Advice for new shipmates

Turns and Orders

Each game turn is a month. 

When ashore in London, players provide Pre-monthly orders and weekly orders for each of the four weeks of the month. Some actions are pre-monthly, some are weekly.

While at sea on campaign, a single set of orders is given for the whole month. 

Orders can be submitted in any form the player desires, as long as they are clear.

When writing orders, bear in mind that we may not have seen any postings on the Yahoo Group or Forum, and we will resolve the turn using the written orders alone.

With anything that requires two players to cooperate, such as borrowing/lending money, toadying, appointments etc, it will only happen if it is written in BOTH players’ orders. Otherwise it is just empty promises. 

The only exception to this are applications to ships or appointments that have either been advertised in last month’s Gazette or have been placed on the Yahoo Groups database site at least three days before the deadline. In those cases, the applicant is assumed to want the post and does not need to write it in their orders.

Orders at Sea

The only orders that can be given at sea are to set bravery or poltroonery levels (if desired), applications to appointments, and to refuse a promotion if it is offered and take an extra mention in dispatches instead. You follow orders on campaign, not give them!

Death Roll

These are given on pages 44 and 45 of the Briny rules. Your ship’s deployment for the month can be found in the Gazette under the Blue Peter. The basic roll is modified by rank and ship.

If the adjusted number or higher is rolled on 2d6, the character dies.

Because it is two dice that are being rolled, the middle values are most likely: So there is a 1 in 36 chance of rolling a 12 or more, but there is a 21 in 36 chance of rolling 7 or more – in other words, more than a fifty-fifty chance of death.

Bravery and Poltroonery

These are alternative death rolls – if the adjusted death roll number is greater than the bravery roll given in orders, then the death roll is reduced to the bravery number. The difference between the two is then added too the chance of MID, promotion and plunder. If the adjusted death roll is worse than the bravery roll, bravery has no effect.

If the adjusted death roll number is less that the poltroonery roll given in orders, then it is increased to the poltroonery number. The character then has no chance of MID, and a chance of being revealed as a poltroon.

If the adjusted death roll is better than the poltroonery roll, poltroonery has no effect.

Players can order a combined death roll which is for both bravery and poltroonery.

New players will want to be heroes, of course. They should bear in mind that while heroic last stands against overwhelming odds may make stirring reading for civilians, they often look monumentally stupid from the point of view of a professional veteran. Just think of Custer. As Lieutenant Sum Yun Gai could no doubt tell you, Sun Tzu in “The Art of War” suggests:  “Where the enemy is weak – advance! Where the enemy is strong – retreat!”

Orders in London

A variety of actions are possible while in London. The idea is to gain status points (SP) through your actions.

If you get at least (3 x the next social level in SP), you gain a Social Level.

If you get less than your current social level in SP, you lose a Social Level
Here is a list of some of the pre-monthly and weekly orders that are possible – refer to the main rules for details:

Pre-monthly:

Duels from the previous month

Volunteering for service at sea

Applications for joining ships, clubs, or appointments

Buying horses

Borrowing, repaying or lending money from characters or shylocks

Weekly:

Visiting a club or bawdyhouse

Courting a mistress

Visiting the opera

Training with a weapon

Ship’s duty (which can be combined with practice with the ship’s weapon)

Some actions can be combined with the weekly actions of visiting a club, bawdyhouse, or the opera: they are female companionship, carousing, toadying and gambling.

Here is an example of a set of orders – 

Tobias Juggs: Orders May 1793

Master’s Mate, HMS Fiddlers Green

Pay for own support: 12 guineas (2x social level)

Pay support for Sophia Williams: 27 guineas (3x social level)

Week 1: Attend Captain Miller at his Club with Sophia, carouse, do not discuss politics.

Week 2: Attend Admiral O’Groat’s wedding with Sophia, carouse, do not discuss politics

Week 3: Ship’s Duty: practice sabre

Week 4: Ship’s Duty: practice sabre.

Conditional orders

You can give alternative orders based on the success of previous actions: for example: Week 1: Court Sophia, Week 2: If successful in courting Sophia, take her to the opera, if unsuccessful, visit the bawdyhouse and carouse. Orders cannot be conditional on the orders of other players, only your own.

Hints for new players

· Getting a higher social level mistress and toadying to higher-level characters are two good ways to get SP.

· Ship’s duty – sailors and master’s mates must spend two weeks a month on ships duties, midshipmen must spend one week a month on ship’s duties. The captain can excuse one of those weeks.

· It is probably better to join a high-ranking ship as a sailor and work your way up than join a low ranking ship as a lieutenant, because of the campaign modifiers of the ships.

· Consider what might happen if things don’t go to plan – if the mistress is not won or the appointment not gained.

· Seek advice from the GMs or from more experienced players – this can be fun when done in character!

· Interaction is the key – past a certain point, you need the help of other players to be successful.

Appointments and influence

Naval appointments are made at the end of the campaign season, to begin in September. Characters may also apply during the rest of the year for vacant appointments (i.e. not held by characters). Characters can apply once per year for each specific appointment – if they fail to get it, then they cannot reapply until the following September. If successful, the post is held until the following September, when it must be reapplied for. 

If the character is no longer eligible for the appointment due to a promotion, he must resign the post. 

If the patron of the appointment is a player character, he decides if the applicant is successful. Players cannot sack people from appointments even if they are the patron – if they want a change they have to wait until the next September /March when they can appoint someone else. Player character captains can appoint players or NPCs to posts on his ship even when they have not applied for them – it is an officer’s duty to accept the responsibility. If they appoint an NPC, the post is filled until the next September/March or until the NPC is killed or promoted.

If the patron of the appointment is an NPC, then a dice roll is made to see if the applicant is successful. This is modified by influence

All applications to NPCs which can be influenced must be posted either in the previous months Gazette or in the appointments database of the Briny Yahoo Group at least three days before the deadline.

This gives time for other players to apply influence in support or against the application.

Influence

Players apply influence by expending favours. They get them through high social rank or their mistress or position. If you look on the table on page 27 & 28 of the rules you can see the level of favour needed to influence an NPC of a particular rank. If a higher-level favour is used, it gives an additional modifier to the die roll.

Quite often, higher ranking characters will have lower level favours that are not much use to them personally, but which would be very handy for a lower ranking character – so ask them to use the favour for your benefit! They can only say no, and as the saying goes on Tyneside, “shy bairns get nowt”.

Roleplay

Roleplay is optional – it is not required to play and individual players choose their own level of involvement. 

There is no benefit in game terms from roleplay, except that the GM may award small amounts of SP to players who have contributed to making the game more interesting for everyone, (mainly when the player is just short of a few SP to raise their Social Level).

However, to my mind roleplay and player interaction is what the game needs and if too few players get involved then the game is not so interesting.

Roleplay can be through:

· The BrinyYahoo Group postings

· Private e-mails between players – (but remember there is no obligation to reply)

· Letters sent to the GM for inclusion in the Gazette – these will normally be published.

· Descriptions or suggestions included in the orders which will be passed on to the writers – they will normally try to include them, but may not if it doesn’t suit the angle they are writing from.

Generally speaking, it is much easier to roleplay through imaginary letters sent between players or by describing the thoughts of a character than it is to sustain a conversation between characters through e-mail. That isn’t a reason not to try it, but the time delay between e-mails makes it difficult. Perhaps sometime in the future in we might set up an IM chat room which would make real-time conversations easier.

Roleplay Etiquette and tips

· Remember that while characters can be rude and offensive to each other, players must not be!

· Postings on the Yahoo Group are assumed to be public knowledge on some level –if they are role-played as private letters or conversations, then it is assumed that servant’s gossip and rumour has been circulating so the posting can be commented upon.

· Players should not directly put words into the mouths of other characters, or describe actions made by them, unless the other player agrees

· Players may invent minor NPCs or situations to support their roleplay, but not if they could have a large effect on play – major NPCs are role-played by GMs.

· Players are encouraged to add details/place names etc to add colour to the game and build an imaginary world. 

· While the game has a historical setting that should be respected, remember that it is not intended to be realistic; it’s intended to be fun!

Useful books

To get a background feel to naval life of the period and help role-play, I recommend the following: 

The Wooden World – An anatomy of the Georgian Navy, by N.A.M. Rodger

A Voice from the Main Deck , by Samuel Leech

Any of the Jack Aubrey/Stephen Maturin novels by Patrick O’Brien, especially Master and Commander.

The Hornblower books of CS Forester, especially A Ship of the Line
I have also found a great contemporary book for those with an interest in sailing ships:

The Young Sea Officer’s Sheet Anchor, by Darcy Lever

There are also a number of useful links on the Briny Website.

