Shogun

Character Creation:

The character’s birth is all important and is established using the charts below:

Family:

2-3: 
Imperial Household

4-5: 
Great House [Markoma, Youwana, Maynotbe, Honda, Daewoo]

6-8:
City House

9-12:
Provincial House
Position:

For all Houses bar the Emperor’s

2-4:
Lord

5-6:
First Son

7-9:
Second Son

10-12:
Third Son

For the Imperial Household: 

1-2:
Son of a wife - Wife 1-99

3-6:
Son of a Concubine - Concubine 1-1000

As the son of a wife he will be 3-18th in line to the throne (+1 if wife 11-20, +2 if wife 21-30 etc). This will always be higher than the highest son of a concubine. Adjust to fit.

As the son of a concubine he will be 5-30th in line to the throne (+1 if concubine 101-200, +2 if concubine 201-300 etc). This will always be lower than the lowest son of a wife - adjust to fit.

Social Level:

Family:

Start with SL = 0 & modify accordingly,

Imperial Household 
= +15

Great Family 

= +12

City House 

= +8

Provincial House
= +4

Lord 


= +12

First Son 

= +4

Second Son

= +2

In line for the throne:
=+15 - place in queue. Doesn’t apply for positions after 14.

To advance a social level a character must secure honour points equal to three times the next level. To avoid slipping a level the character must secure honour points equal to his current level.

Influence:


Influence is vital. Social level generates influence and it may be added to through alliances, vassals and bribes. Influence may also be garnered through clan and political channels. Priests have great influence - their rank bears a high social level, this is not attached to the individual so when a person quits the clergy they revert to their old social level.

Social Level:

Influence Points:
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Appointments:

Army:



Position

Honour Points
Min Rank  
Status Required


Warlord:


50
 
Great Lord

35


General:


20

Lord


25


Army Commander:

15

Lord


20


House Commander:

10

1st Son


--


2nd Commander:

5

2nd Son

--


3rd Commander:

2

3rd Son


--


4th Commander: 

1

4th Son


--

Theatres of War:



New World:



Borders:



Inter-house:
Priesthood:


Position:

effective Social Level


High Priest: 


24


Priest:



18


Lesser Priest:


12


Initiate:


6

Clan 


There are 5 clans equating to the five great families

Position:

Honour Points   
Min Rank



Clan Lord


20

 Great Lord


Clan Elder


10

 Lord


First Circle


5

1st Son 

Position:
Number
Max Clan Call 
Fails on (2d6)


Clan Lord
     1

20


9+


Clan Elder            4

10


7+


First Circle
    20

5


5+


All families in a clan must answer a clan call to arms with a minimum of 1 - 19thousand soldiers depending on the scale of the call. A level 20 call requires all the troops in the clan. Families cannot leave the clan. If the family fails to meet the call or send all its troops if it cannot meet the requirement then the Lord must commit ritual suicide.


A failed call to clan means the official must stand down to the next position and may not apply for the vacated position for 4 years.


The total clan strength (i.e the clan army answering a level 20 call to clan) is set by the Clan Value and will be determined at the start of a game then modified to mirror the general fortunes of its families. Initially it will be from 30-300 thousand men.

Clan Call Level

% of Clan Strength in field


1




20%


2




30%


3




38%


4




46%


5




50%


6




54%


7




58%


8




62%


9




66%


10




70%


11




73%


12




76%


13




79%


14




82%


15




85%


16




88%


17




90%


18




92%


19




94%


20




100%

Political


There are 5 parties: 

The Party for War

The Party for Peace

The Party for Trade

The Party for Progress

The Party for Tradition

As with football teams, once you’ve joined you’re a member for life.


Position:
 
Number
Honour Points
Min Rank


Party Leader

1

15

Lord





Party Whip

4

7

1st Son


Party Activist

20

3

----


Position

Call for Influence
Fails on



Party Leader


20

10+


Party Whip


15

8+


Party Activist


10

6+

A call for influence will generate influence depending on the party’s position on the ascendancy table:

Position

Points of Influence per Level
   1



20

   2



17

   3



14

   4



11

   5



8

A failed call for influence means that the caller must stand down to the lower rank and may not apply for the old position for 2 year. 
Armies: 

The Imperial army is 100,000 strong. Its experience level is 5, its equipment level is 10.

Each house has an army - the house for a given character will have its army strength determined on the table below.






Experience level
Equipment level

Great Family
: 4,000-24,000. 

1-10, 


1-10

City House
: 1,000-8,000.


1-6


5-10

Provincial House:
1,000-12,000

3-10


1-6
Income:

Every house trades in the four basic markets:

Weapons:

Food:

Silk:

Slaves:
Roll a d6 in each category for each house. Great Houses get +5 per die, City Houses +4 on weapons and slaves, Provincial houses +3 on Food and Slaves. Each point in each market generates the market strength in gold per year. The market strengths are randomly generated at the start of the game (20-120 each) and modified by the political and military situation.

For each year without border or otherworld war the Weapons market goes down 10, each year with war pushes it up 10. Min=10 Max=150.

For each year without border war the slave market goes down 20. Border war pushes it up 20 a year, otherworld war pushes it up 5.

For each year without borderwar silk goes up 30, for each year with border war it goes down 20. 

Food goes up 15 for each year without border or otherworld war and down 10 for each year with such war.

A player can use influence to shift points from one market to another or gold to buy new points. New points cost ten times the current strength. To shift a point takes 1 influence plus one per point you already hold in that market. Only one shift is allowed per year.

i.e Shamoto of the House Bozo has

Weapons
5

Food

2

Silk 

0

Slaves

8

The market strengths are

Weapons
100

Food

30

Silk

90

Slaves

120

He might opt to buy 5 new points in slaves for a total 600 gold.

He might opt to shift his food points onto slaves for 2x8=16 influence.

He might opt to buy four more food points & shift all his food points into weapons for a total of 4x30=120 gold and 6x5=30 influence.

Politics & Trade

When the Food price is above the Weapons price the Peace Party gain 2 points and the War Party lose 2. The party for Progress Gain 1, the party for Tradition lose 1. This reverses if the situation reverses.

When the Slave price is above the Silk price the Party for Tradition gain 2 points and the Party for Progress Lose 2. The party for War gain 1, the party for Peace lose 1.

When the price of the market as a whole is rising the party for trade gain 3 points, when it is falling they lose 3.

Ties are decided by the Party Leader with the highest Social Level.

How to move from son to Lord.

How to move from Provincial Family to City Family.

How to move from City Family to Great Family.

How to become Warlord.

How to become Emperor.

How to move from Royal Household to Lord of a new family.

Border War


These tend to be long drawn-out affairs, the dangers are less, as is the honour available.

Otherworld War


This war is a bloody and risky business. Great honour can be won through victories but many Lords and their sons have died in the hard fighting on this hostile world.

Making War on a Rival House.


Once there are grounds for an attack (i.e insult has been given) the battle will take place on the following year. A successful call to clan will delay it a year and give the opposition a chance to make a call to clan (as if the rank above their current one, min first circle). 


The defenders can only defend to the death, the attackers may specify how many hours they wish to assault for. Each hour roll for casualties on each side. It is a simple bloody affair, for each 1000 on a side roll a 2 in 6 chance of killing a thousand on the other side. For each 1000 more on the larger side roll again with a 1 in 6 chance of destroying another 1000. 


If the defenders are destroyed the attacker gains all their trade points. 


A victory gives the winning Lord honour points equal to the 3x the social level of the loser. 


Any army officers the winning army gaining honour points as below:


Rank


Honour

Death chance (3d8)   Share


House Commander
2 times the Lord’s SL

3 

0.25


1st Commander
1.5 x



4

0.20


2nd Commander
1.0 x



5

0.15


3rd Commander
0.75 x



6

0.10


4th Commander 
0.5 x



6

0.05









Roll once per hour


Share relates to portion of the house’s yearly income if defender is destroyed.


If an officer/s above the player dies then they are promoted accordingly.


Offering Insult


In order to make war on another you must have cause, to have cause you merely have to be offered an insult. You can use influence to manipulate an unwilling adversary into offering insult but insult can only be offered face to face so some official gathering is required. 


There are several grades of insult. 


Personal – This can be satisfied by ritual suicide on either side or by a battle. If the insulter person is not a Lord they must influence their father to take the family to the field or else suffer the loss of 3 social levels. If the insulted person cannot get an army to defend his honour then he loses a social level.


Family – This allows the offended person to get their House Army to the field even if they are a 3rd son.

 
Clan -
A clan insult allows the offended person to make a Call to Clan as if they were a clan official of the highest level open to them (min first circle). Only a Lord or First Son may offer Clan Insult.


Blood
- This insult is so dire that is as a Clan Insult and should the offender be killed or suicide the Insult persists as if automatically offered by any member of the insulter’s family to any member of the insulted family whenever they meet. Only a Lord may offer Blood Insult.


To force an insult from somebody requires the expenditure of influence – influence equal to the person’s own will give a 1-3 in 6 chance. This chance is raised or lowered by 1 for each level above or below this level the influence expended actually reaches. 


I.e Shamoto of the House Bozo wishes to force an insult from Lord Hirohito SL 13. For insult on a 1-3 he needs to spend 91 influence, 105 inf will get insult on a 1-4, 66 inf will get insult on a 1. To get a family insult requires influencing 2 social levels higher, clan insult another 3 and blood insult another 5!



Gatherings:


Each year the calander for the next year will be drawn up. The Warlord may have been influenced to hold his birthday at the holding of some or other Lord. To influence the Warlord requires the effort as to draw insult from him! All Lords are invited and may take their sons and honour guard, to decline the invitation on any grounds will result in the loss of 8 honour points. There is also a 1 in 3 chance that the Emperor will decide to open his official Birthday to the nation and invite all Lords & their sons. Failure to attend the Emperor’s birthday results in the loss of 2 social levels. 

