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“From the fury of the Norsemen, oh Lord, deliver
s!” So prayed the Irish monks.

To the victims of a Viking raid, the Norsemen were
bearded giants with bloody axes. But the Viking was
much more. He was a skilled navigator and a brave
explorer and trader. He was a fighter to whom honor
and reputation were far more important than life. He
was a free man in an age of petty tyranny. He was a
dreamer whose songs and stories live even today.
And yes, he was a bloody-handed sea rover who took
what he wanted!

This book is a complete guide to the Norse world.
It includes maps, historical background, and details
on society and religion. A separate chapter discusses

Norse magic and runes. This new edition also
provides templates for playing the magical races of
Viking lore as player characters, and expands the
number of campaign options available.

You can game any sort of Viking campaign, from
fully realistic to magical and cinematic. Create a
historical campaign, with sea battles, duels and
bloody raids — or become a legendary berserker for
mythic adventures with Thor and Odin!

You may live, you may die. No man knows his fate.

But act bravely and the skalds will sing of
your deeds forever.
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' GURPS Basic Set, Third Edition
' Revised and Compendium I are

required to use this book in a
GURPS campaign. Compendium I1
is also recommended to those who
want detailed rules on sea battles and
mass combat. The historical and
campaign material on Vikings can be
used with any game system.
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Abouc GURPS

Steve Jackson Games is committed to full
support of the GURPS system. Our address is
SJ Games, Box 18957, Austin, TX 78760.
Please include a self-addressed, stamped enve-
lope (SASE) any time you write us! Resources
include:

Pyramid (www.sjgames.com/pyramid/).
Our online magazine includes new GURPS
rules and articles. It also covers Dungeons and
Dragons, Traveller, World of Darkness, Call
of Cthulhu, and many more top games — and
other Steve Jackson Games releases like In
Nomine, Illuminati, Car Wars, Toon, Ogre
Miniatures, and more. Pyramid subscribers
also have access to playtest files online!

New supplements and adventures. GURPS
continues to grow, and we’ll be happy to let
you know what’s new. A current catalog is
available for an SASE. Or check out our web-
site (below).

Errata. Everyone makes mistakes, includ-
ing us — but we do our best to fix our errors.
Up-to-date errata sheets for all GURPS releas-
es, including this book, are available from SJ
Games; be sure to include an SASE. Or down-
load them from the Web — see below.

Gamer input. We value your comments, for
new products as well as updated printings of
existing titles!

Internet. Visit us on the World Wide Web
at www.sjgames.com for an online catalog,
errata, updates, Q&A, and much more.
GURPS has its own Usenet group, too:
rec.games.frp.gurps.

GURPSnet. This e-mail list hosts much of
the online discussion of GURPS. To join,
e-mail majordomo@io.com with “subscribe
GURPSnet-L” in the body, or point your web
browser to gurpsnet.sjgames.com.

The GURPS Vikings web page is at
www.sjgames.com/gurps/books/vikings/.

Page References

Rules and statistics in this book are specif-
ically for the GURPS Basic Set, Third Edi-
tion. Any page reference that begins with a B
refers to the GURPS Basic Set — e.g., p.
B102 means p. 102 of the GURPS Basic Set,
Third Edition. Page references that begin
with CI indicate GURPS Compendium 1.
Other references are CII for GURPS Com-
pendium II, M for GURPS Magic, RU for
GURPS Russia, SPI for GURPS Spirits, and
UN for GURPS Undead. The abbreviation
for this book is VI. For a full list of abbrevi-
ations, see p. CI181 or the updated web list
at www.sjgames.com/gurps/abbrevs.html.

INTRODUCTION

GURPS Vikings is about the Scandinavians of the Dark Ages and the
early medieval period. It is also about the stories that were told — and are
still told — about these people. In history, the Vikings span a 300-year peri-
od from the 8th century to the 11th; their mythology goes back to the begin-
ning of the world and forward to its end. And the heroic exploits of the
Norse sagas seem to occupy a time and space all of their own.

“From the fury of the Norsemen, oh Lord, deliver us!” So prayed the
monks when the dragon ships were sighted. Over a thousand years later, the
Vikings are still a byword for fearless, invincible barbarian warriors.
Ancient chroniclers speak with horror of their savagery, modern
moviemakers love them for their blood-and-thunder image, and fantasy
barbarians everywhere owe them a vast unpaid debt.

All of which would amuse the average Viking immensely. In a world
where even the gods were doomed to die, the only truly lasting thing a man
could have was renown. To live well and die well, and have his saga told
and retold till the end of the world — what more could a Viking ask?

GURPS Vikings lets roleplayers visit three Viking worlds. You can
become a Viking from history, hoping to rise to the rank of Jarl or even
king, command your own ship, and raid or trade as the mood takes you. Or
you can step into the world of sagas, battling trolls and witches, sailing
through untold perils to new lands. Finally, you can step beyond sagas to
the world of myths, where gods walk the earth in disguise and woe betide
the mortal who displeases them. Beware of a stranger with a broad hat and
one eye . . .

Abouc the Auchor

Graeme Davis discovered Vikings and roleplaying games at about the
same time, as an archaeology student at Durham University, England, in
1979. Since then he has written for GURPS, Warhammer Fantasy Role-
play, Advanced Dungeons & Dragons, and Vampire: The Masquerade,
among others. He makes a living designing games for the Internet, and to
his father’s chagrin, he shows no signs of growing up and getting a real job.
Graeme lives in Colorado, with his long-suffering wife Gina and two very
pampered cats.

Vikings and Norsemen

It should be pointed out from the start that the title of this
worldbook perpetuates a misnomer. During the “Viking Age,” the
inhabitants of Scandinavia did do other things than raiding, pil-
laging, and looting. Strictly speaking, the term “Viking” should
only be applied to an early medieval Scandinavian who is
involved in such pursuits. This was actually a very minor part of
Norse culture, no matter what Saxon chroniclers and Hollywood
moviemakers would have us believe. However, the image of the
Viking raider has such power, even today, that most people apply
the term to all early medieval Scandinavians.

Besides, GURPS Early Medieval Scandinavians wasn’t
nearly such a good title.

INTRODUCTION
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The Word “Viking”

The origin and meaning of the word Viking
have been hotly debated by scholars, and there is
still no total agreement on the matter.

Some say that Viking must be a word of
Scandinavian origin, since other peoples use dif-
ferent words for them. The Franks called them
Normanin (men from the north; the part of France
where they settled was called Normandy), while
the Germans called them Ascomanni (‘“‘ash-men,”
perhaps referring to the ash tree-trunks which they
used as masts for their ships). The Anglo-Saxons
called them Dani (Danes); the vast majority of
Scandinavians who visited England were from
Denmark. The Irish called them Gall (“stranger”)
or Lochlannach (“northerner”) — the latter was
often qualified with “white” for Norwegians and
“black” for Danes, perhaps reflecting the predom-
inant colors of their shields, or the nature of their
dealings with the Irish. The Byzantines and Arabs
called them Rus — the word seems to have been
borrowed from the Finns via the Slavs, as the
Finnish name for Sweden was Ruotsi, perhaps
meaning “the land of the oarsmen.”

If the word “Viking” is of Nordic origin, it
may have one of two derivations: from the word
vig, meaning “battle,” or from vik, meaning
“inlet,” which was also applied to fjords. Thus, it
might mean “warrior,” or it might mean “dweller
in an inlet or bay.” It was once suggested that the
word originally meant people from the region of
Vik, around Oslo, but the conventional term for
people from this area was Vikverjar or Vestfalding,
and this derivation is no longer widely accepted.

An increasingly popular theory derives
“Viking” from an Anglo-Saxon word wic, which
is ultimately derived from the Latin word vicus.
The Romans applied the word vicus to small
towns and trading-posts, like those that grew up
around their major forts. The Saxon word wic
seems to have a slightly more specialized mean-
ing, indicating a shallow-water trading port on a
navigable waterway. Several English place-names
have wic as a significant element: for example
Ipswich, Norwich, and Eoforwic — the Saxon
name for the city of York.

If the wic theory is correct, “Viking” might
mean “trader” — ironic for a name which has
become synonymous with violence! Archaeology
has established that the Scandinavians were great
traders as well as pirates and explorers. Modern
scholars agree that the historical record is biased
because raids were more newsworthy than trading
voyages, and tended to be mentioned in European
chronicles more often.

The VIKING WUORLD

The Vikings are often seen as simple barbarians, but this is far from
the truth. Their society, and the nature of power within it, differed from
those countries that had been shaped by Roman domination, but the
medieval Scandinavians had most of the qualities by which we measure
civilization: towns, long-distance trade, specialist craftsmen, a cash-
based economy, and a degree of literacy. Very few were full-time war-
riors.

The Norse culture was, in fact, a strong and stable one. It is ironic
that it is best remembered through the writings of people who never saw
the homelands, but only the raiding dragon-ships.

NORse SocieTy

Norse society was not highly structured, but in many ways was a
good deal more democratic than its contemporaries. To western
European eyes, it seemed like dangerous near-anarchy.

SociAL CLASSES

There were three classes in Scandinavian society: the jarl or
“earl” class, the carl or freeman class, and the thrall or serf class. The
carl class was most numerous by far.

The Jarl Class

The jarls were the nobility of Viking society, and it was from this
class that the king was drawn. In many ways, the jarls were not much
different from the earls and barons of Christendom — in war they
formed the officer class, commanding troops drawn from the farmers,
while in peacetime they saw to the smooth running of their lands.
Because of the nature of power in Norse society, however, they tended
not to be so autocratic as their counterparts in England, France and
elsewhere.

The Carl Class

The free farmer and fisherman was the backbone of Viking soci-
ety, just like the medieval yeoman of England. Tilling the fields or ply-
ing their nets in peacetime, the carls formed the rank-and-file of the
Viking war machine and the crews of the feared dragon-ships. Those
who found the farming life tedious could aspire to becoming huscarls
— “house carls” — in the retinue of their jarl, acting as household staff
in peace and the jarl’s personal bodyguard in war.

The Thrall Class

The thrall occupied the lowest level of Viking society. Some were
bond-slaves, and others were captives brought back from Britain and
the Baltic, or bought in the markets of the “civilized” world. The
Vikings conducted huge slave-raids among the Slavonic peoples, and
some scholars believe this resulted in sclavus replacing servus in
medieval Latin as the word for a slave — ultimately finding its way into
English. Killing a thrall was regarded as destruction of property rather
than unlawful killing.

TrRADCS AND LIFESTULES

So much emphasis has been placed on the raiding and exploration
of the Norsemen that other aspects of their lifestyle have been almost
forgotten. The image of the raider overshadows the reality which
faced most Scandinavians during this period — of making a living from
the land, or the sea, or by some craft in a town.



The Norsemen were a religious people, though they went
about their worship in ways strange to their Western European
neighbors. Many Vikings were, in fact, Christian! Viking char-
acters in any campaign might pray to the Norse gods, or Christ,
or both. Whether they get any response is up to the GM.

The “magic level” of a Viking campaign will dictate how
active the gods are and how frequently they have dealings with
mortals. The historical campaign has inactive deities; while the
characters believe in them, the gods and their supernatural ser-
vants do not take an active hand in the doings of Midgard-folk.

The fantastic campaign has unobtrusive deities; the gods
themselves do not show their hands clearly, but there will
sometimes be events and situations which can only be
explained by divine action.

The mythic campaign has active deities; gods walk the
earth alongside mortals, albeit mainly in disguise, and take a
hand in all kinds of affairs.

While magic level determines the frequency and extent of
divine activity, the GM can also use the campaign’s level of
violence to indicate the nature of divine activity. In a thought-
ful campaign the gods will do subtle things for subtle reasons,
often setting the PCs mind-numbing puzzles or tricking them
into impossible situations. They are likely to be in disguise
when encountered, and often PCs will not even realize that
they have met a god until much later. In an action campaign,
the gods will show their hands more clearly and the challenges
they set will be more physical than mental in nature.

On those occasions where PCs meet the Norse gods — or
encounter their machinations — the GM should take care to
roleplay the deities properly. Even when they are in mortal dis-
guise, the gods will display some trace of their normal person-
alities. Odin will have one eye and a quirky, unpredictable
personality. Thor will be bluff, hearty, and short-tempered,;
Loki will be charming on the surface, sly and malicious under-
neath.

The NOrse
Derries

The Norse gods were divided into two tribes: the Aesir and
the Vanir. The Aesir were the more prominent group, while the
bulk of the Vanir are less well-defined; most of them seem to be
fertility and nature gods, and they may be the last remnants of
an older, stone-age religion.

Our source material for the Norse gods comes almost
exclusively from stories which were written down a century or
more after Scandinavia had become completely Christian.
Because of this, the gods lose much of their divine, awe-inspir-
ing character and behave much like comic-book superheroes.

66 RELIGION AND DAGIC

Days of che (Ueek

Tuesday, Wednesday, Thursday, and Friday are
named after Tyr (Germanic form Tiw or Tiwas), Odin
(Woden), Thor, and Frey respectively. This may or may
not indicate that each god had a day of the week which
was dedicated to him, but it does show that they were the
most important gods to the Norsemen.

Their personalities are often all too human, with weaknesses
that lead to sometimes comical situations. The pagan Norse-
man probably saw his gods in a different light than the 12th-
century storyteller! The GM should bear this in mind
when presenting Norse deities to PCs in fantastic and mythic
campaigns.

THOR

Thor was one of the favorite Norse gods, and his symbol
— the hammer — has been found more often on pendants and
other amulets than the mark of any other Norse deity. The
Thor’s-hammer rivals the Christian cross in popularity even
among the later Vikings, and molds for making both have been
found cut into the same block.

Thor was a weather-god, making thunder with his great
hammer Mjolnir and the wheels of his goat-drawn chariot.
Since weather (and particularly storms) were of great interest
to this race of farmers, fisherman and seafarers, it is not sur-
prising that Thor was popular.

In all the stories where Thor appears, he is almost a cari-
cature of the Viking image: unbelievably strong, totally fear-
less, naive at times, straightforward, hearty, and violent. To the
pagan Viking, he was probably a role model; the ideal warrior,
possessing strength, courage, and resoluteness in abundance.
Certainly his worshippers took Thor seriously, and his cult is
the most widely recorded both in literary evidence and in
archaeological remains.

Thor normally appears as a huge, muscular warrior with a
bristling red beard. He is armed and armored like a wealthy
Jarl, but uses his great hammer instead of a sword. Besides
Mjolnir he has a magical iron glove (or a pair, depending on the
story) called larn Greiper, which enables him to catch the ham-
mer after throwing it; Mjolnir is red-hot by the time it magi-
cally returns to Thor’s hand, perhaps through being transmuted
into a thunderbolt. He also has a magical girdle called Megin-
giord, which gives him great strength, and a chariot drawn by
a pair of goats, Tanngniostr and Tanngrisnr. These magical ani-
mals can be killed and eaten each night, and by the time morn-
ing comes they are alive and well, and ready to pull the chariot
again.

Thor performs incredible feats of strength and feasting in
the stories, and kills many giants, with and without good cause.
He has no time for subtle plans and complex machinations —
when offended or angered he simply smashes the miscreant’s
head with his hammer. At Ragnarok, only Thor will have the
strength to slay the Midgard Serpent, but he will die in a tor-
rent of venom from the creature’s mouth.



ALVAR

Alvar or alfar is the Norse name for the Elves. There
seem to be two kinds of alvar: those who make up the popu-
lation of Alfheim (p. 73), and the mound alvar, who are asso-
ciated with burial mounds and the cult of the Vanir.

Alfheim Alvar

The alvar of Alfheim have never been known to travel to
Midgard. In an adventure that takes place in Alfheim, the
alvar can be treated as human in all respects.

(Mound Alvar

The mound alvar are rarely seen by mortals. They are
spirits, more like the kami of Japan than the elves of Tolkien
or most generic fantasy settings. At certain times, offerings of
food and drink were left out for them, and their goodwill
helped ensure the fertility of crops and livestock and the well-
being of the household. Alvar are one of several species with
similar abilities and behavior (or perhaps, one of several
names for the same species): other names include thusser and
huldre folk.
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As their name suggests, the mound alvar lived inside
mounds, and without Area Knowledge or some similar skill it
is difficult to distinguish their mounds from those which
might house a draugr or haugbui (see. pp. 91-92). Inside their
mounds are luxurious halls, and the mounds are often larger
on the inside than they are on the outside. At full moon, the
mounds are raised up on red pillars, revealing the hall inside
with a feast in progress.

The mound alvar are nocturnal creatures, active from
dusk till dawn. They appear as elves of great beauty, four to
six feet tall, slim and beautiful, and dressed in colorful ver-
sions of local human clothing; red, green, and gray are their
favored colors. Their skin is a pale, translucent blue. The hul-
dre folk of Norway have cow’s tails, like some spirits (see pp.
88-89), but other mound alvar do not. All avoid sunlight,
which can turn them to stone, or at least wither them into ugly,
shriveled creatures. They can change their appearance to dis-
guise themselves as mortals, and sometimes lure young
women to their feasts by impersonating their betrothed and
other villagers.

They are highly skilled, especially in smithing, music and
the use of rune magic. Their weapons are always of very fine
quality (p. B74), and their jewelry is more beautiful than any-
thing the most skilled mortals could make. Their mail coats
are half the weight of those made by mortals (see p. B210),
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and so finely woven that they are PD3, DR3 against all phys-
ical attacks, including impaling weapons. The mound alvar
only work in iron, as they are vulnerable to steel.

The mound alvar are unsurpassed musicians and dancers,
and can train a mortal to superhuman levels of ability in these
skills. They know the secret of the EIf King’s tune, which is
able to make even the trees and rocks dance. All creatures
hearing the EIf King’s tune must make an IQ roll at a penalty
equal to half the musician’s skill or be unable to do anything
except dance for as long as the music goes on. If a mortal
plays the EIf King’s tune, the only way to stop is by playing
the entire tune backwards (requiring a skill roll at -4), or if
someone breaks their instrument. The EIf King’s tune is a
Mental/Very Hard skill, which must be learned in addition to
a Musical Instrument skill.

Mound alvar and their kin are not an ideal PC race, main-
ly because they are so closely tied to their home area; howev-
er, they can make very interesting and challenging characters
to play in a domestic campaign, especially if it involves ele-
ments such as disputes between alvar and mortals, environ-
mental threats (such as encroaching ice or trolls), or the
introduction of Christianity into an area.

ALVAR 229/209 POINTS

Advantages: Ally (other local alvar; 6-12 individuals) [20];
Animal Empathy [5]; Extended Lifespan (2 levels) [10];
Early Maturation (1 level) [5]; Healing [25]; Ice Skates
[5]; Invisibility (become visible at will, objects become
invisible when picked up, up to Light encumbrance) [52];
Magery (Dark-Aspected, 3 levels) [18]; Morph [40];
Move through Ice [10]; Night Vision [10]; Doesn’t Sleep
[20], Speak with Animals [15], Speak with Fish [10];
Speak with Plants [15]; Unaging [15]; Racial Memory
[40].

Disadvantages: Bad Temper (Capricious, easily offended)
[-10]; Dependency (Home area; common, constantly)
[-10]; Duty (other local alvar; 12 or less) [-10]; Dying
Race (Christian period) [-10]; Nocturnal [-10]; Vulnera-
bility (Steel, 1 level) [-15]; Vulnerability (Sunlight, 3 lev-
els) [-45]; Weakness (Christianity and its trappings; 1d
per minute, occasional/common) [-20/-40].

Skills: Area Knowledge (Home area) 1Q+4 [8]; Bard (IQ+3)
[8]; Dancing (DX+3) [16]; Musical Instrument (Fiddle;
1Q+4) [12].

GMs with access to GURPS Spirits can base mound
alvar on the Spirit of Place template (p. SPI61 or the Physical
Faeries variant of the Faerie template (pp. SPI57-58), depend-
ing on their intended role in the campaign.

ALVAR (JDAGIC

Nearly all mound alvar and similar creatures will have
some magical ability. Details are left to the GM to fit in with
the overall magic level of the campaign (see p. 100), but the
bulk of their magic affects plants and animals, and they may
also have some Mind Control magic as well, and the ability to
impose and lift curses and cause or cure disease.



Ten Things Jou Thoughc Jou Knew Adouc Vikings

1. They wore horned helmets.

No, they didn’t. Ever. Gauls, yes (see GURPS Celtic
Myth); Vikings, no. Blame 19th-century artists and 20th-cen-
tury movie-makers. Deities are sometimes pictured wearing
horned helmets in Norse art dating from the Bronze Age to
the Viking period, but there is no evidence at all that mortals
ever did. Not a single horned Viking helmet has ever been
found.

2. They were professional pirates and raiders, like
seaborne medieval biker gangs.

No, they weren’t. The vast majority of their wealth came
from trading — peacefully — with people from Scotland to
Turkey. Raiding just made the chronicles more often because
it was news. At some times, and in some places, it has to be
admitted, Scandinavians were regarded with the same mix-
ture of fear and distrust that some people today reserve for
bikers. And with about the same amount of justification.

3. They were hugely muscled, thought with their swords,
and were halting of speech.

Hardly. They might have spoken haltingly in Frankish,
Latin, or Anglo-Saxon, but how many people did they meet
who had bothered to learn Old Norse? Judging by the
remains found in excavated Viking-age burials, they were
pretty much the same size and build as other rural Europeans.
And their craftsmanship, strategy, and political dealings are
every bit as skilled, well-designed, and intricate as those of
any contemporary nation you care to name.

4. They dressed in furs and chainmail at all times.

Furs were good at keeping out the cold of the Scandi-
navian winter, but it was a rare and wealthy man who could
afford chainmail. A mail coat could be worth as much as a
working farm, depending on time and location, and no one
walked about in armor unless he was expecting trouble — or
inviting it. Many 21st-century Americans own guns — a
greater proportion than the number of Vikings who owned
mail coats, in fact — but only a few carry them all the time.

5. When they weren'’t killing people, they held huge and
riotous feasts, roasting whole oxen and drinking mead and
wine by the barrel.

Well, there is a fair amount of feasting and drinking in
the sagas, so maybe that is how the Norsemen would have
liked to have spent their time. Everyone likes to party once in
a while. But most Scandinavians spent far more time grow-
ing food than consuming it. The literary evidence suggests,
too, that they preferred their meat stewed rather than roasted
—no ox-sized spits and fire-irons have yet been found.

6. They were very fierce and insanely brave, and would
never retreat whatever the circumstances.

They were very practical, and although no one liked a
coward, only a fool fought on if death was certain and noth-
ing would be gained by it. They would retreat from over-
whelming odds and withdraw from impossible situations,

and even the heroes of the sagas were allowed to run away
from supernatural foes sometimes. And they could be very
imaginative — downright underhanded at times — in finding
ways to narrow the odds. See Cleverness, p. 11.

7. Their women were almost as strong as the men, and
could fight alongside them.

Romantic nonsense. Ever since the Romans encountered
the Nordic peoples of northern Germany in the first couple of
centuries AD, the “civilized” world has been obsessed with
the idea of women warriors — counting the Amazons, the
obsession goes back four or five more centuries. What would
Freud have made of it? There were no women warriors in
medieval Scandinavian society, ever. Women stayed at
home, ran the household, and bore and raised the children.
Sexist? Well, these are the Dark Ages. Socially, though,
Scandinavian women were a lot freer and a lot more respect-
ed than their Christian counterparts. For instance, they were
never considered to be their husbands’ property, and could
divorce themselves from their husbands at will. One of the
things that seems to have sparked the idea of Norse shield-
maidens is the mythological band of minor goddesses, the
Valkyries. 19th- and 20th-century artists have always por-
trayed these beings as clean-limbed, nubile, armored maid-
ens, whereas to the Vikings they were death-goddesses, and
had no erotic connotations at all. Wagner has a lot to answer
for, as well — he was very free with the plot of the Volsung
Saga when he set it to music as the Ring Cycle.

8. All their ships had dragon-heads on the stem-posts.

Some did. Not very many, actually. Only a handful of
ships have been found with dragon-heads, and at least one of
these — the Oseberg ship from Norway — was the lavishly
decorated royal barge of a princess, and not a warship at all.
Even in pictures of the time, less than one ship in ten had a
carved stem-post.

9. They loved big, brutal weapons, like huge axes and
warhammers.

Given the choice, the average Viking would have pre-
ferred a sword — it’s just that a good-quality sword could
cost as much as a house. Two-handed axes were rare, since
the Vikings liked to have a shield in the left hand, but one-
handed axes — which might have doubled as farm tools —
were a very common weapon. There is no evidence that
Vikings used maces or warhammers — although if there were
no other weapon handy, a Viking would probably fight with
a sledgehammer quite cheerfully.

10. The only law they knew was “might is right.”

The Viking system of law, as described in Chapter 1,
was sophisticated and reasonably just, even if enforcement
was sometimes a problem. It was the Vikings of the Danelaw
who introduced the idea of adversarial trial and trial by jury
into English law, and thus into the legal systems of most of
the English-speaking world.
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Action campaign, 102.

Addiction disadvantage, 35.

Adultery, 13.

Advantages, 34, 86.

Adventurer characters, 31.

Adventures, 115; fantastic, 120
historical, 115; mythic, 122.

Aesir, 60, 75; lesser, 67; pets of,
93.

Air spells, 80.

Alcohol, 35.

Alfheim, 73; alvar, 84.

Allies advantage, 34.

Althing, 8.

Alvar, 84.

Amphibious attacks, 46.

Anglo-Saxons, 19.

Animal berserkers, 31.

Animal spells, 80.

Animals, domestic, 95; Vinland,
98; wild, 96.

Appearance, 26.

Arabs, 23.

Archaeological evidence, 59.

Armor, 43, 45; prices, 40.

Arm-ring, 27.

Asgard, 73, 74.

Atlantic seaboard, 52.

Attacks, amphibious, 46.

Axe, 43; throwing, 44.

Baldur, 67, 74.

Baltic rivers, 55.

Baltic Sea, 53.

Banishment, 12, 13.

Battle of Hastings, 20.

Battle of Stamford Bridge, 62.

Battles, sea, 51.

Bear, brown, 96; grizzly, 98;
polar, 96.

Beauty, 26.

Beginning of the world, 74.

Berserk disadvantage, 35.

Berserker character template, 31.

Berserkers, 46; animal, 31.

Best man, 13.

Bestiary, 83.

Bibliography, 125.

Bifrost, 74.

Birka, 18, 59.

Blood of Kvasir, 82.

Bloodless duel, 13.

Bluetooth, Harald, 75.

Boar of Valhalla, 94.

Boar, 71, 91; wild, 97.

Boat burials, 72.

Boating skill, 49.

Body Control spells, 77.

Bond-slaves, 6.

Bow, 44.

Bracelet, 27.

Bragi, 68.

Breaking spells, 80.

Brokk, 68, 79.

Brown bear, 96.

Brynhild’s Carpet, 82.

Bulgaria, 22.

Bull, 91.

Burials, 72, 75; Rus, 72.

Byzantines, 23.

Campaign styles, 101.

Campaign themes, 102.

Campaign, 99; cliché, 111;
Juxtaposed, 113; magic and,
66; cinematic, 110; crossover;
110; silly, 111.

Captives, 6, 29.

Carl, 6.

Case for the Thing adventure,
118.

Casting rune magic, 79.

Cattle, 95.

Causes of Viking expansion, 57.

Cavalry, 46.

Central Europe, 62.

Chain mail, 45.

Character templates, 27.

Character, juxtaposed, 113.

Characters, 25.

Charlemagne, 20.

Christian Priest character
template, 29.

Christian priests, 77.

Christian, Mediterranean, 24.

Christianity, 69, 75.

Churches, 75.

Cinematic campaigns, 110.

Cinematic genres, 111.

Classes, social, 6, 7.

Clerical Investment advantage,

Cleverness, 11.

Cliché campaign, 111.

Cliff trolls, 86.

Climate, 14.

Clothing, 26; prices, 39.

Code of Honor disadvantage, 26,
35.

Color, eye, 26; hair, 26.

Combat Paralysis disadvantage,

Combat training, 43.

Combat, 42; mass, 46.

Commerce, 42.

Communication spells, 80.

Communications, 19.

Compensation, 12.

Compulsive Lying disadvantage,

Conquerors, 60.

Constantinople, 23.

Cougar, 98.

Courage, 10.

Cowardice disadvantage, 34, 35.

Craftsman character template, 27.

Craftsman, 7, 39.
Creation spells, 78.

Creatures, divine, 93; natural, 95.

Cremation, 75.

Criminal offenses, 12.
Crossover campaigns, 110.
“Cunning-man,” 76.
Curse campaign, 107.
Curse troll spell, 87.
Czechoslovakia, 22.
Danelaw, 15, 60.
Dare-games, 13, 100.
Darkness spells, 80.
Dawn of the Vikings, 57.
Days of the week, 66.
Death penalty, 13.
Death-song, 10.

Deer, 91, 96.

Deities, Norse, 66.
Denmark, 14, 58.
Dependents disadvantage, 35.
Destiny disadvantage, 35.
Devout followers, 77.
Difficult hit, 100.
Disadvantages, 34, 86.
Disir, 69.

Dispute, 12.

Divine creatures, 93.
Divine possessions, 79.
Division of loot, 46.
Dnieper River, 55.

Dog, 95.

Domestic animals, 95.
Domestic spirits, 88.

Dragon, 90.

Dragon-ship, 47.

Drakkar, 47.

Draugr, 84, 91; creating, 92.

Draupnir, 67, 81.

Dublin, 18, 19.

Duel, 12, 37; bloodless, 13.

Duty disadvantage, 35.

Dvalin, 79.

Dwartf character template, 85.

Dwarves, 85.

Dying well, 10.

Dynamics, social, 7.

Eagle, 91, 96.

Early raiding, 58.

Earth spells, 80.

Eastern Europe, 15.

Economics, 38.

Egil’s Saga, 12.

Elbe River, 58.

Elemental Spirit spells, 76.

Elves, 84.

Empathy spells, 80.

Enchanter character template, 28.

Enchanters, 77.

Enchantment spells, 80, 82.

End of the Viking age, 62.

End of the world, 74.

Enemies disadvantage, 36.

Enforcement, 12.

England, 15, 60.

Equipment in cinematic
campaigns, 111.

Ericsson, Leif, 62.

Eunuch disadvantage, 34, 36.

Europe, central, 62; eastern, 15.

Evidence, archaeological, 59.

Explorer character template, 30.

Explorers, 60.

Eye color, 26.

Faering, 48.

Faeroe islands, 14, 52, 58.

Falcon, 96.

Family, 8.

Fantastic adventures, 120.

Fantastic campaign, 66, 101.

Fantastic river hazards, 55.

Fantastic sea hazards, 55.

Farmer character template, 28.

Farmers, 7.

Farmsteads, 15.

Feasts, 72.

Fenris, 67, 68, 74, 93.

Festivals, 71.

Feuds, 13.

Fighting spear, 44.

Fimbulvetr, 74.

Finns, 24, 77.

Fire spells, 80.

Fisherman character template, 28.

Fisherman, 6, 7.

Flail, grain, 44.

Flat-grave burials, 72, 75.

Foes, 19.

Fog troll spell, 87.

Followers, devout, 77.

Food spells, 77.

Food, prices, 40.

Forest spirits, 88.

Founding a settlement, 61.

Fox, 96.

France, 60.

Francesca, 44.

Frank society, 20.

Franks, 20.

Free farmer, 6.

Freki, 67, 93.

Frey, 69, 74; priests of, 77;
worship of, 71; magic items,
81.

Freya, 69.

Friend characters, 32.

Friends, 19.

Frigga, 68.

Frodi, 69.

Fugitive campaign, 108.

Fur-bearers, 97.

Futhark runes, 78.

Fylgia, 88.

Gaels, 21.

Game, small, 97.

Games skill, 37.

Garm, 67; 74; 95.

Genres, cinematic, 111.

Geography, 14.

Geri, 67; 93.

Giants, 87.

Gigantism disadvantage, 36.

Ginnungagap, 73.

Gioll River, 95.

Glossary, 124.

Goat, 96; of Valhalla, 94; Thor’s,
94.

Godwinson, Harold, 20.

Gokstad ship, 49.

Goods, miscellaneous, prices, 40.

Gotland, 14.

Grain flail, 44.

Grave goods, 72, 75.

Grave-ships, 49.

Greater trolls, 86. K

Greenland, 14, 58, 61.

Grim the Good, 82.

Grim’s Mound adventure, 120.

Grizzly bear, 98.

Guardian spirits, 88.

Gullenbursti, 81, 94.

Gungnir, 67, 79, 81.

GURPS Alternate Worlds 2, 110.

GURPS Arabian Nights, 110.

GURPS Aztecs, 110.

GURPS Celtic Myth, 110, 112.

GURPS Cliffangers, 110.

GURPS Deadlands, 110.

GURPS Discworld Also, 110.

GURPS Fantasy, 110.

GURPS Horror, 110.

GURPS Illuminati, 110.

GURPS Lensman, 110.

GURPS Magic, spells from, 77.

GURPS Middle Ages 1, 110.

GURPS Old West, 110.

GURPS Spirits, spells from, 78.

GURPS Supers, 110.

GURPS Time Travel, 110.

GURPS Undead, spells from, 18.

Gusir’s Gifts, 82.

Hack silver, 38.

Hair color, 26.

Halatafl, 37.

Handling under oars, ship, 51.

Hardrada, Harald, 62.

Hastings, battle of, 20.

Haugbui,, 84, 92.

Hazards, fantastic river; 55;
fantastic sea, 55; river; 55; sea,

Head of Wisdom adventure, 123.

Healing spells, 80.

Hedeby, 18, 59; sacrifices in, 71.

Hedge-wizard, 76.

Heidrun, 94.

Height, 26.

Heimdal, 67, 74.

Hel, 70; minions of, 95.

Helmets, 44.

Heroes, possessions of, 82.

High seas, 59.

Historical adventures, 115.

Historical campaign, 66; action,
102; thoughtful, 101.

Historical epics cinematic
campaign, 111.

Historical nicknames, 32.

History, 56.

Hnefatafl, 37.

Hoder, 68, 74.

Hoenir, 74.

Holmgard, 62.

Home Fires campaign, 104.

Honesty, 9.

Hooks, pruning, 44.

Horns, 44.

Horror cinematic campaign, 111.

Horse, 91, 95.

Horse-fights, 71.

Hospitality, 10.

House-burning, 9.

Howard, Robert E., 22.

Hugin, 67, 93.

Human sacrifice, 70.

Hungary, 22.

Hunter character template, 28.

Huscarl, 39.

Tarn Greiper, 81.

Ice, 54.

Iceland, 14, 58, 61.

Icelandic temple to Thor, 71.

y Icing, 54.

Icy waters, 54.

Ideals, social, 9.

Idols, 70.

Ilusion spells, 78.

Improvised weapons, 44.

Ing, 69.

Inheritance, 57.

Inuits, 24.

Ireland, 14, 60.

Irish Sea, 52, 58.

Ironic nicknames, 33.

Islands, 14, 60.

Istanbul, 23.

Italy, 24.

Items, magic, 79; other from the
sagas, 82.

Jarl, 6, 11.

Javelin, 43.

Jewelry, 27.

Job Table, 41.

Jobs, 38, 39.

Jormungand, 90, 91, 93.

Jotunheim, 73.

Jutland, 14.

Juxtaposed campaign, 113.

Juxtaposed character, 113.

Kami, 84.

Kenning, 13, 114.

Kidnapped adventure, 122.

Kidnapped characters, 31.

Kin, 8.

King, 8.

Kinship, 8.

Knarr, 48.

Knowledge spells, 80.

Kvasir, Blood of, 82.

Landthing, 8, 12.

Language skills, 37.

Lapp wizards, 91.

Lapps, 24, 77.

Law, 11.

Legal Enforcement Powers
advantage, 34.

Legal system, 11.

Lesser Aesir, 67.

Lesser trolls, 86.
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Level, magic, 100; violence, 100.

Lifestyles, 6.

Lifthrasir, 74.

Light spells, 80.

Lindisfarne, 58.

Lindorm, 90.

Literacy advantage, 34.

Literary Picts, 21.

Little dark people, 22.

Livestock, 46; prices, 40.

Loading, ship, 50.

Lodging, prices, 40.

Loire River, 55.

Loki, 67, 68, 70, 74, 79, 93.

Longhouse, 15.

Loot!, 46; division of, 46.

Low Pain Threshold
disadvantage, 34, 36.

Loyalty, 11.

Luck advantage, 34.

Luck, 11.

Lure troll spell, 86.

Magic items, 79; Frey’s, 81;
Odin’s, 81; Thor’s, 81.

Magic level, 66, 100.

Magic, 65, 76; Alvar, 84; rune,
78; troll, 86.

Magical training, 76.

Magni, 74.

Making spells, 80.

Man, best, 13.

Maneuverability, ship, 49.

Mannbaetr, 12.

Man-worth, 12.

Map, 16, 17.

Maritime technology, 57.

Marriage, 9; Swedish, 9.

Martial arts juxtaposed campaign,

Mass combat, 46.

Medicine, 19.

Mediterranean Christians, 24.

Megingiord, 81.

Merchant character template, 30.

Merchant characters, 31.

Merchants, 7.

Merfolk, 89.

Meta-spells, 78.

Middle East, 23.

Midgard Serpent, 66, 74, 90, 91.

Midgard, 73.

Military Rank advantage, 34.

Mimir, 68, 74.

Mind Control spells, 80.

Minstrel, 30.

Miscellaneous goods, prices, 40.

Miserliness disadvantage, 34, 36.

Missile feats, 100.

Missionaries, 29.

Missionary characters, 32.

Mistletoe, 67.

Mjolnir, 66, 81, 94.

Moder, 74.

Modgud, 95.

Money, 38.

Moselle River, 55.

Mound Alvar, 84.

Mound burials, 72.

Movement spells, 78.

Munin, 67, 93.

Murder mystery juxtaposed
campaign, 113.

Musical Instrument skill, 38.

Musk ox, 96.

Muspellsheim, 73.

Mystic character template, 28.

Mystics, 76; enchantments and,
82.

Mythic adventures, 122.

Mythic campaign, 66; action,
102; thoughtful, 101.

Naglfari, 74.

Names, 32; personal, 33.

Naming of things, 114.

Nasal, 45.

Natural creatures, 95.

Near miss, 100.

Necromantic spells, 78.
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Nicknames, 32; ironic, 33; women
and, 33.

Nidavellir, 73.

Nidhug, 74, 90, 94, 95.

Niflheim, 69, 70, 73, 95.

Nine Worlds, 73.

Nis, 88.

Njal’s Saga, 10.

Njord, 69.

Nobility, 6.

Non-causes of Viking expansion,

Nonhuman spellcasters, 77.
Non-Viking PCs, 31.
Normandy, 15, 60.

Norns, 70, 74.

Norse bestiary, 83.

Norse deities, 66.

Norse society, 6.

Norsemen, 4.

North Africa, 23.

North America, 62.

North Atlantic, 52.

Norway, 14.

Not much different people, 22.

Not the Viking way, 34.

Not-so-little dark people, 22.

Novgorod, 62.

Oars, ship handling under, 51.

Oar-walking, 100.

Occultism skill, 38.

Odin, 13, 67, 68, 74; priests of,
77; worship of, 71; magic
items, 81; wolves and ravens,
93.

“Odin Has You!”, 71.

Odious Personal Habit
disadvantage, 34, 36.

Offenses, criminal, 12.

Old Norse, 37.

Orkney islands, 14, 52, 58.

Oseberg ship, 49.

Outcast characters, 31.

Overloading, ship, 50.

Ox, musk, 96.

Pacifism disadvantage, 34, 36.

Pagan Priest character template,
29.

Paganism, 75.

Path of Nature spells, 78.

Path of Spirit spells, 78.

Patron advantage, 34.

Patronymics, 32.

PCs, non-Viking, 31.

Penalties, 12.

Performance, ship, 49.

Persian Gulf, 23.

Personal names, 33.

Pets of the Aesir, 93.

Phobia disadvantage, 34, 36.

Picts, 21.

Pig, 96.

Piracy, 53.

Pirates, 54, 59. [

Pitchforks, 44. |

Plant spells, 78.

Poet, 30.

Polar bear, 96.

Polearms, 44.

Population expansion, 57.

Port, ship handling in, 51.

Possessions of heroes, 82.

Possessions, divine, 79.

Power, 19.

Prices, 39.

Priest, Christian character
template, 29.

Priest, Pagan character template,
29,

Priests, 77; Christian, 77; Rus, 70.
Primitive disadvantage, 36.
Primogeniture, 57.

Protection spells, 78.

Proverbs, 8.

Pruning hooks, 44.

Pursuits, ship, 51.

Quirks, 37.

Races, ship, 51.

Ragnarok, 66, 67, 68, 70, 74.
Raid adventure, 116.
Raiders, 58.

Raiding, early, 58; targets, 58.
Rat, 97.

Rati, 82.

Ravens, Odin’s, 93.
Reindeer, 96.

Religion, 65.

Reputation advantage, 34.
Reputation disadvantage, 34.
Rhine River, 55.
Riddle-game, 13.

Rigsthula, 7, 26.

Ring Cycle, 112, 114.

Ring mail, 45.

Ring-forts, 19.

River hazards, 55.

River spirits, 89.

River travel, 55.

Romania, 22.

Routes, river, 55; sea, 52.
Rune magic, 78; casting, 79.
Rune spells, sample, 80.
Runes, Futhark, 78.
Rune-stones, 73.
Runestones, 79.

Rural spellcasters, 76;
enchantments and, 82.
Rus, 15; burials, 72; priests,

70.

Russia, 22.

Sacrifices, 71, 72; human,
70; in Hedeby, 71.

Saehrimnir, 94.

Saga, writing, 113.

Sailors, 7.

Sample rune spells, 80.

Saxon society, 20.

Saxons, typical, 20.

Scale mail, 45.

Scandinavia, 14.

Scholar characters, 31.

Scotland, 14, 58.

Scots, 21.

Scramasax, 43.

Scrolls, 82.

Scyld, 69.

Sea battles, 51.

Sea hazards, 53.

Sea routes, 52.

Sea trolls, 86.

Sea voyages, 52.

Seal, 97.

Seaman character template,

Seamanship skill, 49, 52.
Seas, high, 59.

Seine River, 55.
Sendings, 92.

Serpents, 90.

Services, 71.

Settlement, 15; founding a, 61.
Shapechangers, 70, 91.
Shapeshifting disadvantage, 36.
Shapeshifting, 78.

Shares in a voyage, 53.

Sheep, 96.

Shetland islands, 14, 52, 58.
Shield, 45.

Ship handling, 49; under oars, 51.

Ship loading, 50.

Ship overloading, 50.
Ship performance, 49.
Ship tonnage, 50.
Ship types, 47.

Ship underloading, 51.
Siege engines, 46.

Sif, 68, 79.

Silly campaigns, 111.
Silver, 46; hack, 38.
Sindri, 68, 79.

Skald character template, 30.
Skaldic Lore skill, 38.
Skating skill, 38.
Skidbladnir, 79, 81.
Skills, 37.

Skraelings, 22.

Skuld, 70.

Slander, 13.

Slaves, 46.

Slavs, 22.

Sleipnir, 67, 93.

Small game, 97.

Snakes, 98.

Soap opera juxtaposed campaign,
113.

Social classes, 6, 7.

Social dynamics, 7.

Social ideals, 9.

Social status, 38.

Social Stigma disadvantage, 36.

Society, Arab, 23; Byzantine, 24;
Frank, 20; Gael, 21; Norse, 6;
Picts, 21; Saxon, 20,
Skraeling, 22; Slav, 22.

Sound spells, 78.

Spain, 23.

Spear, fighting, 44; throwing, 43.

Spear-catching, 44.

Spear-feat, 44.

Speed, ship, 49.

Spellcasters, 76; nonhuman, 77;
rural, 76; rural, enchantments
and, 82.

Spells from GURPS Magic, 77.

Spells from GURPS Spirits, 78.

Spells from GURPS Undead, 78.

Spells, 76; enchantment, 82;
sample, rune, 80.

Spirits, 88.

Spread of Christianity, 75.

Stamford Bridge, battle of, 62.

Status, social, 38.

Stocks, 87.

Stop the War! adventure, 122.

Storms, 53.

Styles, campaign, 101.

Surt, 74.

Survival skill, 38.

Svartaltheim, 73.

Sweden, 14.

Swedish marriage, 9.

Sword, 43.

Tanngniostr, 94.

Tanngrisnr, 94.

Teamster skill, 38.

Technology, 19.

Templates, character, 27.

Temple, Thor, Icelandic, 71.

Temples, 70.

Ten things you thought you knew
about Vikings, 112.

Theft, 13.

Themes, campaign, 102.

Thing, 7, 12.

Things, naming of, 114.

Thor, 66, 68, 79; Icelandic temple
to, 71; priests of, 77; worship
of, T1; goats, 94; magic items,
81.

Thorstein’s gifts, 82.
Thoughtful fantastic campaign,

Thoughtful historical campaign,
Thoughtful mythic campaign,
101.

Thrall, 6.

Throwing axe, 44.
Throwing spear, 43.
Timeline, 63.
Tobacco, 35.
Tonnage, ship, 50.
Towns, 18.
Townsmen, 7.
Trade, 57.

Traders, 6, 7, 59.
Tradesman character template, 27.
Trading Voyage adventure, 115.
Training, combat, 43; magical,

Travel, 19; river; 55.
Treason, 13.
Trickster-gods, 70.
Troll character template, 85.

Troll magic, 86.

Troll sub-types, 86.

Troll Wars campaign, 105.

Trolls, 85.

Trollwives, 76.

Trouble Brewing adventure, 119.

Tune ship, 49.

Tyr, 67, 74; priests of, 77.

Ugliness, 26.

Uller, 68.

Undead, 91, 93.

Underloading, ship, 51.

Urd, 70.

Using divine possessions, 79.

Vaettir, 69.

Valhalla, 10, 68, 70.

Vali, 74.

Valkyries, 68.

Vanaheim, 73.

Vanir, 66, 69, 75.

Varangian Guard, 15, 24.

Verdandi, 70.

Vidar, 68, 74.

Vigrid, 74.

Viking age, end of, 62.

Viking campaign, 99.

Viking way, not the, 34.

Viking world, (map), 16.

Viking World, The, 5.

Viking, the word, 6.

Vikings, and Norsemen, 4.

Vinland, 14, 58, 62; adventures,
117; animals, 98.

Vinland Settlement campaign,
102.

Violence level, 100.

Viper, 97.

Visitor characters, 31.

Volga River, 55.

Volsung Saga, 114.

Vorthr, 92.

Voyage of Exploration
adventures, 117.

Voyages, shares in, 53; sea, 52.

Wagner, 112, 114.

Warning spells, 78.

Warrior character template, 31.

Water spells, 80.

Weak Will disadvantage, 34, 37.

Wealth, 38.

Weapons, 19, 43; improvised, 44;
prices, 40.

Weight, 26.

Were-creatures, 91.

Western juxtaposed campaign,

Western rivers, 55.

Western voyages (map), 17.

Whale-road, 47.

Whales, 54, 97.

Wight, 92.

Wild animals, 96.

Wild boar, 97.

Wildcat, 97.

Wind, 50.

Winter at Home adventure, 115.

Witch Hunt adventure, 121.

Wizards, 91.

Wolf, 91, 98.

Wolves, Odin’s, 93.

‘Women, nicknames and, 33.

Worship, 70; of Frey, 71; of Odin,
71; of Thor, T1.

Wraiths, 92.

Writing a saga, 113.

Yggdrasil, 68, 73, 74; inhabitants
of, 94

Ymir, 74.

York, 18.
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