
22

H
is

to
ry

and knocked down mountains. The vanir, in 
turn, armed with their powers, turned forests 
into glaciers, dried lakes and swept plants and 
animals far away with smashing winds. Many 
vanir had lost their lives in this conflict, as well 
as many aesir, including the brothers of Odin. 
The vanir knew that they would still suffer 
many more casualties if the war pressed on, 
most because of the runes brought by Odin, 
and considered an agreement: they would 
leave Midgard if the aesir spared them. 
 The agreement was accepted and the 
vanir were banished for a distant land called 
Vanaheim. Some vanir, however, remained 
between the aesir, showing sympathy for 
them. Njord and his children, Freyr and 
Freyja, were among the most important vanir 
that remained. Upon their leave, the vanir still 
had with them the aesir Honir, who decided to 
join them in Vanaheim. 

Asgard and Jotunheim 
 Despite the Prime War being finished, 
the aesir were not yet in peace. There were 
still jotuns, who carried too many grudges that 
spawned violent fighting from time to time. 
The aesir then planned to construct a palace 
where they could take shelter from jotuns, who 
were bigger and more numerous. 
 For the construction of this palace, they 
had accepted the advice of Loki, the child of 
giants who was neither jotun nor aesir, but had 
been living among them for some time. Loki 
suggested to trick one of the jotuns, offering 
him the most beautiful woman, Freyja, if he 
were capable of constructing the palace in less 
than a year. As it was an impossible task, the 
aesir had accepted the idea, without fear of 
losing the beautiful Freyja to a giant. 
 However, the jotun designed for 
the task had the aid of a magnificent horse, 
Svadilfari, capable of carrying enormous 
weights without any difficulty. Thus, the 
giant didn’t need to search materials every 
day. He kept constructing, while Svadilfari 
brought the gigantic rocks that would build 
the palace of the aesir. When the stipulated 
time period was almost over, the aesir noticed 
that the jotun had almost finished his task, and 

had started to grow worried about Freyja’s 
destiny. They summoned Loki again to amend 
the situation, since he was the one who had 
suggested Freyja as payment. The wise Loki 
knew that the giant’s feat was due entirely to 
the aid of Svadilfari. 
 Thus, Loki, who was a master 
shapechanger, appeared as a charming mare 
that immediately drew the attention of the 
giant’s horse, making it forfeit its work and 
pursue the beautiful animal until the world’s 
borders. The couple did not return before the 
end of the stated period, and the giant was not 
able to finish the palace by himself. However, 
the construction was all but finished, and he 
demanded his payment nonetheless. The aesir 
would not give up Freyja, and threatened the 
giant if he did not leave immediately. Furious, 
he charged against the aesir, but the combined 
force of their most powerful defeated him. 
 The jotun’s death was the reason 
for a new war to spread, between the aesir 
and the giants. This time, however, the aesir 
had a shelter: the palace constructed by the 
giant, called Asgard, where they could fortify 
themselves. Thus it became possible to 
withhold the giants’ attack and, still, to confine 
them in a mountainous land called Jotunheim. 

The Coming of Humans and Dwarves 
 Since Midgard was constructed from 
the body of Ymir, some parts of the world had 
kept a fraction of the creative energy present in 
the first giant’s body. With the jotuns confined 
in Jotunheim, and aesir and vanir isolated in 
Asgard and Vanaheim, these regions had been 
able to give origin to new forms of life. 
 At the mountains arose the race of 
dwarves, a small, unwise people, which had 
among them two individuals of amazing skill: 
Dvalin and Ivaldi. These two dwarves alone 
were responsible for spreading knowledge 
among their peers: one taught them how to 
speak and write and also the magic of the runes; 
the other taught them the art of building and 
forging items. Thus, when the dwarves were 
discovered by the aesir, they already possessed 
a vast production of extraordinary items, 
which caught the attention of the sovereigns 
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of Asgard. The aesir forged an alliance with 
the dwarven race and constructed for them 
the kingdom of Nidavellir, where they could 
live safely and comfortably, as long as they 
supplied their wonderful products to the aesir. 
 Many years later, Odin, Loki and Honir 
– who lived among the vanir – were traveling 
on Midgard when they found, in a distant forest 
of Nidavellir, a man lying next to an ash. Next 
to him, there was also a lying woman at the 
feet of an elm. They did not recognize those 
individuals as members of any known races, 
but became interested themselves in doing 
something for that couple. Thus, they gave 
to the first couple of humans the gifts of soul, 
reason, and will. That allowed them to awake 
and become aware of what they had become. 
They quickly proliferated through Midgard, 
which became their kingdom, and started to 
worship the greatest of the aesir as their gods. 

The Underground Kingdoms and the 
Children of Loki 
 With the passing of time, the aesir had 
prospered in Asgard, the men in Midgard, and 
the dwarves in Nidavellir. The ice giants had 
rarely left their mountains in Jotunheim, and 
the vanir remained forgotten in Vanaheim. 
However, other things were happening in the 
depths of the world, below the lands populated 
by man, dwarf and giant. 
 The primordial fire that nourished the 
rivers that still ran to Ginnungagap still existed 
and it had concentrated in a particular region 
of the underground. It had originated its own 
beings in that region, which was now called 
Muspellsheim. They were the fire giants, 
fierce and cruel, capable of manipulating the 
fire from which they had been created and 
yearning for the conquest of the world above. 
 In another part of the subterranean, 
the souls of the dead men, dwarves and giants 
congregated in suffering, binding themselves 
into that place and attracting the souls of the 
just-deceased. This region became known as 
Niflheim, the world of the dead, and all beings 
came to fear that name. 
 The aesir became aware of these threats 
from the lower realms; however, they also had 

their own problems. Loki had had children 
with the giant Angrboda, and these inherited 
from their father the ability to change their 
forms, becoming frightful creatures. One of 
them was the huge wolf Fenrir, and another 
one, the evil serpent Jormungand. These two 
beasts frightened Midgard and threatened the 
aesir in Asgard, who, in turn, united themselves 
to decide what should be done to guarantee the 
security of all. Loki took part in this council, 
even being responsible for the existence of 
his children, but still he was always able to 
convince the gods to accept his advice. 
 The aesir had decided then to take 
action against the children of Loki. Fenrir 
was captured and imprisoned with a magical 
chain forged by the dwarves, being later cast 
into a deep abyss near Niflheim. Odin hurled 
Jormungand into the bottom of the ocean that 
surrounded Midgard, confining the snake to 
live at the edge of the world. 
 Another one of Loki’s children, 
Hel, who was not as violent as her brothers, 
escaped from the punishment they had suffered 
and found her place among the deceased of 
Niflheim, becoming their sovereign. 

The Closing of the Passageways 
 To hinder the advance of any 
underground threats, the aesir had decided 
to create runes that would close the portals 
between the worlds. The secrets of these runes 
were hidden in inaccessible places scattered 
over Midgard. Thus, peace would never end 
and the recurring concern about enemies 
would be no more. Thus, the nine worlds were 
separated, including Alfheim and Svartalfheim, 
the kingdoms of the light elves and the dark 
elves, both of which had not intervened with 
the history of Midgard until then. 
 Some passageways, however, remained 
open, such as the ones that existed between 
the three underground kingdoms of Niflheim, 
Muspellsheim and Svartalfheim. The others 
could only be opened by the aesir, who knew the 
runes used to seal the passageways. The vanir, 
however, had thought trough this problem and 
soon discovered the runes responsible for the 
seal between Vanaheim and Midgard. Using 
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it to their advantage, they made frequent 
incursions into the world of mortals for the 
taking of slaves. 
 Odin took pity of the mortals, who 
were forever isolated from the aesir, and 
ordered the construction of a palace in Asgard 
to receive the mortals who fell bravely in 
battle. Thus, they would be able to avoid an 
eternity of suffering in Niflheim, and were 
led by the valkyries to Valhalla, the hall of 
the slain in Asgard. There, they could do as 
they did in their previous lives, fighting and 
partying alongside Odin, unless some new 
threat appeared and then they would be called 
to fight one last time for the aesir. 

Odin’s and Loki’s Games 
 Odin and Loki were gods who were 
constantly betting against each other, for the 
least of reasons, only for the emotion of the bet 
itself. When this habit was becoming tedious, 
they started to bet on impossible things, some 
of which had even threatened the safety of 
Asgard. In one of these bets, Loki doubted 
that Odin would remain loyal to his wife 
Frigga during one year – which seemed really 
improbable, taking into account the reputation 
of the lord of the aesir. If Odin were to win 
the bet, Loki would have to give him a really 
valuable gift, as valuable as those made by the 
dwarves, such as Gungnir, the spear of Odin, 
and Mjollnir, the hammer of Thor. However, if 
Loki won, Odin would have to reveal to him 
the sites where were hidden the runes used to 
close the gates between the worlds. 
 Eleven months had passed, and Odin 
continued loyal to his wife. Loki, however, did 
not accept to lose. There was much that could 
be made in a month. During that time, Loki 
appealed to various asynjur, the women of the 
aesir, to help him in his task of beating Odin. 
Many of them, young and beautiful, agreed 
to help the god of trickery, as they nourished 
private desires for the lord of the aesir. However, 
they were not capable of seducing the old god, 
who always remembered of what was at stake 
this time. Loki still had hopes, for he knew that 
in Asgard there was a woman that Odin could 
never resist: Freyja, the most beautiful of all 

women. Freyja, however, already knew Loki 
and, suspecting his intentions, was opposed to 
helping him. At the last day before a year had 
passed, out of choices, Loki went to a fountain 
that was always visited by Odin and there he 
waited for the old aesir. 
 When Odin passed by the fountain, 
the only thing he saw was Freyja bathing in 
it, completely naked, calling him to join her. 
His desires betrayed him then. Charmed by the 
beauty of the goddess, Odin entered slowly in 
the fountain, hypnotized by her movements. 
When he was already close, his arms involving 
her, Loki revealed his true face. It was him 
there, delighted with victory, satisfied for 
obtaining what he wanted, even if he had to 
cheat at the very end. Odin was filled with 
anger but, knowing that he was wrong and had 
lost the bet, he quickly calmed himself down. 
 After briefly recovering his dignity, 
Odin took Loki to his throne in the tower of 
Hlidskjolf, from where he could see everything 
that happened in Asgard and Midgard, and 
there he revealed to Loki the secret locations 
of the runes that had the gates sealed. Loki 
smiled faintly, but he was really laughing on 
the inside, already foreseeing the consequences 
of this act. 

Sven Svensson 
 Odin was not worried about the 
information he had given to Loki. The god of 
trickery now knew the runes’ secret locations, 
but he could do nothing, for he did not possess 
aesir blood, and that was an essential trace 
decreed by the gods to find them. However, 
Loki already had a plan in mind. He knew a 
person who he could use for this intention, 
someone with aesir blood running in his 
veins. Odin had many children, and many of 
his daughters were valkyries, the inhabitants 
of Asgard who visited Midgard most often. 
One of them, Hild, had fallen in love with a 
mortal named Sven Bransson, the Fearless, 
and secretly had a baby with him. The baby 
grew up in Midgard with his father’s family, 
without ever knowing his mother’s family. Not 
even Odin knew of this child’s existence, but 
Loki knew many secrets, as much of gods as 
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of mortals, and he was very aware of the birth 
of the small Sven Svensson, Odin’s grandson. 
 When Loki acquired the secret of the 
runes, Sven Svensson was already a grown 
man, a natural leader among mortals, famous 
across the vikings’ lands. As confident and 
fearless as his father before him who had 
conquered the love of a valkyrie, Sven had 
only one flaw – ambition. He was a man 
who always worked to expand his control 
and influence over his warriors and the lands 
that he had conquered. And that’s how Loki 
approached Sven: under the disguise of an 
old norn, saying that the gods were proud of 
him, and that they would give him power over 
the nine worlds if he was successful in a test 
proposed by them. He would have to travel to 
distant and dangerous places, finding several 
occult runes that would make the first step in 
his ascension. Loki had confidence in Sven, 
sending him to mortal situations, where only 
the best of the best would survive. By the end 
of each challenge, Sven got a new rune. After 
he was able to gather eight runes, Sven would 
have to return to the cave where he met Loki 
for the first time, bringing the knowledge of 
the runes’ secrets. 
 When Sven met Loki again, he was 
waiting deep inside the cave in his norn 
disguise. Sven revealed his knowledge about 
the eight runes and said he was ready for 
anything set up for him. Loki was not able to 
contain a smile of satisfaction, for his chosen 
one had survived all the challenges placed in 
his way. Sven noticed the smile in the norn’s 
face and considered that really strange, for 
he knew that norns had little inclination for 
emotions. He then commanded his son Hurn, 
the only survivor among his followers, to lit a 
torch and to approach them. At this moment, 
the norn’s shadow, projected on the ground of 
the cave, revealed Loki’s weakness: the shade 
was that of the old norn, but its face was Loki’s. 
The god was capable to assume any shape, 
but his shadow always revealed his features. 
Sven immediately recognized the trickster god 
and threatened to kill him. Loki, transforming 
himself into a serpent, escaped through a small 
passage in the cave’s depths, and descended to 
the underground kingdoms. 

 After spending some time resting, Loki 
realized how powerful Sven had become, and 
that he was now a threat, not a pawn. Loki, 
then, asked for the aid of his daughter, Hel, 
the regent of Niflheim, and together they 
freed Fenrir from his magical chains. The 
monstrous wolf was ordered to return to 
Midgard, and spread its deadly offspring in 
the mortals’ world. 
 Odin learned too late about Sven 
possessing the secret of the runes, and cursed 
his ambition. However, the aesir respected the 
mortal for everything he had been, but was not 
suspicious of Loki’s deeds in the matter. He sat 
down in his throne in the tower of Hlidskjolf 
and began to observe Sven. He saw the mortal 
crossing a snow-covered plain, followed only 
by his son, and looming in the horizon was the 
gigantic silhouette of the Fenrir wolf. Odin 
considered about intervening with the combat 
that would certainly begin, but decided to use 
this chance to decide whether he would pardon 
Sven. If the mortal were capable of facing the 
cruel attacks of Fenrir by himself, Odin would 
pardon him and receive him in Valhalla. If 
Sven happened to flee, he would be punished 
by his ambition. Thus had begun one of the 
greatest battles of Midgard. 
 Until then, no mortal had nourished 
hopes to fight the frightful wolf and escape 
with his life. Sven, however, was already 
planning how to kill the creature. Fenrir’s 
claws were not getting even close to Sven, 
and still the beast paid highly for those efforts. 
Sven fought without effort or signs of fatigue. 
Fenrir, however, was becoming more furious 
over his undefeatable prey and, at last, was 
able to trip Sven on the ground under its legs. 
At that moment, Hurn gathered all of his little 
courage and cried out, drawing the attention 
of Fenrir. The beast abandoned Sven lying on 
the ground and charged against its new prey. 
Hurn was hurled far away by the sheer force 
of the wolf’s blow, and Fenrir ran towards him 
to devour him. Sven, however, was already 
standing, sword in hand, ready to resume the 
fight. Fenrir, caught by surprise, took a blow 
in its snout that bled endlessly. The great wolf, 
used to abating easy prey, realized then that if 
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it continued in the fight, it could be wounded 
many more times. And for the first time in its 
existence, it fled.
 Sven felt then all the fatigue that he 
should have felt during the fight, and fell on 
his knees on the snow. Raising his head, he 
saw Odin, lord of the aesir, standing in front of 
him. The old god said that his test had finished. 
The fight with Fenrir would have served to 
redeem him before the gods, however, his son 
intervened in the combat, preventing Sven’s 
honor. Thus, he remained guilty for opposing 
a decision made by the gods themselves in 
favor of his ambition. Odin turned his back 
on him, saying that no matter what feats he 
could make in combat, the doors to Valhalla 
would be eternally closed to him. And then, 
the ancient aesir disappeared. 
 After recovering himself, Sven rose 
again and walked towards his dying son. There 
was blood spread everywhere, and Hurn was 
certainly condemned. Sven raised his sword, 
overtook by his anger, intending to kill his own 
son for taking away the pardon of the gods from 
him. But he did not do it. If he killed his son 
then, he thought, Odin would receive Hurn in 
Valhalla, while he would always remember that 
his son was there, while he would be forever 
banished from the Halls of the Slain. Sven 
caught him in his arms and took him to the 
first village that appeared in their way. There, 
he left his son with the villagers, instructing 
them to take care of Hurn’s wounds, so that 
he would not die as resulted of his last battle, 
and as soon as he recovered, he should be 
poisoned. Thus, after dying, his soul would be 
condemned to the torments of Niflheim. 

One World 
 During that time, Loki traveled through 
Midgard, visiting the passageways for the 
other worlds that had been sealed by the aesir, 
and using the runes he got from Sven to reopen 
these passageways. Things, however, did not 
happen as Loki had planned. He made some 
mistake in the process and, after opening all 
portals, the other eight worlds were taken off 
their resting places in the branches of Yggdrasil 
and joined with Midgard. They occupied 

similar regions to each kingdom, so that these 
regions were substituted by the eight worlds. 
 The new arrivals at Midgard soon 
adapted to their new life conditions, after all, 
their kingdoms had not changed in any way, 
and only the outskirts were different. They 
began to have contact with each other after a 
long time apart. Aesir and giants were facing 
each other again, dwarves were working side 
by side with human beings, and the elves were 
once again the subject of legends and songs. 
Thus, mortals became aware of the vanir 
through the vaniryan, who had began to spread 
along Midgard. The underground kingdoms, 
however, remained distant from the surface, 
but now were reachable.
 The aesir, uncomfortable with the 
situation, were not able to do anything, for the 
great Yggdrasil was completely twisted and 
misshapen, due to the sudden withdrawal of 
the worlds its branches sustained. The world 
was now an extremely dangerous place for 
the aesir. The vanir, who had been banished, 
were now being worshiped by mortals in 
the same way that they were. The ice giants, 
once prisoners in Jotunheim, were now free 
to spread themselves along mortal lands. 
The underground kingdoms, formerly only a 
distant nightmare, became an uncomfortably 
close threat. The aesir could count only on 
the mortals and the dwarves, who had always 
given to them devotion and respect. 
 Loki, satisfied with the chaotic state that 
he created for the world, made his incursions to 
the underground kingdoms ever more frequent. 
The aesir were in extreme danger, the mortals 
were in the middle of any attack that could be 
carried through, and Loki was the only one 
who could take shelter in the depths of the 
land, where he had already made allies who 
could not wait anymore for a chance to take 
the surface kingdoms for themselves... 
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“Cattle shall die, and relatives shall die,
And that is how one dies his own death,
But a noble name shall never die,
If good renown it achieves.”
    -Hovamol
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n Vikings, the characters have some peculiar 
characteristics. This chapter presents the 
setting’s existing races, character classes, 

prestige classes, new feats and details on 
Midgard’s magic. 

Races
Besides the human vikings, the frozen lands 
of Midgard and its surroundings also shelter 
non-human beings. Among them are found 
the skillful dwarves, sneaky kobolds, exiled 
jotunym and the mysterious vaniryan. The elves 
of alfheim and the giants of jotunheim are not
available as player character races and are 
fully described in Chapter 6: Creatures. 
Regarding other races found in books 
already published, such as the gnomes, 
halflings, and half-orcs, these are not 
considered native from the nine worlds; 
therefore it would be, at the very least, 
an extremely odd situation to find one 
of them. The DM may accept such 
races in his campaign, presenting them
as dwellers of very distant lands. 

Humans
The human beings of Midgard are divided
in three ethnicities: the Norske (from 
Norsklund), the Svíar (from 
Svearheim) and Dane (from 
Danemark). Those three 
peoples don’t possess any 
distinguishing physical 
characteristics that set them 
apart, being different only 
by their histories, their 
customs and for the lands 
where they live. 
 Physical description: 
Humans are 5 to 6 feet tall. 
They have white skin and blond, 
red and black hair. Human’s eyes 
are generally blue, but green, brown
and dark eyes also are common. 
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 Origin: After the world’s creation and 
the construction of Asgard, Odin, followed 
by Honir and Loki, traveled through a still 
uninhabited Midgard. There they had found 
the first human couple, born from an ash and 
an elm, but still lacking identity. Odin gave 
them souls, which made them distinct from 
the trees they had appeared from. Honir gave 
them the ability to think and the language to 
communicate among them. Loki gave them the 
flame that burns in the hearts of all mortals, 
which can make them fall in love, focus on their 
objectives or desire to have what they don’t 
possess. From this first couple on, whose names 
were given by the gods - Ask (ash) and Embla 
(elm) - the human race spread, and soon it was 
settled all over Midgard. They were all blond 
or redheaded and had clear eyes, but foreigners 
with darker hair and eyes came from the south 
and began to relate with them, originating 
most varied of the races. Along the ages, the 
human race divided itself in three kingdoms: 
Norsklund, Svearheim and Danemark. 
 Language: Humans from any origin 
use the Common language. 
 Male names: Afi, Agnar, Alf, Alvig, 
Am, Angantyr, Arf, Arngrim, Ask, Athal, Atli, 
Authi, Barn, Barrel, Blind, Boddi, Bolthorn, 
Bondi, I roared, Brattskegg, Breith, Brodd, Bui, 
Bundiskeggi, Buthli, Dag, Dan, Danp, Delling, 
Digraldi, Dreng, Drott, Drumb, Erik, Eyjolf, 
Eylimi, Eymund, Fjolvar, Fjosnir, Franmar, 
Frathmar, Frekis, Frothi, Fulnir, Geirröth, 
Geitir, Gjuki, Gothmund, Gotthorm, Granmar, 
Gripir, Gunnar, Gyrth, Hæming, Haddings, 
Haki, Hal, Halfdan, Hamal, Hamund, Harald, 
Heimir, Hersir, Hervarth, Hethin, Hjalmar, 
Hjalprek, Hjorleif, Hjorvarth, Hlothvarth, 
Hogni, Holth, Hörvir, Hosvir, Hothbrodd, 
Hovarth, Hrani, Hrauthung, Hreim, Hreithmar, 
Hrolf, Hrörek, Hrothmar, Humlung, Hunding, 
Hymling, Instein, Isolf, Isug, Ithmund, Ivar, 
Jofurmar, Joth, Karl, Kefsir, Kjar, Kleggi, Klur, 
Klypp, Kon, Kund, Lif, Lut, Lyngvi, Mog, Nith, 
Nithjung, Nithuth, Olaf, Osolf, Ottar, Randver, 
Rathbarth, Reifnir, Sæfari, Sækonung, Segg, 
Sigar, Skelfi r, Smith, Solbjarth, Starkath, 
Sun, Svafnir, Svan, Svein, Sven, Svipdag, 
Thakkrath, Thegn, Thorir, Thræll, Tind, Tyrfi 
ng, Varin, Vithga, Volsung, Yng. 

 Female names: Almveig, Alof, 
Ambott, Amma, Arinnefl, Aslaug, Aurbotha, 
Auth, Bekkhild, Bjort, Bleik, Blith, Borghild, 
Bothvild, Bruth, Drumba, Edda, Eikintjasna, 
Eir, Embla, Erna, Eyfura, Feima, Fljoth, Friaut, 
Frith, Grimhild, Groa, Guthrun, Hildigun, 
Hjordis, Hlif, Hlifthrasa, Hvethna, Kumba, 
Lifthrasir, Lofnheith, Lyngheith, Mothir, 
Nanna, Ristil, Særeith, Sigrlin, Sinrjoth, 
Skurhild, Snör, Snot, Sprakki, Sprund, 
Svanhild, Svanni, Svava, Thir, Thjothvara, 
Thora, Tronubeina, Vif, Ysja. 

Human Racial Traits 
The human racial traits are described in the 
Player’s Handbook. The only differences in 
Vikings are the following ones: 
• Automatic Languages: Common. Bonus 
Languages: Dwarven, jotun, kobold, troll, 
vanir. 
•  Initial Renown: 0. 

Dwarves
The dwarves are renowned blacksmiths and 
artificers, dedicating themselves to these 
crafts in times of peace and fighting when the 
need arises. They live in the caves that form 
the kingdom of Nidavellir, not to become 
involved in the frequent human conflicts. 
Still, there are many dwarves who, for a 
number of reasons, left their native land and 
now live among other races, especially among 
humans. 

Vikings Last Names
The most common method used in the 
formation of last names among vikings is 
to ad a suffix -son or -sson after the father’s 
name. For example, a Barrel, son of Ivar 
would be called Barrel Ivarson or Ivarsson. 
For women, the used suffix is -dottir or 
-sdottir. Thus, a Guthrun, daughter of 
Haki, would be called Guthrun Hakidottir 
or Guthrun Hakisdottir. Other possible 
last names are words characterizing the 
individual. These last names, however, are 
acquired during one’s life, and not from 
birth. For example, Graybeard, Ironfist, 
Sharptongue, Sharpeyes, Calmmind. 
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