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CHAPTER

Introduction

A Few Wrong Thoughts

Most of us are raised believing a lurid,
though quite colorful, picture of the fierce Vi-
king. This is primarily thanks to Wagner,
comics, Hollywood, and Bullfinch's Mythol-
ogy. While rooted somewhere in a grain of
truth, our popular image of Vikings has be-
come little more than a cartoon—literally so
through such strips as Hiagar the Horrible,
Prince Valiant, and Bugs Bunny forays into
opera. Before going any further, it is best to
put to rest some of the misconceptions:

Vikings loot and pillage. No one can deny the
Vikings did loot and pillage, but not every
Norseman was a ravening warrior who lived
to kill and destroy. The people of Scandinavia
included kings, earls, farmers, shipwrights,
poets, smiths, priests, merchants, and artists.
In fact, the word “Viking” only applies to
those Northmen who made a habit of
raiding—"to go a-viking” was an expression
that described their voyages. For this book,
Viking refers to all the people of Scandinavia.

Vikings are bloodthirsty pagans. At the start
of the great Viking age (around A.D. 800),
there is no question the Vikings were a pagan
people. Before the end of their time, however,
the Viking nations had converted to Chris-
tianity. The pagan ways were repressed or, in
some cases, added to the Christian tradition.
Bloodthirsty, well . . .

Vikings are ignorant savages. While those vic-
tims of the Viking raids saw them as savage,
the Vikings developed an impressive culture.
Sagas and poems still remind us of their
achievements. They were among the first to
practice fledgling democracy. Their ships were
built with an eye for beauty and were techno-
logically superior to anything on the seas at
the time. They founded cities, ruled in foreign
lands and undertook dangerous sea voyages
few others would dare.

Vikings wear horned helmets. Sorry, they
never did.

About This Book

This sourcebook is more than just a setting
for Vikings in a fantasy campaign; it is a pass-
port into the real world of the Vikings. With
the material here, DMs and players have a
unique opportunity to try a new role-playing
experience—historical fantasy adventuring.

Historical fantasy adventuring is just that—
an opportunity for campaigns and adventur-
ers to role-play in the real worlds and lands of
history. In this sourcebook, players are car-
ried back to tenth century Scandinavia. There
players can assume roles as Norsemen of vari-
ous stripes—fighting men, explorers, and
skalds, or bards. With the Vikings source-
book, players can adventure in a “real” fanta-
sy world—the world as the Vikings
themselves believed it.

In addition to warriors and skalds, players
can become rune-casters, berserkers, or one of
the ominous troll-born. Their encounters will
range beyond history to include clever giants,
magical dwarves, beautiful valkyries, mur-
derous berserkers, foul sea ogresses, treacher-
ous sorcerers, and mythic dragons. They can
sail to lands beyond the real world—
Mirkwood, that separates the world of men
from the gods; Jotunheim, home of the giants;
or even to the lands of the gods themselves.
Wondrous treasures might be theirs for the
taking.

Finally, the Vikings sourcebook can be used
to recreate a Viking setting in other
campaign worlds. Details on placing and
adapting Viking culture and beliefs to the
FORGOTTEN REALMS®, GREYHAWK?®,
and DRAGONLANCE® campaigns is given.
Instructions on adapting the Vikings source-
book to the DM’s personal campaign is also
provided.
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How to Get Started

For those unfamiliar with Viking history
(approximately from A.D. 800 to A.D. 1100),
a brief overview of the time period, describing
major personalities, events, and trends is
given in the first chapter, A Mini-Course in
Viking History. Players already familiar with
the time period can skip this section if they
want. This section is not intended to create ex-
perts in the Viking age, only provide a general
background of the period.

Before proceeding further, the DM should
decide what type of campaign he wishes to
play. The material in this book is written with
a historical fantasy campaign in mind — a
campaign set in Scandinavia but filled with
magic, giants, ogres and trolls. If the DM in-
tends to use the setting in his own campaign
world, he should make notes or changes as
needed when he reads.

After choosing his campaign, the DM can
read through the remaining material. The
chapters can be read in whatever order the
DM desires. Player character information and
most game rules are in the first part of the
book. Facts and details about the Viking way
of life and their world, both real and legend-
ary, form the second section of the book.
Some players may want to learn about the
character classes immediately; others may
want first to gain more background on the Vi-
king age. Players are encouraged to read the
sections that most interest them in whatever
order they desire.

There is a pull-out map to be used by the
players, showing a stylized (and in places in-
correct) Viking view of the world.

Before beginning a Viking campaign, the
DM should read through all the material pre-
sented here at least once. When he is ready to
begin a campaign, he should use this book as a
resource, just as he would any other rulebook
or gazetteer. The maps provided in the book
provide the campaign base and larger area
maps of the true world. The DM can expand

on these as the campaign grows.

The Viking Campaign Sourcebook and
AD&.D® 2nd Edition Rules

This sourcebook is meant to be used with the
AD&D® 2nd Edition rules. However, the
AD&D rules reflect the “realities” of a fantasy
world, not the real world. Therefore,
changes, exceptions, and prohibitions exist in
these rules that do not apply to a normal fan-
tasy campaign. (For example, priests are not
allowed as player characters in this source-
book.) When playing in a Viking setting, the
rule changes given here should be used. These
changes ensure the style and mood of the cam-
paign will match the Nordic setting. If there
are contradictions, the rules found in this
sourcebook take precedence.

Not all campaigns will use the historical set-
ting given here. In this case, certain rules pre-
sented in this sourcebook may not apply or
may need modification.
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CHAPTER

A Mini-Course of Viking History

Danes raid Missionaries Danes raid
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(Den.)raids Sweden
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Dorestad
Danes raid sacked
Iona, 795
Lothair (Ger.)

rebels against father,
hires Danish

mercenaries

789: And in (King Beorhtric's) days there came
for the first time three ships of Northmen,
from Horthaland: and the reeve rode thither
and tried to compel them to go to the royal
manor, for he did not know what they were,
and they slew him. These were the first ships
of the Danes to come to England.
Anglo-Saxon Chronicles

So came, in blood and violence, the first no-
tice of a new force to Northern Europe—the
Vikings. During the next three centuries, the
sailors from Scandinavia would make their
mark raiding, conquering, exploring, and set-
tling from as far east as Constantinople to as
far west as Vinland.

The Beginning

This chapter is provides a brief overview of
the Viking period. It is a game overview, and
does not take the place of historical refer-

ences! Players and DMs who want to learn
more about the Vikings and their times are en-
couraged to pick up some of the books listed
at the end of this chapter.

Although the Norsemen lived in the rocky
and cold lands of Scandinavia for millennia, it
was not until the early 800s that they made
their presence known to the world. Suddenly,
as if out of nowhere, raiders in long wooden
ships descended upon the coasts of England,
Scotland, Ireland, and France. Their first no-
toriety came from a series of raids, primarily
targeting the rich monasteries at Lindisfarne,
Iona, and Jarrow. Soon they were raiding cit-
ies all along the coast and well inland.

The raiders came from several northern
lands—Denmark, Norway, and Sweden.
Though they called themselves Vikings, they
were referred to by the rest of the world as
Nordmanni (Frankish), Dene, Dani (both
Anglo-Saxon), Ascommani (Germanic), Finn-
gaill, Dubh-gaill, Lochlannach (all Irish), al-
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Madjus (Arabic), Rus (Slavic), Rhos (Greek),
and Ruotsi (Finnish).

The world the Vikings found on their early
raids was a divided and weak one. Few lands
had rulers strong enough to organize defenses
against the sudden Viking raids. Most found it
easier to suffer through these attacks or pay
off the Vikings in hopes they would not re-
turn. Such payments seldom worked; they
had quite the opposite effect, encouraging the
Vikings to come back for more “protection
money.’

England was not yet a unified country. The
land was divided between the kings of Wes-
sex, Mercia, Northumbria, and others. Strug-
gling against each other for control of all
England, these feudal lords were ill-prepared
to face a threat from overseas.

Ireland was even more disorganized than its
neighbor. The island, once the center for
Christian learning in the north, was divided
between a score of petty kings. These kings

were too weak individually and too distrust-
ful of each other to form an effective defense
against the Viking invaders.

Scotland was no better, perhaps even
worse. Divided between a host of chieftains,
Scotland’s best defense was its own poverty.
With little worth taking, the Vikings headed
their ships toward more profitable shores.

Charlemagne’s Frankish Empire (modern
France and Germany) at first profited from
the emperor’s strong and vigorous rule.
Coastal defenses were built and, under the
control of a strong government, were ready to
drive away any attackers. With Charle-
magne’s death in 814, the Frankish Empire
gradually began to decline. Split between
warring sons, the empire turned on itself,
leaving the coasts vulnerable to attack. By 835
the Danes were raiding cities that only dec-
ades before had driven back their ferocious at-
tacks.

To the east, there was no organized rule.

6 * Chapter Two
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The Finns and Slavs, though stubborn, were
easy targets for Viking raiders. Without
strong rulers, these lands soon fell under the
sway of Viking adventurers who eventually
settled to found their own empires.

Far to the south were the lands of Byzan-
tium. Once the greatest empire of the world,
the lords of Constantinople had lost much of
their lands to the expanding Moslem nations
to the south. Africa and much of the Middle
East had been lost to the Arabs. Slavs threat-
ened Byzantium from the north. Efforts were
made to regain the old borders of the empire
and mercenaries were always needed to fight
in places like the Balkans, Italy, and the Per-
sian borders. The Vikings filled this need quite
nicely.

Lastly, there were the Arabs. The collected
Moslem states stretched from Spain to the
Caucasus, and were by far one of the most dy-
namic empires of the age. Although separated
by vast gulfs of land and culture, even the ca-

liphates and emirates of the south heard the
accents of Viking travelers.

The Raiders

After making their first bloody raids on the
coasts of England, Scotland, and Ireland, the
Vikings lapsed into a period of relative quiet
that lasted for several decades. The Danes
launched a few attempts on Charlemagne’s
lands, only to be defeated and driven back.
Occasional raids were launched against En-
gland and the Frankish lands, but these were
small and isolated. Only Ireland experienced
what lay in store when Norse Vikings invaded
their lands. The Irish kings were split, some
siding with the invaders, others taking arms
against them. In a short while, however, the
Norse founded Dublin and proclaimed their
own king.

Then, beginning in the 830s, the situation
changed for the rest of the north. Raiders sud-
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denly started appearing along the coasts of the
north every year. Dorestad, Sheppey, Con-
naught, Kent, Antwerp, Rouen, Paris, Ham-
burg, and a host of other cities and villages
were pillaged annually. The words of a Frank-
ish monk, “From the wrath of the Northmen,
O Lord, deliver us,” became a familiar plea.
By 860, the Viking raiders often wintered over
at towns they had seized from their enemies.

In 865, the Viking terror entered a new
stage. That year, the Viking warlords Half-
dan, Urri, and the intriguingly named Ivar the
Boneless landed in England at East Anglia.
According to legend they came to seek re-
venge for the death of their father, Ragnar
Lodbrok (Hairy-Breeks), who was cast into a
pit of vipers by the king of Northumbria.
Whatever their reason, the three brothers did
more than just raid; after looting the region,
the Vikings captured York and conquered
Northumbria and Mercia. The Norsemen
were there to stay.

The Conquerors

During the last half of the 9th Century, raid-
ing was steadily being replaced by conquest.
For the Danes, England was the prime target.
Northumbria and East Anglia remained under
Viking rule to become the Danelaw. (Traces of
this conquest, particularly in names, still re-
main in Great Britain today.) The kings of
Wessex, though slowly uniting the rest of En-
gland, were unable to drive out the invaders.
Indeed, the Wessex kings were forced to pay
vast sums to the Vikings simply to keep their
own lands safe. This extortion became known
as the Danegeld, and with each year the price
grew. The English kings had the choice to pay
or suffer. Most chose to pay.

England was not the only target of con-
quest, however. Norse Vikings continued
their claims in Ireland and even expanded into
parts of Wales and Scotland. In the Frankish
lands, the Danes sailed up rivers to capture
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Paris and other cities. Gradually they came to
control the lower Seine valley—Rouen, Bay-
eux, and other towns in the region. Finally, in
911, the Frankish emperors ceded these areas
to a Viking called Rollo (possibly a Norse
named Gange-Rolf) and Normandy was
founded.

Meanwhile, in the east, Swedish Vikings
were not just seizing lands, they were found-
ing new empires. The first settlements were
along the coasts of Finland and the Baltic, but
the adventurous sailors soon turned their
ships up the great rivers of Gardariki (as the
lands of Russia were called). From Staraja La-
goda (near Leningrad) and passing through a
series of rivers and lakes, the Vikings reached
Novgorod. Here they set themselves up as
rulers. Others sailed down the Dvina, then
hauled their ships to the Dneiper to install
themselves at Kiev. With time, these mer-
chants-turned-conquerors became known as
the Rus (from which comes the name “Rus-

sia”). Their ships sailed on the Baltic and
Black Seas. Traveling down the great Volga
river, the Rus even sailed the Caspian Sea,
there to trade with Arab lands. They grew so
powerful and bold as to sail to the Bosphorus
and threaten the once-invincible empire of
Byzantium!

The Explorers

While some took land through conquest,
other Vikings discovered new lands to settle.
North of Scotland, longships beached at the
Orkney and Shetland Islands. Further out, the
Vikings settled the bleak Faeroes, displacing
the few Irish monks they found there. Then,
around 860, the Norse stumbled across a large
island far out in the ocean. Forced to winter
over in this land, one settler named it Iceland,
a name it has born ever since. For a decade or
more, there was little interest in this new is-
land.

A Mini-Course of Viking History ® 9
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Around 870, the situation changed and
settlement of Iceland began in earnest. It
might have been nobles disgruntled with King
Harald Finehair’s relentless unification of Nor-
way. Perhaps it was overcrowded farmers
searching for new pastures. Whatever the rea-
sons, ship after ship of settlers from Norway,
the Orkneys, Shetland, Scotland and Ireland
sailed to the Icelandic shore, there to create a
new nation without kings or princes.

A Pause

Sometime around the middle of the 10th
century, relative peace settled over the north.
The Norsemen seemed satisfied with what
they held. The great conquests and fearful
raids slackened as the Vikings concentrated
on ruling their new lands. New ideas, particu-
larly Christianity, were beginning to take hold
on the pagan Scandinavian shores. This
peacefulness did not last, however, and in the

latter part of the century, from about 980 or
so, life once again grew exciting.

Resurgence

[t was almost as if the Vikings, having
paused to catch their breath, were now re-
freshed and ready to strike out again. New
waves of invaders struggled for control of En-
gland. At the same time, the Irish, under the
leadership of the formidable High King Brian
Boru, began the long struggle to drive out the
Norse invaders. Although the grip of the Vi-
kings would be broken at the Battle of Clon-
tarf (1014), the task would not be complete for
over 100 years.

In England, the struggle went the opposite
way. First Harald Bluetooth, King of Den-
mark, then his son Svien Forkbeard secured
the Scandinavian grip over the Danelaw. Fi-
nally, Svien's son Cnute seized the ultimate
prize at the battle of Ashingdon and became
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the King of England. Shortly thereafter Cnute
added Denmark, then Norway to his list of
possessions. It seemed that all of Scandinavia
and England would be united in a single em-
pire.

Meanwhile, the hardy Icelanders surged
outward once more. Banished from Iceland
for three years, Eirik the Red sailed for a new
land that a sailor named Gunn-bjorn had
found by accident over 60 years before. He
named the place Greenland, since “, . . men
would be much more tempted to go there if it
had an attractive name.” By the mid 980s set-
tlers were arriving on this new shore,

It was one of these settlers who made the
next discovery of a land even further to the
west. Blown off course, Bjarni Herjolfsson
sighted a strange shore. Realizing it wasn't
Greenland (his true destination), he turned
away and never went ashore. That task was
left to Leif Ericsson, a.k.a. Leif the Lucky. Like
his father Eirik before him, Leif assembled a
group of settlers and set out for this new
world. There he discovered and may have set-
tled Vinland, battling the Skraelings (Indians)
for a foothold in the new world.

Collapse

By this time, though, the Viking age was
drawing to a close. With his death, King Cnu-
te’s Scandinavian empire crumbled, once
again dividing into separate countries. Chris-
tianity was taking hold in the North. Chris-
tian slaughtered Christian in the ruins of the
Frankish Empire; the Normans forsook their
Viking ancestry and denied harbor and safety
to the raiders. The colonies of Greenland and
Vinland proved to be too far, too isolated.
The tiny Viking colony in Vinland died out,
but the settlements in Greenland stubbornly
clung on to the present day.

Finally, in 1066, the last great act rang down
the close of the Viking age. In that year, the
Norwegian king Harald Hardradi (Hardruler)
mustered up an army to reclaim the English

Viking Targets

The Vikings were rapacious raiders who
struck throughout the world. The follow-
ing is a partial list of their targets.

Aix Limerick
Algeciras Lindisfarne
Angers London
Angouleme Luna
Antwerp Maastricht
Arles Melun
Armagh Nantes
Bayeux Narbonne
Beauvais Nimes
Berda'a Noirmoutier
Blois Orleans
Bonn Oxford
Bordeaux Pampalona
Bourges Paris
Canterbury Perigueux
Chartes Pisa
Chester Poiters
Chippenham Quentoric
Cirencester Quentoric
Cologne Rochester
Constantinople Rouen
Dorestad Roussillon
Dorset Seville
Evreux Snottingham
Gloucester Tamworth
Holstein Toulouse
Iona Tours
Jarrow Trier
La Rochelle Ulster
Le Mans Utrecht
Leicester Valence
Lichfield Wareham
Liege Waterford
York
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throne. Once again Viking invaders landed in
Northumbria to stake their claim to England.
This time, however, the Saxons were pre-
pared, King Harold II assembled an army and
met his Norwegian counterpart at the little vil-
lage of Stamford Bridge outside York.

“King Harold has already declared how
much of England he is prepared to grant
him (Harald Hardradi): seven feet of
ground or as much more as he is taller
than other men."”

Or so says King Harald’s Saga.

The battle was fought, but did not go as
Harald Hardradi hoped. Arnor the Earl's-Poet
had this to say:

It was an evil moment

When Norway's king lay fallen:
Gold inlaid weapons

Brought death to Norway's leader.
All King Harald's warriors
Preferred to die beside him,
Sharing their brave king’s fate
Rather than beg for mercy.

Harald Hardradi had lost and the Vikings
would threaten England no more.

In a final ironic touch, King Harold of En-
gland would soon meet his own death on the
battlefield at Hastings, brought down by
Duke William of Normandy. With the last of
the Saxon kings gone, William the Conqueror
was proclaimed King of the English. Thus, the
descendants of the Vikings succeeded where
the Vikings themselves had failed.

The Timeline

The timeline given in this chapter provides
indications for specific events of Viking histo-
ry or the surrounding lands. These events are
both those that were important to the Viking
age and others that can be used as background
for campaigns and adventures. For example,

any of the various dates given for cities sacked
can be turned into a raid the characters partic-
ipate in or defend against. Ibn Fadlan's visit to
Sweden could be an opportunity for travel or
intrigue involving the player characters.

The highlighted sections of the timeline in-
dicate suggested dates within the Viking age
for a campaign setting. The long period from
830 to about 950, for example, was a particu-
larly active time, filled with conquest and ex-
ploration. The 30 years that immediately
followed this, on the other hand, were a rela-
tively quite period of Viking history and are
probably less suited to adventuring play.

Suggested Reading

Much more can and has been said about the
Vikings than these few pages allow space for.
Not only are there many well-written and en-
tertaining histories written by everyone from
wargamers to archaeologists, but the descen-
dants of the Vikings themselves left behind a
rich collection of work. These are the sagas,
entertaining epics filled with heroism, battles,
murders, revenge, magic, and even ghosts.
Written in a clear, direct style, many of these
sagas have been translated into English and
are easily found at specialty book stores.

Listed here are a few of the many titles to
choose from. Not all are necessarily still in
print, but might be found in libraries and used
book stores.

Brent, Peter; The Viking Saga; This book is
a good starting place for the general reader,
detailing the major events and accomplish-
ments of the Viking Age.

Graham-Campbell, James; The Viking
World; Filled with color pictures, maps,
drawings, and diagrams, this book describes
the life and times of the Vikings based on ar-
chaeological evidence.

Heath, Ian; The Vikings; One of the Osprey
Elite Series, this slim book is intended primari-
ly for wargamers. It gives a brief introduction
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to the history of the period, then focuses on
the arms, armor, battles, and tactics of the
warriors. Useful color plates are the highlight
of the volume.

Jones, Gwyn; A History of the Vikings;
Filled with information, this book is just what
it says, a history of the Viking age written for
those with a serious, somewhat scholarly in-
terest in the period.

Pollington, Stephen; The Warrior's Way:
This large and colorful book focuses on a sin-
gle event, the Battle of Maldon, using it as a
springboard to describe life in Viking-age En-
gland.

Simpson, Jacqueline; Everyday Life in the
Viking Age; This provides a clear, nuts-and-
bolts account of many of the little details of
Viking life. Topics such as dress, food, daily
work, family, the arts, and society are all cov-
ered here.

The following books are examples of the
many sagas and tales written by Scandinavian
writers of the Middle Ages, shortly after the
close of the Viking age. Some purport to be
family histories, others are the tales of heroes.
All those listed are translated into English and
should be available with a little searching.

Sagas are a worthwhile source of inspira-
tion (even for non-Viking campaigns). While
generally written in a clear, straight-forward
style, inexperienced readers can become con-
fused by the abundance of names and events.
It is suggested that readers first tackle a gen-
eral history of the period before launching in-
to longer sagas.

Egil’s Saga; This is the story of Egil Skalla-
grimsson, warrior-poet, and his family's
bloody feud with the king of Norway. It is
filled with battles, revenge, politics, and mag-
ic, and presents a rich picture of life at the
height of the Viking age.

Gongu-Hrolfs Saga; Although it may be
difficult to find, this slim book is filled with

ideas for adventures. Helpful dwarfs, vicious
berserkers, troll-born, ghosts, magical
swords, healing salves, and powerful spells
are all found in its pages.

King Haralds Saga; Telling the story of
Harald Hardradi, the last great warrior-king
of Norway, this saga ranges from his flight
from Norway through his years as a general in
Constantinople and Sicily to the defeat of the
Norse at Stamford Bridge in England.

Njal's Saga; This saga of Iceland describes
the course of a 50 year blood-feud to its tragic
end—the burning of Njal and his family,
trapped in their house.

Seven Viking Romances; In a change from
historical sagas, these seven short tales are
filled with magic and wonder. Characters like
Arrow-Odd, Thorstein Mansion-Might,
Utkel the Wizard, Stunt-Bosi, and Asmund
Berserks-Killer adventure as far as Hunland,
Permia, and Giantland.

The Vinland Sagas; These short sagas tell
the stories of Eirik the Red and Leif the Lucky
and their discoveries and settlements of
Greenland and Vinland in North America.

In addition to these titles, there are numer-
ous other sagas translated into English. Some
may be easily found, others are more difficult.
These titles include the Laxdaela Saga,
Orkneyinga Saga, The Saga of the Jomsvik-
ings, Hrafknel's Saga, Eyrbyggja Saga, and
Grettir's Saga.

Finally, those interested in the mythology of
Scandinavia might want to read Gods and
Muyths of the Viking Age or the slim Prose Ed-
da of Snorri Sturluson.
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CHAPTER

Of Characters and Combat

At the first mention of a Viking campaign,
most characters envision bands of unruly,
barbaric, and savage warriors, setting out on
bloodthirsty raids to loot and pillage. Vikings
are imagined as lewd, crude, and uneducated,
swilling mead from drinking horns and
pounding the tables with their knives—the
medieval equivalent of outlaw bikers.

Some of them probably were—some but
hardly all. The heroes of the Viking sagas
were a colorful and varied lot. Of course there
were warriors—many of them—but their tem-
peraments ranged from wild and savage to
wise and educated. There were heroes who
were more than just simple warriors. There
were also wild berserkers, wise runecasters,
educated skalds, and the dangerous troll-
born. Each of these types had a place in Vi-
king legend and can be a player character role.

The information in this chapter is divided
into two sections. The first part presents infor-
mation on old and new character races and
classes. The second section has rules for creat-
ing special background information pertinent
to a Viking campaign.

Races in a Viking Campaign

The historical fantasy world of the Vikings
was a much different place from a standard
fantasy realm. While the Norsemen had no
doubt that dwarves and elves existed, such
creatures were not a part of their daily lives.
Instead, theirs was a world of men, though
darker creatures lurked around the shadowed
fringes.

For player characters, the Viking world of-
fers a limited selection of races. By far and
away, the majority of characters will be hu-
man. Beyond this, a few characters may be one
of the trollborn, a mixture of men and mon-
strous troll. Such men are rare and feared.

Humans

The bulk of characters encountered in a Vi-
king campaign are human. However, Norse

belief allows for many differences between
men. Some men and women have special tal-
ents that separate them from ordinary people.
These talents are known as Gifts—a boon or
curse bestowed by the Norns (Fates) at the
moment of birth. For some, the Norns have
woven a lucky thread in life; others are born
without luck. Once these gifts are determined,
there is little a man can do to change them.

Not all gifts are bestowed by the gods, how-
ever. Some are the result of the deeds of fa-
thers, grandfathers, even ancestors. A hero
may inherit a fine piece of land or find himself
the target of a blood feud. Unlike the gifts of
the gods, though, these can be gained or lost
by the character’s bold (or craven) actions.

If a player chooses for his character to be
human, he can check to see if his character has
a Gift. The check is made by rolling 1d20 and
finding the result on Table 1: Character Gifts.
No player is required to make this check.
However, once the player makes the die roll
he must accept the result, whether it is for
good or ill. Not all results are desireable, and
some players may choose to not make the roll
rather than risk an unpleasant result. If the
player refuses to check for a Gift, he cannot
make the attempt in the future.

Table 1: Character Gifts

Die Roll Gift
1 Bad Luck
2 Blood feud
3 Family Outlawed
4 Ugly

5-12 No Gift

13 Courage
14 Good Luck
15 Handsome
16 Inheritance
17 Rune Lore
18 Second Sight
19 Seer
20 Title
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Explanation of Character Gifts:

1. Bad Luck. The Norns have drawn the skien
of the character’s life and he is destined to be
unlucky. Neither the character nor the gods
can change this fact. This does not mean the
character cannot achieve great deeds. It does
mean that someday, luck will be against the
character and he will die.

In game terms, bad luck causes the player
character to suffer a —1 penalty on all die
rolls made with a single type of die. The type
of die affected can be a d6, d8, d10, or d20.
The penalty comes into effect any time the
character attempts an action using the chosen
die, or anytime the DM uses that die to deter-
mine some random event that affects the ill-
fated character only. It does not apply to
THACO and damage rolls made by others
when attacking the player character, but does
apply to the unlucky character’s attacks.

For example, Jon has chosen a d10 as the die
for his unlucky character, Asmund Berserks-
Killer. Asmund and his friends encounter a
pack of werewolves in the night. The —1
modifier is not used when rolling for the
group's surprise or initiative since the out-
come affects more than just Asmund. If As-
mund encountered the werewolves when
alone, the =1 modifier would be used, reflect-
ing Asmund's bad luck.

In all cases the —1 modifier is considered a
penalty to the unlucky character. In the above
example, the penalty is added to Asmund’s
initiative, since this is a worse result for him.
Even with bad luck, a die roll can never be
modified below 1.

2. Blood Feud. The character’s family is cur-
rently involved in a blood feud with an NPC
family. The DM should provide the name and
some background about the NPC family. En-
counters with the feuding NPCs are automati-
cally hostile (although they may not
immediately attack). In addition, the NPC
family may raid or murder the player charac-
ter’s family. Typical causes of blood feuds in-
clude revenge for the murder of a kinsman,

revenge for the theft of property, or avenging
an old insult. A blood feud can only be ended
if both sides agree to a settlement or one of the
feuding families is wiped out.

3. Outlawed. The player character'’s father
(typically) and all his kin have been declared
outlaws by a local king or earl. The DM
should determine what province or land this
applies to. The player character is a con-
demned criminal in this land and will be slain
on sight if found by the noble’s men.

4. Ugly. The player character is particularly
disfigured in some noticeable way. The char-
acter suffers a —2 on his Charisma and gains
an uncomplimentary nickname.

5-12. No Gift.

13. Courage. The player character is noted for
his pluck. He gains a +1 on all saving throws
vs. fear-based attacks.

14. Good Luck. The player character is fated
by the Norns to be be lucky through all his
life. The character gains a +1 to all rolls of a
single die type, chosen by the player. The af-
fected die can be a d6, d8, d10, or d20. Just as
with bad luck, the modifier is only applied in
situations that affect the lucky character only,
never to group situations.

15. Handsome, The gods have given the char-
acter exceptional charm and good looks. The
character gains a +1 to his Charisma.

16. Inheritance. The character begins with a
small bequest from his late father. The player
can either choose to have a small farmstead
(which can be used as a base for adventuring),
a knaar (a small merchant ship), or five times
the normal starting money allowed his char-
acter type.

17. Rune Lore. The character can use one
rune, (DM's choice), regardless of class.

18. Second Sight. The character has the gift of
second sight. This power is explained in Chap-
ter 4: Rune Magic.

19. Seer. The character has the gift of proph-
ecy, both a boon and curse granted by the
gods. Once per day the character can attempt
a prediction just as if he were able to cast a divi-
nation spell. However, unless the character is a
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runecaster or sorcerer, the chance of a successful
prediction is never greater than 60%.

20. Title. The character is the son of an earl,
nobleman or chieftain. (The order of prece-
dence generally follows king, earl, nobleman,
chieftain, freeman, farmer, and thrall. All
other characters are assumed to be the chil-
dren of freemen or farmers. Player characters
never begin as thralls.) During his lifetime, the
character can make one claim upon his father
for a ship and men to go raiding, assuming the
character has not broken with his family. The
size and quality of the ship and the number of
men received will depend on the reputation
and level of the character. A charcter will nev-
er receive less than 10 normal men and a
knaar (a small merchant ship) or more than 60
normal men and a longship.

The Trollborn

The trollborn are a feared and respected
people. Their blood is half human, half troll.
(The trolls of the Viking world are far differ-
ent from those found in the Monstrous Com-
pendium!) The trollborn are noted for their
strength and cunning. Some become fearsome
warriors, while others excel in sorcery. Ugly,
powerful, and ill-tempered, they are easily
identified from the common human stock.

The trollborn are not properly a race like
elves, giants, or dwarves. Others consider
them human—or mostly human. Although
trollblood may have been in a family for gen-
erations, only those of the first generation are
considered trollborn. All others are merely
humans, although their troll ancestry may
taint them in the eyes of others.

The trollborn are easily identified. They are
almost universally larger than normal men,
usually much stockier and more muscular.
Some may grow as tall as seven feet in height.
They are seldom handsome and are often
quite ugly. Their temperaments range from
bad to worse, although they do have their
good moods and senses of humor.

The trollborn have no definite tendencies in

lifestyle, most often living as other men. Some
prefer the isolated surroundings of deep
woods, Others gain a reputation as kings’
champions. Not a few live on rocky islands,
practicing sorcerous arts. No matter where
they live, the trollborn tend to be secretive
and individualistic, rarely bowing to author-
ity. The fearsome reputation of their kind
causes common folk to deal with them re-
spectfully or not at all,

Due to their blood, trollborn characters gain
a +1 to Strength, Constitution, and Intelli-
gence. However, they suffer a —1 to Wisdom
and a —2 on Charisma. The trollborn can be
fighters, rangers, berserkers, runecasters, or
sorcerers (15th level maximum in these classes).
The trollborn have infravision (60 range). The
trollborn are not born with Gifts and cannot
roll on the Gifts Table for special powers,

Character Classes

Like character races, the classes available in
a Viking campaign are both a mixture of exist-
ing character classes (as described in the
AD&D® 2nd Edition Player’s Handbook) and
new character classes described here. Because
of the differences between a standard AD&D
campaign and one set in the Viking world, not
all character classes are available to players.
These additions and exclusions are necessary
to create the appropriate mood for the world
described in the Norse sagas.

Classes from the Players Handbook

In addition to the unique character classes
described in this book, players can also
choose from some of the character classes
found in the AD&D 2nd Edition Player’s
Handbook. However, not all the standard
character classes are available in a “pure” Vi-
king campaign, and other classes may have
special restrictions. These changes and restric-
tions are listed below, and are also found in
the Player Information section at the end of
the book. Note that these changes only apply
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to campaigns set in the historical fantasy
world of the Vikings and not necessarily to
campaigns set in a “standard” fantasy world
(such as the Forgotten Realms campaign). It is
possible to have “disallowed” character class-
es in a campaign, but only if special consider-
ations are met. For example, a paladin player
character could join the campaign as a for-
eigner, not as a Viking paladin.

The following chart lists which character
classes are available to Viking characters and
which classes are not.

Classes Classes
Allowed Not Allowed
Fighter Paladin
Ranger Cleric

Thief Druid

Bard Wizard

Specialist Mage

New Character Classes

In addition to the character classes that al-
ready exist, the Viking world has two new
character classes. These classes recreate some
of the unique personalities described in the
legends and sagas of Scandinavia. These new
classes are berserker and runecaster.

Warriors

In a historical Viking setting, warriors are
the most commonly encountered group of
characters, In the legends of the Norsemen,
freedmen of all stations were commonly part-
time raiders and so were skilled with the
sword, spear, and sometimes bow. In addi-
tion, the sagas tell tales of exceptional war-
riors, men noted for their courage, skills,
cunning, and even mystical powers.

In.a Viking campaign, the Warrior group
includes fighters, rangers, berserkers, and
runecasters. These last two are unique to the
Viking world and should only be used in such
settings. At the other extreme, paladins are
not appropriate to a Viking campaign and
should not be used without special consider-
ations. Descriptions of how each warrior class

fits into the campaign and any pertinent
changes that must be made are given here.

Fighters

Of the three types of warriors, fighters cer-
tainly present the fewest problems. In a Vi-
king campaign, the bulk of player characters
should be fighters. Vikings were known for
their warlike spirit and ferocity. Any player
character with appropriate ability scores can
choose to be a Viking fighter.

All fighters must initially be proficient with
either the broadsword, axe, or spear. Addi-
tional weapon proficiencies can be chosen as
the player prefers (provided the weapon is
available in that time period and place). Upon
attaining 9th level, the Viking fighter can at-
tract a body of warriors. However, instead of
using the tables found in the Player's Hand-
book, the number and types of followers at-
tracted are listed below.

To use the tables, roll once to determine the
lieutenant, once for the regular troops who
come to serve and once to determine the type
of special guard who attends the character.

Table 2: Norse Followers

Die

Roll Leader Type

01-05 5th level trollborn sorcerer,
chain mail, dagger +1

06-15 5th level trollborn runecaster,
chain mail, sword +1

16-35 5th level human fighter, chain mail,
battle axe +2

36-45 6th level human berserker, shield,
sword, battle axe

46-60 6th level human fighter, chain mail,
shield +1, spear +1

61-75 6th level trollborn fighter, shield +1,
battle axe +2

76-85 6th level human runecaster, chain mail
+1, spear +1

86-95 7th level human fighter, chain mail
+1, shield +1, battle axe +2

96-99 7th level trollborn fighter, ring mail
+1, cloak of protection

00 DM’ choice
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Die Roll Troop Type

01-25 60 infantry w/leather armor, shield,
and sword; 20 archers w/leather ar-
mor and shortbow; 20 infantry w/
chain mail and battle axe

26-50 50 infantry w/leather armor and
spear; 50 infantry w/chain mail and
battle axe

51-75 40 infantry w/studded leather, shield
and sword; 20 infantry w/chain mail
and sword; 10 cavalry w/chain mail
and spear; 10 archers w/leather armor
and shortbow

76-95 70 infantry w/studded leather, shield,
and sword; 10 1st level berserkers w/
battle axe; 10 infantry w/chain mail,
shield, sword and spear

96-00 DM's option (100 men total)

Die Roll Elite Troop Type
01-30 20 2nd level berserkers w/shield and
battle axe
31-60 20 3rd level fighters w/chain mail,

N

shield, and sword 4

61-90 5 3rd level trollborn runecasters w/
chain mail and halberd

91-99 2 4th level sorcerers w/longship
00 DM's option

Paladins

Although the people of the age certainly be-
lieved in the virtues of bravery, honesty, char-
ity, and goodness, the character class of the
paladin is not found in the Viking world. The
unique blending of ideals and religious fervor
so necessary in the paladin class never found
expression among the agnostic Norsemen. Be-
cause of this, true Viking characters cannot be
paladins.

However, paladins can exist in the game, al-
beit under exceptionally rare circumstances.
Paladins can only come from foreign lands
and can never be natives of Scandinavia. Typ-
ically, a paladin would be a particularly de-
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vout Saxon, a peer of Charlemagne’s realms,
or a knight of Spain. Like all foreigners, pala-
dins will encounter difficulties and prejudices
when dealing with the people of Scandinavia.

Language. The paladin cannot choose Old
Norse as his native tongue. Instead, his first
language must be the tongue and dialect of his
homeland. While the character can learn Old
Norse (which was spoken by all of Scandina-
via), his speech will always be marked, to a
greater or lesser degree, by a noticeable
accent.

Religion. Much of Scandinavia was pagan
throughout the Viking period. However, ad-
herence to any deity’s belief was loose, at best.
Although they were not religious fanatics,
some people may not care for the faith es-
poused by the paladin. The paladin may have
a difficult time finding a church or follower of
his own religion.

Land and Property. Foreigners were not al-
lowed to hold land. They were never consid-
ered landholders and so did not get the rights
(or duties) of this class.

Slavery. Since the paladin is a foreigner, he
can be captured and sold as a slave, should
anyone want to try.

Law. As a foreigner, the paladin is not fully
protected by the customary laws and legal
proceedings of the Vikings. The characters
are, of course, expected to abide by local law
and custom, but do not have the same rights
as Vikings. The amount of rights and protec-
tion a foreigner receives depends on his stat-
ure, the offense committed, and who among
the Vikings are his friends and enemies.

For example, Count Ercangar, a paladin
from the Frankish court (modern-day France),
is the guest of Kveld-Ulf, a chieftain in Nor-
way. While traveling, the count is attacked by
retainers of Harek, who has a feud with
Kveld-Ulf. The count wins the battle, killing
several men. Harek is naturally unhappy and
takes his case to King Harald Finehair, ruler of
Norway. Unfortunately for Count Ercangar,
King Harald has his own reasons to dislike

Kveld-Ulf, the count's host, so the king quick-
ly finds the count guilty of murder. However,
because he is a nobleman of great valor, King
Harald only demands a heavy weregeld (a
payment made to compensate for the deaths).

Rangers

The Scandinavians were primarily a rural
people, freeborn farmers and sailors. There-
fore, the tracking and woods-lore skills of a
ranger are known and useful to the people of
the land. However, true rangers, with their
knowledge of secret powers, are rare. Indeed,
their magical abilities would make rangers
feared by common folk who have little use or
love for the dangerous magical arts.

In the Viking campaign, rangers, like pala-
dins, are outsiders. They are Lapps, Kare-
lians, Kvenir, or other people more skilled in
the mystical arts. Only rarely are Norsemen
rangers, those few taught their secret magical
arts by Lapp wizards.

In a Viking campaign, most ranger abilities
remain unchanged. Only the class ability to
attract followers is different. Instead of using
Table 19: Ranger's Followers in the Player's
Handbook, rangers should determine their
followers exactly as a fighter would, using Ta-
ble 2: Norse Followers.

Berserkers

Ability Requirements: Strength 14
Constitution 14
Charisma 13

Prime Requisites: Strength, Constitution

Allowed Races: Human, Trollborn

One of the character classes unique to a Vi-
king campaign is the berserker. Berserkers are
fearsome warriors who, in the heat of battle,
tap powerful but dangerously unpredictable
battle lusts. These wild passions liken them to
savage beasts; indeed, the most powerful ber-
serkers can actually shapechange into animal
form.
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Old Icelandic sagas have many mysterious
references to berserkers. The most heroic of
all these was probably Bodvar Biarki, one of
the great champions of King Hrolf of Den-
mark. Powerful and fearless, Bodvar Biarki
could become a magical bear-spirit to fight at
the head of King Hrolf's armies.

Berserkers are members of the warrior
group. They share with the fighter, paladin
and ranger the common features of the war-
rior group—hit dice, weapons, armor, and at-
tacks per round. They advance in level at the
same rate as a paladin or ranger. Their princi-
ple attributes are Strength, Constitution and
Charisma. A berserker can be good, neutral,
or evil, but must be chaotic in alignment.
While they are often loyal, trustworthy, and
noble, berserkers have a wild and willful na-
ture that leaves them always unpredicatable.

A berserker who has Strength and Consti-
tution of 16 or greater gains a 10% bonus to
all experience points earned.

A berserker can use any arms or armor
available to him (provided the item exists in
the setting). However, although he can use
any weapon, he does not begin with as many
weapon proficiencies as a normal warrior. In-
stead of 4 initial weapon proficiencies, the
berserker has only 2. Thereafter, weapon pro-
ficienicies are gained at the normal rate. Ber-
serkers cannot use proficiency slots for purely
missile weapons. For example, a berserker can
be proficient in spear, since it can be used in
melee, but cannot spend slots to learn short-
bow or sling. It is not in their savage natures
to fight at a distance.

All berserkers have the ability to “go ber-
serk,” to enter into a wild frenzy that increases
their effectiveness in battle. The frenzy is not
automatic; the character cannot turn it on at
will. A berserker must spend one round work-
ing himself into a frenzy, during which he can
take no other action. (The sagas describe ber-
serkers biting their shields and howling like
wild animals.) At the end of the round, the
berserker makes a saving throw vs. death

magic. If the save is successful, the character
reaches the berserk state. If failed, the charac-
ter has not managed to reach the wild mental
state needed to go berserk. He can continue
making attempts for up to ten consecutive
rounds. At the end of the tenth round, the
character automatically succeeds. The berserk
state has several benefits:

Strength. The berserker’s Strength increases
by 2 points to a maximum of 19. Over 18, per-
centile Strengths increase by one category for
every extra point, thus only character's with
an 18 (91) or greater Strength can attain 19.
The character gains all bonuses (THACO,
damage, weight allowance, etc.) for his in-
creased Strength.

Hit Points. The berserker instantly gains
two additional hit points for every level. The
hit points gained do not heal existing wounds;
they are simply added to the character’s cur-
rent total. These additional hit points can
cause the character’s total to exceed the nor-
mal maximum the character is allowed.

Armor Class. The berserker's base armor
class improves by 1 for every level of the char-
acter, to a maximum of AC 0. This adjustment
is to the character’s normal unarmored rating.
A 5th level berserker fighting without armor
would have an armor class of 5. This armor
class adjustment can be combined with modi-
fications for Dexterity, magical items, spells,
and shields. This bonus does not apply if the
character is wearing armor. In this case, the
armor’s AC is used, not that created by the
berserk fury. A 10th level berserker in chain
mail would still have an AC of 5 when he en-
tered into his berserk rage. Note that a ber-
serker is not prevented from wearing armor,
either in normal combat or when berserk, but
wearing armor negates this benefit.

Charms. While berserk, the character gains
a +2 to all saving throws vs. charms or men-
tal-based attacks.

In addition to the benefits, the berserk fury
has several special limitations and conse-
quences. Many of these reflect the savage and
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unpredictable nature of berserkers.

Single-Mindedness. Once a character goes
berserk, he must enter melee combat with the
enemy. Though the berserker can pick and
choose his targets, he cannot hang back from
battle. If he does, the berserk fury leaves him
within two rounds.

Once in combat, a berserk character cannot
change opponents until the current foe is ei-
ther slain or flees and cannot be pursued. For
example, Agnar the Berserk is at the forefront
of the battle, fighting the standard-bearer of
the Saxons. Suddenly, one of Agnar's com-
panions calls out for aid. Although Agnar is
close at hand, he cannot break off to help his
friend since all his effort is focused on defeat-
ing the standard-bearer. Agnar’s only options
are to quickly defeat his opponent or retreat
from battle (which has its own consequences).
The restriction on changing opponents applies
only after the berserker has actually entered
into combat. If not actually engaged in melee,
the character can move and attack whomever
he chooses.

Retreat. Once a berserker has entered his
battle fury, he cannot retreat from combat
without breaking the delicate psychological
state that generates his power. If the berserk
character withdraws from combat, routs, or is
forced to retreat, the berserk fury immedi-
ately ends.

Loss of Powers. As soon as the berserk rage
ends, all powers gained (increased Strength,
hit points, armor class and charm resistance)
vanish. All damage suffered is taken from the
temporary hit points first. Only after all these
hit points are lost does the character suffer ac-
tual wounds.

Exhaustion. Going berserk is a voluntary
action; the player can choose to end it at any
time. (It can also fail involuntarily shoud the
character fail to enter combat or retreat from
battle.) However, berserking can be physi-
cally draining. The character can only remain
berserk for a number of rounds equal to his
Constitution. If he has not ended the rage be-

fore this time, it instantly ceases.

As soon as the character stops being ber-
serk, he must make another saving throw vs.
death. If the saving throw is successful, the
character is unaffected by his fury. Should he
fail the saving throw, the berserker is immedi-
ately drained and exhausted. The character's
Strength is reduced by 5 (from its normal non-
berserk state) and remains reduced until the
character has time to rest. Strength recovers at
the rate of 1 point per turn of rest. The charac-
ter cannot again attempt to go berserk until
his Strength has returned to its normal level.

The berserker character also gains other
abilities as he increases in level. It is these abil-
ities that truly inspire supernatural dread in
simple folk, for they are beyond normal ex-
planation. They are as follows:

A berserker can shape-change into a wolf at
fourth level. He can use this power once per
week. The berserker’s hit points, THACO,
number of attacks, and saving throws remain
unchanged. However, the berserker gains the
movement, armor class, and damage of a wolf
(MV 18, AC 7, Damage 2-5). The character
receives no bonuses for Strength and cannot
go berserk while in wolf form. The character
can understand human speech, but cannot
communicate back without magical means.
He can understand and speak the language of
wolves while shapechanged. This knowledge
is lost upon transforming back.

The berserker’s shape change is not lycan-
thropy; it is a power bestowed upon him by a
totem animal. His bite has no special power,
he does not heal damage when changing form,
the moon has no effect and he is vulnerable to
normal weapons. The transformation takes
one round to effect and the berserker’s clothes
are gear are not transformed with him.

The berserker can shapechange into a cave
bear at 7th level. The berserker can assume
bear form (and change back again) once per
week. Like the wolf form, this is a totem abili-
ty reflecting the berserker’s increased power;
no disease is transmitted, the moon does not
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force changes, and no special immunities or
healing are gained. While in bear form, the ber-
serker retains his hit points, THACO and saving
throws. In bear form, the berserker moves 12,
has an armor class of 6, and can make 3 attacks
per round. These attacks do 1d6/1d6/1d8
points of damage. If either paw hits with a roll
of 18 or better, the berserker can hug for an ad-
ditional 2d12 points of damage.

Berserkers attract followers upon attaining
9th level. Those willing to serve the berserker
are few, but noteworthy. The berserker will
attract 1d4 +1 heroes. Roll on the leaders sec-
tion of Table 2: Norse Followers. These fol-
lowers are fanatically loyal to the berserker,
willing to stand by him even to the death.

The berserker can shape-journey (hamfarir)
at 12th level. A shape-journey is when the
character sends his spirit out into the world in
the form of an animal, typically a raven, wolf,
bear, or bull (but never as a horse). To shape-
journey, the berserker must place himself in a
deep trance. During the shape-journey he can-
not be disturbed and is not aware of events
around him. One turn after entering the
trance, the berserker’s spirit form appears
within 100 yards of the character. After this,
the spirit form can move any distance from
the character. This spirit form is always that
of an animal. Typical spirit forms are listed
below.

Berserker Hamfarir Summary

Form MV #AT Dam.

Bear 12 3 1dé6/1d6/1d8
Bull 15 2 1d8/1d8
Falcon 36 3 1/1/1

Raven, huge 18 1 1dd4+2

Wolf 18 1 2d4

The spirit form is an actual physical presence.
The shape created can only be detected as magi-
cal by those with true seeing or second sight.
The spirit form has the hit points, saving
throws, and THACO of the berserker. Its armor

class is equal to that of the character if he were
berserk and unarmored. The spirit form also
shares the berserker's +2 saving throw bonus
vs. mental attacks. The berserker sees, heals,
feels, and senses normally through the spirit
form. Damage suffered by the spirit form is
done to the berserker, as are all magical attacks
(charms, etc.). The spirit form cannot naturally
communicate with other humans (or trollborn)
but does understand the speech of similar ani-
mals and can speak to them.

The spirit form can only be created once per
day. The spirit form remains for a number of
turns equal to the berserker’s wisdom. The
spirit form and the berserker are inexorably
linked. Any damage taken by the spirit form
is transfered to the berserker as soon as the
trance ends. If the spirit form is slain, the ber-
serker dies. The character can voluntarily end
the trance at any time and it automatically
ends if the character is shaken, attacked, or
roughly disturbed.

Creating the spirit form is even more drain-
ing than berserking. At the end of the trance,
the character must make a saving throw vs.
death with a —4 penalty to his roll. If success-
ful, he has avoided any weakening effects. If
failed, the berserker’s Strength and Wisdom
are reduced by half. Lost points are regained
at the rate of 1 per hour of rest, Strength is
regained first, then Wisdom. Characters are
not required to rest immediately, but do not
regain any points until they do so.

Berserkers gain experience according to the
guidelines given in the Player’s Handbook for
the warrior group. In addition to the experi-
ence awards already listed, berserkers can
earn an individual experience point award for
initiating combat. This award is worth 200 ex-
perience points. The berserker character must
be the one who leads his side into battle before
the foes attack. Furthermore, the award is not
given if it was clear from the start of the en-
counter that both sides intended to fight.

For example, an evil troll has been terroriz-
ing the king's mead hall and has driven every-
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one away. The group, including Kveld-Ulf the
Berserker, spends the night in the hall so that
when the monster appears, they can slay it.
The troll appears at the door and Kveld-Ulf
leads the attack. Since combat was inevitable,
Kveld-Ulf will not gain the experience award
in this case.

However, if the same group were facing a
company of trolls, things would be different.
The trolls outnumber Kveld-Ulf's group and
are well-armed. The Viking group leader is
uncertain if they should fight, talk, or retreat.
Fed up with the indecision, Kveld-Ulf gives a
bloodthirsty shout and charges the monster!
In this case, Kveld-Ulf would earn the experi-
ence award.

Runecasters

Ability Requirements: Strength 11
Intelligence 14
Wisdom 15

Prime Requisites: Intelligence, Wisdom

Races Allowed: Human, trollborn

Runecasters are rare and fearsome war-
riors. Although skilled in battle, their formi-
dable power springs from their understanding
of runes, ancient formulae that tap mystical
powers. This combination of sword and mag-
ic makes them powerful allies and dangerous
foes.

Though they are infrequent, warriors with
the power to write magical runes do appear
in the old Icelandic tales. Perhaps the most
famous runecaster was Egil Skallagrimsson,
hero of Egil’s Saga. Descendant of the famous
berserker Kveld-Ulf, Egil was a strong and
hot-tempered man, skilled in runes and poet-

ry.

Although they possess magical abilities,
runecasters are members of the warrior
group. They fight and save like warriors. Ex-
perience is earned as a warrior and they ad-
vance in levels as a ranger or paladin. They
are allowed to use all those magical items

normally available to warriors. However,
the runecaster never gains any bonus hit
points normally due for high Constitution
scores.

Runecasters possess the knowledge of
runes, magical words that when used properly
generate or release special powers. Although
they seem like spells (because they have magi-
cal effects), runes are very different. The
source of all runes is the god Odin. Runes
must be learned, but are not memorized and
forgotten like spells. There is no limit to the
number of times a rune can be used in a single
day. However, runes are difficult and compli-
cated. Casting a rune is time-consuming and
may result in nothing but failure. Lastly, a
character’s selection of runes is severely lim-
ited. Complete information on runes, how
they are used, and what they do is found in
Chapter 4: Rune Magic.

In addition to his fighting ability, a first
level runecaster begins the game knowing two
runes. These runes are assigned by the DM
and are never chosen by the player. No check
is made to see if the character can learn these
runes; it is assumed he has mastered that com-
plicated art. Within the limits of rune-casting
and the runes available, the character can use
his knowledge at any time he feels appropri-
ate. Thereafter, each time the character ad-
vances in level, he has the opportunity to
attempt to learn a new rune. Success is not au-
tomatic and a character can only make the at-
tempt when he reaches a new level. The
chance to learn the rune is based on the char-
acter’s Intelligence. It is the same as that need-
ed to learn a new spell. If the check is
succeeded, the character can add the rune to
his list of those already known. If it is failed,
the character can never learn that particular
rune, regardless of how high in level he rises.

As with the initial runes, the DM has final
say over the knowledge gained. He may allow
the player to pick the desired rune or offer the
character a limited selection. Furthermore, the
DM can either allow the rune to leap unbid-
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den into the character’s mind without prior ex-
perience or study; or he can require the char-
acter to find someone who will teach him the
difficult art of forming the rune. There are no
books of rune magic to study from!

As noted before, a character can only learn
a new rune when he rises in level. Unlike spells
(which can be learned anytime the character
discovers a new one), a character cannot try
to “learn” a rune simply because he has seen it.
Runecasting is a mystical art; it cannot simply
be memorized by rote. Even if the character
knows of the rune’s existence, he must wait for
a new level before attempting to understand
its intricacies.

Because of their more ominous reputations,
runecasters do not attract large bodies of fol-
lowers. Upon attaining 9th level, the reputa-
tion of the runecaster is such that a certain
number of men will follow his banner. Like
the fighter, he determines those who stand by
him using the Norse Followers Table. Unlike
the fighter, he only attracts half the number
listed (fractions rounded up). Those who do
attend him are no less loyal for all this.

Wizard

Although magic and wondrous events
abound in the sagas and romances of the Vi-
king age, the style of magic is seldom like that
found in the AD&D® 2nd Edition rules. The
Vikings operated by different understandings
of magic. Runes and supernatural agencies
played an important part, while the stereotyp-
ical robed wizard was seldom seen. Organized
wizard colleges, guilds, magical supply shops,
and other conventions sometimes assumed in
an AD&D campaign simply did not exist.
Likewise, scrolls, spellbooks, and other such
written material were not native to Scandina-
via. Runic writing was used for memorial
markers and runecasting, both of which in-
volved the invoking of special divine power.

However, a few wizards did exist. Like the
paladin, these sorcerors were always for-

eigners. Those wanting to learn the magical
arts often went to the Lapps, Finns, Scots, or
Irish to learn their secrets. Upon return, such
sorcerors were viewed with suspicion and
fear. Thus, wizards must either come from or
have studied extensively in foreign lands—
particularly Finland, Lapland, the Hebrides,
Miklagard (Constantinople), or Araby. Not
surprisingly, wizards of all stripes often had a
very low status.

Not all types of magic were known, either.
In AD&D game terms, only certain specialist
mages are allowed. Those specialist mages
that can appear are listed below:

Conjurer

Diviner

Enchanter

llusionist

Necromancer

For those DM’s striving for an “authentic”
fantasy campaign, it is strongly recommended
that all wizard characters, both player and
NPC, be kept to a minimum. Of the few that
do appear, the majority of these should be Di-
viners or Necromancers. Specialist mages
should automatically suffer a —2 on all en-
counter reactions with those aware of the
character’s repuation.

Furthermore, spells of Alteration, Invoca-
tion, and Evocation are almost completely
nonexistent. The few wizards that do appear
use subtle methods, not the powerful and
flashy damage-causing spells.

Priests

Like the wizard, the standard AD&D game
interpretation of the priest is poorly suited to
the world of the Vikings. The powers wielded
by AD&D game priest characters bear little
resemblance to those described in Scandinavi-
an tales. Therefore, priest characters (espe-
cially Christian priests), though retaining
their spell-casting abilities, must be carefullly
adjudicated by the DM.
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Player-character priests who follow Norse
deities must consult the Legends and Lore
tome for available spell spheres.

Of course, this does not mean there were no
priests during the Viking age. Historically
speaking, both followers of pagan beliefs and
the expanding Christian influence were found.
Among the Vikings, however, religion was of-
ten viewed as a personal matter. The gods
were viewed as patron deities, to be dealt with
by each man on his own. More often than not,
each man was his own priest.

In those cases where a man was given the
title of priest, the job was as much political as
religious(if not more so). For example, in Ice-
land, the priests (godi or godar) functioned as
chieftains. They ruled over districts, kept
households of warriors, judged the court cases
of those living in their district, and attended
the Athing (national assembly), in addition to
seeing that the proper rituals were performed
and the sacred grounds protected. The posi-
tion of godi was not one a character could
simply choose. Instead the godi received his ti-
tle by right of his bloodline, the respect of his
neighbors, and the wealth he possessed. A
poor man claiming to be the godi is as likely as
a hobo announcing himself Emperor of the
World.

Rogues

The Vikings were not all heroic warriors
and bloodthirsty berserkers. The tales are
filled with accounts of murder and theft,
along with more noble descriptions of famed
poets accompanying kings into battle. Thus,
both thief and bard characters are perfectly
acceptable in a Viking campaign.

Thief

As noted above, not every Viking was hon-
est and true. Viking thieves, while not com-
mon, can and did exist—although not without
modification to reflect the time period.

The greatest difference between standard

AD&D® game thief characters and those
found in the Viking campaign are the abilities
to open locks and find and remove traps. Vi-
king thieves do not gain these powers because
the characters would not have had experience
with these items. Locks were rare, and even
those that existed were simple and primitive
affairs. Likewise, the practice of trapping
chests or treasures was unknown, so again
there was no opportunity to learn the craft.
To compensate for the loss of these abilities,
Viking thieves instead gain the ability to open
barred doors. While locks were rare, barring
doors was not. With this ability, the thief can
use a number of tricks and tools (such as thin
pieces of wood or a sword blade) to silently
lift or slide the bar out of place—when the
thief is on the wrong side of the door! This is
not a Strength-based rating; it is a percentage
chance (that can be improved) like other thief
abilities, All Viking thieves begin with a base
10% chance of success in this area. A high
Dexterity does not improve this skill.

Bards

Known to the Vikings as skalds, bards were
respected and honored members of the com-
munity. As stated before, the Vikings were not
all uncouth barbarians. They placed great
store in poets, developing poetry to a fine art.
It was common for kings and nobles to sup-
port and protect skalds—and the poets were
naturally expected to sing their lord’s praises!

Skalds were poets and storytellers. They
entertained by reciting verses, often com-
posed on the s