~ AD&D 2nd Edition Viking Campaign ~

I like a legendary viking era campaign. Magic is rare, but spell casting times are normal. In play, I have found that shifting the casting time either makes no one wish to play a spellcaster or that if they do, they then go down the route of constantly laying ambushes so they can use their spells. Neither of which is particularly fun to my way of thinking.
The world of the vikings is an amazing era. However, it is poorly represented in the AD&D materials. There is naturally the Viking Source Book, filled with colour and rowdy flavour, but it has no sample adventure as do others in the series.

The following have a distinctly viking style.

The Whale in Dungeon Magazine #35.






Levels 1 - 3

Ancient Blood in Dungeon Magazine #20.





Levels 3 - 5

The Fire Giant’s Daughter in Dungeon Magazine #39


Levels 8 - 10

Aesirhamar in Dragon Magazine #90







Levels 9+

Also of note is Image Magazine #30 (Viking Special) and Mystara Gazetteer #07 (The Northern Reaches). Although not quite AD&D, they are both a good read and full of atmospheric ideas.
Beyond that the DM is left to his own devices. Many interesting adventures can be spun out from the annual games, maybe the player’s best wrestler could challenge Olaf Hard-Sailor to a match. There are winter hunting expeditions. Intrigue in the jarl’s hall. Perhaps finding a mysterious murder victim down on the beach and there is of cause raiding the holdings of Lawful Evil foreigners in the spring.

For other sources of inspiration, may I suggest the following:
Viking's Dawn - Henry Treece

The Road to Miklagard - Henry Treece

Viking's Sunset - Henry Treece

Black Sun - T. F. G. Jones

Vikings: Journey to New Worlds (IMAX - 2004)

The Island at the Top of the World (Disney – 1974 Film)

The Norseman (1978 Film)

The Vikings (1958 Film)

~ Viking Birthrights ~

Choose 1 or Randomly Determine 1d3.

Roll 1d8 + 1d12.

02
Assassin

03
Kin Slayer

04
Family Outlawed

05
Blood Feud

06
Bad Luck

07
Ugly

08
Family Scandal

09
Courage

10
Good Luck

11
Handsome

12
Inheritance

13
Rune Lore

14
Second Sight

15
Seer

16
Title

17
Lapp Blood = May Choose Ranger (Seeker) or Wizard (Mystic) * #

18
Celtic Father = May Choose Ranger (Warden) or Druid (Village) #

19
Celtic Mother = May Choose Manteis (Prophet) or Wizard (Witch) * #

20
Frankish Father = May Choose Paladin (Peasant Hero) #

* Whenever the term ‘Wizard’ is mentioned in the above table, it refers to a specialist magic user. There are no generalist mages in the Viking Era.

# There is no compulsion to follow in the family tradition. As the character has grown up in the viking lands, they can instead choose any viking class they wish. In such a case they are still of mixed blood, but gain the advantage of ‘Inheritance’.

Assassin: The character has been accused of slaying the local jarl. He is an outcast from his homeland. Anyone encountered from his homeland will try to capture and/or kill the character. The player should detail how the jarl was slain and the circumstances in a few lines for the DM to expand upon. Possibilities run to being framed, an accidental death that unscrupulous people have capitalised upon, a duel over a woman or some other point of honour, even an actual assassination with blade or poison. The character gets a +2 reaction bonus with criminals, who regard him favourably as a hardened thug and capable killer.

Kin Slayer: The character has murdered one of his own family. This has caused a blood feud between the character and the surviving members of his family. The player should detail who was slain and the circumstances in a few lines for the DM to expand upon.

Family Scandal: The character’s parent, grandparent, or elder brother did something scandalous. Perhaps he freed one of his slaves and married her, or was accused of treason against the local jarl, or cowardice in battle. This has tainted the family name - the character gets a -2 reaction penalty from people who know about the scandal. If the scandal is a social one, such as a slave or madman in the family tree, the character can’t do much about it except try to live it down. But if it was treason or cowardice, perhaps the true facts are very different - maybe his father was unjustly accused or framed by jealous rivals! The DM should work out what really happened and arrange an adventure in which the character can discover the truth and try to clear his family’s name.

~ Talents & Quirks ~

Linguistics: Individuals with this ability have a natural affinity with language which goes beyond learning and experience. They pick up languages very quickly and can learn enough of any spoken tongue to 'get by' within one week of encountering it. They can also communicate with people even if they speak a completely unknown language - although such communication will be fairly basic. They also have an intrinsic understanding of written languages. This is very limited and imprecise however. Although, it is handy for use with tavern bill of fare boards, travel timetables, and the like. If the individual in question is familiar with a language or languages in the same linguistic family, then they will be able to speak and read related languages with a reasonable amount of rough precision.

Numismatics: Individuals with this skill are used to handling coins from all parts of the world, having perhaps worked as traders or having had other dose dealings with money. They are aware of all the different sorts of coin in common usage. They know their origins, names, metal contents and relative values. They can recognise which are most likely to be underweight. If it involves coinage in any form, they will know something about it. In the Medieval Period there are many different currencies, issued by various states, individual cities, and even trade guilds over the years. Some are more popular than others, but in all cases value is determined by the weight of the coin's silver or gold. Skilled individuals can recognise forgeries or clipped coins at once, and will always recognise the origin of unusual, foreign or ancient money after a successful Intelligence test. When the individual is confronted with an unusual coin, the gamesmaster can test against their Intelligence to find out if the coin is recognised, and how much is known about it. In this way, individuals may receive clues about possible treasure hordes or the presence of exotic traders.

Super Numerate: Individuals with this talent have a gift for calculation, with an uncanny and deeply irritating ability to work out maths in almost no time at all. When facing such individuals with mathematical problems, the gamesmaster should assume they can solve them - no matter how difficult the problem. The gamesmaster should make a test against the individual’s Intelligence every turn until a successful test indicates that the problem is solved that turn. The gamesmaster can then reveal the solution. Super numerate characters also have a + 2 modifier for all Appraising tests and a +1 modifier for all Gaming tests.

Olaf Hard-Sailor is a warrior from the cold fjords and mountains of the far north. He is the local blacksmith and a serviceable shipwright. He has been a viking many times, and despite his middle years still favours the wild raiding life of the summer season.

Olaf is a large and burly fellow with shaggy salt-and-pepper hair and a sturdy greying beard. His eyes are fierce greenish grey and his strong features are roughened by sea weather and forge work.

Olaf is coarse, hot tempered, impulsive, quick to argue, but also quick to defend his friends. He is given to drinking, rowdy and boisterous singing, and drunken brawling. He has a zest for combat and, ultimately, wants to die gloriously in battle.

Amongst the gods, Olaf favours Völundr and Thor.

His greatest deed, to date, was his valour during a bloodthirsty raid into the heart of Ireland. With his fellow raiders, Olaf looted several small monasteries and villages. At one point, they were opposed by a local nobleman and his men, all armoured and mounted. Olaf fought his way through the soldiery and took the head off of the nobleman’s horse with one swing of his battle axe. He then bested and slew the knight on foot, axe against sword.

Strength
18-63%.
Hearty Northman Warrior.

Dexterity
16.

Constitution
17.
Fighter
6th.

Intelligence
09.
Hit Points
63.

Wisdom
13.
Armour Class
1.

Charisma
13.
Neutral Good (Chaotic).

Special Abilities: Move 12, Gift of Good Luck (d20), Gift of Courage, Gift of Rune Lore (Sea-Rune), Superb and Daring Sailor, Fine Swimmer, Skilled with Oars and Sails, Apt with Keelboats, Reputation as a Raider.

Wild Talent Psionics: Nil.

Saves: Paralysation, Poison, Death Magic 11; Rod, Staff, Wand 13; Petrification, Polymorph 12; Breath Weapon 13; Spell 14.

Experience: 45,375 (Fighter / Northman) (+10% X.P. Bonus).

Axes (2), Battle Axe (2), Long Sword (1), Shield (1), Weapon-&-Shield Style (1), Wrestling (1), Blacksmithing (1) 18, Boating (0) 14, Endurance (2) 17, Rope Use (1) 16, Seamanship (0) 17, Shipwright (1) 07, Swimming (0) 18, Modern Language (Old Norse) (0) 09, Reading & Writing (Norse Runes) (0) 10, Modern Language (Gaelic) (0) 09, Modern Language (Slavic) (0) 09.

Battle Axe:
+6 Hit & +7 Damage, 3/2, 1-8 Damage, Speed 7, THAC0 15.

Long Sword:
+2 Hit & +3 Damage, 1/1, 1-8 Damage, Speed 5, THAC0 15.

Throwing Axe:
+3 Hit & +3 Damage, 1/1, 1-6 Damage, Speed 4, THAC0 15.

Exceptional Quality Battle Axe, Long Sword, Three Throwing Axes, Seax.

Medium Shield (Viking), Open-Faced Helm (Nasal), Chain Hauberk.

Heavy Woollen Cloak, Ring Cloak Pin (2 Ore of Silver), Homespun Tunic, Thor’s Hammer Leather Toggle, Linen Shirt, Braided Gold Armband (2000 Pennies), Oiled Leather Belt, Woollen Breeches, Linen Drawers, Boot Hose, Hide Boots with Leather Lacings.

A Pair of Aurochs Drinking Horns (Chased With Silver).

Oiled Leather Belt Pouch, Figurine of Wondrous Powers (Serpentine Owl), Small Ornately Carved Ivory Box with Sliding Lid (900 Pennies), Walrus Ivory Comb with Inlaid Gold and Garnets (500 Pennies), Strike-a-Light (Firesteel), Whetstone, Small Iron Knife, Applewood Spoon.

Oiled Leather Belt Pouch, 19 Half-Pennies, 16 Pennies, 18 Dirhams, Amber Beads from Wendland (200 Pennies), Multi-Coloured Glass Beads from Rhineland (200 Pennies).

Olaf Hard-Sailor is a prosperous freeman. He is a supporter of Erik the Red. Although he has voyaged to several times Greenland, Olaf has chosen to remain in Iceland.

His current ships run to a Knarr (60'), a Sexaering (39'), and two Faering (21’ & 18'). All are well maintained and fully rigged with sails and oars as appropriate. Each of these sturdy craft is also protected by the influence of a ‘Sea-Rune’. In addition, Olaf has been gifted a damaged Longship (75’) by Erik the Red. Although a sturdy craft, it has a cracked mast and is missing almost all oars.

Brynhildr, his wife, is a handsome mature woman with a steadfast yet kindly nature. She is a Worshiper of Freya and a 3rd Barbarian Priestess. Her husband has gifted her a shirt of scale mail and a fine long sword, taken on his raids. It is rumoured that Olaf and Brynhildr spar together on nights when the moon is full.

Olaf has five children, two boys and three girls. His sons are aged 15 and 9. His daughters are aged 17, 12, and 11. Olaf’s eldest son, Bodvar, is a 3rd Berserker. His youngest son, Harek, shows signs of becoming a Skald. All of his daughters – HjÖrdis, Svanhildur, Ragnhildur - are following their mother’s calling in the service of Freya.

On Hvalfjörður, called the Bay of Whales by the early Irish monks, Olaf’s holdings comprise some good fields, a sod longhouse (entry hall, main hall, kitchen, pantry), a fine smithy with adjacent workshop, a large boat house down on the fjord, fish-drying sheds, a timber and sod barn, and grain stores.

There is an old sauna, built by Olaf’s father, a stones throw from the longhouse. Close to this sauna is an outdoor kitchen with fire pit and several field stone sitting benches.

There are over a dozen turf huts with thatched roofs between the longhouse and the boat house. The smallest ones, closest to the boat house, are home to Olaf’s thralls. Three larger huts, close on the longhouse, are held by the farming families of Gunnar Frodisson (Fighter 2nd, Northman), Ingvar the Hunter (Thief 2nd, Scout), and Fjolvar Wartooth (Fighter 2nd, Beast-Rider - Icelandic Pony).

Olaf is exceptionally easygoing with his dozen odd thralls. He treats them more as servants than slaves. He provides them with good food and expects only honest work in return.

Olaf’s holdings take in a small forest of native birch trees interspersed with aspen, spruce, and larch. This woodland is not natural, but was planted out by Olaf’s grandfather and carefully tended by his father. Olaf maintains it out of respect for his forebears.

Olaf’s boat house is guarded by a handful of savage dogs with dire wolf bloodlines.

Gunnar Frodisson (Fighter 2nd, Northman) is a loud and impetuous fellow. He is also daring, brave, and a good comrade. His wife is skilled in weaving, sewing, and embroidery. Gunnar has eight children, five boys and three girls. The oldest is 13, a bright young lad who is the image of his father and a 1st Northman Fighter. Gunnar’s old and widowed granduncle also shares his house. Thorgeir Skull-Splitter is a Trollborn 5th Runecaster and knows Berserk-Rune, Help-Rune, Iron-Can’t-Bite-Rune, Limb-Rune, Strength-Rune, Triumph-Rune.

Ingvar the Hunter (Thief 2nd, Scout) is just recently married, and is currently without child. However, he cares for the wife and 3 nephews of his lost brother Tharand Hairy-Breeks. Three years back, Ingvar’s brother was raiding in Asturias and failed to return. These nephews, all young teenagers, are all 1st Norseman Fighters.

Fjolvar Wartooth (Fighter 2nd, Beast-Rider - Icelandic Pony) owes his current place in the world to Olaf Hard-Sailor. A rugged and stoical fellow, Fjolvar is a skilled warrior and an accomplished master of horse. He will willingly sacrifice all he has, even his life and family, to avail Olaf.

Fjolvar is the only offspring of Halfdan Coal-Chewer, a Priest of Aegir from Gotaland. Fjolvar is also illegitimate. He never knew his mother, but believes her to be a thrall from Scotland. His parents and close relatives perished during a harsh winter blizzard. Only Fjolvar survived. He managed to marry and has a young son, but while away raiding, his ship was wrecked. With his crew fellows lost, he was left for dead on the shores of Northumbria. Over the course of a year, he managed to make his way back to his wife, by begging and stealing. An opportunity to relocate to Iceland came and Fjolvar took it.

Wandering the coast, with his wife and tiny son, he came to Olaf’s Steading. Fjolvar and his family were taken in and Olaf gave them his rough hospitality for the night. The next day, he showed Fjolvar over his lands and impressed with the young man offered him a place in his small realm as a farmer. Fjolvar accepted at once, although a slight social step down from freeman, a farmer was still free and held honour.

With a new and skilled man on hand, Olaf quickly organised a late season raid on Ireland. Using his sturdy Knarr. On the raid Fjolvar saved Olaf’s son Bodvar from a hidden thief’s backstabbing attack, thus exposing himself to the enemy. Olaf spotted this and made a heroic throw of his battle axe and saved Fjolvar’s life.

Olaf Hard-Sailor has fourteen thralls. There are twelve are men used for field work and two women who assist the ladies of his house. All were taken on raids. The men live in a number of small turf huts with thatched roofs close by Olaf’s boat house. The two women thralls sleep in the kitchen off the main hall.

Arvo, Veikko, and Kyösti are rugged Finns from the Town of Turku. Their skills and abilities are more suited to an urban environment rather than an agricultural setting, but they are strong and work well as labourers.

Arvo, Veikko, Kyösti: 1st Thug / Thief.

Žydrūnas, Kazimeras, and Ramūnas are Balt fishermen from the Gulf of Riga. During the winters they tended to leave the fishing for robbing travellers on the roads. One day they made the mistake of attempting to rob Olaf, they have been his thralls ever since.

Žydrūnas, Kazimeras, Ramūnas: 1st Bandit / Thief.

Božidar and Radomir are Slav brothers who were on the wrong side when they tried to swindle Olaf in a business deal. To pay their debts, and save their skins, they became thralls.

Božidar and Radomir: 1st Merchant-Rogue / Thief.

Arzu is an wily old Oghuz Turk, captured during a wild raid on the rich and plentiful lands of Constantinople. Olaf tends to use him as a shepherd and general horse man.

Arzu: 1st Nomad / Fighter.

Breandán was a Benedictine Monk from Ailech in Ireland. Captured by the vikings when his monastery was looted over a decade ago. Living as a thrall in the Lands of the Northman, he gradually came to embrace pagan ways. Abandoning Christ, he now follows Wōden.

Breandán: 2nd Peasant Priest (Benedictine), 3rd Manteis.

Mathfrid is a Frankish noble, captured on the field of battle and brought away afterwards as a prize. He now tends Olaf Hard-Sailor’s Steading as a thrall. He is a cynical and keen fellow of no good humour.

Mathfrid: 2nd Nobleman Priest / Western Church Cleric.

Until a few years ago, Wulnoth was a stalwart Anglo-Saxon village headman in East Anglia. That was before the vikings came raiding one cold and frosty autumn eve. He was captured, along with his two young half-elf daughters, and carried off over the sea. Now he works hard as a thrall on the Steading of Olaf Hard-Sailor.

Wulnoth: 2nd Peasant Hero / Fighter.

Audrey and Edith: 1st Arcanist / Enchanter & Cleric of Danann.

