~ Jarl Ragnar ~
Jarl Ragnar (Follower of Odin) is a stereotypical Viking warrior. Loud and impetuous. Fond of drinking and wenching. He is also daring, brave, and a good comrade. There are depths to him that only his friends appreciate. His strong features are shrouded in curling hair, a great mane atop, beard below, side whiskers, and bristling moustache. Ragnar has one great advantage as a warrior, he does not fear death. He is an 11th Viking Fighter, Northman Kit, Gift of Courage.
Chaotic Good (Slight Neutral Tendencies) - 18-30% - 16 – 17 – 17 – 13 – 18.

Spear of Accuracy (Byzantine Empire Origin), Long Sword +1 with Belt Sheath, Exceptional Quality Throwing Axe with Belt Sheath, Medium Round Shield +2 (Hammered Silver Edging), Mail-&-Plate Armour, Gambeson, Gjermundbu Helm (Close-Faced), Potion of Fire Resistance (1 Dose), Elixir of Health (3 Doses), Potion of Healing (1 Dose), Potion of Vitality (2 Doses), Keoghtom's Ointment (3 Full Jars), Steading, Knaar, Longship.

War Band: Ulf (5th Northman Fighter, Shield, Chain Mail, Cap, Spear, Long Sword +2), Twenty Elite Men (3rd Northman Fighters, Shield, Hauberk, Cap, Spear, Long Sword), Ten Infantry (1st Northman Fighters, Shield, Hauberk, Cap, Spear, Long Sword), Seventy Infantry (1st Northman Fighters, Shield, Studded Leathers, Leather Helm, Spear, Long Sword), Ten Warriors (1st Northman Berserkers, Shield, Leathers, Leather Helm, Spear, Battle Axe).

In the icy Nordic Realms, Jarl Ragnar holds a fjord as his own. Won through strength of arms, heritage, and cunning. This fjord supports Ragnar’s Steading, a rough score of good prosperous farms, several upland meadows, and a good quantity of forest.
Other significant things he owns include - Long Ship (1), Knarr (3), Sexaering (5), Faering (8), Sosser Horses (20), Large Smithy (Blacksmith, Armourer, Weaponsmithing).
Vilppu the Wanderer and Jarl Ragnar are fast friends. They have sailed together and are bound by blood and iron. Ragnar has a small ornately carved ivory falcon, gifted to him by Vilppu. If it is ever crushed, a Summoning Wind is created and rushes to Vilppu . Upon reaching him it informs him briefly of Ragnar’s location and situation.
~ Ingvar Skull-Splitter of Tikksteader Lake ~

Ingvar Skull-Splitter of Tikksteader Lake (Viking of Módi) is an earthy and wild fellow, all bristly beard and coarse red hair. Swarthy and stocky, if not for his height, he could pass as a fire giant. He is an 8th Viking Berserker, Northman Kit, Gift of Good Luck (d20). Ingvar has drunk of Frost Linnorm Blood, and thus he Regenerates at 1 HTK a Round and has Permanent Resist Cold (As Per Priest Spell).

Chaotic Good - 18-89% - 17 – 18 – 13 – 16 – 15.

Battle Axe +2 (Giant Slayer) with Belt Sheath, Long Sword +1 with Belt Sheath, Exceptional Quality Seax with Back Sheath, Medium Round Shield +3, Chain Hauberk, Gambeson, Cap with Nasal, Mail Coif, Ring of Free Action.
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Had a really cool dream. I somehow slip back in time to a fantasy Viking World. I'm something of a wizard cum thief in a world of warriors. Still, I have useful skills and eventually gain the respect of a fighting band. Their leader is Ragnar (Ernest Borgnine, right out of The Vikings flick, from 1958) in mail-&-plate. We win a major battle and are all wounded, blood-spattered, weary, but overjoyed to be victorious. Ragnar strides past in his heavy armour. And I go up to him. "Despite my sometimes glib attitude and fun-loving ways, I deeply respect all these fine warriors and regard you as my jarl. You are my liege and I would give my life for you." He slaps me roughly on the shoulder as he continues past and with a wolfish smile says. "I know! You are one of us now. Our outland brother."
*******

Vilppu the Wanderer: 16/18/16/18/15/17, 5th Cleric (Scholar Priest of Gnostic Ideology), 9th Thief (Duel Classed from Cleric), 16th Conjurer (Duel Classed from Thief), Wild Talent Psionics (Animal Telepathy, Empathy, Mysterious Traveller), Cloak of Dryness, Bracers of Deflection (Dragon Mag #99), Yataghan Sword of Night +1 (Dragon Mag #232 & Dragon Mag #91), Buckle Knife +4 (Complete Buckle Version), Enchanter’s Knife (Dragon Mag #238), Ring of Fire Starting (Dragon Mag #117), Potion of Mind Restoration, Potion of Nutrition, Potion of Toughening, Bone Blow Tube (Powder of Coagulation), Bone Blow Tube (Powder of the Hero's Heart), Bone Blow Tube (Dust of Mind Dulling), , Stingray Hide Backpack, Healer’s Bag with Various Herbs and Numerous Ointments, Flatbox with Rare and Expensive Viking Garb, Various Coins, Thick-Billed Raven Familiar, Six Thick-Billed Raven Pets.

Thick-Billed Raven Familiar - AC: 7 (3), Move: 1/36 (B), HD: ¼, HTK: 10, THAC0: 20, #Attacks: 1, Damage: 1 (10% Chance of Putting Out an Eye), Speed: +3, Intelligence: Semi (3), Acute Wide-Angle Colour Vision, Exceptionally Long Life & Special Saves (Magical Enchantment), Sensory Link with Vilppu, Permanency (Protection from Normal Missiles, Infravision, Ultravision, Detect Evil, Detect Invisibility, Detect Illusion, Detect Magic), Leg Ring of Projection (+4 On AC, +2 On Saving Throws, Only Functions on Birds, Mithril with Tiny Hematite Round Cuts and Tiny Sapphire Marquise Cuts), Leg Ring of Warmth (Only Functions on Birds, Yellow Gold with Tiny Vivid Yellow Topaz Octagon Cut Gemstones).

Fjotra Wartooth is a most unusual woman - a falconer, fighter, and hunter. This causes some social issues in the Nordic Lands, but far greater issues arise in the realms of the Franks, Moors, and Byzantines. With Vilppu, she has found acceptance for who she is without prejudice or judgment. Her father was outlawed for kin slaying and apparently died a year later in Novgorod. Her mother, from the Abbasid Caliphate, has remarried a Faroer farmer. Seeking to avoid the family reputation, her two brothers are now in distant Kiev, serving a merchant as guardsmen. She to headed out in search of adventure and learned her sea craft as a freebooter in the Mediterranean. She fell in with Vilppu the Wanderer as he was travelling the Barbary Coast. Fjotra is a tall and well toned woman with small pert breasts and attractive open features. She wears her golden hair long, half-way to her waist, and bound with a twisting band of crimson silk.

17 / 17 / 15 / 13 / 12 / 13
3rd Fighter – Corsair Kit.

Gift of Second Sight.
HTK 28 & AC 4.

Neutral Good

Two-Weapon Style (1), Short Sword (2), Steady Hand (1) 17, Long Bow (1), Animal Training (Hawk) (1) 12, Gaming (1) 13, Hunting (1) 11, Jumping (1) 17, Looting (1) 17, Seamanship (0) 18, Swimming (1) 17, Tumbling (1) 17.
Swords:
+3 Hit & +4 Damage, 5/2, 1d6/1d8 Damage, Speed 3, THAC0 18.

Bow:

+5 Hit & +3 Damage, 2/1, 1d6/1d6 Damage, Speed 7, THAC0 18.

Paired Exceptional Quality Short Swords with Leather and Worked Brass Scabbards, Leather and Worked Brass Baldrics, Exceptional Quality English Long Bow (Seasoned Yew, 85lbs Draw), Exceptional Quality Flight Arrows (12), Leather and Worked Brass Hip Quiver, Exceptional Quality Seax with Ornate Scabbard, Light Leather Scale Armour, Ornate Byzantine Silk and Chamois Leather Binder (Breast Support), Light Steel Mail Coif, Dark Iron Cap.

Pair of Northern Goshawks – AC 6; Move 1/33 (B); HD 1; HTK 8 & 7; THAC0 19; Attacks 3; Damage 1-2/1-2/1; Speed +3; Diving Attack at +2 To Hit and Double Talon Damage (No Beak Attack), Called Shot on Target’s Eyes at No Penalty, Hard to Surprise, Superior Sense of Sight, Animal Intelligence; ML 9 (11 with Fjotra); Neutral; 35”-50” Wingspan.

Seal Fur Cloak, Nordic Garb, Falconer's Gauntlets, Large Belt Pouch, Small Belt Pouch, Carved Persian Oak and Boar Bristle Hair Brush, Small Bronze Mirror, Small Oilcloth Pouch, Fire Steel, Flint Nodule, Char Cloth, Pine Resin (Several Pieces).
Soft Pig Skin Pouch, Deer Hide Backpack, Light Silken Cord (25’ Coil), Old Sail Cloth (Stoutly Hemmed, Ground Sheet, 8’ x 8’), Oilcloth with Brass Rimmed Eyelets (Linen and Linseed Oil, 8' x 10', Custom Crafted), Highland Beech Tent Pegs (8), Segmented Bamboo Pole (Interlocking), Otter Pelt Blanket, Woollen Blanket (2), Cotton Mosquito Net (1.2 mm Mesh Size), Stockfish (Cold Air Dried Cod), Smoked Herring, Salted Bacon, Gamalost (Aged Cheese), Hard Flat Bread, Carrots, Turnips, Onions, Leeks, Garlic, Iron Ladle, Iron Cooking Pot, Banquet Set in Iron, Citrus Wood Bowl.

Jónas Bear-Bait is a bright and entertaining fellow, who however lacks a certain common sense. The eighth son of ten and landless, he worked on the farms of various uncles farms in his youth and lost his wife and kids over a decade ago to a mid-winter longhouse fire. More recently, while hunting hares, he encountered a long-tailed bear (Sarkastodon, Dragon Mag #167) and in the ensuing fight lost both his right forearm and right eye.

Fallen upon hard times, he found himself alone and starving in Kaupang, reduced from a freeman to a beggar. At this point he met Vilppu the Wanderer. Over mead, venison pies, and spit-roasted pork at the rustic open-air Boar’s Head Tavern, they talked at length and Vilppu ended up taking on Jónas as a warrior.
Jónas is a lean and wiry man with strong features, a somewhat flattened nose from an old badly healed break, dark brown eyes the hue of strong coffee, and a great mane of dark brown hair swept up over his head and down to his shoulders. His keeps his beard and moustache neatly trimmed. He usually pulls his head hair into a tight ponytail and binds it with leather thongs.

Upon his right arm, just below the elbow, Jónas wears a laced cup of hardened leather reinforced with iron that supports a heavy, single-edged, and slightly curved sword blade. It is cushioned by a custom crafted Nalbinding Sock. This tool was commissioned and paid for by Vilppu the Wanderer. The blade is an ancient shard reforged from a shattered Sidhe Sword and it holds a lingering +2 enchantment.

16 / 18 / 17 / 15 / 07 / 16
3rd Fighter – Northman Kit.
Gift of Courage.

HTK 32 & AC 2.

Chaotic Good

Ambidexterity (1), Medium Swords (2), Long Sword (1), Long Bow (1), Animal Lore (1) 15, Bowyer/Fletcher (1) 17, Gaming (1) 16, Hunting (1) 06, Leatherworking (1) 15, Seamanship (0) 19, Set Snares (1) 17, Survival (Cold Woodlands) (2) 15, Swimming (0) 16.

Two-Weapon Combat:

Sword:
+2 Hit & +4 Damage, 3/2, 1d8/1d12        Damage, Speed 5, THAC0 18.

Blade:

+2 Hit & +3 Damage, 1/1, 1d6+1/1d8+1 Damage, Speed 3, THAC0 18.

Ranged Combat:

Bow:

+4 Hit & +3 Damage, 2/1, 1d6/1d6 Damage, Speed 7, THAC0 18.

Exceptional Quality Long Sword with Leather and Worked Brass Scabbard, Leather and Worked Brass Baldric, Exceptional Quality English Long Bow (Seasoned Yew, 70lbs Draw), Exceptional Quality Flight Arrows (12), Leather and Worked Brass Hip Quiver, Exceptional Quality Seax with Ornate Scabbard, Hauberk, Mail Coif, Cap.

Red Squirrel Pelt Cloak, Nordic Garb, Large Belt Pouch (2), Carved Oak Comb, Bronze Spring Scissors, Oval Bronze Razor, Small Bronze Mirror, Water Vole Pelt Blanket, Woollen Blanket (2), Deer Hide Backpack, Collapsible Boat (Currach with Sail).

Gunnar ‘Bloodaxe’ Jøkulsøn is a tough and stalwart man of the sod, steady yet helpful. He is the third son of a farming family and as yet unmarried. Gunnar is a squat and sturdy yet quite nimble fellow. Hairy as a badger with deep fiery chestnut hair covering his muscular body. He has a massive spade beard, close scissor cropped head hair, and stormy grey-green eyes. His features are sharp and powerful with widely spaced eyes. His right arm is covered with deep blue and dark green knotwork pattern tattoos.
18-60% / 16 / 18 / 13 / 15 / 15

3rd Fighter – Northman Kit.

Good Luck on d20.
HTK 39 & AC 3.

Neutral Good

Iron Will (2) 13, Battle Axe (2), Long Bow (1), Agriculture (1) 13, Blacksmithing (1) 18, Carpentry (1) 18, Endurance (2) 18, Gaming (1) 15, Seamanship (0) 17, Shipwright (1), 11, Swimming (0) 18.

Axe:


+4 Hit & +7 Damage, 3/2, 1d8/1d8 Damage, Speed 7, THAC0 18.

Bow:

+5 Hit & +6 Damage, 2/1, 1d6/1d6 Damage, Speed 7, THAC0 18.

Exceptional Quality Battle Axe with Leather and Worked Brass Back Sheath, Exceptional Quality English Long Bow (Seasoned Yew, 185lbs Draw), Exceptional Quality Flight Arrows (12), Leather and Worked Brass Hip Quiver, Exceptional Quality Seax with Ornate Scabbard, Medium Round Shield, Hauberk, Gambeson, Mail Coif, Cap.

Sheepskin Cloak, Nordic Garb, Large Belt Pouch, Small Belt Pouch, Elk Antler and Walrus Ivory Comb, Bronze Spring Scissors, Small Bronze Mirror, Pry Bar, Adze, Hatchet, Hammer, Chisels (3), Bow Drill, Rasp, Treenails (Various), Measuring Cord (20’ in Length), Whetstone, 17 Silver Pennies, 3 Arab Dirhams, 1 Gold Dinar.

Seal Skin Pouch, Moorish Silk Rope (50' Coil), Deer Hide Backpack, Old Sail Cloth (Stoutly Hemmed, Ground Sheet, 8’ x 8’), Araby Carpet (3’ x 5’), Oilcloth with Brass Rimmed Eyelets (Linen and Linseed Oil, 8' x 10', Custom Crafted), Highland Beech Tent Pegs (8), Segmented Bamboo Pole (Interlocking), Rabbit Pelt Blanket, Woollen Blanket (2), Cotton Mosquito Net (1.2 mm Mesh Size).

Wine Skin (Weak Ale), Stockfish (Cold Air Dried Cod), Smoked Herring, Salted Bacon, Gamalost (Aged Cheese), Hard Flat Bread, Pickled Cabbage in Stoneware Jar, Dried Mushrooms, Dried Peas, Dried Beans, Carrots, Turnips, Onions, Leeks, Garlic, Flask (Honey Syrup with Raspberries, Elderberries, and Cherries), Dried Wild Plums, Dried Crab Apples, Walnuts, Hazelnuts, Sack of Porridge (Barley, Rye, Oats), Iron Ladle, Iron Cooking Pot, Banquet Set in Iron, Citrus Wood Bowl, Beechwood Plate (3), Drinking Horn (3).

Small Oilcloth Pouch, Fire Steel, Flint Nodule, Char Cloth, Amadou (Dried Bracket Fungi), Pine Resin (Several Pieces), Charcoal (Five Pounds), Pitch Torch (5), Ornate Candle Lantern (12" Tall, Pressed Green Glass, Byzantium Metalwork), Beeswax Candles (3, Each 5" Tall, 5' Radius Illumination, 10 Minute/Inch Burn Time).
~ Travellers from Other Worlds ~

On his way to investigate a possible Wreckers Hold, Vilppu the Wanderer had just left the National Maritime Museum Library late on a wet and wintery evening, when he was almost knocked off his feet as a freak thunderstorm blew up out of nowhere. The next moment he was struck by a fiery iridescent bolt of green lightning.
When his vision cleared, he found himself inexplicably not dead but sprawled upon the damp sod of ruined Iron Age Hill Fort Craig Phadrig in the Medieval Period. The early morning sunlight was warm and the air was sweet with the scents of spring.
A somewhat distant Sheppard witnessed the event. Although shocked, he did revive somewhat with several drafts of hiking whisky from Vilppu’s hipflask. Enough to reveal that a sudden wind squall had inexplicably descended upon the nearby hill out of a clear sky. Then there was a flash of light, akin to Saint Elmo’s Fire, and two figures appeared in the middle of the old fort.

“Yes, sir. You wasn’t alone. There were two figures on the hill. One was your good self, sir. The other was right by the trees, I didn’t see it well. While you sir were confounded, it slipped away into the woods. Quick yet somehow sneaky it was, sir. I couldn’t say why it recovered quicker then you did, sir.”

Obviously, thought Vilppu, this must be a wormhole or gateway affect.

Note: As he was dazed and reeling at the time, Vilppu himself has no idea what other being was brought through the gate with him and even less idea from whence it came.

Unbeknownst to Vilppu, the other creature that was dragged through the spontaneous gate was a Conscious Scarecrow Golem from the World of Greyhawk.

*******

The strange lightning and the mysterious appearances remind Ealdræd, Hedge Wizard of the Shetland Islands, of something the mage calls spontaneous gates. Apparently, when conditions are right, temporary gates can open, connecting different universes, and matter can move between them. Such movements are always balanced. The most common phenomenon is a direct exchange — something from Universe A goes to Universe B while something from Universe B goes to Universe A. Infrequently, something from Universe A and something from Universe B both go to Universe C. This vector balance is like moving equal weights from both ends of a balanced plank equal distances toward the centre. Might not the other figure, Ealdræd speculates, be a creature from yet another universe equally removed from its world?
Ealdræd provides another gem of wisdom. He remembers that an Arabian Wizard he once met speculated that a spontaneous gate could be reopened by taking the objects or creatures that came through and bringing them together again (although not necessarily in the same place they appeared). If Vilppu the Wanderer and the other being can be brought into proximity, the gate should reopen and each will be returned to their respective plane.
