the main captain.

In summation

None of this is cutting edge. It's all been done
before, so I'm not claiming to be innovative - I shy
away from that like the devil and leave that to
other, smarter fellows - but it all is designed to
enhance the feel of the fiction in the game.

Smugglingl A profitable business

In the 18th/19th centuries smuggling was much more than a lark for
the people involved; it was a dangerous game and the stakes were
high.Often, one’s life was on the line and certainly (for the smuggler,)
one’s livelihood. Although a great deal of the following information
pertains to smuggling in England, the English did not hold a monopoly
on smuggling.On the contrary, the young American Republic had its
own share of smugglers to contend with. Indeed, smuggling (in its vari-
ous forms) was a global pandemic.

The era in which this game is set was referred to as the Golden
Age by the English smuggler. It was a time when a daring man could
make his fortune. Smugglers like “Slippery Rogers” held a romantic
appeal, much like the Highwayman did in the previous century. Of
course, there was a huge gulf between the romantic delusions of school
boys and blue stockings and the harsh realities of the smugglers’ trade.

Smuggling was not new to England. The Napoleonic Wars didn’t set
light bulbs off in the heads of dubious adventures. Smuggling was evi-
dent in the Isle during the reign of King Edward I (1239-1307). Back in
King Edward’s day wool was the smuggler’s cargo of choice. In
thel8th century it was tea, tobacco, spirits and luxury goods and when
the Royal Navy blockaded Europe, it was anything and everything. Wil-
liam Pitt the Younger, in particular, despised the smuggling trade. And
he had good reason. The Exchequer was losing millions each year to
the artful dodgers.

To combat the smugglers, the English relied on forces on land and at
sea - together, they formed the thin blue line. The officers of the Cus-
tom service patrolled the coast lines along with Excise men. It was a
desperate war fought with zeal on both sides.

Oddly enough, smugglers were sought by the Royal Navy, not to
clap in irons but to man her ships. The smugglers were highly skilled
sailors who preferred dark nights and foul weather. They were tough
stuff, the kind of salt a good navy needs. They were also crafty, intelli-
gent, and ambitious. Smugglers relied on tight, impenetrable networks,
and when things ran smoothly the money rolled in.

On the water smugglers relied on cutters, luggers and galleys. The
luggers ran from 50 to 300 tons in displacement. The larger specimens
boasted as many as fifteen 14 pounder cannons, not to mention swivel
guns.They also carried companies of “smugglers’ marines” to repel any
impudent boarders the king might throw their way. The galleys, though
smaller, had an advantage because they weren’t subject to the wind.

To combat the smugglers, the Royal Navy relied heavily on Reve-
nuecutters. They were small, sleek vessels that boasted lots of sail. They

-g-averaged twelve guns and a crew of around thirty. Dogging the smug-

glers in the dead of night or in the eye of a storm their captains and
crews were made of hearty stuff.
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Character Generation Proce-
dure

Culture

The first thing to determine is the character's culture.
Your character is either French, British or American.
French and American cultures are more egalitarian,
while British culture is more rigid and stratified. All the
player characters in your game will be from the same
culture. You can be a combination as well, brought up in
one culture but serving another. John Paul Jones, the
greatest American Captain of the Revolutionary War,
was born and raised in Scotland.

Much of the reason for the War of 1812 between the Brit-
ish and Americans was caused by differences of inter-
pretation of citizenship between the British and
Americans. Many of the crew of American vessels were
British in origin, and the British considered them desert-
ers.

Actions

Actions typically define the most important part of a
year in the character's life, even if they only take a few
weeks to complete, or even a few hours. The balance of
the year, which is not played out, the character should be
doing whatever characters do in their boring hum-drum
lives. At the end of the action, the character should age
another year on the worksheet and you can then choose
from the appropriate skill list as you wish. If a Physical
Deterioration is appropriate, take care of that now.

QGenerating Characters

There are two different ways to create a standard charac-
ter, Directed and Template. Template Characters are 18
year old lieutenants, and have already had six years of
work experience as Midshipmen. These are much faster
to create than standard characters, but are necessarily
somewhat less individual. Directed Characters take
more time, and are a lot more individualistic than Tem-
plate Characters.

The default game is based on 12 year old Midshipmen
entering the Navy and progressing to command, but you
can start the game as lieutenants, or as a commander and
crew, or anything you wish. It’s all good fun!

Directed Method

Place initial characteristics and cash

You have 40 points to apportion between Strength,
Coordination, Agility, Endurance, and Charisma. These
stats can be used as is. If the GM wants more heroic stat-
ure characters, bonus points may be given.

You have 165 points to apportion between IQ, LUCK,
and Class. These are raw scores, and should be looked
up on the appropriate table for your culture. For exam-
ple an IQ score of 50 is equal to an actual IQ of 109.

Strength is the character's muscular prowess. Strength is
used in Melee, Blade, and Brawl combat. Strength is usu-
ally abbreviated as STR

Coordination is the linking of see, will, and do, quick-
ness and deftness in fine motor skills. Coordination is
used in Bow and Firearms combat. Coordination is usu-
ally abbreviated as COOR

Agility. Agility is acrobatics, gymnastics and whole
body movement. Agility helps your character with run-
ning, jumping, climbing, and any other activity using the
whole body. Agility is usually abbreviated as AGY

Endurance is the ability to keep going. Endurance helps
your character with tasks that are repetitive, long lasting,
or performed under adverse circumstances. Endurance
is usually abbreviated as END

IQ (Intelligence Quotient) is smarts, problem solving,
the ability to see significance and pattern.

LUCK is the ability of the character to dictate the terms
of a situation for all concerned for one minute/round.
The LUCK rating is the number of times a character can
use this ability per Action.

Class is what your family background is, and what
resources it can provide. You family has Interest - i.e.
political pull, to help you advance in the Navy. Interest
is added to Notice to advance.

Charisma is attractiveness and persuasiveness, and is
half physical and half mental. The proportion starts
mostly as physical, but increasingly becomes mental as
the character ages. Charisma is usually abbreviated as
CHAR
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These are the character's abilities at the age of twelve.
The character is not finished growing, and will change as
age and experience modifies the character.

Mother's Milk Skills

Choose seven Mother’s Milk Skills your character has
learned before becoming a Midshipman. The character is
now ready to play.

Either Directed or Template
Characters

Midshipman Profession

Each year in this employment, the character receives one
skill by choosing from the skill list for Midshipmen. For
every 2 years or fraction thereof your character spends as
a Midshipman, you may select one skill to be doubled.

You have to accumulate 200 points between Interest and
Notice to become a Lieutenant. All characters in the
party who have gained 200 points by the end of the sixth
year will become Lieutenants. If none has yet done so,
play continues until one PC does. At that point, he
becomes a Lieutenant and the other PCs are discarded.

Naval Officer Profession - Lieutenant

Each year in this employment, the character receives one
skill by choosing from the skill list for Naval Officer. For
every six years or fraction thereof your character spends
as a Lieutenant, you may select one skill to be doubled,
i.e. if your character spends 10 years as a Lieutenant, one
skill from the first six years and one from the next four
years may be doubled.

All points gained as a Midshipman are discarded. You
have to accumulate 400 points between Interest and
Notice to become a Commander (Master-Commandant
in the American Navy.) The first PC to become a Com-
mander will command a ship on his own. The other PCs
may follow him, or may create new Lieutenant charac-
ters. After this point, if a Lieutenant reaches 400 points,
the character is promoted to Commander and (tempo-
rarily) retired from play. They may be brought back if
the current Commander dies.

Note that sometimes, responsible senior Lieutenants are
given commands if they demonstrate initiative, zeal, and
daring. This is up to the GM. If such a determination is
made, the other characters can be Warrant officers or
continue as midshipmen.

Naval Officer Profession - Commander

Each year in this employment, the character receives one
skill by choosing from the skill list for Naval Officer. For
every six years or fraction thereof your character spends
as a Commander, you may select one skill to be doubled,
i.e. if your character spends 10 years as a Commander,
one skill from the first six years and one from the next
four years may be doubled.

All points gained as a Lieutenant are discarded. You
have to accumulate 600 points between Interest and
Notice to become a Post Captain The first PC to become
a Post Captain will command a large ship on his own.
The other PCs may follow him, or may create new Lieu-
tenant characters. After this point, if a Lieutenant
reaches 400 points, the character is promoted to Com-
mander and (temporarily) retired. They may be brought
back if the current Commander dies.

Naval Officer Profession ~ Post Captain

Each year in this employment, the character receives one
skill by choosing from the skill list for Naval Officer. For
every six years or fraction thereof your character spends
as a Post Captain, you may select one skill to be doubled,
i.e. if your character spends 10 years as a Post Captain,
one skill from the first six years and one from the next
four years may be doubled.

All points gained as a Commander are discarded. Pro-
motion to Admiral (Commodore in the American Navy)
is strictly by seniority. If the character lives long enough,
he will become an Admiral. Lieutenant PCs may follow
the Captain to his new ship, or create new Lieutenant
characters. After this point, if a Lieutenant reaches 400
points, the character is promoted to Commander and
(temporarily) retired from play. They may be brought
back if the current Captain dies.

Aging
Every 3 years starting at age 34, the character will deteri-

orate physically. Choose one characteristic from either
STR, COOR, AGY or END and lower the stat by one.

This reflects the debilitating effects of aging on the char-
acter. This deterioration happens even after characters
join play, and can never be avoided. The effects of
aging can be mitigated or reversed by the character find-
ing employment which increases characteristics, but that
comes in lieu of gaining skills.
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LUCK

The LUCK number is a resource rather than a stat. By
using it, for a very short while, everything falls the char-
acter’s way. The minute-long time the LUCK is in use
can be used to dictate NPC actions and reactions, place
NPCs at a disadvantage, get out of horrific danger by
lucky flukes, or most anything short of dictating player
character actions, moving the game out of genre or set-
ting, or causing death to any character directly. In some
cases the GM may need to arbitrate, but the GM is
encouraged to use this with a light hand.

LUCK is refreshed every Axtion (game year) at the start
of the year, no matter how many sessions the previous
Action takes to play out.

GQood Examples of LUCK

“Luckily, the falling block is hit in midair by a stray mus-
ket shot from the French ship’s tops, and deflected away
from me, falling at my feet instead of on my head.”

“Luckily, the foretopmast falls down across the bows of
the Spanish frigate, and I lead a boarding party across.”

“Luckily, the two guards patrolling the deck look right
over me, not seeing us as we crouch in the main chains.
When they turn away, we swarm over the rail.”

Bad Examples of LUCK

“Luckily, the shot I fired and missed with severs a rope,
causing a block to fall down, killing the French Captain.”

“Luckily, James and Laurence’s characters see me fall off
the foretopmast into the sea, and throw me a line before I
drown.”

“Luckily, the two French guards are secretly British
Ninja Agents assigned to deep cover work on the ship.”

Mother's Milk Skills
What are Mother's Milk Skills?

Mother’s Milk Skills are the skills a character has learned
before age twelve. Always keep in mind that the real
purpose of Mother’s Milk skills is not to give more skills
to competent adult characters, but to enable a child-char-
acter to be played - a starting Midshipman has only his
Mother’s Milk skills. Mother’s Milk Skills should there-
fore always be appropriate to a child in that culture.

Selecting the Character's Mother's Milk
Skills.

The easiest way to determine what Mother’s Milk Skills
a character has is to determine what background the
character has. The skills should also be appropriate to
the specific family conditions of the character. Look at
the Class of the character as an indicator. Is this the child
of penniless immigrants working their way through
low-paying jobs? Then skills like Streetwise and Endear
and maybe Brawl might be appropriate. Are the child's
parents rich? Then perhaps Engrace or Taste or Evaluate.
From a rural background? Maybe Husbandry or Track-
ing or Weather.

The Player and the GM should decide where the charac-
ter is from - for example: Savannah, GA. or a manor in
Herefordshire, or a little town in Tidewater Virginia, or
Cheapside London. Where the character comes from
should be a big aid in deciding what Mother’s Milk
Skills the character may have. A kid from a manor in
Herefordshire is not going to have Maritime Skills. A kid
from Savannah is not going to have Rural Skills. The
skills chosen from the skill sets available should make
sense given the character’s hometown.

The Skill Sets listed here are collections of related skills.
For example, Maritime skills all relate to shipboard
tasks. These Skill Sets are grouped under “Appropriate
Skill Sets by character background.” Find the Resources
which fit your character, then choose seven skills from
the skill sets listed for those Resources.

Example: Jack Willet from a little town in Tidewater Vir-
ginia. Resources: Rural Middle Class:

The GM asks questions about Jack’s childhood to the
Player, and finds that Jack helped out a lot on the farm,
tending and curing tobacco, practiced small sword with
his veteran father, and loved to go fishing with his dad.
The Player and GM together decide that Jack should
have Riding and Weather from the Rural set, Alert and
Blade from the Sport set, Herbalism from the Medical
set, and Steer and Sail from the Maritime set.

Using the Tables

Select the row in “Appropriate Skill Sets by Charac-
ter Background” which most nearly fits the charac-
ter’s background.

Select the Skill Sets listed in that row which most
nearly fit with what the player wants for a back-
ground.
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e  From the Skill Sets selected, choose the seven skills
the character would most likely have developed in
childhood.

Remember that these skills are developed by the charac-
ter before age twelve. They are childhood skills which
the character may use as a basis for further development,
or may ignore as the player decides. Go for a well
rounded, balanced set of skills for the character. The
character should be playable from the age of twelve, and
unbalancing the character will make it less playable. Be
guided by the player’s input, but don’t be limited by it.
The player has full control after this point, and the GM
has only veto power - as in “I'm not letting that character
into my campaign. He just won't fit.” - so this is where
the GM and Player have equal input on the character.

Character Advancement after Generation

Advancement after chargen is identical to advancement
during chargen. To advance the character after he is gen-
erated, each year, the Player selects a skill from the
appropriate skill list. Every six years* or portion thereof,
the Player can double one skill. This means one of the six
years - it may be the first, last or anything in between -
the Player may double the skill selected for that year. If
the skill is listed as Skill+2, Doubling it would give
Skill+4. Optionally, the Player may choose a second skill
for the year. If the Player doubles a skill in the character’s
first year, he may not double again until the seventh
year.

* Every two years or portion thereof for Midshipmen.

CEquivalent (Ranks

British Navy

American Navy

Midshipman Midshipman
Lieutenant Lieutenant
Commander Master Commandant
Post Captain Captain

Rear Admiral Commodore

Vice Admiral None

Admiral None

Admiral of the Fleet None

British Navy

Midshipman
Lieutenant
Commander

Junior Post Captain
Senior Post Captain
Commodore

Rear Admiral

Vice Admiral
Admiral

Admiral of the Fleet

British Marines,/ Army

Subaltern
Captain
Major
Major

Colonel

Brigadier General

Major General

Lieutenant General

General

Field Marshal

Equivalent Naval Ranks

England France Spain
Midshipman Aspirant Guardia Marina
Sub-Lieutenant*  Enseigne de Alférez de

vaisseau Navio
Lieutenant Lieutenant Teniente de
Navio
Commander None Capitan de
Corbeta
Post Captain Capitaine de fré- Capitan de
gate Frigata
Sr Post Captain ~ Capitaine de Capitan de
vaisseau Navio
Commodore Chef de division  Brigadier
Rear Admiral Contre-amiral Jefe de Escuada
Vice Admiral Vice-amiral Teniente-Gen-
erale
Admiral Amiral Amiralante
Admiral of the None Capitan
Fleet General de
Armada

* Sub-Lieutenants are Midshipmen who have passed for
Lieutenant, but haven't secured a position.
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In Harm's Way Character Generation Tables

Consult this table for IQ and LUCK

Points 1Q LUCK
allocated)

01-09 70 0
10-20 80 0
21-25 85 0
26-30 90 0
31-35 95 0
36-39 100 0
40-42 105 0
43-47 107 0
48-50 109 1
51-53 111 1
54-59 113 1
60-63 115 1
64-67 117 1
68-71 119 1
72-75 121 1
76-79 123 2
80-83 125 2
84-87 127 2
88-91 129 2
92-93 131 2
94-95 133 2
96-97 135 3
98-99 137 3
00 140 3
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In Harm's Way Character Generation Tables ~ Class

Consult this table for Class/Interest

Points Family Class/Interest Family Class/Interest Family Class/Interest
allocated) French British American
01-09 Sans Culottes/0 Lower Middle Class/0 Lower Middle Class/0
10-20 Sans Culottes/0 Lower Middle Class/0 Lower Middle Class/0
21-25 Sans Culottes/0 Lower Middle Class/0 Lower Middle Class/0
26-30 Sans Culottes/0 Lower Middle Class/0 Lower Middle Class/0

31-35 Paysan/0 Middle Class/0 Middle Class/0

36-39 Paysan/0 Middle Class/0 Middle Class/0

40-42 Paysan/0 Middle Class/0 Middle Class/0

43-47 Paysan/0 Middle Class/0 Middle Class/0

48-50 Pécheur/0 Middle Class/0 Middle Class/0

51-53 Pécheur/0 Middle Class/0 Middle Class/0

54-59 Pécheur/0 Upper Middle Class/5 Upper Middle Class/0
60-63 Bourgoisie/0 Upper Middle Class/5 Upper Middle Class/0
64-67 Bourgoisie/0 Upper Middle Class/5 Upper Middle Class/0
68-71 Bourgoisie/0 Upper Middle Class/10 Upper Middle Class/0
72-75 Bourgoisie/0 Upper Middle Class/10 Upper Middle Class/0
76-79 Upper Bourgoisie/0 Gentry/15 Wealthy/0

80-83 Upper Bourgoisie/0 Gentry/20 Wealthy/0

84-87 Gens/0 Gentry/25 Wealthy/10

88-91 Gens/0 Gentry/30 Wealthy/15

92-93 Gens/0 Gentry/40 Wealthy/20

94-95 Lower Aristocracy/0 Lower Nobility/50 Rich/20

96-97 Lower Aristocracy/0 Lower Nobility/60 Rich/25

98-99 Aristocracy/0 Nobility/70 Extremely Rich/30

00 Upper Aristocracy/0 Upper Nobility/80 Plutocrat/35

Sans Culottes, Paysan, Pécheur = Lower Middle Class

Upper Bourgoisie = Upper Middle Class
Lower Aristocracy, Rich = Lower Nobility

Upper Aristocracy, Plutocrat = Upper Nobility

Bourgoisie = Middle Class

Gens, Wealthy = Gentry
Aristocracy, Extremely Rich = Nobility
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Mother's Milk Skills
Skill Sets - British

Skill Sets Mother’s Milk Skills in Skill Sets
Rural Herbalism, Husbandry, Riding, Smithing, Weather
Urban Goad, Linguistics, Negotiate, Streetwise
Artistic Cook, Music, Painting, Sculpture, Taste, Writing
Social Endear, Engrace, Evaluate, Taste
Sport Alert, Blade, Climbing, Dash, Gymnastics, Riding
Psychological Adapt, Goad, Entice, Psychology
Scientific Biology, Chemistry, History, Mineralogy, Research
Medical Drug, Herbalism
Wilderness Adapt, Course, Rope, Survival, Weather
Criminal Brawl, Blade, Melee, Pick, Sleight, Sneaking, Stash, Streetwise
Hunting Bow, Firearms, Snare, Sneaking, Survival, Tracking
Maritime Course, Rope, Steer, Weather, Sailing

Appropriate Skill Sets by character back-

ground
Resources Recommended Mother’s Milk Skill Sets

Urban Nobility Artistic, Urban, Social, Sport, Psychological

Rural Nobility Rural, Hunting, Social, Sport, Maritime, Artistic, Wilderness

Urban Gentry Urban, Sport, Social, Artistic, Scientific

Rural Gemtry Rural, Wilderness, Artistic, Social, Sport, Hunting, Maritime
Urban Middle Class Urban, Artistic, Sport, Psychological, Medical, Criminal
Rural Middle Class Rural, Artistic, Sport, Medical, Wilderness, Hunting, Maritime

-10-
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Mother's Milk Skills

Skill Sets ~ American

Skill Sets Mother’s Milk Skills in Skill Sets
Rural Herbalism, Husbandry, Riding, Smithing, Weather
Urban Goad, Linguistics, Negotiate, Streetwise
Artistic Cook, Music, Painting, Sculpture, Taste, Writing
Social Endear, Engrace, Evaluate, Taste
Sport Alert, Blade, Climbing, Dash, Gymnastics, Riding
Psychological Adapt, Goad, Entice, Psychology
Scientific Biology, Chemistry, History, Mineralogy, Research
Medical Drug, Herbalism
Wilderness Adapt, Course, Rope, Survival, Weather
Criminal Brawl, Blade, Melee, Pick, Sleight, Sneaking, Stash, Streetwise
Hunting Bow, Firearms, Snare, Sneaking, Survival, Tracking
Maritime Course, Rope, Steer, Weather, Sailing

Appropriate Skill Sets by character back-

ground

Resources

Recommended Mother’s Milk Skill Sets

Urban Plutocrat
Rural Plutocrat
Urban Very Rich
Rural Very Rich
Urban Rich
Rural Rich
Urban Wealthy
Rural Wealthy

Urban Middle Class
Rural Middle Class

Artistic, Urban, Social, Sport, Psychological
Rural, Hunting, Social, Sport, Maritime, Artistic, Wilderness

Artistic, Urban, Sport, Social, Psychological

Rural, Artistic, Social, Sport, Hunting, Maritime
Artistic, Urban, Sport, Social, Artistic, Medical
Rural, Wilderness, Artistic, Social, Sport, Hunting, Maritime
Urban, Sport, Social, Artistic, Scientific
Rural, Wilderness, Artistic, Social, Sport, Hunting, Maritime
Urban, Artistic, Sport, Psychological, Medical, Criminal

Rural, Artistic, Sport, Medical, Wilderness, Hunting, Maritime
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Mother's Milk Skills
Skill Sets = French

Skill Sets Mother’s Milk Skills in Skill Sets
Rural Herbalism, Husbandry, Riding, Smithing, Weather
Urban Goad, Linguistics, Negotiate, Streetwise
Artistic Cook, Music, Painting, Sculpture, Taste, Writing
Social Endear, Engrace, Evaluate, Taste
Sport Alert, Blade, Climbing, Dash, Gymnastics, Riding
Psychological Adapt, Goad, Entice, Psychology
Scientific Biology, Chemistry, History, Mineralogy, Research
Medical Drug, Herbalism
Wilderness Adapt, Course, Rope, Survival, Weather
Criminal Brawl, Blade, Melee, Pick, Sleight, Sneaking, Stash, Streetwise
Hunting Bow, Firearms, Snare, Sneaking, Survival, Tracking
Maritime

Course, Rope, Steer, Weather, Sailing
Appropriate Skill Sets by character back-
ground

Resources Recommended Mother’s Milk Skill Sets

Urban Aristocracy Artistic, Urban, Social, Sport, Psychological

Rural Aristocracy Rural, Hunting, Social, Sport, Maritime, Artistic, Wilderness

Urban Gens Urban, Sport, Social, Artistic, Scientific

Rural Gens Rural, Wilderness, Artistic, Social, Sport, Hunting, Maritime

Urban Bourgoisie Urban, Artistic, Sport, Psychological, Medical, Criminal

Rural Bourgoisie Rural, Artistic, Sport, Medical, Wilderness, Hunting, Maritime

Sans Culottes Urban, Psychological. Criminal

Paysan Rural, Hunting, Wilderness

Pécheur Maritime, Criminal, Psychological
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Britain vs. America: The War of 1812 AKA The Second American War

At Plymouth we heard some vague rumors of a declaration of war against America. More
than this, we could not learn, since the utmost care was taken to prevent our being fully
informed. The reason of this secrecy was, probably, because we had several Americans in
our crew, most of whom were pressed men, as before stated. These men, had they been
certain that war had broken out, would have given themselves up as prisoners of war, and
claimed exemption from that unjust service, which compelled them to act with the enemies of
their country. This was a privilege which the magnanimity of our officers ought to have
offered them. They had already perpetrated a grievous wrong upon them in impressing them;
it was adding cruelty to injustice to compel their service in a war against their own nation.
But the difficulty with naval officers is, that they do not treat with a sailor as with a man.
They know what is fitting between each other as officers; but they treat their crews on
another principle; they are apt to look at them as pieces of living mechanism, born to serve,
to obey their orders, and administer o their wishes without complaint. This is alike a bad
morality and a bad philosophy. There is often more real manhood in the forecastle than in
the ward-room; and until the common sailor is treated as a man, until every feeling of human
nature is conceded to him in naval discipline - perfect, rational subordination will never be
attained in ships of war, or in merchant vessels. 1t is needless to tell of the intellectual deg-
radation of the mass of seamen. "A man's a man for a' that and it is this very system of dis-
cipline, this treating them as automatons, which keeps them degraded. When will human
nature put more confidence in itself?

Samuel Leech: "A Doice From The Main Deck.

W
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Template Licutenant Characters

Another way of speeding up character creation is to use pregenerated Template characters. This
gives a typical Lieutenant at the age of 18. The player or GM can modify this with subsequent
years of skill acquisition and add the attributes. All of the following templates were created using
the Determined method of character generation outlined in the Character Generation section of
the core rulebook. All of these characters have been generated up to the age of 18 - i.e. after the six
year term as a Midshipman. These do *not* include Mothers Milk skills, as those are determined
by the character’s background. The GM is encouraged to create more templates as needed.

The Sailmaster

STR:+2 COOR:+4  AGY: END: 1Q: LUCK: CHAR:
Skills: Blade+2, Sailing+4, Gunnery, Discipline+2

The Monkey

STR: COOR:+4  AGY: +4  END: 1Q: LUCK: CHAR:
Skills: Alert, Leadership+4, Climbing+2, Gymnastics+2

The Warrior

STR: +2 COOR: AGY: END: +2 1Q: LUCK: CHAR:
Skills: Blade+2, Gunnery+2, Discipline+2, Rope+2

The Intellectual

STR: COOR: AGY: +2 END: +4 1Q: LUCK: CHAR:
Skills: Linguistics+2, Overdo+2, Astronomy. Mathematics

The Zealot

STR: COOR: AGY: +2 END: +2 1Q: LUCK: CHAR:
Skills: Leadership+2, Climbing+2, Overdo, Firearms+2

The Brute

STR: +4 COOR: AGY: END: +4 1Q: LUCK: CHAR:
Skills: Discipline+2, Sailing+2, Overdo+2, Stash

The Boarder

STR: +4 COOR:+4 AGY: END: 1Q: LUCK: CHAR:
Skills: Leadership+4, Endear, Firearms, Blade
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The Seaman

STR: COOR:+2 AGY: END: +2 1Q: LUCK: CHAR:
Skills: Steer+2, Sailing+4, Rope+2, Course+2

The All-Around

STR: +2 COOR: AGY: END: 1Q: LUCK: CHAR:
Skills: Weather+4, Alert+2, Discipline+2, Gunnery+2, Sailing+2

The Socialite

STR: COOR:+2 AGY: END: 1Q: LUCK: CHAR:
Skills: Linguistics+2, React, Tactics+2, Firearms+2, Endear

The Charmer

STR: COOR: AGY: +2 END: 1Q: LUCK: CHAR:
Skills: Endear+2, Leadership+4, Course, Firearms+2, Gymnastics

The Gunner
STR: COOR:+4 AGY: END: +2 1Q: LUCK: CHAR:
Skills: Overdo, Course+2, Gunnery+4, Blade

The Bladesman

STR: +4 COOR: AGY: END: 1Q: LUCK: CHAR:
Skills: Blade+2, Steer+2, Weather+4, Astronomy+2, Discipline+2

The Shooter

STR: COOR: +4  AGY: END: 1Q: LUCK: CHAR:
Skills: Firearms+2, Climbing+2, Sailing+2, Gunnery+2, Leadership+2

The Topman

STR: COOR: AGY: +4 END: 1Q: LUCK: CHAR:
Skills: Climbing+4, Sailing+2, Gymnastics+2, Weather+2, Steer+2

The Slogger

STR: COOR: AGY: END: +4 1Q: LUCK: CHAR:
Skills: Alert+2, Overdo+4, Discipline+4, Gunnery, Organize
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PC Careers

Midshipman

Class: None - use family Class.

Midshipman Skill List: STR+2, COOR+2, AGY+2, END+2, CHAR+1, 1Q+5, Steer+2, Course, Sailing+2, Discipline+2,
Gunnery, Firearms, Blade, Astronomy, Rope, Leadership+2, Alert, Climbing+2, Endear, Gymnastics+2, Linguistics,
Overdo, Organize. React, Stash, Tactics, Weather+2., Mathematics, Swimming, Observe

Naval Officer

Class: Lieutenant - at least Middle Class. If of a lower Class, the character is advanced to Middle Class.

Class: Commander/Master Commandant - at least Upper Middle Class. If of a lower Class, the character is advanced
to Upper Middle Class.

Class: Post Captain - at least Gentry/Wealthy. If of a lower Class, the character is advanced to Gentry/Wealthy.

Naval Officer Skill List: IQ+5, CHAR+1, Steer, Course, Sailing, Gunnery, Firearms, Evaluate, Blade, Astronomy,
Leadership, Discipline, Mathematics, History, Analyze, Convinced, Dash, Evaluate, Focus, Goad, Intimidate, Linguis-
tics, Music, Negotiate, Observe, Organize, Overdo, Psychology, React, Shipbuilding, Tactics, Taste, Weather, Writing,
Mathematics, Law

Troupe Characters

Troupe characters are characters for the other players to use when some of the officers are on separate missions, such
as boarding parties or cutting out expeditions. They have appropriate social class for their professions - a Surgeon
would be of higher class than a seaman - and do not generate that stat. Troupe characters have 44 points to split
among STR, COOR, AGY, END, and CHAR, and 12 points to split between 1Q and Luck, looking up the results in the
appropriate table.

Sailors

Sailors are grouped into one of three types. Each has a general group of skills. Listed below are generic examples of
each type:

Able ‘Bodied Seamen

Choose any 20 skill levels from the following list.
Typical: Climbing +5, Sail +4, Rope+3, Steer+2, Firearms+2, Blade or Melee+2, Weather+2

Ordinary Seamen

Choose any 10 skill levels from the following list
Typical: Climbing +3, Sail +2, Rope+2, Steer+1, Firearms+1, Blade or Melee+1

Sandsmen

Choose any 5 skill levels from the following list
Typical: Climbing +1, Sail+1, Rope+1, Firearms+1, Blade or Melee+1

Sailor Characters Skill List.

For a custom sailor character, use this skillset:
Climbing, Sail, Rope, Steer, Firearms, Blade, Melee, Adapt, Alert, Brawl, Drinking, Goad, Gymnastics, Intimidate,
Music, Overdo, Sleight, Snare, Sneaking, Stash, Streetwise, Weather, Swimming
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Warrant and Petty Officers
(Purser

In charge of money & provisions: Choose 20 skill levels from the following list.

Analyze, Convince, Drinking, Evaluate, Forgery, Husbandry, Mathematics, Negotiate, Organize, Stash, Streetwise,
Writing

Typical: Analyze+2, Drinking+2, Evaluate+3, Mathematics+3, Negotiate+3, Organize+2, Stash+2, Streetwise, Writ-
ing+2

cmaster

In charge of sailing the ship: Choose 20 skill levels from the following list.

Alert, Analyze, Astronomy, Course, Evaluate, Firearms, Focus, Intimidate, Mathematics, Observe, Organize, React,
Rope, Sail, Shipbuilding, Steer

Typical: Astronomy+4, Course+4, Math+3, Observe+2, Firearms, Sailing+3, Shipbuilding+2, Steer

Master's Mate

As, or assists, Master: Usually a post occupied by a sub-lieutenant - AKA Passed Midshipman - a Midshipman who
has passed the Lieutenant examination but cannot find a berth as a Lieutenant. Master’s Mates were often promoted
to acting lieutenant if a Lieutenant was killed or couldn’t fulfil his duties. Choose 10 skill levels from the following list.
Alert, Analyze, Astronomy, Course, Evaluate, Firearms, Focus, Intimidate, Mathematics, Observe, Organize, React,
Rope, Sail, Shipbuilding, Steer

Typical: Astronomy+2, Course+2, Mathematics, Steer, Evaluate+2, Organize+2

C.BOSIHI

In charge of rigging & discipline aboard ship: Choose 20 skill levels from the following list.

Rope, Sail, Discipline, Alert, Brawl, Blade, Climbing. Focus, Goad, Instruct, Intimidate, Law, Melee, Organize, Psy-
chology. React, Repair, Streetwise, Weather

Typical: Rope+4, Sail+3, Weather+2, Discipline+4, Instruct, Intimidate+3, Melee+3

Bosun's TMate

As, or assists, Bosun: Choose 10 skill levels from the following list.

Rope, Sail, Discipline, Alert, Brawl, Blade, Climbing. Focus, Goad, Instruct, Intimidate, Law, Melee, Organize, Psy-
chology. React, Repair, Streetwise, Weather

Typical: Rope+2, Sail+2, Brawl, Blade, Goad, Intimidate, Melee+2

Sailmaker

In charge of sails - repairing and storage: Choose 15 skill levels from the following list.
Analyze, Climbing, Evaluate, Instruct, Observe, Organize, Repair, Sail, Weather
Typical: Analyze+2, Climbing+2, Observe+2, Repair+3, Weather+3, Stash+3

Sailmaker's <Illate

As, or assists, Sailmaker: Choose 7 skill levels from the following list.
Analyze, Climbing, Evaluate, Instruct, Observe, Organize, Repair, Sail, Stash, Weather
Typical: Analyze, Evaluate, Repair+2, Weather, Sailing, Stash
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earpenter

In charge of hull, masts & spars: Choose 20 skill levels from the following list.

Carpentry, Repair, Shipbuilding, Climbing, Evaluate, Focus, Instruct, Melee, Observe, Organize, Painting, Sculpture.
Stash, Taste

Typical: Carpentry+4, Repair+4, Shipbuilding+2, Evaluate+2, Instruct, Melee+2, Sculpture, Painting+2, Focus

Carpenter's Tlate

As, or assists, Carpenter: Choose 10 skill levels from the following list.

Carpentry, Repair, Shipbuilding, Climbing, Evaluate, Focus, Instruct, Melee, Observe, Organize, Painting, Sculpture.
Stash, Taste

Typical: Carpentry+2, Repair+2, Shipbuilding, Melee, Focus, Evaluate+2, Observe

€ox'n

In charge of ship’s boats: Choose 20 skill levels from the following list.

Adapt, Alert, Brawl, Carpentry, Course, Endear, Goad, Instruct, Intimidate, Leadership, Melee, Observe, Organize,
Psychology, Repair, Sail, Steer, Streetwise, Weather

Typical: Adapt, Alert+2, Brawl+2, Course+2, Steer+4, Intimidate, Melee+2, Psychology, Sailing, Weather+2, Street-
wise+2

Surgeon

In charge of Officer & Crew’s health: Choose 25 skill levels from the following list.

Adapt, Analyze, Biology, Blade, Chemistry, Convince, Diagnosis, Drinking, Drug, Endear, Evaluate, Focus, Herbal-
ism, Instruct, Linguistics, Observe, Overdo, Psychology, Repair, Research, Sleight, Surgery, Treatment, Writing
Typical: Surgery+4, Diagnose+4, Treatment+2, Biology+2, Blade+3, Chemistry, Convince, Evaluate+2, Focus+2,
Herbalism+2, Drinking+2

Surgeon's IMlate

As, or assists, Surgeon: Choose 12 skill levels from the following list.

Adapt, Analyze, Biology, Blade, Chemistry, Convince, Diagnosis, Drinking, Drug, Endear, Evaluate, Focus, Herbal-
ism, Instruct, Linguistics, Observe, Overdo, Psychology, Repair, Research, Sleight, Surgery, Treatment, Writing
Typical: Surgery+2, Diagnose+2, Treatment, Drink+2, Drug, Herbalism, Research, Sleight, Repair

Gunner

In charge of guns, powder, wads, and shot: Choose 20 skill levels from the following list.

Analyze, Brawl, Chemistry, Demolition, Evaluate, Firearms, Focus, Gunnery, Instruct, Intimidate, Mathematics,
Melee, Observe, React, Repair, Smithing

Typical: Gunnery+4, Chemistry+2, Demolition+3, Firearms+3, Mathematics+2, Smithing+2, Observe+2, Repair+2

Gunner's TMate

As, or assists, Gunner: Choose 10 skill levels from the following list.

Analyze, Brawl, Chemistry, Demolition, Evaluate, Firearms, Focus, Gunnery, Instruct, Intimidate, Mathematics,
Melee, Observe, React, Repair, Smithing

Typical: Gunnery+2, Demolition+2, Firearms+2, Smithing+2, Repair, Observe
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Marines

The Marine Complement aboard naval vessels varied by the size of the vessel: Marine officers count as if they were
Warrant officers, and Non-Coms and Marines count as Seamen for purposes of Troupe Characters.

First Rate
1 Marine Captain, 3 Marine Subalterns, 1 Marine per gun carried by the ship.

Second Rate
1 Marine Captain, 3 Marine Subalterns, 1 Marine per gun carried by the ship.

Third Rate

1 Marine Captain, 2 Marine Subalterns, 1 Marine per gun carried by the ship.

Fourth Rate
2 Marine Subalterns, 1 Marine per gun carried by the ship.

Fifth Rate
1 Marine Subaltern, 1 Marine per gun carried by the ship.

Sixth Rate
1 Marine Subaltern, 1 Marine per gun carried by the ship.

Other Dessels
1 Marine Sergeant, 1 Marine per gun carried by the ship.

Marine Officer

Commands Marine detachment on Naval vessels.

Marine Captain: Choose 20 skill levels from the following list.

Typical: Alert, Blade+4, Dash+2, Evaluate, Firearms+4, Leadership+2, Linguistics, Organize+2, Tactics+2, Writing
Marine Subaltern/Lieutenant: Choose 15 skills from the following list

Typical: Alert, Blade+4, Dash, Endear, Firearms+3, Law, Leadership+2, Organize+2, Tactics

Alert, Analyze, Blade, Dash, Endear, Evaluate, Firearms, Linguistics, Law, Leadership, Organize, Riding, Strategy,
Tactics, Writing

Marine Tlon-Eommissioned fficer

Directs men so as to fulfill the Officer’s orders.

Marine Sergeant: Choose 25 skills from the following list.

Typical: Adapt, Alert+2, Brawl+3, Discipline+3, Drinking, Evaluate+2, Firearms+3, Goad+3, Instruct, Melee+3,
Organize+2, Psychology

Marine Corporal: Choose 18 skills from the following list.

Typical: Alert, Brawl+3, Convince, Discipline+3, Drinking, Firearms+2, Goad+2, Instruct, Intimidate+2, Melee+2
Adapt, Alert, Brawl, Convince, Discipline, Drinking, Evaluate, Firearms, Goad, Instruct, Intimidate, Melee, Observe,
Organize, Overdo, Psychology, Streetwise

Marine

Choose 10 skills from the following list.
Typical: Alert, Brawl+2, Firearms+2, Melee+2, Overdo+2, Stash
Alert, Brawl, Firearms, Melee, Overdo, Stash, Survival
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Avocations: Hobbies and Interests

Players may take an Avocation as well as a Profession. Avocations are passionately pursued hobbies, sometimes at the
expense of the character’s main profession. Any character may have at most one Avocation.

cjntelliqence Agents

Intelligence agents in this era were almost entirely amateur, spying for either extra money or political conviction while
outwardly acting as something else. If an Officer character wants to be a spy, the cost is subtracting two points of
Honor. Spying a a starkly practical game, with no room for chivalric values. There is no cost to non-Officer characters.
In any case, only one Agent should be allowed at a time in the game. If two players both want to be an Agent, use a
bidding system - the player who bids the most attribute points to be subtracted from the Character can be the Agent.
This way only the player who wants it the most will have it.

The character gains the Observe and Cryptography skills immediately, and has access to the Intelligence Skill Set
along with the normal skill set when choosing skills each year.

The Intelligence Skill Set:

Analyze, Blade, Convince, Disguise, Drug, Endear, Entice, Evaluate, Focus, Forgery, Linguistics, Observe, Overdo,
Pick, Sleight, Sneaking, Stash, Streetwise, Writing

Musicians

Amateur music was a very popular avocation in the game era. As there was no way to record and play back music,
playing one’s own music from printed sheet music was the only substitute. Officers and Warrant officers would get
together in the evening to play in duets, trios, and quartets, while the crew would play hornpipes and other popular
music in their berths or up on deck. Singing, both solo and in choral music was also very popular. There is no limit to
how many amateur musicians a ship can contain, nor is there any cost beyond the cost of the instruments.

The character gains the Music and Taste skills immediately, and has access to the Musician Skill Set along with the
normal skill set when choosing skills each year.

The Musician Skill Set:

Adapt, Discipline, Endear, Focus, Music, Organize, Taste

aturalists

Naturalists observed, analyzed, and quantified the natural world. In the days before rampant specialization, Natural-
ists were folk of wide-ranging interests, being fascinated by nature in all it'’s forms - birds, beasts, reptiles, plants, vol-
canos, ocean currents, fish, fossils, and many other phenomena. Trapping, observing, and dissecting animals;
classifying and organizing collections; careful notation of habits and circumstances; drawing and painting biota in
situ, all were demanding and exacting tasks willingly undertaken. There is no limit to how many naturalists a ship
may contain, nor is there any cost beyond the time and effort required. Naturalists were generally Warrant Officers
due to their specialized tasks and consequent relative wealth of free time.

The character gains the Herbalism and Biology skills immediately, and has access to the Naturalist Skill Set along with
the normal skill set when choosing skills each year

The Naturalist Skill Set:

Analyze, Biology, Chemistry, Evaluate, Focus, Herbalism, Husbandry, Mineralogy, Observe, Organize, Painting,
Research, Snare, Surgery, Tracking
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Modelers

Modelling, particularly ship modelling, was a popular hobby, particularly among the crew. Sailors made models from
anything they could get their hands on, fro