
Ship to Ship Combat 
Optional Rules for Dungeons and Dragons 3.5 

Introduction 
The primary tactical objective of naval combat is normally to slow down the opposing ship and board it. Very rarely are ships attacked until 

sunk; after all, a sunken ship yields no loot! Pirates can be expected to seize what loot they can grab and sink the ship while privateers and 
military will "cut out" or size and carry the ship to port. 

 

Definitions 
Armor Class (AC): An overall measure of the difficulty of 

landing a damaging blow on a ship, much like Armor Class for 
characters and monsters. Ships with sails have a separate AC for 
the hull and for the rigging. 

Hardness: An object’s ability to resist damage. It is based on 
the materials the object is made from. The hardness rating of the 
object is subtracted from the damage it takes. 

Ship Weapon: A large siege weapon mounted on a ship or 
other structure. Ship weapons include ballista, stonethrowers, and 
catapults. 

Size: Like creatures, all ships have a size. Ship size is not on 
the same scale as creature size. Size can affect the ship’s ability to 
hit with ship weapons. Unless specifically stated otherwise, size in 
this document always refers to ship size. 

Speed: A measure of how fast a ship can move in feet per 
round, as with any other speed rating. Table 6: “Boats and Ships” 
lists the speed for each type of ship. The number in parentheses 
following the ships speed is the number of 5 foot squares the ship 
can move in one round (6 seconds), this is also the number of 50 
foot hexes the ship can move in one turn (one minute). 

Heroic Character: A character of importance to the game. 
On a PC’s ship that will normally be a PC. On your opponent’s 
ship that will be one of the major “bad guys”. If there is no 
identifiable villain, it will be the ship’s Commander. 

Crew: All of the sailors and/or rowers necessary to move and 
maneuver the ship. The ships ability to move and maneuver will 
diminish if this number is reduced in battle. 

Time, Scale and Movement 

Time 
Ship combat uses a unit of time called the ship turn, or simply 

turn for short. A turn is one minute long, which is equal to ten 
normal combat rounds. This includes movement, attacks with 
heavy weapons, ramming and other similar ship actions. When the 
actions of individuals onboard these ships becomes important refer 
to Character Actions, below. 

Scale 
Each hex on the combat map is equal to 50 feet. How this 

affects movement, weapons, attacks and character actions are 
detailed below. 

Opening Range 
If you don’t know what range to set for the beginning of the 

battle based on the circumstances of the encounter, you can assume 
that a typical battle begins at a range of (2d6+2) × 100 feet. 

Initiative 
Each turn, each ship gets to do something. The ships’ 

initiative checks determine the order in which they act, from 
highest to lowest. At the start of a battle, each ship makes a single 
initiative check, adding the ship’s shiphandling modifier. The DM 
finds out what order ships are acting in, counting down from 
highest result to lowest, and each ship acts in initiative order, with 
the check applying to all turns of the combat. If two or more ships 
have the same initiative check result, the ships who are tied go in 
order of shiphandling modifier (highest first). If there is a tie, flip a 
coin. 

Surprise 
Ships that are unaware at the start of battle do not get to act in 

the surprise round. However, it is quite difficult for one ship to 
approach and attack another by surprise. Baring unusual 
circumstances, such as invisible ships, there will be no surprise 
rounds in ship to ship battles.  Special circumstances will be 
handled by the DM on a case by case bases. 

Ship Actions 
Because ships are operated by multiple people, the types of 

actions a ship can take work differently. Technically, ships take no 
actions; the people on the ship perform all actions. The helmsman 
controls the movement the ship, the weaponeers fire the weapons, 
and so forth. Still, for ease of play, many such actions are referred 
to as if the ship was taking the action. For example, when the pilot 
moves the ship, it is referred to as the ship taking a move action. 

In effect, the results of character actions translate into ship 
actions. There are two types of actions a ship can take—move 
actions and standard actions—just as with a character. Ships do not 
take partial actions. A ship can take a number of move actions 
based on its speed and any number of standard actions, based on 
the actions of those aboard. 
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Movement 
The movement of ships across the stage of combat is much 

like the movement of warriors on the battlefield. Both will attempt 
to get into positions ideal for attack and defense.  

Most of the characters on board a ship in a fight are free to act 
as they choose. This includes PCs. They can move about the decks, 
cast spells, make missile attacks, wait for an opportunity to board, 
or do whatever they think best each turn. Refer to “Character 
Actions” below for specifics. However, some individuals on board 
a ship must devote some amount of their actions each round 
toward controlling the ship. 

As long as the required crewmen are available it is assumed 
that all actions are performed as necessary to perform all ship 
actions. 

  Captain, Master, or Commander: The individual in 
command of the vessel must be available each turn to direct the 
actions of the crew and observe the enemy’s actions. If the 
commander fails to direct the ship’s movement he cannot direct the 
helmsman to change heading or the watch to change speed, or 
order the ship to perform any special maneuvers. 

  Helmsman: The individual steering the vessel must be 
available to make course changes as directed by the commander. If 
the helmsman fails to steer, the ship cannot make heading changes 
in the current turn. 

  Oarsmen: A ship being rowed requires that the oarsmen 
man the oars. If the minimum number of rowers necessary do not 
spend the turn rowing, the ship coasts to a stop (see “Coasting” 
below) and it cannot make heading changes in the current turn. 

  The Watch: Every sailing vessel has some number of 
sailors who must spend each turn operating the vessel—keeping 
the sails in trim and adjusting the rigging. If the minimum number 
of crew needed on watch do not attend to the ship, the vessel 
cannot make speed changes or heading changes in the current turn. 

  The Weapon Crews: In order for weapons to be loaded, 
turned or fired a minimum number of crewmen must be manning 
the weapons. 

The Basics of Ship Movement 
All ships have a speed rating. Speed is represented by two 

numbers, a number of feet followed by a number in parentheses.  
The number of feet is feet per round, as with any other speed 
rating. The number in parenthesis is rated in hexes per turn, which 
is the number of hexes the ship can move on the combat map each 
turn. Each hex is 50 feet. These rules are primarily concerned with 
the second number, hexes per turn. The number of hexes per turn a 
ship can move works as pool of points—termed move action 
points—which are spent to move hexes on the combat map. 
Moving forward is simple, and all ships follow the same rules, 
regardless of how maneuverable they are: moving forward one hex 
takes one move action point. If the wind is favorable, sailing ships 
can use it to move even farther. If there is no wind, ships that 
depend only on sails can’t move or maneuver.  

 

Unlike personal combat, ship combat has strict rules for 
facing. Each hex has six sides, and the front of the ship must be 
pointing towards one of these sides; it cannot be facing one of the 
corners. In order to turn, a ship must use some of its move action 
points to change facing. 

Ship Move Actions 
The number of move actions that a ship can use in one turn is 

equal to the ships speed divided by 5. Table 6: “Boats and Ships” 
lists the speed for each type of ship. The number in parentheses 
following the ships speed is the number of move actions that the 
ship can take in a turn. 

Moving forward 
Using one move action the ship can move one hex in the 

direction that it is pointing. Move actions can also be used to turn 
the ship. 

Turning 
The ships maneuverability rating indicates the number of 

move actions that must be spent to turn a ship by one hex face. As 
long as you have move actions available, you can move, turn, and 
move again. You can turn before you move, at the end of your 
move or at any point during your move. A ship must move a 
number of hexes equal to its maneuverability rating before it can 
turn by one hex face. If it was moving at the end of the previous 
turn, you can consider the total distance traveled in a straight line 
to get to its current location when calculating in which hex it can 
change its direction in this turn.   

Ships with a “good” maneuverability rating (a 
maneuverability rating of 0) don’t have to spend move action 
points to turn, but must move at least one hex forward before they 
can turn by one hex face. 

Rotating 
The rotate move action is for when the ship is not moving 

forward, but rotating in the same spot. Add one to the ships 
maneuverability rating for the number of move actions that must 
be spent to rotate a ship by one hex face when not moving forward. 
A ship with a “good” maneuverability rating (a maneuverability 
rating of 0) can rotate in any direction while stopped as a free 
move action. 

Reduce Speed 
The helmsman can reduce the speed of the ship to match 

slower ships effortlessly. A sailing ship can reduce its speed by 
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effectively zigzagging but can never reduce its base speed to less 
than half without anchoring. A ship may be tied alongside another 
ship in which case the smaller ship takes on the speed of the larger 
ship. 

Starting and stopping 
In open water, it takes a ship some time to get up to full 

speed, and some distance to stop. If your turn begins with your 
ship stopped, you must subtract the ship’s maneuverability rating 
form the number of move actions you can use in forward 
movement this turn.  

Your ship can always move slower than its maximum speed if 
desired. 

You can normally slow your ship down to a stop at any point 
along its path as long as you have moved at least a number of 
hexes equal to your ships maneuvering rating. 

Moving in reverse 
Only oared vessels can travel in reverse. A vessel cannot go 

backwards unless its speed was zero in the preceding turn, and a 
vessel moving in reverse must first come to a dead stop for 1 turn 
before moving forward again. Reverse speed is always 1 /2 its 
forward speed. 

Coasting 
If the ship was moving at the end of the last turn, and if no 

move action points are used in the current turn, the ship will 
continue in the direction that it was going at the end of the last turn 
and travel one half as many hexes it traveled in the last turn in a 
straight line to arrive at its ending hex. If the number of hexes it 
travels this way is equal to or less than the number of the ships 
move action points, then the ship is still moving at the end of this 
turn and can continue to coast on its next turn.  On the next turn it 
will coast half as far as it did this turn. It can continue to coast until 
the number of hexes it travels in one turn is equal to or less than its 
number of move action points, at that time the ship will have 
coasted to a stop and may start to drift the next round. 

Multi-Hex Ships 
Each hex is 50 feet long, and many ships will be larger than 

this. A ship might be both longer and wider than 50 feet, in which 
case they take up more than one hex, possibly in multiple 
directions. See the image below for examples. In these cases the 
forward most hex is considered the front of the ship and its turning 
point. When any turns are made, they are based on this hex, and 
the rest of the ship turns around that hex. For a ship up to 60 feet 
long, just use one hex. For a ship up to 110 feet long only use two 
hexes. 

Diagram 1: Single and Multi-Hex Ships 

 

Wind and Weather 
The direction of the wind is of prime importance in naval 

combat. A ship moves faster before the wind and tends to drift in 
the direction of the wind. 

 
Whenever you’re setting up a naval combat, the DM will 

indicate the direction of the wind on your hex battlemap. 
 
Depending on the wind orientation, a sailing ship can use a 

move action to move one hex plus an additional number of hexes 
in that same direction equal to the wind speed bonus as indicated 
below. 

Table 1: Points of Sailing 

 

Point Move distance* 

A: Running 1 + Running Wind Speed Bonus 

B: Broad Reach 1 + Broad Reach Wind Speed Bonus 

C: Broad Reach 1 + Broad Reach Wind Speed Bonus 

D: Close Hauled 1 + Close Hauled Wind Speed Bonus 

E: Close Hauled 1 + Close Hauled Wind Speed Bonus 

F: In Irons 1 (ship gets no wind speed bonus) 

* This is the maximum number of hexes a sailing ship can 
move by spending one move action point.  

Move distance 
For each move action point you spend, you can move your 

ship forward one hex. If your ship is “In Irons” that is as far as you 
can move. If you are not “In Irons” you can also move a number of 
hexes indicated by your wind speed bonus. If you look at Table 2: 
“Random wind strength” you will see that all wind speed bonuses 
are listed with three numbers separated by slashes. The first 
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number is your wind speed bonus when your ship is “running”. 
The second number is your wind speed bonus when your ship is 
“broad reach”. The third number is your wind speed bonus when 
your ship is “close hauled”. 

 
Running: (Dead Astern) Running with the wind is when the 

stern of the ship is facing the wind. For each move action it spends, 
a running ship can move one hex plus a number of hexes equal to 
the current wind speed bonus in the direction it is currently facing. 

 
Broad Reach: (Off the Stern) The ship's stern is at an angle 

in relation to the wind. For each move action it spends, a broad 
reach ship can move one hex plus a number of hexes equal to half 
of the current wind speed bonus (rounded down) in the direction it 
is currently facing. 

 
Close Hauled: (Off the Bow) The ship's brow is at an angle 

in relation to the wind. For each move action it spends, a close 
hauled ship can move one hex plus a number of hexes equal to one 
quarter of the current wind speed bonus (rounded down) in the 
direction it is currently facing. 

 
In Irons: (Dead Ahead) In irons (or into the winds) is when 

the brow of the ship is facing the wind. Generally a ship has to 
zigzag to move at all while in irons. An in irons ship receives no 
bonus to its move due to the wind. 

Drifting 
Each turn, ships that are not using sails or oars, including 

sailing ships that have lost or removed their sails, will move in the 
direction the wind is blowing a number of hexes equal to the 
current wind speed bonus. This movement takes place at the 
beginning of that ships turn. Derelict and un-manned ships also 
take this movement. If you use move action points to rotate or 
move your ship it will not drift. You can use move action points to 
counteract drifting and stand in place without rotating by spending 
a number of move action points equal to the current wind speed 
bonus. 

Diagram 2: Random Wind Direction 

 
N=North, NE=North East, SE=South East, S=South, 
SW=South West, NW=North West 

Wind direction is the origin of the wind; a north wind is a 
wind blowing out of the north. (and therefore blowing toward the 
south). 

Sailing Speed Bonus: This number used when determining 
the distance that a sailing ship can move given the current wind 
conditions. This number is modified by the wind direction and then 
added to the number of hexes a ship can move each turn. In the 
absence of any wind, the ship is becalmed and travels at the speed 
of the current, if any. A ship that loses its sails becomes a derelict 
drifting with the currents and driven by the wind (see driven 
below). 

 A ship in a severe wind can sail only if the captain or master 
succeeds on a DC 20 Profession (sailor) check. If the check fails, 
the ship cannot be controlled and is driven by the wind. A ship in a 
windstorm or gale requires a DC 30 check to sail successfully. 

Driven: A driven ship cannot sail or row but is instead driven 
directly downwind at a speed in hexes per turn equal one third the 
wind speed in miles per hour. For example, in a hurricane of 90 
mph winds, the ship is driven 30 hexes (1,500 feet) downwind 
every turn (or 150 feet every round, or 17 miles per hour the storm 
persists). Another example would be 70 mph winds would result in 
a ship being driven 23 hexes (70 divided by 3 = 23.333 rounded 
down to 23 hexes) 

 

Table 2: Random wind strength 

Fair Varies Storm Strength Wind Speed (mph) 
Sails Save 

DC 
Sailing Speed 

Bonus* 
Ranged attack Normal 

/ Ship’s Weapons 
01-10 - - None 0 - Can’t Sail -/- 
11-65 01-20 - Light 1 -10 - 5/3/1 -/- 
66-90 21-65 - Moderate 11 – 20 - 10/6/2 -/- 
97-99 66-85 01-10 Strong 21 – 30 - 15/9/3 -2/- 
100 86-98 11-50 Severe  31 – 50 15 20/12/41 -4/- 
- 99-100 51-90 Gale 51 – 74 18 25/12/52 Impossible/-4 
- - 91-99 Hurricane 75 – 174 20 Driven Impossible/-8 
- - 100 Dire gale 175 - 300 30 Driven Impossible/ Impossible 

* Running / Broad Reach / Close Hauled 

1 Requires DC 20 Profession (sailor) check to sale or row; otherwise, driven. 

2 Requires DC 30 Profession (sailor) check to sale or row; otherwise, driven. 
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Damage to Sails: When winds are Severe or stronger, each 
turn a ship is under sail the individual in command of the vessel 
must make a Profession (sailor) check modified by the ships 
seaworthiness score for the rigging section it will take 1d8 points 
of damage.  Ships are not susceptible to this damage if the sails are 
furled and not being used to move the ship. 

Ship Weapons 
Most ships have at least a few ship weapons on board. 

Resolving attacks with them is not all that different than resolving 
missile attacks during normal combat.  

Where the Ship is When the Weapon Fires 
Unlike a standard attack round, where each character must 

make his attack action before or after his move action; during a 
ships turn the attack actions are performed while the ship is 
moving and can be performed at any point along its path. The 
attacks can be made before any move actions points are used, after 
one or more are used, or after they have all been used.  

The Attack Roll 
The basic ship’s weapon attack roll is: 
1d20 + Base Attack + Weapon Modifier – Range Penalties ± 
Size Modifier 

The total is compared to the target ship’s current Armor 
Class; if the roll is equal to or greater, it is a hit. Otherwise, it is a 
miss. A 20 is always a hit and a 1 is always a miss. A natural 20 is 
also a threat—a possible critical hit. 

Base Attack 
Attacking with a ship weapon is based on the base attack 

bonus of the leader of the weapon crew. If the crew leader does not 
have the appropriate Weapon Proficiency they suffer a -4 penalty 
to hit.  

Weapon Modifier 
Some weapons are more accurate than others. Each ship 

weapon has an attack modifier that is added to all attack rolls. 

Range 
All ship weapons have a listed range, in hexes. They receive 

no penalty to attack ships within this range. For every hex beyond 
this, they have a penalty of -2 to their attack roll. 

Size Modifier 
The size of the ship you are attacking will make it easier or 

more difficult to hit with ship weapons. This size modifier is 
shown on Table: Ship Size. Apply the size modifier listed for 
“your” ship size to your attack roll. (The size modifier for the ship 
you are attacking has already been added to its Armor Class.) This 
makes larger ships easier to hit and smaller ships harder to hit. For 
ships that are the same size as yours, their armor class has 
modified by the same amount as your attack bonus, canceling each 
other out.  
Table 3: Ship Size 
Ship Size Size 

Modifier 
Example Creature 

Equivalent 

Very Fine +16  Small 

Fine +8 Kayak Medium 

Diminutive +4 Dugout Large 

Tiny +2 Raft   Huge 

Small +1 Small Sailing 
Ship 

Gargantuan 

Medium 0 Sailing Ship Colossal 

Large -1 Junk  

Huge -2 Warship  

Gargantuan -4 Galley  

Colossal -8 Greatship  

 

Firing Arcs 
Because ship combat uses specific facing rules, the direction a 

ship-mounted weapon is facing is important. A ship mounted 
weapon can fire into a limited area, termed its firing arc. There are 
four firing arcs: forward, aft, port (left) and starboard (right). The 
firing arcs are illustrated below. The firing arc of a weapon is 
determined by its placement and facing. A weapon will be capable 
of firing into only one of these arcs.  

Multihex ships work the same way. Decide which hex of the 
ship a given weapon resides on, then use that single hex to 
determine its firing arc.  

Weapons are typically mounted on a turret that allows the 
weapon to change its firing arc. It takes one turn (10 rounds) to 
rotate a weapon into a new arc. This can be done during reloading 
so the weapon can fire on the turn following turning. The weapon’s 
placement will dictate the full range of firing arcs it can choose 
from, but it can change to any of these when changing. For 
example, a weapon mounted on a turret on the forecastle of a 
galleon could adjust to fire in the port, fore or starboard arcs, but 
not the aft arc, since its sails get in the way. 
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Diagram 2: Firing Arcs 

 

Reload 
Each ship weapon has a listing for crew and reload. Reload is 

the number of rounds the crew must spend reloading the weapon 
before it can be fired again. This is followed by a number in 
parentheses indicating the number of times the weapon can be fired 
in one ships turn.  The listed crew is the number of crew required 
in order to have the listed reload time. For every man under the 
listed crew, add one round to the Reload time, down to a minimum 
of one man. 

The number of times a weapon can fire each ships turn is 
calculated by dividing 10 by the number of rounds required to 
reload, rounded down. 

Ship Damage from Ship Weapons 
Before firing at a ship, indicate if you are firing at the hull or 

at the rigging. Ship weapons are assumed to be firing at the other 
ships hull unless otherwise indicated. 

 
The damage suffered by a ship depends on the target of the 

attack: the hull or the rigging. Appropriate damage consequences, 
including crew casualties, are listed below for each target. Note 
that the crew does NOT get a save separate from the ship. Those 
casualty percentages are automatically deducted from the crew. 
This represents men who are demoralized, injured or killed or 
otherwise taken out of combat. 

Hull Damage 
Damaged (reduced to 3 /4 hit points): The ship becomes 

Damaged (see “Loss of Ship’s Hit Points” below). The crew 
suffers 10% casualties. One random heroic character (PC) not in 
the rigging must succeed on a Difficulty 15 Reflex save or take 
1d6 damage.  

 

Wrecked [reduced to 1 /2 hit points]: The ship becomes 
Wrecked (see “Loss of Ship’s Hit Points” below). A minor leak 
develops (see below). The crew suffers 25% casualties. Lose half 
of the ship weapons randomly selected (rounded down, minimum 
loss of one weapon). Crew must make a Will save at DC 15 to 
keep fighting. One random heroic character (PC) not in the rigging 
must succeed on a Difficulty 15 Reflex save or take 2d6 damage.  

Disabled [reduced to 1 /4 hit points]: The ship becomes 
Damaged (see “Loss of Ship’s Hit Points” below).  A major leak 
develops (see below).  The crew suffers 50% casualties. Lose of all 
ship weapons. Crew must make a Will save at DC 20 to keep 
fighting. One random heroic character (PC) not in the rigging must 
succeed on a Difficulty 15 Reflex save or take 4d6 damage.  

Derelict or Sinking [reduced to 0 hit points or less]: The 
ship becomes Derelict and begins to sink or sinks where it lies (see 
“Loss of Ship’s Hit Points” below). It has no Maneuverability and 
no wind speed and no weapons able to fire. The crew suffers 90% 
casualties and disbands. Their ship has no effective crew at all. 
One random heroic character (PC) not in the rigging must succeed 
on a Difficulty 20 Reflex save or take 4d6 damage. 

Rigging Damage 
The rigging of a ship is considered to have Damage 

Resistance 10/piercing. Standard ballista bolts are unsuited for 
shooting away spars and lines, and holes in a sail are rarely fatal. 
Rigging has its own pool of hit points separate from those of the 
hull. A ship cannot be sunk by damage to its rigging. 

 
Damaged [reduced to 3 /4 hit points]: Rigging torn lose, 

yard breaks off. -2 to future Shiphandling saves. +2 to 
Maneuverability Rating. One random heroic character (PC) in the 
rigging must succeed on a Difficulty 15 Reflex save or take 1d6 
damage. 

Wrecked [reduced to 1 /2 hit points]: Mast snaps. -4 to 
future Shiphandling saves. +4 to Maneuverability Rating. The 
crew suffers 10% casualties. Crew must make a Will save a DC 15 
to keep fighting. One random heroic character (PC) in the rigging 
must succeed on a Difficulty 15 Reflex save or take 2d6 damage. 
Sailing speed is reduced by 1 /4. 

Disabled [reduced to 1 /4 hit points]: All masts snap. -6 to 
future Shiphandling saves. +6 to Maneuverability Rating. The 
crew suffers 25% casualties. Crew must make a Will save at DC 
15 to keep fighting. One random heroic character (PC) in the 
rigging must succeed on a Difficulty 20 Reflex save or take 4d6 
damage. Sailing speed is reduced by half. 

Demasted [reduced to 0 hit points or less]: The ship cannot 
move unless rowed or towed. It has no Maneuverability and no 
Speed from wind. The crew suffers 50% casualties. One random 
heroic character (PC) in the rigging must succeed on a Difficulty 
15 Reflex save or take 1d6 damage. 
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Crew Casualties 
In addition to the watch and/or the oarsmen there will be the 

Commander, the Helmsman, passengers and perhaps PCs, soldiers 
and/or monsters on board a ship. When the crew suffers casualties 
as indicated in “Ship Damage from Ship Weapons” above, those 
casualties come only from the watch and/or the oarsmen. 

When the watch is reduced by 10%, the ship looses 1 move 
action point per turn. When reduced by 25%, the ship looses 2 
move action points per turn. When reduced by 50%, the ship 
looses 4 move action points per turn. When reduced by 90%, the 
ship looses 5 move action points per turn.  Note that these 
adjustments might result in the ship being unable to turn or move. 
If the ship’s hit points have reached 0, then these numbers don’t 
matter because the ship can no longer move under its own power. 

Crew casualties are not necessarily all dead crew members. 
They represent the crew lost to effective sailing, or to rowing of 
the ship. They are crew that for one reason or another are not able 
to perform their duty. They may be wounded, trapped under fallen 
rigging, tangled in the lines, fallen from the rigging, confused or 
simply to frightened to do their assigned task. 

Leaks 
As noted in the damage conditions above, ships can develop 

minor and major leaks. 
Minor Leak: The ship is taking on water and may suffer 

further damage as a result (see “Continuing Leak Damage” below). 
The ship makes a Seaworthiness save against a DC of 15. A Craft 
(Shipwright) bonus can be used to aid this check. If the ship makes 
the Seaworthiness save, the leak is sealed and the ship takes no 
additional damage.  

A Craft (Shipwright) check can be made the next turn and 
repeated every turn after that at DC 20, success puts an immediate 
end to continuing damage.  

Major Leak: The ship is taking on large amounts of water 
and may suffer further damage as a result (see continuing leak 
damage below). The ship makes a Seaworthiness save against a 
DC of 20. A Craft (Shipwright) bonus can be used to aid this 
check. If the ship makes the Seaworthiness save, the leak is sealed 
and the ship takes no additional damage.  

A Craft (Shipwright) check can be made the next turn and 
repeated every turn after that at DC 25, success puts an immediate 
end to continuing damage.  

Continuing Leak Damage: The ships hull takes an additional 
1d6 points of damage form a minor leak and 2d6 points of damage 
from a major leak each turn until the leak is repaired. This 
additional damage is from water entering the hull of the ship and 
can be reduced at a rate of 2 points of damage each turn for each 
person bailing. This damage reduction due to bailing out water 
doesn’t count as a repair that would cause a sinking ship to stop 
losing hit points and become stable. 

Loss of Ship’s Hit Points 
A ship doesn't die, it sinks. A ship’s hit points measure how 

hard it is to sink. The most common way that your ship gets hurt is 
to take damage and lose hit points 

Effects of Hit Point Damage 
Massive Damage: Ships are not affected by the massive 

damage rules. 
Damage doesn’t slow your ship down until its current hit 

points reach 3 /4 of its total hit points or lower. 
Damaged [3 /4 hit points]: -1 to Seaworthiness saves  
Wrecked [1 /2 hit points]: -2 to Seaworthiness saves, +1 to 

Maneuverability Rating.  
Disabled [1 /4 hit points]: -3 to Seaworthiness saves, +2 to 

Maneuverability Rating. 
Derelict [0 hit points]: When your ships hit points drop to 

exactly 0, it is derelict. It has no maneuverability. It cannot move 
under sail. It can move at half speed under oars (assuming it still 
has at least half the normal number of rowers available). It cannot 
ram without additional damage. If it performs any other move 
action (or any other strenuous action) it takes 1 point of damage 
after completing the act. It is now at –1 hit points, and it's sinking. 
If its weapons are still manned and functional, it can make attacks 
at an additional -4 penalty to hit. 

A ship can also become derelict when recovering from 
sinking. In this case, it’s a step toward recovery, and it can have 
fewer than 0 hit points (see Stable Ships and Recovery, below). 

Sinking [–1 TO – (9 + Seaworthiness) hit points]: When 
your ship’s current hit points drop to between –1 and –(9 + 
Seaworthiness)  inclusive, it’s sinking. A sinking ship can take no 
actions. It can't move or attack. A sinking ship loses 1 hit point 
every turn (1 minute or 10 rounds). This continues until the ship 
sinks or becomes stable (see below) 

Sunk [– (10 + Seaworthiness) hit points or lower]: When 
your ship’s current hit points drop to – (10 + Seaworthiness) or 
lower it’s sunk 

 

Stable Ships and Recovery 
On the next turn (1 minute or 10 rounds) after a ship is 

reduced to between –1 and – (9 + Seaworthiness) hit points and on 
all subsequent turns, roll d% to see whether the sinking ship 
becomes stable. It has a 10% chance of becoming stable. If it 
doesn’t, it loses 1 hit point.  

If the ship's hit points drop to – (10 + Seaworthiness) or 
lower, it's sunk. 

You can keep a sinking ship from losing any more hit points 
and make it stable with a DC 15 Craft (Shipwright) check. 

If any sort of repair cures the sinking ship of even 1 point of 
damage, it stops losing hit points and becomes stable. 
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Mending that raises the sinking ship's hit points to 0 makes it 
derelict. Mending that raises his hit points to form 1 up to 1 /4 of 
its original hit points makes it Disabled, up to 1 /2 makes it 
Wrecked, up to 3 /4 makes it Damaged and over that makes it fully 
functional. 

 Ships never recover hit points naturally. If the ship has no 
one to tend it, it cannot recover. 

Recovering: One hour after a tended, sinking ship becomes 
stable, roll d%. It has a 10% chance of becoming derelict (as if it 
had 0 hit points).  

Even once it becomes derelict, an unaided ship still does not 
recover hit points naturally. Instead, each day it looses 1 hit point, 
remaining stable, until it reaches  – (10 + Seaworthiness) hit points 
and sinks. 

Threats and Critical Hits 
Each weapon has a threat rating. If the attacker rolls this 

number or greater, and the attack was a hit, the attacker has scored 
a threat. Roll the attack again, using the all the same modifiers. If 
the second roll is a success, the attack is a critical hit. If it is a 
failure, it is a normal hit. On a critical hit roll the weapon’s listed 
damage twice, including bonuses, such as enhancement bonuses. If 
the weapon has a multiplier of x3 roll the damage thrice. All 
damage from a critical hit is totaled before hardness is subtracted. 

Cover 
Depending on the situation, a ship may gain bonuses or suffer 

penalties due to cover. Cover provides a bonus to a ship’s AC. The 
more cover a ship has, the bigger the bonus. Cover is assessed in 
subjective measurements of how much protection it offers a ship. 
The DM determines the value of cover. See Table 4: Cover. 

 
Table 4: Cover 

Degree of Cover  Cover AC Bonus  Cover Reflex Save 
Bonus 

1/4 +2 +1 
1/2  +4 +2 
3 4 +7 +3 

9/10 +10 +4* 
Total – – 

*Half damage if save is failed; no damage if successful. 
 
Add the listed bonus to Reflex saves against attacks. For nine-

tenths cover, a ship also effectively has improved evasion. These 
bonuses, however, only apply to attacks that originate or spread out 
from a point on the other side of the cover. Both the crew and the 
ship gain this bonus. If it ever becomes important to know whether 
the cover was actually struck by an incoming attack that misses the 
intended target, the DM should determine if the attack roll would 
have hit the protected target without the cover. If the attack roll 
falls within a range low enough to miss the target with cover but 
high enough to strike the target if there had been no cover, the 

object used for cover was struck. This can be particularly 
important to know in cases where a ship uses another ship as 
cover. In such a case, if the cover is struck and the attack roll 
exceeds the AC of the covering ship, the covering ship takes the 
damage intended for the target. 

Concealment 
Concealment includes all circumstances where nothing 

physically blocks a shot but where something interferes with an 
attacker's accuracy. Concealment is subjectively measured as to 
how well concealed the defending ship is. Concealment always 
depends on the point of view of the attacker. Concealment gives 
the subject of a successful attack a chance that the attacker missed 
because of the concealment. If the attacking ship hits, the defender 
must make a miss chance percentile roll to avoid being struck. 
When multiple concealment conditions apply to a defender, use the 
one that would produce the highest miss chance. 

 
Table 5: Concealment 

Degree of 
Concealment 

Example Miss Chance 

1 /4 Light Fog/Moderate 
Darkness 

10% 

1 /2 Dense Fog at 150 
feet 

20% 

3 /4 Dense Dust 30% 
9 /10 Near Total Darkness 40% 
Total Total Darkness/  

Blindness/ Invisible 
Target/  Dense Fog 

at 300 feet 

50% 

 
 

Using Ship Weapons against 
Other Targets 

Targeting another ship is described above. The ship’s crew, 
weapons, and heroes cannot be targeted individually by a ships 
weapon, although they may receive damage when the ships hull or 
rigging does, as described above. No person, monster, anybody or 
anything riding on, in or attached to a ship can be targeted 
individually with ships weapons. They are simply are not accurate 
enough for that. 

There will be times when a weapon crew wishes to target 
something other than a ship. 

Anybody not on a ship, including flying, floating or 
swimming monsters on the surface of the water, can be fired upon 
as if they were a ship.  It follows the normal rule for ship weapon 
attacks, but the character or monster targeted gains a bonus to its 
AC based on its size. This size is ship size, not creature size. To 
find a character’s ship size, refer to Table 3: “Ship Size”. For 
example, a weapon crew wishes to target a harpy, who has left her 
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ship and is flying toward their ship. The harpy is a medium-size 
monster. A medium size creature on Table 3: “Ship Size” is equal 
to a fine ship, which grants the harpy an additional +8 to her AC. 

Creatures swimming under the water get +1 to their armor 
class for every foot they are below the surface. A creature 
swimming 20 feet or more below the surface of the water cannot 
be shot with ship weapons. 

Each ship has a listed height. This is how far the deck is 
above the surface of the water. Any creature below this height 
must be at least as far from the ship as the ships deck is above the 
water to be targeted by ship weapons. 

Ship Standard Actions 
The two major standard ship actions are ramming and 

grappling. 

Ramming 
Ramming a ship may result in damage to your own ship. 

Ramming is handled a bit differently than ship weapon attacks 
 
In order to ram another ship the attacker must be moving at 

Ramming Speed, have traveled at least four hexes without 
turning, and made no turns after having moved 4 hexes. The 
attacking ship must enter the same hex as the defending ship. 
When ramming, the facing of the target and the direction from 
which the attacker approaches is important, as it determines the 
angle of attack. There are four angles, aft on, forward and aft, 
which are illustrated in diagram 3: “Ramming Angles”. The 
procedure for resolving a ram attempt is:  

 

The Ramming Attack Roll 
The basic attack roll is: 

1d20 + Shiphandling Modifier + Profession (sailor) Modifer  ± 
Size Modifier 

The total is compared to one-half the target ship’s hull’s 
Armor Class; if the roll is equal to or greater, the ramming attempt 
is successful. Otherwise, there is no ship damage. You missed the 
other ship entirely or glanced off without any significant damage to 
either ship.  A 20 is always a hit and a 1 is always a miss. A natural 
20 is also a threat—a possible critical hit.  

Ramming Damage 
When one ship rams another both ships may take damage. 

The angle at which the ship rams its target determines the total 
damage done to both the attacker and the defender. 

Diagram 3: Ramming Angles 

 
 

Head On: Damage to the target is equal to one and one-half 
the base damage. The attacking ship takes the base damage from 
ramming and is susceptible to counter-ramming, see below. 

 
Forward: Damage is equal to the base damage. The attacking 

ship takes three-quarter the base damage from ramming. 
 
Aft: Damage is equal to base damage. The attacking ship 

takes one-half base damage from ramming.  
 
Aft On: Damage to the target is equal to half the base 

damage. The attacking ship takes one-quarter base damage from 
ramming.  

 
Only roll the base damage once, before making any of the 

adjustments listed above. Hardness is subtracted from all ram 
damage as normal. Any time a ship being rammed is reduced to 
zero hit points the attacking ship takes half the normal damage he 
would otherwise take. 

 
Refer to “Hull Damage” above for possible additional damage 

based on the ships remaining hit points after a successful ram 
attack. 

Counter-Ramming 
Ramming a ship from the head on angle can be very risky; the 

target may be able to position itself to ram you at the same time, 
which is called a counter-ram. It counts as a head on ram, and is 
resolved normally. If both hit, both take the damage the other 
inflicts, plus the damage for ramming someone. This makes head 
on rams very dangerous. 
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Cover and Concealment 
These two situations can hinder a ram attack just as it would 

an attack from a ship weapon. See the rules in the Ship Weapons 
section, above. 

Recovering from a Ram 
When one ship rams another both ships come to a stop, unless 

the ramming ship reduces its target to zero hit points, in which case 
it can move normally. 

Critical Hits 
Ramming a ship with a ship outfitted with a ram can result in 

a critical hit. Rams threaten on a 20, and do x2 damage. 

Crew Damage 
Ramming a ship can harm or kill its crew members, especially 

those below decks. The DM will need to decide where the ram 
strikes the ship, based on the angle of the ram and the layout of the 
ships. Anyone within 15 feet of this location must make a Reflex 
save (DC 14) or take 5d6 damage, with a successful save resulting 
in half damage. Anything farther out but within 30 feet must make 
a Reflex save (DC 12) for 3d6, with a successful save resulting in 
no damage. Anyone on an open deck saves at +4. 

 
If the target ship is reduced to zero hit points the damage is 

doubled. If the ramming ship is reduced to zero hit points its crew 
may take the same damage, with the point of impact being where 
the helm connects to the ship. 

Crashing 
A ship does not need a ram in order to ram into another ship. 

Such attacks are crashes. Crashes can also occur accidentally due 
to poor maneuvering or unseen obstacles. A crash works the same 
as a ram attack, except both ships take damage as if they were the 
attacker, rather than one of them being the defending ship. 

Shearing 
 If you enter the defenders hex, you can attempt to shear off 

her oars, if she has any. You must equal or beat her Profession 
(sailor) check, modified by the ships’ respective shiphandling 
bonuses. 

 If you successfully shear your opponent’s oars, her speed is 
reduced to zero, and she cannot change speed until she puts out 
new oars, which takes one full turn. The ship can still change 
heading, but it is spinning in place and not making any headway. 

Grappling and Boarding 
Ships are expensive, and when they clash the victor often 

takes the other ship as its prize. Because of this, boarding actions 
are quite common at sea. In order to board another ship both ships 
must be relatively stationary; both ships must not be moving, or 
one ship must be grappled with another. You can’t grapple a ship 
that is 2 or more ship sizes larger than your ship. 

 
Grappling involves strong rope and grappling hooks. The 

crew stands ready with the rope and hooks, then the ship moves up 
next to the target vessel.  

 
To grapple your ship to another, you must first move your 

ship into the same hex as the other ship. Then: 
 
Ram. If you successfully ram it you can grapple and board 

the other ship (see the rules for ramming above). 
-or- 
Come along side. You must move your ship into the other 

ships hex. If the opposing ship is aware of your ship and doesn't 
want your ship grappled to it, you must equal or beat her 
Profession (sailor) check, modified by the ships’ respective 
shiphandling bonuses. If you fail to win this check, the other ship 
just moves away. If you succeed you can grapple and board the 
other ship. 

 
Escape a Grapple: If your grappled ship is not boarded, you 

can attempt to free your ship and get underway again. You must 
succeed on an opposed Profession (sailor) check against the 
opposing captain, but the captain attempting to maintain the 
grapple gains a +4 bonus on her check, and the captain trying to 
escape takes a –4 penalty on his check. 

Boarding 
The crew on the enemy ship can cut the ropes if they have a 

cutting weapon available and have the time. This is why, to 
maintain the grapple for later rounds, you must board the other 
ship. 

Boarding a ship is typically straightforward. The men on one 
ship move over to the other. This can sometimes be complicated by 
the position of the two ships, and getting to the enemy ship may 
require jumping, climbing or both. This makes hooked boarding 
planks common. Simply indicate the number of men that are 
moving to the other ship and, if combat continues, the ship that has 
been grappled looses its ship’s initiative and the two connected 
ships can continue to act on the boarding ship’s initiative. 
Secondary Initiative is re-rolled for the two combined ships as if 
they were one ship and melee commences aboard these two 
attached ships on the boarding ship’s Initiative at a standard 6 
second round, 5 ft square melee pace (see Characters and Initiative 
below). 
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Character Actions 
Throughout the rules there have been details on how the 

actions of the characters translate into ship actions. But, not all 
character actions in ship combat are also ship actions. Examples 
include casting spells on enemy ships (or your own ship), moving 
about on a ship, or attacking others on the same ship. 

Characters and Initiative 
In ship combat all characters on board a ship act on that ship’s 

initiative. Normally the order in which they act is determined by 
those on board, as long as they all agree. As long as there is no 
combat between characters on board the same ship, each character 
can do anything that they could normally do in one minute; this 
includes performing as many actions as they would normally be 
allowed in 10 (6 second) combat rounds with a few exceptions, 
listed below. 

 
Each character can only attempt one action per ship’s turn that 

could have any effect on any enemy ship, or anyone on an enemy 
ship. For example; your character can do as many things to his 
own ship or crew (or friendly ships) as he can accomplish in 10 
rounds. This includes casting spells and/or moving to any location 
on your chip. However, he can only use one round of actions to 
cast spells or fire normal weapons at the enemy ship or anyone on 
an enemy ship. 

 
If an enemy boards your ship, or you board theirs, you will 

roll a secondary initiative which is separate from the overall ship 
combat. Secondary initiative is resolved on each ship’s initiative 
and is resolved in combat rounds. For each ship where secondary 
initiative has been rolled, all 10 rounds of on-board combat will be 
resolved during that ship’s turn.  If it is important to know where 
your ship is located on any round, simply divide the number of 
ship move actions equally between the 10 rounds. The secondary 
initiative is different for each ship.  If a character goes from one 
ship to another he will have to reroll for his secondary initiative on 
the new ship. 

 
For example, a sorcerer teleports over to the deck of an enemy 

ship on his own ship’s initiative. On the initiative of his new ship, 
he wants to start killing off its crew with fireballs. Because the 
enemy crew wants to stop him before he does damage, secondary 
initiative is rolled. This secondary initiative is resolved on that 
ship’s initiative. 

 
If a character is not part of a ship, and is capable of acting, he 

will have a ship initiative of his own. If he left a ship and is in 
space on his own, on subsequent rounds his initiative is one less 
than the initiative of the ship he left. If the character boards a ship 
his initiative becomes the same as the ship he boarded. 

 

Affecting Targets on Other Ships 
There will be times when a character wishes to do something 

that affects the people on another ship, such as targeting them with 
spells or personal ranged weapons. He may only do this once per 
ship’s turn. Most such attacks are resolved normally, with the 
distance between ships being the most common complication. A 
ship is normally considered to be in the center of its own hex at all 
times. Thus, for example, when one ship is one hex away from the 
other, it is 50 feet away. If the ship is in the same hex as another 
ship, the actual distance can vary, depending on the desire of the 
helmsman. Using personal ranged weapons against the crew of 
another ship uses the normal rules, taking into account the range 
and potential cover a target might have. In addition, the target 
gains any bonuses to AC that the ship gains from cover. 
Spellcasting works as normal. 

 
Targeting Other Characters: On the main deck, the 

gunwales provide cover (+4 bonus to AC, and +2 bonus on Reflex 
saves) against attacks originating from outside. In the rigging, the 
sails provide concealment (20% chance to miss). Characters inside 
the sterncastle or forecastle, or fighting through a port, hatch, or 
window, enjoy improved cover (+8 bonus to AC, and +4 bonus on 
Reflex saves) against attacks from outside. You can’t target any 
creature you can’t see, unless you want to just guess where it is. In 
that case you indicate where you think he is (which 5 foot square 
he is in) and if that is within your line of fire and you score a hit, 
treat it as having total concealment (50% miss chance). 

 
Targeting Weapons: Ship weapons each have their own hit 

points and amour class, listed in their description.  
 
 

Affecting Other Ships 
It is rarely worth the bother for a character to attack a ship 

with personal ranged weapons, but casting spells against enemy 
ships is common. You can only cast a spell against an enemy ship 
once during your ships turn. 

 
Targeting an enemy ship with a spell is not any different than 

targeting a creature. Spells that automatically hit creatures 
automatically hit ships, such as magic missle. Area effect spells 
targeted on a ship also hit automatically, unless they require an 
attack roll. Ranged touch attacks work as normal. Attacking a ship 
with ranged weapons works as if the ship was a creature with the 
given AC. Whenever a creature targets a ship with either spell or 
weapon they receive a bonus to hit based on their size. This size is 
their ship size, not their creature size. Each creature size has a 
corresponding ship size. See Table 3: “Ship Size”. For example, a 
halfling wizard wishes to hit a ship with a ranged touch spell. 
Halflings are small, and Table 3” “Ship Size” shows that small 
creatures are equal to very fine ships, which grants a +16 to hit. 
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Ships and Damage 

Damage from Spells and Personal 
Weapons 

Attacks against ships from personal weapons or most spells 
tend to do much less damage than ship weapons. Ships are objects, 
and as such take less damage from certain types of attacks. They 
are immune to critical hits from anything but ship weapons and 
ramming, as well as any form of subdual damage. Ships take half 
damage from ranged personal weapons, acid, fire and electricity; 
divide the damage by 2 before applying the object’s hardness. Cold 
attacks deal one-quarter damage to objects. Sonic attacks deal full 
damage to objects. Some forms of personal ranged weapons will 
do normal damage, do to size or other factors, as determined by the 
DM. An example is a rock thrown by a giant. 

Fire 
Most ships in are made of wood, and wood burns. Any time a 

ship takes damage from fire, it may start to burn. The ship must 
make a DC 15 Seaworthiness saving throw to keep from catching 
fire. The ship takes 1d6 points of fire damage (or the amount of 
damage indicated by the spell, whichever is higher) immediately. 
In each subsequent round, the burning ship must make another 
Seaworthiness saving throw. Failure means it takes damage equal 
to the damage last round from fire, plus two.  Success means that 
the fire has gone out. (That is, once the ship succeeds on his saving 
throw, it is no longer on fire.)  

 
In preparation for battle, ship captains often have the crew 

drench their sails, deck and rigging with water to prevent fires. If 
such precautions have been taken the ship gets to add +2 to its 
Seaworthiness save vs. fire. These precautions take 10 minutes and 
sailing ships can’t make course or speed changes during this time.  

Vessel Characteristics 
Any vehicle is an inanimate, unattended object, even if 

manned by hundreds of crewmembers. Since player characters 
usually rely on a ship to get them from place to place across 
stretches of water and keep them from drowning when they’re in 

the middle of the ocean, knowing how ships are damaged and how 
they move is important. 

 

Propulsion 
While some crude rafts or barges might not have any ability 

to move under their own power, most vessels are designed to travel 
as their crews direct. This requires some sort of motive force - 
sails, oars, paddlewheels, propellers, or even draft animals. The 
most important types are sails or oars. Some vessels have both sails 
and oars.   

  Sails: The distance a ship can sail in a turn varies with the 
wind conditions.  

  Oars: Vessels with rowers need not worry much about wind 
direction. They simply move their given speed in any direction the 
helmsman sees fit to steer, applying the ships maneuverability 
rating to turning..  

  Oars and Sails: Some vessels have both sails and oars. The 
ship uses either its rowing speed or its sailing speed, as the master 
chooses. Changing propulsion modes requires 1 full turn. The ship 
will coast during this turn (see “Coasting” above). 

  Propellers: A few rare ships are built with mechanical or 
magical propellers, screws, paddlewheels, or even mechanical 
oars. Like oared vessels, vessels driven by paddlewheels or 
propellers ignore wind direction. 

Vessels 
The following boats and ships are only a small sample of the 

types most typically found on the seas, lakes, and rivers of a 
fantasy world. 

Complement: The first number in this entry is the ship’s 
complement, or the total number of Small or Medium humanoids 
that can normally be carried on board as crew and passengers. The 
second number is the ship’s watch requirement, or the minimum 
number of people necessary to control the ship without penalty. 
The third number, when present, indicates the number of rowers 
required in addition to the normal watch; a ship doesn’t need 
rowers to sail, but does need rowers to use its oared movement 
rate. 

Speed: The listed ship speed is the distance that the ship can 
travel in one round, followed by a number in parentheses. This 
second number is the number of move actions that the ship can 
take in a turn. Divide this number in half to convert to miles per 
hour.    

Cost: The ship’s cost in gold pieces. 
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Statistics 
Each of the vessels presented here includes a short statistics 

block describing the vessel. A ship’s statistics block includes the 
following entries. 

  Size: The size of the vehicle, see Table 3: “Ship Size”. 
  Seaworthiness: The ship’s overall sturdiness. This modifier 

is applied to any Profession (sailor) checks the captain or master 
makes in order to avoid hazards that large, well-built vessels avoid 
more easily than small and frail ones. 

 Shiphandling: The ship’s agility and nimbleness. This 
modifier is applied to Profession (sailor) checks the captain or 
master makes in order to avoid situations that small, swift vessels 
avoid more easily than large and clumsy ones. 

 Speed: The ship’s speed and its nautical maneuverability 
rating. A ship gets to use one move action point for every 5 feet of 
speed, which relates to moving one 5 ft. square in one round (6 
seconds), or moving one 50 ft. hex in one turn (one minute). 

  Wind: Sailing vessels have a base speed, which is then 
modified by the wind strength and direction.  

Hull hp: The number of hit points, hardness and AC of the 
ship’s hull. 

Rigging hp: The number of hit points, hardness and AC of 
the rigging. 

 Ram: The damage dealt by the vehicle if it rams another 
object.  

Mounts: The number of weapons the ship can mount. A light 
mount is suitable for a ballista or stonethrower; a heavy mount is 
suitable for a catapult. 

 Space: The length and width of the area taken up by the ship.  
 Height: The height of the main deck above the waterline. 

Most large vessels will have deckhouses, forecastles, or 
sterncastles that are above this level. Draft is how far under the 
water the ship’s hull extends. 

 Watch: The number of crewmembers necessary to make 
course changes, adjust for wind changes, and generally handle the 
ship. Usually the watch consists of a helmsman, a lookout or two, 
and a small number of deckhands who can go aloft to change the 
set of the sails as necessary. On an oar-powered vessel, the watch 
includes the number of rowers necessary for the ship to make use 
of its full oared speed. 

 Complement: The number of crewmembers, passengers, and 
soldiers who can be carried by the vessel for extended voyaging. 
For a short voyage (a day or less) a ship might be able to cram two 
or three times this number of people on board.  

Table 6: Boats and Ships 

Vessel  Ship Size/ Space Complement  
Maneuverability  

Rating Speed   Cost 
Barge  Medium / 60’ x 20’ 120/5/40  2 poor1 Oars 5ft.  (1)  6,000 gp 
Caravel (sailing 
ship)  Medium / 60’x 20’ 30/7  1 average sail 30ft (6)   10,000 gp 
Cog   Medium / 40’x 20’ 20/4  2 poor sail 20ft (4)   6,000 gp 
Coracle Fine /         5’ x 5’ 2/1   0   good sail 10ft (2)        5 gp 
Dhow  Medium / 60’ x 20’ 25/5  1   average sail 20ft (4)   7,000 gp 
Dromond 
(warship)     Huge /    100’ x 20’ 200/7/100  1  average sail 20ft (4) or oars 30ft (6) 25,000 gp 
Dugout  Diminutive /     10’ x 5’ 4/1   0   good sail 10ft (2)    20 gp 
Elf Wingship  Small /     16’ x 10’ 30/5  0   good sail 40ft (8)  40,000 gp 
Galley  Gargantuan / 130’ x 20’ 300/10/160  2   poor sail 15ft (3)  or oars 20ft (4)  30,000 gp 
Greatship  Colossal / 150’ x 40’ 500/20  2   poor sail 25ft (5)  60,000 gp 
Ironclad  Huge /     80’ x 30’ 120/5/60  2  poor2 sail 10ft (2) or oars 10ft (2)  50,000 gp 
Junk   Large   / 80’x 20’ 50/7  1  average sail 15ft (3)   15,000 gp 
Keelboat  Small  /  30’x 10’ 16/3/12  0   good sail 10ft (2)  or oars 10ft (2)   3,000 gp 
Launch  Tiny  /     15’ x 5’ 8/1/2  0   good oars 15ft (3)   500 gp 
Longship  Large /     70’ x 20’ 60/3/40  1  average sail 15ft (3) or oars 20ft (4)   10,000 gp 
Pinnace  Small /     30’ x 10’ 15/3/8  0   good sail 30ft (6) or oars 5ft (1)   4,500 gp 
Raft   Tiny  /     15’ x 10’ 8/1/2  2   poor1 oars 5ft (1)   100 gp 
Rowboat  Diminutive /     10’ x 5’ 4/1   0   good oars 10ft (2)   50 gp 
Theurgeme  Large /     70’ x 20’ 40/1  0   good propellers 35ft (7)  80,000 gp 
Trireme  Large /     80’ x 20’ 100/3/70  0   good sail 15ft (3) or oars 20ft (4)   12,000 gp 
War canoe  Small /     40’ x 5’ 16/1/12  0   good sail 10ft (2) or oars 20ft (4)   1,000 gp 

1  Can not turn while moving forward and requires two full turns to change heading by one hex face. Also, if at rest, it requires 
one full turn when it is ready to move before it can move. 

2  Requires two full turns of forward movement (using one move action point per turn) before it can change heading by one hex 
face. Can only spend one move action point per turn on forward movement for two full turns before it can move at full speed. 
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 Cargo: The capacity of the vehicle’s hold, in tons (1 ton = 
2,000 pounds). Most ships are slowed to 3/4 normal speed if 
carrying half this load or more. 

 Cost: The vehicle’s cost in gold pieces. 

Vessel Descriptions 

Barge 
A barge is not much more than a large, flat-bottomed hull 

designed to haul heavy cargoes by water. Most barges are intended 
to be towed by other ships or by teams of draft animals on shore, 
but some are fitted out as royal yachts or war barges, and equipped 
with a set of oar sweeps for maneuvering. Barges of this sort might 
have large deckhouses or weapon mounts. Barges are best 
employed on calm, slow rivers or canals, where maneuvering is not 
an issue. 

 Barge: Medium vehicle; Seaworthiness +0; Shiphandling –6; 
Speed oars 5 ft. (poor) or drawn; Hull hp 1,000 (hardness 5), 
AC 15; Ram 6d6; Mounts 2 light and 2 heavy; Space 100 ft. by 
40 ft.; Height 10 ft. (draft 10 ft.); Complement 120; Watch 5 
plus 40 rowers; Cargo 50 tons; Cost 6,000 gp. 

Caravel (Sailing Ship) 
The caravel is a seaworthy, nimble ship that can handle long 

ocean crossings. It has a small forecastle and sterncastle, and three 
masts. A caravel is a smooth-hulled, full-decked vessel built on a 
strong internal frame. It is a relatively advanced design, and not 
every seafaring people have the skills and knowledge to build one. 

 The sailing ship mentioned under Transport in Chapter 7 of 
the Player’s Handbook is a caravel. 

 Caravel: Medium vehicle; Seaworthiness +4; Shiphandling 
+2; Speed wind + 30 ft. (average); Hull hp 480 (hardness 5), 
AC 15; Rigging hp 240 (hardness 0), AC 16; Ram 4d6; Mounts 
2 light and 1 heavy; Space 60 ft. by 20 ft.; Height 10 ft. (draft 
10 ft.); Complement 30; Watch 7; Cargo 120 tons (Speed wind 
+ 15 ft. if 60 tons or more); Cost 10,000 gp. 

Cog 
The cog is the basic medieval-era sailing ship. It is a single-

masted sailing ship with a round, sturdy hull. It has a partial deck 
(the waist of the ship is not decked over, but the ends are) and 
raised bow and stern platforms that are open, as opposed to being 
enclosed like a true forecastle or sterncastle. It is seaworthy, but 
not very handy in adverse winds. Nefs, roundships, or knorrs use 
these same statistics. A knorr or roundship also has an oar speed of 
5 ft. in addition to the sailing speed. 

  Cog: Medium vehicle; Seaworthiness +2; Shiphandling –2; 
Speed wind + 20 ft. (poor); Hull hp 320 (hardness 5), AC 15; 
Rigging hp 60 (hardness 0), AC 16; Ram 4d6; Mounts 1 light 
and 1 heavy; Space 40 ft. by 20 ft.; Height 10 ft. (draft 10 ft.); 
Complement 20; Watch 4; Cargo 40 tons (Speed wind + 10 ft. 
if 20 tons or more); Cost 6,000 gp. 

 Coracle (Kayak) 
A small and very simple boat, the coracle is made from a light 

wicker or branch frame, over which waterproofed hide or bark is 
stretched. A coracle weighs only 40 pounds, and can easily be 
carried for short distances. 

 A coracle is too small to have different hull sections, and 
therefore only has an overall AC and a single hp total for the hull.  

 Coracle: Fine vehicle; Seaworthiness –4; Shiphandling +0; 
Speed oars 10 ft. (good); Hull hp 10 (hardness 2), AC 23; Ram 
—; Mounts —; Space 5 ft. by 5 ft.; Height 1 ft. (draft 2 ft.); 
Complement 2; Watch 1; Cargo 100 pounds; Cost 5 gp.  

Dhow 
The dhow is a moderately sized sailing vessel with a single 

mast and a full deck. It might have a small sterncastle or 
deckhouse at the stern. Many dhows are made of sewed or stitched 
hulls—the hull planks are sewed to one another with sturdy cord. 

Dhow: Medium vehicle; Seaworthiness +2; Shiphandling +0; 
Speed wind + 20 ft. (average); Hull hp 200 (hardness 5), AC 
15; Rigging hp 60 (hardness 0), AC 16; Ram 4d6; Mounts 1 
light and 1 heavy; Space 60 ft. by 20 ft.; Height 5 ft. (draft 10 
ft.); Complement 25; Wach 5; Cargo 60 tons (Speed wind + 15 
ft. if 30 tons or more); Cost 7,000 gp. 

Dromond (Warship) 
The dromond is a medium-sized galley that is fast, nimble, 

and eminently suitable for warfare. It has two masts and sails better 
than it rows with any kind of favorable wind. It is fully decked, 
and the rowers are covered from attack. The dromond usually has a 
small deckhouse or fighting platform at the stern. The dromond is 
the most advanced galley design, and not many seafaring folk have 
the expertise and skills to build a dromond. 

 The warship mentioned under Transport in Chapter 7 of the 
Player’s Handbook is a dromond.  

Dromond: Huge vehicle; Seaworthiness +0; Shiphandling +2; 
Speed wind + 20 ft., or oars 30 ft. (average); Hull hp 1,200 
(hardness 5), AC 13; Rigging hp 160 (hardness 0), AC 14; Ram 
4d6; Mounts 4 light, 2 heavy, ram; Space 100 ft. by 20 ft.; 
Height 15 ft. (draft 15 ft.); Complement 200; Watch 7 plus 100 
rowers; Cargo 150 tons (Speed wind + 10 ft. or oars 15 ft. if 75 
tons or more); Cost 25,000 gp. 
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Dugout 
The dugout is the simplest boat possible—a hollowed-out log 

hacked into the shape of a boat. 

Dugout: Diminutive vehicle; Seaworthiness –3; Shiphandling 
+1; Speed oars 10 ft. (good); Hull hp 40 (hardness 5), AC 19; 
Ram 1d6; Space 10 ft. by 5 ft.; Height 2 ft. (draft 2 ft.); 
Complement 4; Watch 1; Cargo 500 pounds; Cost 20 gp. 

Elf Wingship 
So named because of its great, sweeping sails that seem more 

like a bird’s wings than a ship’s rigging, the elf wingship is the 
fastest ship on the sea. Despite its graceful lines and delicate 
appearance, the wingship is actually quite sturdily built and deadly 
in a naval battle. Elves rarely (if ever) sell wingships to non-elves. 

Elf Wingship: Small vehicle; Seaworthiness +4; Shiphandling 
+4; Speed wind + 40 ft. (good); Hull hp 450 (hardness 6), AC 
16; Rigging hp 160 (hardness 0), AC 17; Ram 4d6; Mounts 2 
light and 1 heavy; Space 60 ft. by 10 ft.; Height 10 ft. (draft 10 
ft.); Complement 30; Watch 5; Cargo 30 tons (Speed wind + 30 
ft. if 15 tons or more); Cost 40,000 gp. 

Galley 
Also known as the quinquireme, or great galley, this is the 

largest oared vessel normally built. It is fully decked, with a 
complicated arrangement of oars in multiple banks. Great galleys 
are usually warships, vessels whose primary purpose is service in a 
fleet. 

Galley: Gargantuan vehicle; Seaworthiness +0; Shiphandling –
2; Speed wind + 15 ft. or oars 20 ft. (poor); Hull hp 1,520 
(hardness 5), AC 11; Rigging hp 124 (hardness 0), AC 13; Ram 
6d6; Mounts 6 light, 3 heavy, ram; Space 130 ft. by 20 ft.; 
Height 15 ft. (draft 15 ft.); Complement 300; Watch 10 plus 
160 rowers; Cargo 150 tons (Speed wind + 10 ft. or oars 15 ft. 
if 75 tons or more); Cost 30,000 gp. 

Greatship 
Fitted with a towering forecastle and sterncastle, this huge, 

broad-beamed sailing ship is almost a seagoing castle. It has four 
masts and is not remotely nimble, but it is large and sturdy and can 
carry hundreds of sailors and soldiers. It has multiple decks, and 
the mainmast often has one or more fighting tops, small platforms 
suitable for archers to fire down at other ships. 

Greatships are sometimes called carracks. 

Greatship: Colossal vehicle; Seaworthiness +6; Shiphandling –
4; Speed wind + 25 ft. (poor); Hull hp 4,8000 (hardness 5); 
Rigging hp 320 (hardness 0), AC 11; Ram 6d6; Mounts 12 light 
and 4 heavy; Space 150 ft. by 40 ft.; Height 20 ft. (draft 20 ft.); 
Complement 500; Watch 20; Cargo 500 tons (Speed wind + 15 
ft. if 250 tons or more); Cost 60,000 gp. 

Ironclad 
Protected from enemy fire by solid iron plate, the ironclad is 

slow and clumsy but deadly in a naval battle. The ironclad is built 
on a frame of thick wooden timbers, just like most other vessels; 
armor is then riveted or bolted onto its sides. Most ironclads are 
built by seafaring dwarves who turn their remarkable knack for 
metallurgy and engineering to the construction of these warships.  

Ironclad: Huge vehicle; Seaworthiness –2; Shiphandling –4; 
Speed wind + 10 ft. or oars 10 ft. (poor); Hull hp 2,700 
(hardness 10), AC 13; Rigging hp 60 (hardness 0), AC 14; Ram 
6d6; Mounts 8 light, 2 heavy, ram; Space 80 ft. by 30 ft.; 
Height 15 ft. (draft 15 ft.); Complement 120; Watch 5 plus 60 
rowers; Cargo 20 tons; Cost 50,000 gp. 

Junk 
A junk is a large sailing ship often found in eastern waters. It 

has a flat bottom, no keel, and a high stern, with two masts and a 
sail reinforced with bamboo ribs. The junk’s  

hull is partitioned into a number of small, watertight 
compartments, which makes it unusually seaworthy. 

Junk: Large vehicle; Seaworthiness +4; Shiphandling +0; 
Speed wind + 15 ft. (average); Hull hp 400 (hardness 5), AC 
14; Rigging Rigging hp 160 (hardness 0), AC 15; Ram 4d6; 
Mounts 2 light and 2 heavy; Space 80 ft. by 20 ft.; Height 10 ft. 
(draft 10 ft.); Complement 50; Watch 7; Cargo 160 tons (Speed 
wind + 10 ft. if 80 tons or more); Cost 15,000 gp. 

Keelboat 
This flat-bottomed boat is built for use on rivers and lakes. It 

is fully decked, with a large deckhouse that takes up most of the 
boat’s center or stern depending on the design. It has a small sail 
and eight oars for traveling upstream.  

Keelboat: Small  vehicle; Seaworthiness –2; Shiphandling +2; 
Speed wind + 10 ft. or oars 10 ft. (good); Hull hp 50 (hardness 
5), AC 16; Rigging hp 60 (hardness 0), AC 17; Ram 3d6; 
Mounts 1 light; Space 30 ft. by 10 ft.; Height 5 ft. (draft 5 ft.); 
Complement 16; Watch 2 plus 8 rowers; Cargo 20 tons (Speed 
wind + 5 ft. or oars 5 ft. if 10 tons or more); Cost 3,000 gp. 
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Launch 
Also known as a whaleboat, the launch is a large, open dinghy 

with a stout, round-bottomed hull that can stand up to surprisingly 
rough seas. Launches are often carried by larger ships for use in 
landing in places where the larger ship can’t go.  

A launch is too small to have different hull sections, and 
therefore only has an overall AC and a single hp total for the hull.  

Launch: Tiny vehicle; Seaworthiness +0; Shiphandling +2; 
Speed oars 15 ft. (good); Hull hp 50 (hardness 5), AC 17; Ram 
2d6; Mounts —; Space 15 ft. by 5 ft.; Height 5 ft. (draft 2-1/2 
ft.); Complement 8; Watch 1 plus 2 rowers; Cargo 4 tons 
(Speed oars 10 ft. if 2 tons or more); Cost 500 gp. 

Longship 
The longship is a sturdy vessel with a single mast. It does not 

have a deck, although some longships are built with small walks or 
platforms at the stern and bow. The shallow draft of a longship 
allows it to enter rivers or land on beaches that other vessels 
couldn’t manage.  

Longship: Large vehicle; Seaworthiness +2; Shiphandling +0; 
Speed wind + 15 ft., or oars 20 ft. (average); Hull hp 150 
(hardness 5), AC 14; Rigging hp 60 (hardness 0), AC 15; Ram 
4d6; Mounts 2 light; Space 70 ft. by 20 ft.; Height 5 ft. (draft 5 
ft.); Complement 60; Watch 3 plus 40 rowers; Cargo 40 tons 
(Speed wind + 10 ft. or oars 15 ft. if 20 tons or more); Cost 
10,000 gp. 

Pinnace (Small Sail Boat) 
The pinnace is a small, two-masted sailing vessel. It’s sturdy 

enough to undertake long open-water voyages and handy enough 
to use close to shore. A pinnace is fully decked, but its sterncastle 
is hardly worthy of the name; it’s little more than a cramped cabin. 

Pinnace: Small vehicle; Seaworthiness +2; Shiphandling +2; 
Speed wind + 30 ft. or oars 5 ft. (good); Hull hp 50 (hard-ness 
5), AC 16; Rigging hp 120 (hardness 0), AC 17; Ram 3d6; 
Mounts 2 light; Space 30 ft. by 10 ft.; Height 10 ft. (draft 5 ft.); 
Complement 15; Watch 3 plus 8 rowers; Cargo 30 tons (Speed 
wind + 20 ft. if 15 tons or more); Cost 4,500 gp. 

Raft 
While almost anyone can lash a few logs together and make a 

crude raft, this is a vessel made of sawn planks with logs or empty 
barrels for floatation. The raft normally has a small deckhouse or 
flat for shelter. It is slow and hard to maneuver, and is really only 
suitable for calm rivers or lakes. 

Raft: Tiny vehicle; Seaworthiness –4; Shiphandling +0; Speed 
oars 5 ft. (poor); Hull hp 30 (hardness 5), AC 17; Ram 2d6; 
Mounts —; Space 15 ft. by 10 ft.; Height 2-1/2 ft. (draft 2-1/2 
ft.); Complement 8; Watch 1 plus 2 rowers; Cargo 2 tons 
(Speed oars 5 ft. if 1 ton or more); Cost 100 gp. 

Rowboat 
Also called a skiff, punt, or pirogue, this is a flat-bottomed 

boat for use in calm waters.  

Rowboat: Diminutive vehicle; Seaworthiness –4; Shiphandling 
+2; Speed oars 10 ft. (good); Hull hp 30 (hardness 5), AC 19; 
Ram 1d6; Mounts —; Space 10 ft. by 5 ft.; Height 2-1/2 ft. 
(draft 2-1/2 ft.); Complement 4; Watch 1; Cargo 1,000 pounds 
(Speed oars 5 ft. if 500 pounds or more); Cost 50 gp.  

Theurgeme 
The theurgeme is a vessel powered by magic. Without sails or 

rowers it moves swiftly and tirelessly across the water. 
Theurgemes can be powered in a variety of ways, but the most 
common design is a simple paddlewheel or  set of mechanical oars 
turned or driven by a magical construct, mindless undead, or even 
a bound elemental. Many theurgemes are luxuriously appointed 
with comfortable cabins and exotic décor, as befits the wealthy 
wizards who most likely own such vessels. 

Theurgeme: Large vehicle; Seaworthiness +2; Shiphandling 
+2; Speed propellers 35 ft. (good); Hull hp 1,050 (hardness 6), 
AC 14; Ram 4d6; Mounts 4 light, 2 heavy, ram; Space 70 ft. by 
20 ft.; Height 10 ft. (draft 10 ft.); Complement 40; Watch 1; 
Cargo 100 tons (Speed oars 20 ft. if 50 tons or more); Cost 
80,000 gp. 

Trireme 
The average galley is a single-masted bireme or trireme. 

While it is quick and nimble in fair weather, it is not very 
seaworthy and liable to founder in high seas or bad weather. The 
galley is partially decked, usually with a walk that runs the length 
of the ship above and between the rowers’ benches. The rowers are 
not covered by the deck or the walk. 

Trireme: Large vehicle; Seaworthiness –2; Shiphandling +0; 
Speed wind + 15 ft., or oars 20 ft. (good); Hull hp 400 
(hardness 5), AC 14; Rigging hp 60 (hardness 0), AC 15; Ram 
4d6; Mounts 1 light, 1 heavy, ram; Space 80 ft. by 20 ft.; 
Height 10 ft. (draft10 ft.); Complement 100; Watch 3 plus 70 
rowers; Cargo 40 tons (Speed wind × 15 ft. or oars 15 ft. if 20 
tons or more); Cost 12,000 gp. 
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War Canoe 
The war canoe is a large, seagoing canoe, often with one or 

two outriggers for stability. It has a small stepped mast for sailing 
on open water. 

War Canoe: Small vehicle; Seaworthiness +0; Shiphandling 
+2; Speed wind + 10 ft. or oars 20 ft. (good); Hull hp 30 
(hardness 5), AC 16; Rigging hp 40 (hardness 0), AC 17; Ram 
3d6; Mounts —; Space 40 ft. by 5 ft.; Height 2-1/2 ft. (draft 2-
1/2 ft.); Complement 16; Watch 1 plus 12 rowers; Cargo 2 tons 
(Speed wind + 10 ft. or oars 15 ft. if 1 ton or more); Cost 1,000 
gp. 

Weapon Descriptions 
Shipboard weapons require specific mounts, or hardpoints, 

where heavy equipment can be securely installed on the deck. 
Most of the ship descriptions in the preceding section state a 
number of heavy and light mounts available for carrying weapons 
(or other heavy gear). The limitations in the number of mounts 
available stem from the ship’s basic design—each one must be 
reinforced with heavy timbers, and requires a certain amount of 
clear deck space for use. You can install a weapon requiring a light 
mount in a heavy mount, but not vice-versa. 

 

Ballista 

The ballista is a Huge heavy crossbow fixed in place. The 
ballista takes up a space 5 feet across and weighs 400 pounds. 

Stonethrowers 
These are a cross between a ballista and a catapult. They use 

the same firing mechanism as a ballista, but have a cup for holding 
a stone, like a catapult. Because of the weight of the stone they are 
not as fast and as accurate as a ballista, but do more damage. 

Catapult 
This is the light catapult described in the Dungeon Master’s 

Guide. A catapult uses a tensioning device to throw a heavy stone 
hundreds of feet. Because the catapult throws its stone in a high 
arc, it cannot strike a target within 100 feet—the range is simply 
too close. The catapult takes up a space 10 feet across and weighs 
2,000 pounds. 

Table 7: Ship Weapons 
Weapon Attack Bonus Damage Threat/ Critical Crew Reload Range AC HP/ Hardness Cost 

Ballista (damage type: Piercing) 
Light +4 1d8 20x2 1 2 (5) 9 hexes 19 24/5 600 gp 

Medium +4 2d8 20x2 2 3 (3) 9 hexes 19 48/5 1,200 gp 
Heavy +4 3d8 20x2 2 4 (2) 9 hexes 18 72/5 2,400 gp 

Stonethrower (damage type: Bludgeoning) 
Light +2 2d6 19-20/x2 2 3 (3) 6 hexes 19 24/5 700 gp 

Medium +2 4d6 19-20/x2 3 4 (2) 6 hexes 19 48/5 1,400 gp 
Heavy +2 6d6 19-20/x2 4 5 (2) 6 hexes 18 72/5 2,800 gp 

Catapult (damage type: Bludgeoning) 
Light +0 2d6 20x3 2 4 (2) 3 hex 19 24/5 800 gp 

Medium +0 4d6 20x3 3 5 (2) 3 hex 19 48/5 1,600 gp 
Heavy +0 6d6  20x3 4 6 (1) 3 hex 18 72/5 3,200 gp 

Reload: the first number is the number of rounds it takes to reload. The number in parentheses is the number of times it can fire in 
one ships turn (one minute).  
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Magic 
Vessels count as unattended objects, even if they’re occupied 

by someone. They never make saving throws. Magical 
augmentations on a vehicle can make saving throws, however; 
their save bonuses are equal to 2 + 1/2 the caster level. For spells 
that have a range of “Touch”, the spell caster must go to the target 
ship cast his spell on that ships initiative. For example, a bard 
wants to cast sympathetic vibration on an enemy ship. He manages 
to fly (somehow) over on his own ship’s initiative to place his hand 
on the enemy’s ship. Because the enemy crew wants to stop him 
before he does damage, secondary initiative is rolled. This 
secondary initiative is resolved on that ship’s initiative.  

 
Damaging spells attack the ships hull. Spells with unusual or 

noteworthy effects in naval combat include the following: 
 

Acid Fog: If you cast this on an enemy ship, the cloud does not 
move with the ship. However, the solid fog effect reduces the 
ship’s speed to 5 feet per round (1 move action point) as long as 
any part of the ship remains within the fog. 
Animate Objects: An animated vessel can’t attack characters who 
are on board, but it otherwise moves as the caster directs. 
Animate Rope: Ships have plenty of rope close at hand. You can 
use this spell to muck around with an enemy ship’s rigging, which 
reduces the enemy vessel’s speed by 5 feet  (1 move action point) 
for the spell’s duration. 
Cloudkill: The cloud does not move with the enemy ship, unless 
the ship is opening at a speed of 10 feet per round (in which case 
the vapors are moving away from you at the same speed that the 
enemy ship is moving away from you). 
Control Water: The enemy ship cannot move for as long as the 
spell lasts. The ship must succeed on a seaworthiness check (DC 
equal to your caster level) or receive 6d6 points of damage. 
Control Winds: The area is stationary once created, so it does not 
move with an enemy ship (although it might very well prevent an 
enemy ship from moving). The spell does not persist long enough 
to raise the waves a long-lasting wind raises and therefore does not 
force the enemy vessel to make a seaworthiness check. 
Earthquake: This spell has no effect in open waters. 
Evard’s Black Tentacles: The tentacles do not attack ships, but 
they can attack crewmembers on ships that pass within reach. 
Fire Seeds: The acorn grenades can start a fire.  
Fire Storm: This spell does not start fires. 
Fireball: The fireball can start a fire. 
Flame Arrow: A flame arrow can start a fire.  
Flame Blade: If you attack the ship with the blade, you can start a 
fire. 
Flame Strike: This spell does not start fires. 
Flaming Sphere:  The sphere can start a fire. If you attempt to 
direct it to move across open water, you must succeed on a DC 22 
Spellcraft check or the sphere is extinguished. 
Fog Cloud: The cloud does not move with the enemy ship.Gate: 
Ships of Medium size or larger are too big to pass through the gate 
created by this spell. 

 

Gust of Wind: You can direct the gust at your own ship to increase 
your speed, in which case the wind is considered Severe  (a 
20/12/4 sailing speed bonus, if the master succeeds on a DC 15 
Profession (sailor) check) for the next turn. You can direct the gust 
at an enemy vessel, creating a headwind it can’t sail against for the 
next turn. The gust does not persist long enough to raise the waves 
a long-lasting severe wind raises. 
Heat Metal: This spell can start a fire in rounds 3–5 of the spell. 
Incendiary Cloud:  See cloudkill. This spell does not start fires. 
Invisibility Sphere: You can cast this spell on a vessel of Tiny size 
or smaller to conceal the vessel and all on board. 
Ironwood: Any ship is far too large to be created with this spell. 
Lightning Bolt: The bolt can start a fire. 
Magic Missile: This spell cannot damage objects. 
Meteor Swarm: This spell can start a fire. 
Mind Fog: The cloud does not move with the target ship. 
Obscuring Mist: The cloud does not move with you. 
Otiluke’s Freezing Sphere: If you create ice that touches the 
enemy vessel’s hull along at least 50% of its length on one side (or 
surrounds the ship altogether), its speed falls to zero for the 
duration of the spell. 
Passwall: You make a hole in one section of the enemy ship, 
creating a “Major Leak”. But when the spell ends it is restored to 
its normal condition. 
Polymorph any Object: Any vessel of Tiny size or larger is too big 
to be affected by this spell. 
Prismatic Spray: The energy damage dealt by this spell does not 
start fires. 
Produce Flame: The flames can start a fire. 
Pyrotechnics: The smoke cloud does not move with the ship. 
Quench: This spell is useful for putting out fires, of course. 
Repel Wood: A ship you are standing on is not affected, but any 
wooden vessel approaching within 60 feet of you is. 
Reverse Gravity: A vessel does not fall out of the water unless you 
can completely enclose it in the spell’s area, although people and 
loose objects on board might fall off the decks. If you can affect a 
whole vessel, the ship must make a foundering check (DC equal to 
10 + 2 per 10 feet it “falls”) or receive 1d6 points of damage for 
every 10 feet it falls when it comes back down. 
Rusting Grasp: This spell created a “Major Leak” in an iron-
hulled vessel. 
Scorching Ray: This spell does not start fires. 
Shatter: You can’t damage a vessel with this spell. 
Solid Fog:  See acid fog. 
Stinking Cloud: See fog cloud. 
Storm of Vengeance: The cloud does not move with the target 
vessel (although a target vessel can require some number of rounds 
to sail out from under it due to the spell’s large area). 
Sympathetic Vibration: Note that you must be in contact with the 
ship. 
Wall of Fire: This spell does not start fires. 
Wall of Force: A ship that runs into a wall of force is reduced to 
zero speed and takes damage as if it had been in a collision. 
Warp Wood: You can’t damage a ship with this spell; the area 
affected is too small. 



by Ronny Hart 
 

 

19 
 

Typical Ships Crew 
The crew works in four-hour shifts. Their duties include 

pumping bilge, cleaning the deck, working the sails, and checking 
the ropes and cargo. When they are off duty, they sleep anywhere 
they can find space. Only the captain and owners have private 
quarters. The crew receives one hot meal a day cooked over an 
open fire in a sandbox on deck. Their diet consists of ship's biscuit, 
pickled or salted meat, dried peas, cheese, wine, and fresh-caught 
fish.  

Most of the crew of a ship is divided up into two to four 
groups called watches. Each watch will take its turn with the 
essential activities of manning the helm, navigating, trimming 
sails, and keeping a lookout. When there is a battle its “All hands 
on deck!” The number listed for the ships watch, is the minimum 
number of deck hands for one watch, so there will normally be at 
least twice this number of sailors. 

Captain: The Captain, Commander or Master of the vessel is 
the person who tells all the others what to do. He is the “boss” of 
everyone else on board the ship. If the ship owners are on board, 
he will normally try to please them, but the captain has the final 
say in the day to day operations of the ship. He is the person in 
charge of any ship to ship battles. He is normally an experienced 
sailor and navigator with at least 7 to 10 ranks in Profession 
(sailor), 4 to 7 ranks in Knowledge (geography), 2 to 4 ranks in 
Knowledge (nature) or Survival, and 2 to 4 ranks in Bluff, 
Diplomacy or Intimidate. 

First Mate: First Mate is the officer who ranks just below the 
Captain of the ship and takes over in the event that the Captain can 
no longer perform his duties. He will typically have abilities on par 
with the Captain, perhaps a couple of ranks lower. 

Boatswain (bos'n): He was responsible for inspecting the 
ship and its sails and rigging each morning, and reporting their 
state to the captain. The Boatswain was also in charge of all deck 
activities, including weighing and dropping anchor, and the 
handling of the sails. Usually a commoner or expert with at least 4 
to 6 ranks in Profession (sailor) as well as several ranks in Climb 
or Use Rope. 

Ships Carpenter: The Carpenter is responsible for the 
maintenance and repair of the wooden hull, masts and yards. He 
works under the direction of the ship's Master and Boatswain. The 
Carpenter checks the hull regularly, placing oakum between the 
seams of the planks and wooden plugs on leaks to keep the vessel 
tight. He was highly skilled in his work which he learned through 
apprenticeship. Must have ranks in Craft (carpentry and sail 
making) perhaps also in boatbuilding or shipwright. - And/or 
Knowledge (Architecture and Engineering). Ranks in any of these 
can be used when making a Craft (Shipwright) check to stop a leak 
in the ships hull. 

Cook/Surgeon: An expert with 2 to 4 ranks in Heal and 2 to 
4 ranks in Profession (cook) and 1 or 2 ranks in Profession(sailor). 

Sailors/Rowers/Deck Hands: The common sailor, who is the 
backbone to the ship, needs to know the rigging and the sails as 
well as how to steer the ship and applying it to the purposes of 
navigation.   He needs to know how to read the skies, weather, 

winds and moods of his commanders. Must have 1 or 2 ranks on 
Profession (sailor) 

Ships Boy or Cabin Boy: Not all ships have one, but many 
do. Time aboard ship is measured by a sandglass. It is the 
responsibility of the ship's boy to turn the glass every half-hour in 
order to measure the time until the watch changes. Since the 
sandglass is always running a little slow or fast, it is checked daily 
against the times of sunrise, sunset, or midnight. The cabin boy 
will run messages and errands for the officers, prepare their 
uniforms, perhaps even fetches their dinner. Because he is an 
apprentice of sorts, he is also expected to learn all aspects of the 
maritime trade. The cabin boy works long hard hours. Even on 
pirate ships, the captain might employ a young energetic fellow as 
a cabin boy. 

The Weapon Crews: Unless it is a military vessel, the 
weapons will typically be loaded, aimed and fired by sailors who 
are not currently needed on the watch. Attacking with a ship 
weapon is based on the base attack bonus of the leader of the 
weapon crew. If the crew leader does not have the appropriate 
Weapon Proficiency they suffer a -4 penalty to hit.  

 

Typical Crew stats 
Captain: Profession (sailor) +7/ Knowledge (geography) +4 / 

 Knowledge (nature) +2 / Diplomacy +2 
First Mate: Profession (sailor) +5 / Knowledge (geography) 

 +2 / Survival +2 / Bluff +1 
Bos’n: Profession (sailor) +4 / Use Rope +3 
Carpenter: Craft (Shipwright) +4 
Cook/Surgeon: Heal +2 / Profession (cook) +2 / 

 Profession(sailor) +1 
Deck Hands (Watch): Profession (sailor) +1 
Weapon Crew Leader: Proficient with weapon, Attack 

 Bonus +2  

Typical Provisions 
A ship normally carries enough provisions for two 

weeks at sea. The basic staples are salt-cured meats (beef 
and pork), salt cod, sardines, anchovies, sea biscuits 
(hardtack), olives, olive oil, rice, dry chickpeas, peas, beans, 
wine, water, molasses and raisins.; navigational instruments, 
including nautical almanacs, charts, compasses, magnets, 
hourglasses, and rulers; and trade items, such as glass beads, 
brass rings, knitted caps, gold, silver, pearls, and spices 
(pepper and cloves).  

 


