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Specialization according to HM3
In HM3, SKILLS 2 it states the following about specialization:
Most skills can be divided into sub-skills or
specialties; suggestions are given on the
SKILLS DATA table. A Weaponcrafter
could specialize in mailcraft, a jeweler in
gemcutting, etc.

Characters may begin selecting specialties
when a skill reaches ML 40. The specialty
skill is opened at the current group ML.

Each specialty is developed as a separate
skill, with the advantage that successful
skill development roll (Skills 7) for that
Specialty increase by two (2) points instead
of one (1) point.

A character may declare any number of
specialties, but each is a separate skill. The
original skill can be improved separately as
normal.
Looking at the examples used above it appears that no new basic skills are learned to acquire a specialization. Instead the character focuses on specific techniques and designs that are applicable for that specialization.
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The Problem

I have decided to address this issue because of comments I have seen on the Hârnic forums and in discussions with others about shipbuilding on Hârn and in our own medieval period. In these discussions it is always assumed that a shipwright can build both clinker and caravel constructed vessels. I have to disagree with this assumption for a number of reasons:
1. The two styles of construction are so different that totally different design and construction skills are required.

2. Historically, ship construction styles are cultural and change tool drastic technological changes to force change.

3. The time given for training allows an apprentice to learn one style, not both.

4. Just because vessels of a different type frequent foreign waters does not mean the style will be adopted. In medieval England and the Atlantic coast of France and Flanders many Mediterranean vessels of skeletal build were sailing into their ports for centuries before the region eventual adopted the skeletal construction style.
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Hull Construction Types:

Clinker:

· Strakes overlap on the edges

· Ribs added after hull is completed

· Ribs are carved to fit the over the strakes

· Ribs are treenailed or lashed into place

· Strakes are the load bearing element of the vessel

Caravel:

· Ribs are formed and attached to the keel before the strakes are added

· Strakes are laid edge to edge

· Strakes are nailed to the ribs

· Ribs are the load bearing element of the vessel

key HULL characteristics:

Clinker Constructed: The strakes on a clinker constructed vessel are slit from an appropriate timber using wedges so as to maintain the timber’s original strength and flexibility. In addition, the strake’s upper and lower edges are not parallel but vary widely from strake to strake based on the desired shape of the vessels hull. The following picture shows this effect for a small sized vessel.
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Caravel Constructed: The ribs of a caravel constructed vessel are the primary load bearing element of these vessels. In addition, it is the shape and positioning of the ribs that gives the hull its final form, not the strakes. To assist the shipwright in seeing this shape he will place then wooden battens along the ribs so he can visualize the vessel’s contours. The strakes themselves are laid flush and nailed to the ribs. The following picture shows this effect for a small sized vessel.
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A Solution

Because of the above reasons, and many more not mentions, I am proposing the following as a solution to the problem:

1. When a character generates a shipwright they need to identify what hull type he will be building:

a. Clinker built hulls

b. Caravel built hulls

2. PC shipwrights should be assigned as follows:

a. Unless otherwise stated, all Hârnic, Ivinian, Harbaalese, Shorkyne and Emelrene shipwrights build clinker built hulls.

b. The shipyards of Chelemby will have both types of shipwrights, although the clinker hull shipwrights will still be predominant. The caravel hull shipwrights are most likely foreign born for the most part and hail from Palithane most likely.

c. The shipyards of Palithane will also be of both types of shipwrights, and the number of clinker hull shipwrights and caravel hull shipwrights are most likely equal due to the cultural influence of the clinker hull on this kingdom.
d. The shipyards of Trierzon will have both types of shipwrights, although the caravel hull shipwrights will be predominant. The clinker hull shipwrights built mostly smaller inland vessels.

How to Handle Specialization

So what is specialization for a shipwright? It is not the type of construction used for the reasons I presented above. Instead it should focus on the vessel types being built within that focus area.
1. Clinker Construction Specialties:

a. Small ship’s boats such as the Pinda.

b. Riverine craft such as the Talbar and barges.

c. Longships for trade such as the Nivik.

d. Longships for war such as the Dragonship or northern galleys.

e. Flat-bottom trade vessels such as the Dak.

2. Caravel Construction Specialties:

a. Round hulled open deck vessels such as the Venar or Raem.

b. Longships like the Laru and Larumar.

c. Advanced round hull designs such as the Karune.

This is a more realistic way at looking at a shipwright and his craft. I have also ordered the specialties in a sequence that represents their level of difficulty in design and construction. If looked at from this point of view, a master shipwright with a low ML would more proficient with the item listed first than one listed last. As his ML improves so will his ability t work on more complicated vessels.

clinker built hulls:
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