                      In The Land of the North Men.

  These are the great tales thaht shall be told as the deed of warriorsmightythisw will be told t

                            By Henry Raab.

This game is a great introduction to a new land in Ravenloft. It was written for 1st  to 3rd level Pc’s of any class, but can be changed to accommodate a higher-level party. Note – this game can be altered to be used in any campaign world.

*Pc’s land off of the coast of Halskapa, the great Island of the North Men. Halskappa is an Island located in the North West of  the Sea of Sorrows in Ravenloft. After some time wandering through the desolate woods of Rjuvik (the province of Jarl Olfjor the Old), they should come across a deserted and very old village…there is nothing of interest in the ruins, except for the feeling that they are being watched…

*The Pc’s should be attacked by a pack of Ghouls, or something similar that sulks in the ruins…

 *The North men will be waiting for the Pc’s have them all standing a short distance away, weapons drawn…the pc’s are to make the first move…

The North men speak to them in their native tongue…after they see that the Pc’s can’t understand, one of the group speaks suddenly in common (Ranath)…

*The North Men have been out hunting – they have problems and their wise woman (crone) said they would find a sign (omen) in these haunted in these woods The North men make a sacrifice to the All Father for their luck in finding the omen that will hopefully help them in their plight…they are spooked by the woods, and want to leave A.S.A.P. They say that the woods are haunted and dangerous…evil things lurk in the dark places. Ranath speaks common well, Bjarn knows a little.

The North Men

Bjarn – the leader – great sword and breastplate, helmet. 

Ecthgow – 2nd in command, sword, hand axe, lots of throwing axes, leather.

Ranath – high Chr. Long bow, sword, chain mail, speaks common.

Rethel – spear, shield, chain mail, battle-axe, helmet, hooded cloak.

Skeld – longbow, leather armor, a skilled tracker, hooded cloak.

Haltaf – Bastard sword, battle axe (one eye lost in battle), breastplate.

*All of the North men are at least 6 feet tall, Bjarn being 6’4.

*The North men ask the Pc’s to come with them to their home Hjarrsmark. After they get back, the Pc’s are fed and clothed…and they are presented to Bjarn (he sits on the large arm of the main chair in the longhouse of Olfjor (he is ruling while Olfjor is in Odemark for War council, and cannot take his place of honor).

*They are clothed, fed, and made ready for an audience by slave girls (Thralls)…they are put up in one of the Jarls now empty house guard’s long house (they left 2 weeks ago).

*Viking Culture – Small farming community built with a rampart and ditch surrounding it. Long houses, squat stone and moss houses for the commoners, exits are all never in the same way (less confusion in battle), and the doors are short (bend over to get in, the defender cutting their head off as the enemy stooped to enter) mead is the main drink of choice. Thralls are slaves, very common, but they have some rights. Oaths are very important, and not treated lightly. The average height is 6 foot, 6’2 being the norm. Duels are common for misunderstandings, and no blood feud or blood tax can be claimed by the losers family if it’ done like this. The North men are very jolly, but are a very superstitious bunch. Same gods as the Viking pantheon… Odin the All father, Thor the Thunderer, Loki, Frey god of the fairy land, minor gods – Aeger and wife Ran live in the sea, and destroy ships. Hel is the goddess of death who rules Niflheim – building a ship of fingernails to sail at Ragnarok. The Norns (the fates) act as a Northern version of Murphy’s Law. The Joten are giants (this includes all types), Dwarves are a magical race who create magic, but shun mankind and hate noise (the North Men may be very quite around any Pc Dwarves due to this superstition). The World rests in the Ygdrasil – the world tree. 

Sayings – “Luck in Battle” – “Look to your back” – “Animals die, friends die, I will die, but one thing never dies, that is the reputation we leave behind at our death”. Death in battle is best – any other is known as…“He died as a cow in the straw” – or “straw death” a shameful way to die.

*It is quite evident that something is going on the village…the people look very scared, in some areas there is evidence of battle…in Bjarn’s hall, 3 bodies lie on the floor covered in cloth…victims from last night…(Armod, Hrolf, and Ivar) they are to be buried soon – there has been no time to so far. 

*Bjarn, and Ranith, explain to the Pc’s their dilemma…

Jarl Olfjor the Old left in a hurry with most of the territories men to journey to the capitol Odemark for war council two weeks ago…since then…

What’s going on?
*There is a mysterious force a broad in the land that is plaguing them. Savage men have been stalking the people, 2 weeks ago it started with the cattle, some sheep, even wolves, then some of the farmers, then into the village…2 nights ago Hrolf was the first to die. Last night, Ivar and Armod. No one has seen the killers…they stalk the night…they are not North men would not do such things
. Bjarn and his men have been hunting for signs daily, but have not found any tracks…but they are men, for they kill with the axe and sword, and 2 of the families that they have been killed had their dwellings put to the torch.

*The North Men want the Pc’s help to discover and defeat who ever is killing their people…In return, they will help the Pc’s to a land where they may find many scholars to help them in their voyage. Or as an alternate, they will reward the Pc’s with arms, armor and riches for their help.

*A feast is prepared; they are introduced to the local Skald who speaks fairly good common (a story teller and singer) named Freyana…very beautiful female Bard (should be a re – occurring NPC). She is out spoken like most of the North men and women. Freayana and Ranath are the only 2 that have been to the Great Island that is to the South East (the Ravenloft core). She went with her father who is a merchant in Oelfrum (a city to the North East) She is a 3rd Level Bard, and is especially skilled with the Long bow. Ranath was captured on the Great Island during a raid (in Lamordia) where is was taught Common and it’s writing (the calls it ‘runes’)…by the grace of the All Father, and with the help of another raiding party led by Bjarn, he escaped.

*It is important that the group finds out what exactly is doing the killing…it has always been done with sword and axe…at night…stealthily…is it the work of foreign bandits who are without honor?…it would seem that their brave Jarl fled right after the first killing…is this a sign? Does he have any enemies? He has no love for the King…but, the King did kill his father many years ago. A few months ago, foreigners visited his great hall…no one knows who they were…it was secretive – they stayed for 2 days, then left back to the South West.

*Things to do…set an ambush? Wait for the bandits to strike again? Set a bait of some sort? Let the Pc’s think of something. They always seem to attack in the West perhaps from the Western woods (there are no tracks). If Pc’s want to look at bodies, they were each killed like they would have been in battle…well placed strikes…the men who killed them are skilled fighters..
First encounter with the Sending Ghost Warriors.

*In any case, the Pc’s and Bjarns warriors will meet with the creatures and should be badly beaten by them…The Sending Ghosts are only harmed by magical weapons. Some of the North men should be killed off (for mood), and some/most of the Pc’s should be badly injured. They should have to retreat or all die. The creatures will not give chase, having sated their blood lust for the night on a few of the distant relatives of Sigard..

*Now that the North men and the Pc’s know what they are dealing with, on the suggestion of Ecthgow, they go to the oldest man alive in the village. To the North men, age is a sign of Wisdom, and treat the aged with great respect. The Old man, after some time, tells a story that his grandfather told him as a boy – it may be related…(his name is Gunnar) – A king of long ago named Sagard the Vain built up a mighty empire to the East…he was old and greedy – it is said that his greatest Jarls, his 8 great earls were fighting a great battle for their Lord… they were sent to die in a trap  - only 3 of the earls escaped…they set about a plot of revenge…the kings 1st son (who was to succeed) was equally cruel, and when the earls slew his father, the son lured them yet again to their doom…declaring that the earls were to be his new council, they were lured into the feasting hall where they were shot with poisoned arrows by Sagards evil son Molgrim. Thorkel the proud, King Sigards son who had returned from a voyage, discovered the secret plot of his older, and was mortally wounded by Molgrim while he tried to prevent the death of his father’s earls. (Unknown to the old man, the Son in his dying breath cursed his own family line…but the dwarves will share this later).

*The 3 earls are named Njal, Olinvar, and Stravnar. If they have returned from the grave, then they will be mighty opponents…they were great warriors. They should seek the council of the Dwarves.

*Dwarves live in the North in the Joten (giant) country. The Dwarves will extract a heavy price, so extra horses and cattle (for payment) are all taken for the voyage.

*The Dwarves live in a cliff face a full days journey to the North. Yamana is the Dwarves oldest and wisest sooth sayer. She takes the gifts and throws her bones – Sending ghost spirits have returned to claim the King…they wait for him, killing his kin until he returns…seek out the tomb of their slayer…look there for answers…what will harm them? 

The mission? – Go to the Kings tomb, Bring back the kingly crown, the serpent torque, the ring of steel…return with the kin - slayers weapons (this is what the Dwarves call the kings evil son), and we will make them anew…with these you can defeat the Sending Ghost spirits. Beware the Joten, for they worship the crypt…in the days of Sigard, great men were not sent to Valhalla in the fires, but were put into cold dark places…the tomb of Sigard the vain is a great tomb, this is how he came to have his name…Sigard and his Son Molgrim were not satisfied to be remembered in the songs of the Skalds, they wanted a great longhouse of stone built for their bodies to reside in so their people could pay homage to them. For centuries, the Joten believe that this place was built by their gods, and thus revere it. Ecthgow relates a story of how he and a band of warriors encountered one of the Joten…only Ecthgow and a few others managed to escape…

*The Dwarf seer also makes it clear that no North man may go to the Tomb…the Dwarves believe that the Pc’s have been sent to aid by the Gods, and thus have special protection (also, the North men are extremely weary of tombs…they are afraid of them – they believe that they are connected to Hel).

*The characters make their way to the tomb of Sigard the Vain…The North men tell the Pc’s to take as little equipment as possible, and to not bring the horses…they are the children of Loki, they snort when one least wants to be found – they also cannot hide behind a rock (make the situation tense in the Joten country…if the giants find them, they cannot win, they will have to flee) 

*The Tomb is built into a forested hillside, and is a large stone long house. A great twisted tree grows on the top of the tomb; its roots twist all over the sides and front…(Molgrim planted this to represent that he and his father are at the roots of the World Tree Ygdrasil). At the tomb, they find several things – the tomb recently been desecrated…there are traps in the tomb, and there are several bodies of North men (they are two weeks rotten). Some of the traps are still armed…in the inner tomb; there is a pole with a skull atop…the Nith rune (the dreaded curse rune). The small coffin of the two has been desecrated…the sword of Molgrim (named Angbad) is gone…the King is still intact, but it seems that there were several other things were taken (lots of treasure – this will be discovered later). 

*The King has the following items…crown, steel torque, ring, sword – “Glaurung”. Master work sword , Battle Axe, Spear, Long Bow of Yew, masterwork (adds 20 feet to the range), quiver with 10 arrows, +1 to Dmg., lastly a dagger. (If anyone is willing to take it off the corpse, there is also a breastplate – helm – and shield – all regular armor, intricately carved with Viking style knot work.

*The Pc’s should encounter some of the Joten, but don’t kill any of the Pc’s. It’s important that they learn that some fights are best to run from.

Enlightenment…

*Back at the Dwarven Caves…the pc’s will hopefully ask who plundered the tomb of King Sigard…the crone will tell them of how Jarl Olfjor came to the dwarves a month ago, bearing many gifts – he was looking for the way to the tomb…he wanted to become more powerful…the gods told her that the Kin-slayer sword “Angbad” would grant him his desire, but at a price…the gods do not explain…where has the Jarl gone to with the Kin Slayer sword “Angbad” she asks? She then tells them of the curse…

*The Curse that Thorkel the Proud laid down in his dying hour was that if his fathers and brothers blood lived on, the earls would rise from their tomb to extract revenge whenever an heir of Sigard was to be king again. (This will hopefully get the Pc’s and the North men thinking towards the next game…save the King of Halskappa from the power hungry Jarl…Bjarn will certainly want him dead…) It should be obvious that the Jarl intends to make himself King – how else would the curse bring back the Earls?

*The Items of King Sigard are quickly melted down, and the king’s weapons are heated…the Dwarves master smith – Ragnar etches knot work into the blades of the weapons…as well as the great sword of Bjarn (called “Runding”) 

*If asked, Bjarn is actually a descendant of Thorkel the Proud. He had moved North when he was young (he was the youngest, and not in line for the throne), Thorkel fathered 4 children to the wife that he took, and lived among the Saerskappa (now a town to the NE) for many years before his return. Bjarn had come to Hjarrsmark when he was of age, sent to learn the skills of fighting from Olfjor’s earls. His Great sword “Runding” was a gift that was originally given by Thorkel to the Jarl of the Saerskappa.
*When the weapons are complete, the Pc’s must decide how they want to face the Sending Ghosts…

*The Pc’s can wait for them at night in the village, or go to their tomb in the Eastern woods during the day when they sleep.

The Tomb of the Sending Ghost Warriors…

*The tomb is a simple long hallway; ending with a great oak door…beyond is a large round room, where the Earls lurk. The 3 earls are the main enemy, but, scare the pants off of the Pc’s by telling them that the other 5 earls are waiting for them as well…(the other 5 earls are not as strong…give them ghoul or skeleton stats).

*It should be a hard fight…the Sending Ghosts are high Int, as well as skilled fighters. – 1st earl Njal fights with Sword and shield (axe as back up), Olinvar fights with 2 weapons…Axe and Sword (throwing axe as back up), Stravnar fights with a spear and shield (sword as back up). 

*The Pc’s should be well rewarded with suitable items and riches…The Sending Ghost Spirits have Chain shirts, 2 shields, 3 helmets, all of their weapons are always cold to the touch…they are well crafted, but evil weapons, bringing a curse of bad luck on the user – when the user fumbles with one, it will always hit a companion. In their lair, they were buried with golden torques, and each had a rune jewel pendant. Thorkel the proud is buried with them, and has the same items, but his equipment is normal – breast plate, helm, shield, sword, axe, bow.

*After the fight, it should be made known that North men are glad the spirits are defeated, but revenge must be taken on Jarl Olfjor the Old…the Jarl said he was traveling to the Capital city for War council…with the Kin-slayer sword…he effectively left his people to die, and even worse left Bjarn (a blood descendant) to die in his place to appease the Sending Ghosts. What are they to do? 

*The North men decide that they must travel to and find their Jarl – Bjarn wants revenge for what he has let befall his people…They also discover that the Jarl had taken a Kings ransom in treasures from the Kings tomb…several men arrived in the night and again left secretly…no one saw who it was…this was a few months ago…hmmmm.

*The North men consult their soothsayer, who tells them that for the Pc’s to learn anything of their home land, then they must journey to the Great Island…there they have many scholars…the best way would be to go with Bjarn , Ranath Ecthgow and Freyana to Odemark the capital of Halskappa. They will then help the Pc’s go to the great Island. 

*They must first travel South West to the coast, to a small village…from there, they will take a “Hosbokun” – a sea goat – small and fast ship…it kicks like a goat in the waves. While in the small village, Bjarn speaks with the elder, who sends his 2 sons along…Snorri and Olaf - they are twins almost look alike - one has short hair, one long …Olaf says he wears his hair short because he does not want to be confused with Snorri who is quite stupid!. They are good spirited, and excellent fighters as well as sailors. 

*The North men and the Pc’s sail around the Southern coast of Rjuvik, stopping at the city of Sehaka, in the Hjolgrum territory. There, the Pc’s and the North men inquire of any rumors…it would seem that the King has made a pact of trade with a Ruler of a place on the Great Island…a land of great foreign warriors…they have opened trade routes into the land of this Ruler, and are conducting more raiding on the coast of the Great Island…rumors that the King is going to send an army to the Great Island…other rumors are that Olfjor the Old is trying to get warriors to follow him to the capitol…he has a sizable force.

*They sail on, around the coast, and into the bay of Roslagen, territory of King Hruthvar Thorgrimson (The black bear). 

*In a small town on the way, the Pc’s hear the rumor that other foreigners have landed in secret to the north, a small boy discovered the ships. The Pc’s and North men investigate, they find that (from a captive? Or documents?) The two armies have secretly joined with Olfjor the Old…perhaps to attack Odemark while the Kings army is almost all gone. The Ships are to the north, and the Pc’s discover that the army is that of Lamordia (Germanic), a territory on the coast of the Great Island…they are at war with the land of Falkovnia to their East, and have made an alliance with Olfjor to raise him as king!

*It seems that the combined army of Lamordia and Olfjor have already begun to march towards the city. 

*They should continue by boat (some of the force is attacking by sea) sneak around the enemy ships, and get to Odemark first to warn the King. They get to the city, and tell the King of the coming army. They meet with Klan Dramon the Falkovnian commander – cold, militaristic, and emotionless.  Bjarn, Ranath and the other North men – except from Freyana (who will go with the Pc’s if they want to go) are going to stay and meet the army…the Pc’s are free to go. 

*If they want to go, they are wished the best for their help, and sent by ship under a great captain Uldvar…then the 7 day journey to the Great Island. 

*If the Pc’s want to stay with the North men and help, then they find out that Bjarn and the others will sneak attack at dawn, to try and kill the commanders of the army (the rest of the Kings small army will attack in two groups…one from the city side, the other is leaving right away- to fight in the rear the Falkovnian soldiers led by Klan Dramon will also attack from the rear). If the Pc’s wanted to do something else, go with it if it’s a good idea.

*The Fight should be hard. Bjarn and the others have a quick escape by small boat with Olfjor as their captive. They sneak into the camp, and attack the main camp when the battle breaks out. They slay the earls in the fight, as well as some of the Lamordian commanders– the danger of the jarl getting killed prevented the soldiers from attacking. (Also, the jarl is a coward, and tells them to get back). 

*After the battle, Olfjor is brought before the King, and the charges are laid against him by Bjarn…Olfjor is branded, tongue cut off, and is released…the worst shame possible. Bjarn is made the Jarl of Rjuvik, and the Pc’s are made earls of his house. 

*They are given a ship to sail to the Great Island, (or where ever they want) where Freyana will go with them to help them in their search for knowledge. Bjarn secretly gives them Angbad the Kin slayer to take far from his people…

Do with what they will…

The End…

By Henry Raab. Aka. Light Bringer.

Litebringr@hotmail.com

� A silent murder is the most heinous of crimes, to the North men’s mentality; they would dam themselves for such an act. 
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