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1. Norse Religion

This document is an Expansion to Tome of Corruption (WFRP2 sourcebook). You should read the section
on Norsca there before starting this document. This project is based mostly upon information found there
and a lot of information is NOT repeated here. Even so this document probably works alone; this source just
expands upon information found in the official sources. This project provides greater detail about Norsca and
the Norse. Other good sources are the Warhammer Fantasy Battle (WFB) books Warriors of Chaos (or
before that Hordes of Chaos) and Dogs of War. There is also Liber Chaoctica (all the books), which have
huge amount of details on every aspect of Chaos. This includes further information about Norsca and the
Norse.

Norse Fate:
(Written by C.L. Werner in the Palace of the Plague Lord)

“The only men the gods speak to are the seers! And they pay a dire price for such a gift. Their minds go
strange, the strength passes from their bodies and their seed withers unspent inside them. Perhaps the
gods understand that the Norse are a strong people. They do not need to watch after us like a shepherd
watching his herd. | pity the Kurgan that the gods must watch them with such vigilance. Perhaps one
day your people will be as strong as the Norse.”

-EinarrfiStéelSigdansson, Baernsonling Champi on

11 What do they believe

1.1.1 The beginning of the World (the Norse view)

According to Norse myth life began with two worlds: the Real World and Raenisheim. Raenisheim was the
world where the Gods lived; a strange and beautiful place where Jotun, Dragons, Spirits and Daemons
roamed. This was the Realm of the Gods. The Real World was just an empty place. Then one day the Gods
noticed the Real World from Raenisheim. They used their mighty powers to forge great magical gates which
allowed them to enter the Real World. The Real world was a huge, but lonely, place. It was also covered
with ice and there were no seasons but Winter. But the Gods loved the Real World anyway. They started to
shape the world.

Then the Gods brought the Jotun, or Giants, to the Real World to populate it. The Jotuns were a proud and
arrogant race who didn’t want anything from the Gods. When they were given the Real World they entered
and took the world, but forgot the Gods. The Gods had given the Jotun the world hoping that they would
show their gratitude with worship, but the giants failed to offer any prayers of thanks. The Gods didn’t like the
Jotuns’ arrogance and became angry. But the Jotun were a powerful race and the Gods didn’t want to make
war against them. So the Jotun were left alone.

Then the Dragons came. They left Raenisheim and used the great gates to enter the Real World. The
Dragons also liked the place and stayed. But they were also a powerful and arrogant race, who didn’t pray to
the Gods. So they were left alone too.

But the Gods wanted other people, servants that would do their will, people that would inhabit the World in
their name. There was no one in the Real World, except the Jotun and Dragons. There was no one else that
the Gods could bring from Ranisheim either. One day, when the gods were walking, they found two tree
trunks. The Gods had an idea. They transformed them into the shape of humans. Sylra gave them life, Olric
gave them mind and Taldur gave them sight, and the ability to hear and to speak. The gods named them
Askh and Emblah and gave the Real World to them. They were the first humans in the Real World. They and
their children would one day populate the Real World in the name of the Gods. According to Norse myth
Askh and Emblah were Norse.

Then some time passed and finally some of the other Gods started to create the other races: Elves, Dwarfs,
Goblinoids, Halflings, Ogres...etc. To Norse they all came after human.
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Syl rads stSpgangga: The Fir

(Written by-Dan Wray)

‘Now shall we tell of Sylra; who was daughter to Helgrim the pitiless keeper of the dead.-Yet was she as
unlike to a father as any daughter could be. Full of life and joy, she longed to see the world of the living,
but her father was unwilling that she should leave his kingdom wishing to keep her close always. Now
Olric's wolves, who see and know all, came to the Lord of Winter in his hall and told him of this beautiful
maiden in Helgrim's domain. Olric happened to be seeking a bride at this time and thought he would go
and see if this Sylra lived up to the tales he had heard. Some counselled not to enter the gloomy
caverns of the land of death but Olric scoffed at these laggards and went about his business.

Espying the approach of Winter's Fury in a dream, the Lord of the Dead felt a morbid foreboding.
Helgrim barred the gates of his hall to discourage his unwelcome visitor, but Olric fearlessly beat them
down with his great axe. Nor was he disappointed when he saw Sylra's beauty, fresh as unto a crisp
spring morning where the dew lies glistening upon the land. Yet Helgrim took not kindly to to the
glimmer he spied in his guest's wolfish gaze. Taking advantage of Olric's distraction he leapt upon him
in a rage. Upon witnessing this melancholy scene Sylra fled distraught from her father's hall, up out of
the caverns and into the light of the world that lives. Helgrim raged against Olric with all the grim forces
of death but the Lord of Battle was not to be outdone and soon gave his foe such a mighty blow upon
the head that it knocked him to the floor senseless. "This hospitality becomes not so great a lord", justly
he upbraided the Lord of the Underworld for his mean spiritedness and for locking up so fair a maiden.

Whilst this occurred Sylra wandered the forests for the first time, wondering at the beauty she had been
denied so long, and there on the path she met Ursun in the form of the bear. He bad her ride upon his
back and showed her all the wilderness, which she dearly cherished. Her joy was so great that for the
first time the plants showed forth flowers in many glorious colours, too wondrous to tell, and the birds
sang songs more joyful than any heard before or since.

Now Olric had returned from Helgrim's dank hall and sought his prize. Chancing upon them in a glade
he was angered to find his intended bride frolicking with the great bear, who was in turn quick to take
offense at Qlric's jealous words. Olric, naturally, spoke of how he had taken all the risk to free the
maiden and yet his brother took all the reward, and his challenge echoed to the mountain tops as the
howls of wolves uncounted. Ursun replied, asking what was the point of rescuing her if she was just
going to be locked up in another man's hall, and his deep growl rumbled through the valleys. Thus it
was that the brothers wrestled and the world trembled in the wake of their mighty contest. Sylra, seeing
how the world shook and fearing the ruin of that which she had so recently come to love, pleaded that
they should cease and her tears were as a soft spring rain. Abashed, the brothers fell still and
hearkened to the object of their dispute. She spoke that she was grateful that Olric had rescued her
from her father's hall and that she would marry him in payment of this life bond. Olric was pleased at
these honourable words and thinking on the matter saw the justice in his brother's argument. "I should
not want for my wife to be miserable, and perhaps I'd like still to have freedom from her on a time" he
also thought to himself, for Olric is known to be fond of young maidens and has ravished many who
have taken his fancy; their descendants being the noblest of men. Therefore, he, the justest and most
honourable of lords, decreed: "I will take Sylra as my wife but only for half the year. For the other half
she will be my brother Ursun’s bride". So Sylra went to live in Olric's hall and after six months she left to
wander with Ursun in his kingdom. Everywhere she walks the wild the trees bear fruit and flowers
blossom. But six months thereafter she returns to Olric's hall and the plants wither as his icy breath
settles upon the land.'

Versions of this myth do also appear in ancient Imperial scriptures (from pre 500IC) but they
aren't widely known anymore. Bemused clerics stress that the gods aren't bigamous and argue
that the simpletons of the time merely failed to appreciate that the story was actually a
metaphor.
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Tribal Superstitions:

(Text is taken from the Warriors of Chaos - Warhammer Fantasy Battle sourcebook)

The Northmen are a superstitious lot. They believe in omens, portents and signs in the skies. Even the
lowliest of warriors will carry a trinket or two to ward off the evil eye or bring the favor of the Gods.
These range from traditional charms, such as a rabbit’s foot bound with hag’s hair or rune-etched
raven’s beaks, to more esoteric talismans that are beyond the reach of normal men. It is thought that
the dried tongue of a Plaguebearer gives one power over disease, for instance, and that the eye of a
Cockatrice will draw precious gemstones into your path. Some tribesmen have their skin tattooed with
symbols of dark power or branded with runes of abjuration. Whether these protective measures work or
not is immaterial, for the Northmen find strength in them, and what more can one ask of folklore and
tradition?

1.1.2 Now

The Norsemen live in two worlds: One is visible and tangible (the Real World); the other is the world of
Spirits and Daemons, lying just beyond the senses (Raenisheim, the Realm of the Gods). The world where
the Gods live. Since life as experienced by the senses is a deception, the Norsemen do not cling to life like
other races. They throw themselves into the thick of combat to show their worth to their Gods and their
ancestors, all in the hope of receiving a blessing, or to be plucked from the dream of life by one of the
shadowy Warrior Hags to join their fellows in the Halls of Glory, Kregnihalla. Death is the door to this other
world.

Upon dying everyone enters the Realm of the Death, Doedigard. Doedigard is the land of the God Helenir
(or for short Hel). Helenir watches over the dead. Doedigard has nine levels. The top level is actually the
realm of the God Olric as well. Olric watches over the brave. This level is called the Halls of Glory,
Kregnihalla (sometimes referred to as Valhalla). This is the place the brave Norse enter. The rest of the
levels are for other people. The lowest level is called Nidroedheim. There souls suffer in a vast, icy
wasteland. It is for the worthless souls (cowards). A Great Dragon lives there trying to capture these souls.
Eventually these souls are reborn in the Real World as slaves, women, or worse (Old Worlders).

The Spirit World, including the Realm of the Dead, is guarded by the Warrior Hags. They only take the
bravest, Aandkregnir, to the Halls of Glory. The rest are taken to other levels or thrown into the Nidroedheim.
Those who make it to the Halls of Glory (Kregnihalla) are called Aandkregnir.

1.1.3 The End of the World i Endeslagok

Endeslagok (sometimes referred to as Ragnarok) is the End of the World to the Norse. This is when Olric
will ask all Aandkregnir to join the Raenir in the last Great War against Chaos. Of course worshippers of
Chaos Gods do not believe in this part. To them this is the day their masters will finally devour the world.

Endeslagok will be preceded by the Fimbulwinter, “The Winter Without End” (also called Evernacht
sometimes). Three successive winters will follow each other with no summer in between. As a result,
conflicts and feuds will break out, and all morality will disappear. It is said that during this time both the Sun
and Moon will fall. Then the stars will vanish from the sky and the Real World will fall into darkness. Only the
Roedredsel (Morrslieb) will give light at this time. The earth will shudder so violently that trees will be
uprooted, mountains will fall, and every bond and fetter will snap and sever. After this the final battle will
begin...
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Norse Holg men:
(Part of the text written by C.L. Werner in the Palace of the Plague Lord)

It is taboo amongst the tribes of Norsca to strike down one of the God-touched holymen (Seers, Vitki,
Witches, Sorcerers...etc.), an act certain to bring the vengeance of those same Gods upon any who
dared such blasphemy. A man might kill a jarl or even a king, but he did not dare raise his hand against
one who served the Gods.

The Norse truly fear the wrath of gods, and holymen are therefore usually left alone. They may even
walk among battle site striking men down, but nobody touches them (this is risky, but still common).
Most feared are those holymen that worship the Dark Gods.

1.2 What do they worship

Norscan religion can be divided in four parts: worship of Ancestor spirits, of the spritis of dead Heroes, of
Daemons and finally of Gods (this includes the Chaos Gods). Some also worship various nature spirits. All
these are worshipped as equally important and even the spirits and daemons (including Daemon Princes)
are not anyway higher than actual divine beings. The Norse pantheon is very large and all these are
considered part of Raenir. These are the reasons why Old Worlders usually view Norse religion as primitive
and strange (particularly the worship of the spirits of the dead and Daemons).

Another difference to the southern (Old World) religion is the priests. Even though there are many religious
festivals, celebrations, holy places and customs, the Norse do not have “professional” priests. Celebrations,
prayers and holy places are presided over by holy men, usually magic-users that act as priests (they don’t
have to be, but often are). These are either Witches (or Warlocks), Shamans, Seers (or Vitki) or even Chaos
Sorcerers. A tribal holy man is actually often called Priest of something, when in fact he is a Vitki or Witch (or
some other kind of magic-user). Holy men have many other titles too. Norse and Norse Dwarfs call them
Helruns, Runeskyres, Volas and Wyrdskyres. Also holy men of Kharnath are commonly called Bloodfathers.
There are many other similarly varied titles. Because the Norse don’t actually have any true Priests they also
don’t have “Divine Magic” given to their holy men by the Gods (Chaos Sorcerers are an exception who do
gain their power from Chaos Gods).

Priests of Chaos Gods are usually always Chaos Sorcerers, but they can also be from other professions.
This is especially true of Khorne’s shamans (as the God shuns magic). Tribes that worship Khorne may
actually have a magic-using priest as he is only one God in the large pantheon that most of the tribes
acknowledge.

Ancestor Worship: The Norse worship the spirits of their ancestors who they believe still watch over them
from Doedigard. Ancestors don’t usually have any special holy days or symbols. They are just remembered
during other festivals and when their guidance is needed (a small prayer or sacrifice can then be given by
the worshipper). More about Ancestor Spirits can be found in Tome of Salvation (WFRP2 sourcebook).

Daemon Worship: Because the Norse live close to the Chaos Wastes the influence of Chaos is very strong.
This also results in daemonic manifestations. Daemon summoning is also more common in Norsca than in
the Old World. Some of the daemons are powerful and influential enough that people have actually started
to worship them. Daemon Princes particularly like to gather followers. The Norse do not view daemons
differently from the Gods. For them both come from the Spirit World, Raenisheim.

God Worship: The Norscan Pantheon (the Raenir) is large. It includes both the normal Gods (the Asafolk)
and the Chaos Gods (the Vanenes). The distinction between them is far less pronounced than in the OId
World .
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Hero Worship: Most Norse heroes are remembered through the Sagas told by the tribes. In their view these
great heroes watch over, and even help, the living from the Spirit World. Whilst some were actually great
Champions of Chaos there are also many “normal” heroes. Heroes don’t usually have any special holy days
or symbols; they are just remembered during other festivals and when their guidance is needed (a small
prayer or sacrifice can then be given by the worshipper). Heroes are considered to be “Venerated Souls”.
More about Venerated Souls can be found in Tome of Salvation (WFRP2 sourcebook). Another strange
phenomenon of the north is the undead Einherjars, who are considered to be truly blessed Heroes; the dead
that rise again to continue their mission. Many believe these are just some type of Restless Dead, yet these
beings travel amongst other people and act as if they have not died.

Spirit Worship: The Norse also believe and deal with the myriad minor spirits that inhabit different places
(whether settlements or in the wilderness). These Spirits are supernatural beings and you need “the Sight”
(Magical Sense skill) to see them. Also Academy Knowledge (Spirits) is needed to command and
communicate with these nature spirits. Not many Seers or Vitki have the courage or knowledge to do this,
but these Spirits are still worshipped with small sacrifices. More about the Spirits can be found in Realm of
the Ice Queen (WFRP2 sourcebook).

House Rule: Spirit Knowledge

The GM may rule that Norse Vitki (detailed in Tome of Corruption) can also choose the new skill
Academic Knowledge (Spirits), which is found in Realm of the Ice Queen (WFRP2 sourcebook).

Academic Knowledge (Spirits)

Skill Type: Advanced

Characteristic: Intelligence

Description: Characters with this skill have extensive knowledge about many spirits inhabiting the
world, including nature spirits, spirits of the dead, Aethyric spirits, and other similar manifestatitons. Not
only can you name them (according to your local tradition), but you may know methods of appeasing,
annoying, or perhaps even dismissing them, as determiried by successful use of the skill and with the
GM'’s approval.

Related Talents: None
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1.5 Where do they worship

The important religious rituals are communal and can be held in a field, in a meadow or clearing near a
spring or on a mountain. Often place names are connected to worship and are made up of the hame of a
God and the suffix -hov (temple), -lund (clearing), -vin (meadow), -grott (cave) or -akr (field).

1.3.1 Temples and Shrines

Temples dedicated to the Gods of Norsca can be found in every town. These temples are rectangular in
shape and constructed out of wood, usually oak and ash. Carved images of the Norse Gods and strange
runes appear in each temple, as the temple is sacred to the entire pantheon. Only a few of the largest cities
actually have stone temples. Temples are called “Hov”.

Villages, hamlets, and small settlements maintain either small wooden shrines or just simple caves,
burrowed into the side of a hill or mountain, to honor the Gods of Norsca. Wooden shrines are usually called
“Horg”.

Both shrines and temples (and other holy sites) usually have an altar, bonfires, sacrifices of plunder and
mounds of skulls.

Magical Bonuses: Temples and shrines are usually not magical. It is possible that one is blessed by its
main God or placed upon a magical nexus point if GM wishes. If so then all spellcasters that cast spells
within the temple or shrine add a +1 bonus to each d10 used in their Casting Roll. The GM may also rule
that this bonus is only received by those that worship the main God the place is dedicated to.

1.3.2 Sieidi

Another type of special holy site found in different parts of the Norscan continent are called Norse “Sieidi”.
These sites feature strange ancient obelisks, carved with unknown runes, left by some mysterious race
(Imperial scholars argue that they must have been erected by the Elves). The Norse believe that the Gods
themselves left these stones marking their holiest sites in this way. This is why Norse consider these sites
sacred and worship their Gods in these places. The Norse have found similar obelisks in Albion where the
people call them “Ogham Stones”. The truth about Sieidi is that they are actually Waystones marking the
Leylines. More information about Waystones can be found in Realms of Sorcery (WFRP2 Sourcebook).

Sieidi are strange sites that channel the Aethyr in a powerful way. Magic-users commonly come to these
sites to perform difficult Ritual Magic. Sieidi can be sensed from few hundred yards away, by those that are
already sensitive to magic: those who have the Aethyric Attunement or Magical Sense (“Witchsight”)
abilities. Even magic-using characters who dont have either of these abilities will get bonuses to casting
tests, and sense that casting seems easier on these sites. More about Aethyric Attunement and Magical
Sense can be found in Realms of Sorcery (WFRP2 Sourcebook).

Magical Bonuses: All spellcasters that cast spells within 50 feet of a Sieidi (Waystone) add a +5 bonus to
each d10 used in their Casting Roll.

1.3.3 Monoliths
Chaos Monoliths are also found in Norsca (especially in the unholy sites dedicated to the Dark Gods). More
information about these Monoliths can be found inTome of Corruption (WFRP2 sourcebook).

Magical Bonuses: All spellcasters that cast spells within 100 feet of a Monolith add +1d10 to their Casting
Roll. However, using this energy comes with great risk. Any failure to cast a spell results a Catastrophic
Chaos Manifestation. Any Monolith dedicated to Khorne causes any magic cast in a 100 feet radius to fail
and the caster suffers an automatic Catastrophic Chaos Manifestation.
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1.3.4 Dwarfen Stones

Dwarfen Stones are huge sarsen stones around the borders of their lands marked with powerful Master
Runes (multiple runes can be inscribed onto these huge stones with difficulty). There are hundreds of these
stones and creating them has taken many Dwarfen generations. A single Dwarfen Stone doesn’t really have
any effect, but multiple stones create a protective field that covers the area bounded by them. This protective
field can also have a very high elevation if the stones are (and they often are) situated on mountain tops.

Forces of Corruption have tried to destroy these protective fields many times, but they just cannot destroy all
the stones and some are “hidden” (runes have even been inscribed onto stones beneath the earth). Also
destroying a few stones won'’t really weaken a field that is actually cast by hundreds of stones.

Dwarfen Stones are not actually sites of religious worship to the Norse, but they are a little superstitious and
fearful of them. They know that they mark Dwarfen territory that should not be crossed lightly (Dwarfs are
fierce fighters). They mark the Dwarfs’ borders and protect their lands with strange mystical power that
comes from the distinctive runes that mark these stones.

Magical Bonuses: All stones have multiple Master Runes of Warding that protect the area. Commonly the
Master Runes of Warding (Chaos, Daemons and Magic).

Master Rune of Warding:

New Rune Type:

Construct: Construct runes usually make some construct more powerful, protected, even alive, or
create some area effect. These runes are usually inscribed on static objects (doorways, hallways,
tunnels, buildings...etc.), but there are exceptions like the animation runes. Unlike smaller artifacts
these stationary objects are usually large enough to handle even multiple Master Runes.

Master Rune of Warding

Type: Construct

Inscription Number: 25

Empowerment: 8

Description (Permanent): This rune affects an area that it protects from one thing that the Runesmith
chooses (See Ward Types below). It must be inscribed onto an immobile object. If the object is
destroyed or moved the effect ceases. Several objects must be marked with the same rune to create an
area of effect between them (three minimum). The size of the area that can be affected by Warding
Runes is also determined by the number of runic objects inscribed. Three runes can create a maximum
area of effect about equal to a normal sized room; five runes could ward an average sized house; ten
runes a huge castle or fortress (or a small village); twenty to thirty runes could ward a town...etc. Large
areas that are bounded by warding runes will have many of them so destroying a few has little effect.
Destroyed runes can be replaced and if required the bounded area can be increased by the addition of
more warding runes at a later date.

Description (Temporary): As permanent, but once the rune is activated (a free action), the benefit only
lasts for 1 week (8 days).

Ward Types:

- Chaos: Those inside the effect of this rune are protected from the effects of Chaos. They
automatically gain a +10% bonus to resist magic and other Chaotic manifestations and are
also immune to Chaos mutation. This effect also causes a penalty to any magic use in the
area. All spellcasters that cast spells within this area suffer a -5 penalty to any Casting Tests.
The only exceptions are those using Runic Magic.

- Daemons: Daemons (including living creatures possessed by Daemons) cannot approach
than 50 feet to the area unless they succeed on a Hard (-20%) Will Power Test. If unsuccessful
they can try again after one day has passed (24 hours). If a Daemon is summoned inside the
warded area it must take this Test. If the Test is unsuccessful it doesn’t enter this world and the
summoning fails.

- Magic: All creatures that enter this area lose one point from their Magic Characteristic for time
they remain in the area. Only exceptions are the users of Runic Magic.

Note: There are other Wards also, but these are most common in Norsca and found in the Dwarfen
Stones.
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1.3.5 Animal Totems

Some Norse tribes keep Animal Totems. The various Gods each have different sacred animals that are
engraved onto the appropriate totem or symbol. Totems may feature several animals. The Dark Gods also
have their own sacred animals.

If a Norse suffers a mutation that changes some part of his/her body into that of an animal that is the symbol
of one of the Gods it is believed by some Norse that this person has been blessed by that God (unless he is
the devout servant of totally different God. In this case the mutation maybe considered to be from that God).
Find out more about these mutations in Tome of Corruption (WFRP2 sourcebook). Such mutations include:
Animalistic Legs, Beak, Bestial Appearance, Bird’s Leg, Centauroid, Claws, Cloven Hooves, Feathered
Hide, Fur, Mer-creature, Tail, Thick Fur, Were, Wings and especially Zoological Mutation.

If the GM wishes the Gods’ may grant their gifts to their loyal servants in the form of minor mutations. Some
part of the believer is turned into the shape of a sacred animal (or they become Were that can transform into
that animal). You may use Zoological Mutations tables.

See out sacred animals section in Chapter 3.

Magical Bonuses: Totems are not usually magical. It is possible that one is blessed by its’ main God or
placed at a magical nexus point. If so, then all spellcasters that cast spells within 10 feet of a Totem add a
+1 bonus to each d10 used in their Casting Roll. The GM may also rule that this bonus is only received by
those that worship the main God featured in the Totem.

1.3.6 Chaos Warshrine

(Text is taken from the Warriors of Chaos - WFB sourcebook)

Warshrines are mounted altars on heavy carriages. They are taken with the raiding parties or armies. The
prayers and sacrifices that are offered up from these Warshrines are like sweet nectar to the otherworldly
beings of the Realm of Chaos, and the air crackles with power around each shrine when the eye of the gods
turns their way. The presence of these mobile altars empowers and emboldens the warriors that fight before
them, the blessings of the Gods crackling in a perceivable aura around those nearby.

Though they vary wildly in design, Warshrines are usually pulled into battle by snorting Chaos Steeds. No
normal creatures these, for most are more Daemon than animal. Were they not securely chained to the
Altar’s carriage, they would undoubtedly charge off and wreak a trail of carnage before disappearing back
into the wilderness. A Chaos Steed is goaded in the direction of the foe by its handlers, who not only defend
the Warshrine from attack but also take those they strike down and sacrifice them upon its altar.

Warshrines may be devoted to the whole pantheon of Chaos Gods, or be dedicated to one patron deity in
particular. Warshrines of Khorne are great constructs of brass and blades with rune-etched skulls.
Slaanesh’s are gilded carriages of scented silk, wax and human flesh, draped in the still-living skins of those
whose organs have been offered to the Dark Prince. Nurgle’s are fouler still, heaped high with flyblown offal
and stinking waste that is host to unimaginable parasites and plagues. The Warshrines consecrated to the
Changer of the Ways are the strangest of all, their irregular wheels causing numerous silver bells, caged
dragonflies and crystalline bones to tinkle and chime with the music of the spheres as mind-altering incense
snakes around it in hypnotic patterns.

Magical Bonuses: Magic-using worshippers (Sorcerers, Witches, Vitki, Magus...etc.) of appropriate God
receive a +2 bonus to their Casting Rolls in a 100ft radius of the Shrine, if the Chaos God (or Gods) is
pleased by any sacrifices. Main “priest” of the Dark Gods can make a Challenging (-10%) Will Power Test
when sacrificing and praying to the Dark God. If he/she is successful, then this God gives its’ dark blessing,
which is a +10% bonus to Will Power of every worshipper within a radius of 300ft of the Warshrine (or
possibly everyone in the raiding party or army) for 1d10 hours.
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Yagamir Saga: Doom of the Giants, part I
d

(Written by'Al f r e NufYez Jp. fAMad Al fredo

The Beginning:

According to the sagas, it is said that before the coming of Chaos the land was covered in ice and all
seasons were winter. No Humans walked the world as the gods had not seen fit to create them. The
Jotuns peopled the ice bound mountains and forests. Large, pondering, and cunning, these giants
preyed upon the great beasts of winter and strove against each other. Soon the strife ended as the
strongest came to rule over the rest. His name was Yagamir the Strong and he ruled with an iron fist for
hundreds of years.

One day a stranger clad in the skin of the vicious Giant White Wolf and armed with a mighty axe
appeared before Yagamir. Although smaller in stature than any Jotun, the stranger radiated a power
that any, but the most blind, can sense. "You have a message for me, stranger?" grunted the Jotun
king. "Spit it out and begone. | have other things to do."

"Have you noticed that the ice which dominates the land is retreating northward? Or that the world has
become warmer?" replied the stranger.

"What care | for such things? It is of small consequence. And who are you to bother one such as | with
trivial matters?" Yagamir asked testily.

"l am 'Winter's Fury'," responded the stranger. "I came to tell you that a time of testing approaches. The
large-eyed gods that you worshipped have failed, and through their failure a time of strife is assured.
Soon a great enemy will appear in the North. You and your people will be the first to feel the weight of
their presence. Upon your shoulders will the outcome of the ensuing war be determined. Great will be
your honor should you throw them back into the darkness. Far will be your fall should you fail. And with
your fall, others will come to rule your realm."

"Begone, 'Winter's Fury', | care not for your warnings! They be naught but the ramblings of a madman or
a drunkard!" taunted Yagamir.

In response, a blast of icy wind tore open the doors of Yagamir's stronghold and filled the audience
chamber. Undisturbed amid the wind, ‘Winter's Fury' replied in a cold, harsh voice edged with anger,
"Mock me at your peril, fool! Heed not my warning if you choose! It is by your own actions that your race
will be judged!" The stranger then vanished with the wind.

As 'Winter's Fury' foretold, the Jotuns were the first to face Chaos when it entered the world. Too
confident were they that the Jotuns were overwhelmed by Chaos. The surviving Jotuns were scattered,
their minds snapped by the horrors of Chaos. No longer would these giants be noted for. their cunning,
nor would they join together as a common people. Instead, the Giants became a dying race noted for
their dim-wittedness.

Only Dwarves and Elves remained to oppose Chaos in the world. In the worlds beyond, the Raenir led
by Olric fought the Four Powers of Chaos. Great was the fury of the battle that Chaos was driven back
to the Northern Wastelands whence they entered the world.

With his cloak about him, Olric surveyed the land from which Chaos retreated and found it empty save
for the Dwarves who fought the Great Enemy. The leader of the Raenir did not find this to his liking. He
knew that Chaos would again threaten the world. He also knew that the great alliance between Dwarf
and EIf would not be seen again. Even then, he could see that the relationship of the two Elder Races
would begin to fray, then break, in the near future.

Long did Olric hold council with the rest of the Raenir upon the eventual return of Chaos. Another race
would be needed to stand against those would plunge the world into eternal darkness. One that would
be more adaptable than EIf and Dwarf, one whose very diversity would create the Great Heroes would
would oppose Chaos in this unforgiving land. Thus it was that the Norscan race came into being. The
first Norse learned to survive in the harsh land from the Raenir themselves and the heroes that they
spawned.
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Yagamir Saga: Doom of the Giants, part II:

(Written by Alfred NufiezJr.i Mad Alfr edo

Yagamirodéds Corruption:

For some time the warrior trekked across the Jotunheimen Mountains, seeking any sign that his quarry
survived the onslaught of Chaos. He seemed oblivious to the frigid winds and driving snow which
marked winter's fury. Clearly, the warrior did not need to seek shelter behind his cloak made from the
pelt of the Great White Wolf. Now and then he stopped to sniff the air as if searching for a familiar scent.

Finally, Olric came to a large opening on the northern face of a large mountain peak. His quarry's scent
was strong at the opening. Armed with his great axe, Kaosfaenir, the Raenir descended into the
darkness. His journey into the heart of the mountain twisted ever deeper until Olric came upon a cavern
illuminated by the fungi within.

"So you have come," rasped a voice from the darkness beyond the dim light. "Have you done so to
gloat at my failure? Or, do you have some other business?"

"Failure would be too light a word to describe your feeble efforts against the Great Enemy. Nor do |
need to gloat over one who would hide in the darkness to lick their wounds. My sole purpose was to
seek you out, Yagamir, and warn you to stay far from the lands along the sea. They will be given to a
race which will not repeat your utter failure," replied Olric.

"The Dwarfs? Hah! | will make the sea run red with their blood. Those diggers and tinkerers cannot
withstand my wrath!" roared Yagamir.

"You may have been able to defeat the Dwarfs in your prime with your army. Now, | doubt if you can
make them quiver. Your kingdom has been destroyed, your people struck dumb and scattered, and you
hiding here having fled battle. The Dwarfs mock you and your name rather than fear you. In fact, their
Slayers seek you even now," stated the Lord of the Raenir. He continued to the shifting shadow, "the
Dwarfs are not the ones to inherit the land you forfeited. A new race, one of my choosing, will be the
guardians of this land.”

The once Jotun King leapt into the dim cavern light roaring "they will be crushed by me as surely as the
darkness swallows the light!" Olric faced the giant and noted that the struggle against Chaos had greatly
changed Yagamir. His flesh was covered with oozing blisters and his hair streaked with unearthly
colors. Odd bones, skin protrusions, and twisting muscles erupted and changed continuously over the
giant's flesh. The eyes burned with a fire that would not be easily quenched. "Unlike the others who died
fighting your enemy, | grasped where the true power awaited and knew that it was destined to be mine.
A pact did | make with the Powers to see your precious race destroyed before you. But now | look upon
you and realize how truly puny and insignificant you are. How much greater would be my reward if you
were dispatched!"

A multicolored bolt of energy raced from Yagamir's fingertips towards Olric. The Raenir Lord merely
raised Kaosfaenir before him and dispersed the bolt into shards of colored light. The lights flickered
briefly before they were absorbed into Kaosfaenir. "Your newly-found allegiance to Chaos, coupled with
your foolish attack, is proof enough that | cannot let you live. Yet, | will not give you the gift of death
which would release you from your torment. There is, of course, a third choice." From his sack, Olric
brought forth heavy chains and said, "These were crafted for me by the Dwarfs you so despise. Mark
you that this chains carry not only Dwarfen runes of power, but also runes of my devising. Thus, you
shall spend your misbegotten life bound in these chains. Even your new patrons have not the power to
free you before | return to pronounce judgement upon you."

Although Yagamir struggled with all his titanic might, he could not prevail against the will of Olric. The
mutated giant was bound and sealed in that cave by the God of Wolves. Moreover, Olric placed
wardings on the seal of the cave to ensure that the servants of Chaos could not enter. The exact
location of the mountain was not even revealed to Olric's most devout follower and is only known by its
name: Steinfengsor.
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1.3 Norse Religious Lexicon:

Aandkregnir: Those who have made it into the Kreghinalla. Some Norse believe that those who become
Aandkregnir await the day of the Endeslagok. See also Endeslagok and Kreghinalla.

AEsafdlk: Normal Gods or aspects of normal Gods. Details in Chapter 3.

Akr (-akr): Fields (larger open worshipping areas) are called Akr in Norsca. A place may have the God’s
name before the suffix (example: Olricakr).

Asgard: Home of the Gods. Sometimes used synonymously with Raenisheim by the Norse. Sometimes
refers exclusively to the city of the Gods. See also Raenisheim.

Askh: He and Emblah were the first humans in the Real World according to Norse Legend. They were
created by the Gods. See also Emblah.

Birgit Grylysa (saga person): Details in Chapter 3. See also Olricsbarn and Ulfwerenar.

Bloodraven: A grotesque practice in the Northlands (among the Hung, Kurgan and also the Norse) where
living enemies’ ribcages are opened up.

Bruno Ursson (saga person): Details in Chapter 3. See also Ulfwerenar.

Buckle of Hagmar, the: Forged by Hagmar Wyrmschlager from the bones of a dragon this belt-buckle
contains some of that dead creature’s strength. It has since been turned into a Talisman which grants the
wearer some magical abilities, though much less though than the belt did. See also Hagmar Wyrmschlager.
Byttigen: Mutants of the north. A deeply mutated race of humans. Also called the “Race of Darkness”
(Underjordisar). Byttigen were the first Norsii that migrated deep into the north (Nordlig). What they didn’t
know was that they chose their home in an area warped and corrupted by Warpstone. This soon mutated
their race so badly that other Norsii started to shun them and dubbed them Byttigen. As a result Byttigen
hide in the mountains. They also found a new God — Nurgle.

Callewyr: Famous Frost-Dragon, whom legendary horn is said to be The Golden Horn. See also The
Golden Horn.

Chainmail of Hagmar, the: A Magical mail coat forged upon a fire of dragon bones by Hagmar
Wyrmschlager. Said to mirror the hardness of a dragons scales. See also Hagmar Wyrmschlager.

Chaos Monolith: Unholy site dedicated to one of the Chaos Gods.

Chaos Warshrine: Mounted shrine or altar upon a heavy carriage. Dedicated to one or all of the Chaos
Gods.

Dagger of Hagmar, the: Forged by Hagmar Wyrmschlager, this dagger is imbued with the bitterness of a
Dragons bite. See also Hagmar Wyrmschlager.

Doedigard: Realms (or land) of the death. Could be described also as “Morr’'s Gardens”. Guarded by the
Warrior Hags. It has nine levels. The top level is Kregnihalla ("Halls of Glory”) populated with the souls of
warriors Killed in battle. The other eight levels are populated with souls of the deceased based upon their
deeds (or misdeeds) in life. The lowest level is called Nidroedheim. In the lowest levels a Great Dragon lives
and tries to capture the worthless souls. See also Kregnihalla, Nidroedheim and the Great Dragon.
Drumin Flamearm: Famous Master Runesmith from Kraka Drak, who forged the runehammer Kalevala
Hammer. See also Juti Kaleva, Kalevala Hammer and Magnar Druminsson.

Dwarfen Stones: Dwarfen Stones are huge sarsen stones around the borders of their lands marked with
powerful Master Runes.

Einherjars: Legendary dead warriors that only lay dead briefly before rising up fully alive. An Einherjar is
chosen by one of the Gods to fill a destiny, and therefore is sent back amongst the mortals. An Einherjar is
almost as respected as a demi-God.

Ekil Bloodheart (saga person): Details in Chapter 3.

Emblah: She and Askh were the first humans in the Real World according to Norse Legends. They were
created by the Gods. See also Askh.

Endeslagok: End of the World. Time of the Final Battle. This is when Olric will ask all Aandkregnir to join the
Raenir in the last Great War Against Chaos. Of course worshippers of Chaos Gods do not believe in this
part. To them this is the day their master will finally devour the world. Endeslagok is sometimes referred to
as Ragnarok. See also Aandkregnir.

Engra Deathsword (saga person): Details in Chapter 3.

Everchosen, the: Chaos Champion who wins for himself the blessing of all the Chaos Gods. Lord of End
Times, Incarnation of the Utter Dark, the Mortal Prince of Chaos, the Scion of the Great Undivided and
Herald of the Apocalypse. Those Norse that worship the Dark Gods wait for the coming of the Everchosen.
But there are also many that fear his coming because the arrival of the Chosen One may also bring
Endeslagok. See also Endeslagok.
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Evernacht (Fimbulwinter): Evernacht is eternal winter, a time when life is choked out of the enemies of
Olric (the Ruinous Powers). Part of the beliefs of The Order of the Winter Throne (or simply Ragnarites). See
also Ragnarites.

Fang of Fenris: Famous magical sword of Keorl Thunderhand, which he used to kill a dragon. See also
Keorl Thunderhand.

Fenris (or Fenrir): Daemon Hound or Wolf. It is commonly believed that it is actually Karanak, Hound of
Vengeance. See also Karanak.

Fimbulwinter (Evernacht): “The Winter Without End”. Harsh winter that will last for three years and signals
the last Great War Against Chaos. After Fimbulwinter comes Endeslagok. See also Evernacht and
Endeslagok.

Fire of Olric: In the town of Skorlm (Skaeling territory) a temple to Olric was built just prior to the Storm of
Chaos. It is said that this holy site, next to the volcano Mount Vanir, holds the holy fire of Olric.

Freinar Kaosjeger (saga person): Details in Chapter 3.

Frostjotunir: See Jotun.

Futhark, the: Norse runic alphabet. Written version of the Norse language.

Golden Horn, the: Details in Chapter 3. See also Callewyr.

Great Dragon: Lives in the lowest levels of Doedigard. It is said that it captures worthless beings and eats
them. After that they are reborn as slaves, women or even as worse things as Old Worlders. See also
Doedigard.

Grott (-Grott): Caves and other burrows are called Grott in Norsca. Places may have a God’s name before
the suffix (example: Olricgrott).

Halls of Glory (Kregnihalla): See Kregnihalla.

Halrir Daemonsbane: Famous magical spear of Keorl Thunderhand. Was destroyed during his battle
against a dragon. See also Keorl Thunderhand.

Harald the Wolf (saga person): Details in Chapter 3.

Hagmar Wyrmschlager (saga person): Details in Chapter 3. See also The Dagger of Hagmar, The
Chainmail of Hagmar, the Talisman of Hagmar, and The Buckle of Hagmar.

Heksdag (religious date): The Norse name for the Hexenstag.

Hoestvendung (religious date): The Norse name for the autumn equinox.

Horg (-horg): Shrines are called Horg in Norsca. Places may have a God’s name before the suffix
(example: Olrichorg).

Hov (-hov): Temples (larger worshipping areas) are called Hov in Norsca. Places may have God’s name
before the suffix (example: Olrichov).

Hrafn Untam (saga person): Details in Chapter 3.

Hunlaf Thorsson (saga person): Details in Chapter 3.

Jerg: Norse word for a chieftain of the tribe.

Juti Kaleva (saga person): Details in Chapter 3. See also Drumin Flamearm, Kalevala Hammer and
Magnar Druminsson.

Jotun: Norscan giants. Almost legendary race of High Giants from which the rest of the giant race was
spawned. Like other giants Jotun of today (which are very rare) are not as powerful as their ancestors were
before the coming of Chaos. Jotun are usually divided two clans: Frostjotunir (Frost Giants) and Uvaerjotunir
(Storm Giants).

Jotunidmyker: Legendary weapon (commonly believed to be a sword) of the hero Sigismund. See also
Sigismund.

Kalevala Hammer: Famous runehammer forged by Drumin Flamearm for the Bjornling hero Juti Kaleva for
saving his son, Magnar’s, life. Magnar and Juti Kaleva became friends and adventuring companions. Stories
tell that when Juti died Magnar took the body and buried it at Kraka Drak. It is commonly believed that
Kalevala Hammer was buried with him to Kraka Drak. There are also stories which tell that the mighty
hammer was lost after the death of Juti and remains lost even now. See also Juti Kaleva, Drumin Flamearm
and Magnar Flamearm.

Kaosfaenir: Great Axe of QOlric.

Karanak: Hound of Vengeance. Three-headed Flesh Hound that prowls Khorne’s grand throne room. He
never sleeps — like the Blood God’s vengeance Karanak is ever watchful. It searches every shadow for
intruders and interlopers or else gnaws on bones discarded from the Skull Throne and stalks Bloodletters
and Furies through the vaulted hall. The Norse known this beast as the monster Fenris or Fenrir. See also
Fenris.

Keorl Thunderhand (saga person): Details in Chapter 3. See also Halrir Daemonsbane (spear) and Fang
of Fenris (sword).
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Khalac Swordsson (saga person): Details in Chapter 3.

Knut (Canute) Thorisson (saga person): Details in Chapter 3.

Kregnihalla( i Hal | s o This i€ theptageahere the souls of those meeting a warrior’s death find
eternal battle and feasting. The top level of Doedigard. Those who make it there are called Aandkregnir.
Sometimes Kreghinalla is referred to as Valhalla. See also Aandkregnir and Doedigard.

Losteriksson (saga person): Details in Chapter 3.

Lund (-lund): Clearings (open worshipping areas) are called Lund in Norsca. Places may have God’s name
before the suffix (example: Olriclund).

Magnar Druminsson: The son of famous Master Runesmith who forged the runehammer Kalevala Hammer
given to Juti Kaleva. Magnar also became a famous Runesmith and adventurer later. See Drumin
Flamearm, Juti Kaleva and Kalevala Hammer.

Magnus Lawmaker (saga person): Details in Chapter 3. See also the Futhark and Wergild.

Midgard: The domain (lands) ruled by the High King, when the position is held by someone in Norsca.
Morkar the Uniter (saga person): Details in Chapter 3.

Morkewe r e nar ( i D a Mdkewsemaeaseshapeshifters, Ulfwerenar, that turn into wolves or
bears, and are believed to be blessed by the Dark Gods (commonly Tchar or Halni). These Weres are even
more bloodthirsty than other Ulfwerenar. They sometimes turn unwillingly into bloodthirsty animal-beasts
during the full moons (especially during the full Roedredsel). See also Ulfwerenar.

Morten One-Eye (saga person): Details in Chapter 3.

Neveslag: The Norse name for the Fauschlag (Middenheim).

Nidroedheim: Lowest level of the Doedigard. This is for criminals and other worthless souls, where they
suffer eternally in a vast, icy wasteland.

Northlands, the: Around the Realm of Chaos the borderlands of the mortal world form a ring of shadow that
surrounds the ultimate darkness within. Norsca is part of the Northlands are the Chaos Wastes. See also
Shadowlands.

Ol ri csbarn (i Ch:iOricsbasnnWoli-\Varriors, are Hoasgmen that can shapeshift into wolves.
The sagas tell that they spawned from the union of the God Olric and a human woman named Birgit Grylysa.
Usually only those shapeshifters that become wolves are considered to be Olricsbarn. The Norse believe
that they carry Birgit and Olric’s blood heritage. See also Ulfswerenar.

Olrikrike: Kingdom of Ulric. A name sometimes given to refer to the region in which Olric is considered the
main God.

Order of the Winter Throne, the: See Ragnarites.

Prince Sigvald (saga person): Details in Chapter 3.

Raenir: The Norse pantheon is called the Raenir. As are also collectively, are the Norscan Gods. This
usually includes the Chaos Gods and even Daemons as well.

Raenisheim: It is believed, by the Norse, that Gods live in the realm called Raenisheim, the Spirit World.
From here they originally came to the Real World through great magical gates. Sometimes referred to as
Asgard. See also Asgard.

Ragnarites (The Order of Winter Throne): Lesser cult/order of Olric (or Ulric) founded by Ragnar
Franzsson. They call Olric (or Ulric) the Snow King. Their leader is titled Ulricsson. The order has a secret
cave system in Norsca called Ulric’s Throat. It is rumored that in these caves is stored the mysterious
Throne of the Snow King. See also Evernacht.

Ragnarok: See Endeslagok.

Ravenswyrd, the (saga person): Details in Chapter 3.

Roedredsel: Norse name for Morrslieb.

Sagas: The history of the Norse is disjointed and unrecorded except in the Sagas. The Sagas are epic
poems (stories) of the deeds of the greatest leaders and warriors, but are commonly not committed to paper
but instead handed down from soothsayer to son. These Sagas are told in the fire lit glow of the winter
nights and have been passed on from storyteller to son down through the ages. It is every Norseman’s
dream to have his life immortalised in a Saga, though few succeed.

Scyla Anfingrimm (saga person): Details in Chapter 3.

Shadowlands: Chaos Wastes. Also sometimes as Umbra Chaotica. See also the Northlands.

Sieidi: Holy site with strange rune covered obelisks. The Norse believe that they were left by the Gods. Also
called Ogham stones. In truth they are Waystones.

Sigismund (saga person): Details in Chapter 3.

Sjoehjelir: Great spear (trident) of Malor, God of the Sea.
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Skar 6s -Kiltea Magioal Chaos sword first wielded by man named Skar from the town of Iskvard. Skar
was on board a ship that was attacked by mighty Kraken in the Sea of Claws. When Skar was fighting the
Kraken he found the sword suddenly. He used the sword to kill the Kraken and was the only survivor. It was
said that he was blessed by the God Meritursas. The sword’s blade was made of scales and the hilt was
bound with sharkskin. See also Skar Sealord.

Skar Sealord (Saga Person): Details in Chapter 3. See also Skar’s Kraken-killer.

Skrekkedag (religious date): The Norse name for the Geheimnistag.

Sommerstille (religious date): The Norse name for the summer solstice.

Spirit World: The true world which lies just beyond the senses, where Spirits and Daemons live, and which
mystics (Shamans, Witches, Sorcerers...) may see. Realm of Gods, Raenisheim. See also Raenisheim.
Steinfengsor: Legendary mountain where Olric imprisoned the mighty Jotun king Yagamir who was
corrupted by Chaos. Yagamir was chained with Dwarfen rune chains. See also Yagamir.

Storblot (religious date): A great blooding in celebration of the Raenir that occurs twice yearly. A Storblot is
a sacrificial offering to the Raenir, usually it consisits of animals of great value to the Norscans, like horses
or cows (no wild animals). Northern Tribes in particular like to sacrifice thralls. The Storblot is held at the
Vinterstille (winter solstice) and Sommerstille (summer solstice).

Styr Windrunner (saga person): Details in Chapter 3.

Styrkaar of the Sortsvinaer (saga person): Details in Chapter 3.

Sven Bloody Hand (saga person): Details in Chapter 3.

Talisman of Hagmar, the: See The Buckle of Hagmar and also Hagmar Wyrmschlager.

Thoramir Ulfenblod (saga person): Details in Chapter 3.

Thorleif of Skeggi (saga person): Details in Chapter 3.

Throne of the Snow King: Mysterious artifact of the Ragnarites. See also Ragnarites.

Tiera Ursviik (saga person): Details in Chapter 3. See also Ulfwerenar.

UIf Donnersson (saga person): Details in Chapter 3.

Ulfwerenar: Ulfwerenar are Norsemen that can shapeshift (usually into a Badger, Bear or Wolf). Those that
shapeshift into wolves are considered to carry a special heritage — See Olricsbarn. Those who shapeshift
into bears are considered to be blessed by the God Urson (most commonly believed amongst the
Baersonlings). Other Weres have no special mythology. There is also dark-side among the Weres however.
Some Weres pray to the Dark Gods and believe that they have been touched by them when they gain
shapeshifting ability. Even if they change to wolves or bears these Chaos worshippers are not considered to
be QOlricsbarn or blessed by the Urson. It is said that the truly blessed ones can actually detect these
Morkewerenars (“Dark Weres”). See Morkewerenar. Imperial scholars believe that all these are just caused
by mutation and usually call them just Weres. Other common names in Norsca for Ulfwerenar are also:
Werekin, Werefolk, Shapestrong, Shapestruck, Bearstuck, Wolfstruck...etc.

Ulricsson: Title for the leader of the Ragnarites. See also Ragnarites.

Ul r i c 6 s: SeEretcaveasystem of the Ragnarites. See also Ragnarites.

Underjordi sar rfeSsB3SeeBytigen. Da r k

Uvaerjotunir: See Jotun.

Vaarvendung (religious date): The Norse name for the spring equinox.

Vanenes: A name for the Chaos Gods or Dark Gods. Vanenes is the word for the primordial Gods. Details in
Chapter 3.

Vennligmaan: Norse name for Mannslieb.

Wergild: Norscan law.

Valhalla: See Kregnihalla.

Valkyries: It is said that these spirits are the collectors of the souls slain in battle. Spiritual beings sent by
the Gods, or by the God Helenir (Hel). The Valkyries are more commonly known as the Warriors Hags. See
also Warrior Hags.

Valmir Aesling (saga person): Details in Chapter 3.

Valnir the Reaper (saga person): Details in Chapter 3.

Vin (-vin): Meadows (small open worshipping areas) are called Vin in Norsca. Places may have God’s nhame
before the suffix (example: Olricvin).

Vinterstille (religious date): The Norse name for the winter solstice.

Vipunen (saga person): Details in Chapter 3.

Vaino (saga person): Details in Chapter 3.

Warrior Hags: Shadowy creatures that inhabit and guard Doedigard (and all of the Spirit World). Believed to
be ruled by the God Helenir (Hel). Hags are also called Valkyries by some tribes. See also Valkyries.
Wulfrik the Wanderer (saga person): Details in Chapter 3.

Yagamir the Strong (saga person): Details in Chapter 3.
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9. The NOYSG.‘ Ca]enclar

21Days & Months

The Norse calendar differs from the Imperial only in the names of the days, festival days, and the months.
The Norse do actually have a calendar originally created by High King Magnus Lawmaker after the first
millennium (I.C.) with help from an Imperial scholar. Magnus’ idea was to create a similar timeline to that of
Empire, but this never actually happened since after his death it was forgotten. Some Norse can actually
identify the months, but there is no actual recorded history. Also the Norse do not organize their lives around
the calendar (most just don’t know the current day or even the month). Norse life revolves around the
seasons and festival days. Ancient history survives through sagas told by the Skalds and others. These
events are dated by how many times sun has passed over or for more distant history how many generations
have lived since they occurred.

Norsca in massive region. There are other systems of dating too. The northern tribes are especially
influenced by the Kurgan of the Endless Steppe, and some practice the blasphemous traditions of those
peoples. These are often strange in the extreme, and may involve calendars based upon the bizarre cycles
of an especially important Daemon God or upon the waxing and waning of the Great Eye of Chaos itself.

The Norse Dwarfs use the Karaz Ankor Calendar, but they have renamed many of the months, which can
confuse the uninitiated.

2.1.1 Days [Imperial / Norse]:
Wellentag (Workday) / Soelsdag
Aubentag (Levyday) / Maansdag
Marktag (Marketday) / Taldursdag
Backertag (Bakeday) / Sylrasdag
Bezahltag (Taxday) / Helenirsdag
Konistag (Kingday) / Olricsdag
Angestag (Startweek) / Malorsdag
Festag (Holiday) / Halnisdag

2.1.2 Months & Special Days [Imperial / Norse]:

Hexentstag (Witching Day) / Heksdag

1. Nachexen (After-Witching) / Etterheks (Eternal Twilight)

2. Jahrdrung (Year-Turn) / Vaarzeit

Mitterfruhl (Spring Equinox) / Vaarvendung

3. Pflugzeit (Plough-Tide) / Plaugzeit

4. Sigmarzeit (Sigmar-Tide) / Seilazeit

5. Sommerzeit (Summer-Tide) / Sommerzeit (White Nights time)
Sonnstille (Summer Solstice) / Sommerstille (Everlasting Day)

6. Vorgeheim (Fore-Mystery) / Foranskrekk (White Nights time)
Geheimnistag (Day of Mystery) / Skrekkedag

7. Nachgeheim (After-Mystery) / Etterskrekk

8. Erntezeit (Harvest-Tide) / Hoestzeit

Mittherbst (Autumn Equinox) / Hoestvendung

9. Brauzeit (Brew-Month) / Bryggezeit

10. Kaldezeit (Chill Month) / Dunkelzeit

11. Ulriczeit (Ulric-Tide) / Snoehvizeit

Monstille (Winter Solstice) / Vinterstille (Day of the Darkness)

12. Vorhexen (Fore-Witching) / Foranheks (Eternal Twilight)

[
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22 Special Seasons, Fvents and Magic

There are many unusual occurrences in the far north. In particular the float of Winds of Magic (Aethyr) are
sometimes stronger in the north. On some special days the Aethyr can be felt a lot more strongly by all that
are in any way sensitive to magic: those who have the Aethyric Attunement or Magical Sense (“Witchsight”)
abilities. Even a magic-using character who doesn’t have either of these abilities will get bonuses to casting
tests, and sense that casting seems easier. More about Aethyric Attunement and Magical Sense can be
found in Realms of Sorcery (WFRP2 sourcebook).

While most regions of the north adhere to the normal laws of daily illumination, polar regions (regions within
the artic circle, which virtually cuts Norsca in half) can lie under a blanket of either night or day for months at
a time.

2.2.1 Aurora Polaris or Aurora Chaoticus:

Imperial: Northern Lights

Norse: Revontulet

This mesmerizing, dynamic display of night light appears on cold, clear nights (or any time during periods of
Eternal Twilight). An aurora lasts for 1d10/2 hours and can appear in many different forms: streaks, haloes,
pale curtains, pillars, or wisps of vibrating color that continually sway and undulate. Aurora displays are most
commonly pink and pale green, but also feature shades of red, yellow, green, blue, and violet. An aurora
polaris provides an amount of illumination equivalent to moonlight, but does not significantly increase the
amount of light if more than one-quarter of the moon is visible.

It is said, by the scholars of the Old World, that the origin of the Aurora Polaris is the polar reaches of the
Chaos Wastes and that they are actually the Winds of Magic in their strongest flow. The part about the
Winds of Magic is untrue, but the flow of Aethyr is very strong during the Aurora Polaris. Some also believe
that they are part of Change Storms that are common in the Chaos Wastes, but those are actually different
manifestations of weather. More about Change Storms can be found in Tome of Corruption (WFRP2
sourcebook).

Dragons love the Aurora Polaris and may even sing when it occurs. Jotun (Norsca Giants) often gather to
see them too. Firefoxes are strange animals with fur that shines like the Aurora Polaris (that is why their fur
is greatly prized). During the Aurora Polaris their fur shimmers with magical glow. The Norse believe that the
Aurora Polaris reflects the souls of the unborn children.

Magical Bonuses: All spellcasters that cast spells within 200 miles of an Aurora Polaris sightings (this is
basically any night in Norsca when there are lights in the sky) add a +1 bonus to their Casting Rolls.

2.2.2 Day of the Darkness:

Imperial: Monstille

Norse: Vinterstille

During the northern winter, the sun never appears above the horizon (see below Eternal Twilight).
Vinterstille, the Winter Solstice, marks the beginning of Eternal Twilight (or Kaamos).

This is very commonly a time of celebration in the North (mid-winter festival). The Storblot (Blooding) is held
at this time. Storblot is a very important festival.

2.2.3 Eternal Twilight:

Norse: Kaamos

During the northern winter, the sun never appears above the horizon. This happens in regions within the
artic circle, which virtually cuts Norsca in half. This period of continual darkness lasts about two months (in
polar regions three or four months). At all such times, characters without Night Vision require a light source
to see by. Snow helps, but visual ranges should be 30% from normal.

This time is much feared in Norsca. It is said that the Undead rise during this period and stalk the land. Both
Beastmen and Daemons also like to act during this dark time and raid human settlements. This time can
also be very depressing to anyone. Madness and suicides are commonplace during the Eternal Twilight
(continual darkness is very depressing). Harsh winters and darkness cause easily cabin fever.
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2.2.4 Everlasting Day:

Imperial: Sonnstille

Norse: Sommerstille

During the northern summer the sun never sinks below the horizon, providing natural light for the entire 24-
hour period. Marking the mid-point of this period is Sommerstille, the Summer solstice (see below White
Nights).

This is a common time for celebration in the North (mid-summer festival). The Storblot (Blooding) is held at
this time. Storblot is a very important festival.

2.2.5 Full Moons

Imperial: Hexensnacht & Geheimnisnacht

Norse: Heksdag & Skrekkedag

As in the Empire, the Norse observe both Heksdag (Hexensnacht) and Skrekkedag (Geheimnisnacht) with
apprehension. Strange things occur when both Vennligmaan (Mannslieb) and Roedredsel (Morrslieb) are
full.

It is said that the spirits of the dead wander the land at these times and Restless Dead rise from their graves
to hunt the living. Also the power of the Winds of Magic causes small rifts to grow larger and larger
becoming immense, and allowing thousands of Daemons to walk the mortal world for one night of mayhem
and destruction. This is especially the case in Norsca. Many in Norsca fear these days, but many also
welcome the strange flow of Aethyr and pray to the Dark Gods (especially Witches and Sorcerers).
Prophesies are performed, fires are burnt to ward evil spirits, and sacrifices are performed for the Gods to
protect their servants. The true power of these dates is felt in the Northlands, including Norsca.

Magical Bonuses: Anybody with Magical Sense (“Witchsight”) can detect the strong flow of Aethyr. In
Norsca users of Arcane Magic add a +2 bonus to their Casting Rolls. Users of Dhar (any Dark Lore) add a
+3 bonus to their Casting Rolls. During the Heksdag users of any Dark Lores of Necromancy add a +5
bonus to their Casting Rolls. During the Skrekkedag users of the Wind of Azyr, the Lore of Heavens, add a
+5 bonus to their Casting Rolls. These times are also celebration time for the Old World God Morr. Any
priests of Morr gain a +2 bonus to their Casting Rolls. The magical effects that weaken the borders between
reality and the Realm of Chaos also give a +5 bonus to any Casting Rolls done to summon Daemons with
magical rituals.

2.2.6 White Nights:

During the northern summer the sun never sinks below the horizon, providing natural light for the entire 24-
hour period. This period of continual sunlight lasts for over a month in the middle of summer (use a 40 day
period). Marking the mid-point of this period is Sommerstille, the Summer solstice (see above Everlasting
Day).
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3. NOISG GOdS & Heroes

The Norse pantheon (the Raenir) probably includes hundreds of figures of worship. Every family has famous
ancestors that are worshipped; each tribe has their own heroes and Daemons. As well as thesethere are the
“real” Gods each known by many names. Noted here are just the most common ones. Remember that the
names of Gods (and their Sphere of Influence) may change from one settlement to another even within a
single High Tribe. More about the most common tribal deities is detailed in my Norsca: The Tribes —
document which can be found in the same place as this one. More information about the Gods and religion
can be found in Tome of Salvation (WFRP2 sourcebook).

Sigismundﬁ Saga: A Story about Halni:

(Writtenby'Al fred Nufez Jp. fAMad Al fredo

One such story detailed how the Norse hero Sigismund lost his mighty sword, Jotunidmyker, through
the trickery of an evil sorcerer. Halni (who lusted after the hero) appeared to Sigismund as a fox and
bargained a pact where the fox would help retrieve the sword if the hero promised a like service. The
mighty Sigismund (who was known for his strength of arm and bravery, not his wit) readily agreed and
the two set forth. After several adventures (the skalds know them all), Halni and Sigismund found the
sorcerer's hold. Halni convinced her companion that by eating certain foul-tasting roots he can take on
the outer appearance of the sorcerer's servant (Halni actually transformed Sigismund in his sleep). With
his disguise, Sigismund was able to retrieve his sword and slew the sorcerer. Having recovered his
sword, Sigismund owed a debt and service to Halni. Ever the jester, Halni changed shape into an old
crone and had her way with the repulsed Sigismund. As Sigismund croaked out his farewell, Halni
changed into her true form and then vanishing before the eyes of the startled hero.

Aghask

A Daemon Prince who, though it is now forgotten, was once a mighty warrior in ancient times. Aghask is
remembered in the Norse sagas which tell that he acts during the dark months of winter (Kaamos time) and
enters the world during the Skrekkedag (Geheimnisnacht) for one night. Aghask’s hatred of the Dwarfs is
well known and became famous during the time of Aesling champion Valmir Aesling, Emperor of Chaos.
Aghask and Valmir made a pact and the Daemon Prince helped the “Emperor of Chaos” to wage war
against the Norse Dwarfs.

Sphere of Influence: Decay, hate, violence

Common Worshippers: Chaos, Warriors

Symbols: Nothing special.

Rites: Kaamos and especially Vinterstille (Monstille) is an important time for Aghask as is Skrekkedag
(Geheimnisnacht) too. It is said that he moves among the lands of men during the dark months. At these
times the Aeslings in particular make sacrifices to this Daemon Prince. It is not uncommon for tribal
sorcerers to try to summon Aghask to to help them. Aghask hates Dwarfs. More on summoning rituals can
be found in Tome of Corruption (WFRP2 sourcebook).

Special: Daemon Prince (unknown tribe).

Ahti
See Malor.

Arkhar
See Kharnath.

Baldur
See Hvedhrungr.

Bedl akor
See L’oki.
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Birgit Grylysa

Legendary mother of the Wolf-Weres, or Werewolves. Olricsbarn (“Children of Olric”) or Wolf-Warriors, are
Norsemen that can shapeshift into wolves. The sagas tell that they spawned from the union of God Olric and
the human woman Birgit Grylysa. The Norse believe that they carry Birgit and Olric’s blood heritage.

Sphere of Influence: Hope, wolves, birth, shapeshifting

Common Worshippers: Shapeshifters (Wolf), mothers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero from unknown tribe. The story of Birgit is known in the Old World also and especially
among the worshippers of Ulric.

Bruno Ursson

The “Black Bear of Urslo”. Famous Baernsonling hero, werekin (Bearstruck), and finally their king.
Sphere of Influence: War, bravery, adventuring, leadership, survival skills

Common Worshippers: Warriors, shapeshifters, berserkers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Baernsonling).

Ekil Bloodheart

Maybe the greatest hero of the original Norsii people that migrated north during the time of Sigmar. He is still
remembered in the sagas of many tribes. He died during the battles against the Ungols, when they drove the
Norsii to Norsca. It is told that this giant warrior hacked off his own head to deny the Ungols the pleasure.
Legend tells that the Ungols were so impressed with his bravery, that they carried his remains south into the
Troll Country and built a great cairn to house his body.

Sphere of Influence: War, leadership, exploring.

Common Worshippers: Warriors, leaders, explorers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Norsii).

Engra Deathsword

Feared Champion of Chaos Undivided; and the Destroyer of Praag. A general under the rule of Asavar Kul.
Few names in the history of Kislev still evoke as much dread as that of Engra Deathsword. Not only did he
destroy Praag, during the Great War Against Chaos, but the site was also infused with the stuff of Chaos.
Engra was merciless, relentless and nigh invulnerable, clad from head to toe in armour of midnight black. It
took no less a man than Magnus the Pious to put an end to his bloody campaign.

Sphere of Influence: Desire, corruption, scheming

Common Worshippers: Warriors of Chaos

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Varg).

Fjorgyn
See Sylra.

Freinar Kaosjeger

Hero of adventurers and travellers. Freinar was a famous adventurer who travelled across Norsca, the Old
World and even the Chaos Wastes. He also fought fiercely against Chaos Marauders from the Shadowlands
and didn’t worship the Ruinous Powers. Rumour has it that he was chosen champion of the God Taldur.
Sphere of Influence: Hope, bravery, stealth, traveling and outdoor survival abilities.

Common Worshippers: Adventurers, travelers’, woodsmen

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Sarl).

Frey
See Sylra.
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Frayia
See Halni.

Frayr
See Neiglen.

Great Bear, the
See Ursun.

Halni (Lanshor, Shornaal, Frgyia, Slaanesh)

Goddess of desire and pleasure. Halni the Deceiver. The most flamboyant and carefree of the Raenir. Due
to her ability to shapechange into any animal, Halni often figures prominently in many of the stories and
myths of the Norse. In her true form, Halni is portrayed as a young woman with fiery red hair and deep blue
eyes. Sometimes Halni is also portrayed with bisexual traits and at other times as a man.

Sphere of Influence: Desire, deception, hedonism, brutal sex, pride, herbs, alcohol, celebration, pleasure
Common Worshippers: Shapeshifters (Morkewerernar), hedonists, anyone during the festivities
Symbols: Hermaphroditic statues or Symbol of Slaanesh.

Sacred/Totem Animals: Crab, Salamander, Snake

Rites: Worshipped during every large festival. Halni’'s own festivals involve multiple orgies or the brutal use
of thralls as sex objects. Lots of herbs (drugs) and alcohol are consumed during these festivities.

Special: Chaos God. Some Ulfwerenar are consider to be blessed by the Halni, even if they shapeshift into
wolves or bears. They are known as “Dark Weres”.

Harald the Wolf

Famous Skaeling hero that united the Bjornlings and Skaelings against Asavar Kul's Chaos Horde during
the Great War Against Chaos.

Sphere of Influence: War, heroism, leadership

Common Worshippers: Warriors, leaders

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skaeling).

Hagmar Wyrmschlager

A legendary hero who appears in the sagas of Norsca and the Wasteland. He slew a dragon that was laying
waste to the Forest of Shadows/Southern Coast of Norsca. Hagmar, son of a blacksmith, volunteered to go
and slay the beast. He filled the gutted carcass of a deer with stones and set it to roast. The dragon
swallowed the carcass and the stones shattered inside the furnace-hot belly of the dragon, killing it instantly.
Hagmar looted the dragon's cave and became rich. He forged several items of note: The Dagger of Hagmar,
The Chainmail of Hagmar, the Talisman of Hagmar, and The Buckle of Hagmar.

Sphere of Influence: Desire, blacksmithing, strength, courage

Common Worshippers: Adventurers, dragon hunters, blacksmiths

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero from unknown tribe.

Helenir or Hel (Helgrim, Tuoni, Oda)

Helenir (or most of the time just Hel, sometimes also Hel-grim) is the Norse God of the dead, and ruler of
Doedigard (except Kregnihalla). Usually portrayed as a very shadowy and dark figure covered with a black,
hooded robe.

Sphere of Influence: Decay, death

Common Worshippers: Everyone and nobody

Symbols: Crossed bones.

Sacred/Totem Animals: Raven

Rites: Not worshipped like the other Raenir. Only invoked whenever someone is dying or dead. He is
prayed to by the living for fair judgment and safe passage to Doedigard in the hands of the Warrior Hags.
Also, Helenir is called upon to protect the innocent whenever some evil being raises the dead (The Restless
Dead) from their rest and sends them to harm the living. Heroes sent forth to battle these vile creatures do
so with Helenir's blessing.

Special: Considered to be an aspect of the God Morr.
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Helgrim
See Helenir.

Hrafn Untam

Hrafn was Intelligent, clever and deadly Champion of Chaos (Khorne) admired by many Norse Warriors.
Was a feared and powerful warlord in the 21 century Norse.

Sphere of Influence: War, scheming, tyranny, power

Common Worshippers: Warriors, those dedicated to Kharnath

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Aesling).

Hunlaf Thorsson

Hero of old. Another Skaeling hero that unified the Norse tribes and became High King. Hunlaf was from the
Wolfclaw clan. It was said that he was touched by the God Thor, Norse God of storms and war. His son was
the famous Beowulf, who also fought to gain the title of High King after the death of his father, Hunlaf.
Hunlaf's other son, Beowulfs brother, was Ingrir.

Sphere of Influence: Hope, justice, leadership, charisma

Common Worshippers: Leaders

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skaeling).

Hvedhrungr or Hvedrungr (Baldur)

God of deals, fire, luck and rogues. Thief, hoaxer and the dazzling joker. Hvedrungr is usually seen as the
harmless trickster, but also as a great merchant and God of bargaining skills. Generally, Hvedrungr is
depicted as a handsome man with golden hair and shining eyes.

Sphere of Influence: Desire, merchants, rogues, luck, fire

Common Worshippers: Merchants, Tradesmen, Skalds

Symbols: The Fox.

Sacred/Totem Animals: Fox, Raccoon (or Bandit)

Rites: There are no special holy days for Hvedhrungr. Whenever someone is getting ready to trade
something, or some important deal will be done, it is common to sacrifice an animal, or even a thrall to
Hvedrungr.

Special: Considered to be an aspect of the God Ranald or of Handrich (or both), with some aspects of the
Kislev God Dazh.

Juti Kaleva

Famous Bjornling hero and a “Dwarf-friend” (Dawongi) who lived during the time of the Great War Against
Chaos. He saved the life of the Dwarf Magnar, who was son of Drumin Flamearm, the Master Runesmith of
Kraka Drak. Juti and Magnar became famous adventurers and were lifelong friends. For saving his son,
Drumin Flamearm forged a rune hammer called Kalevala Hammer and gave that to Juti.

Sphere of Influence: War, bravery, friendship, dwarfs

Common Worshippers: Warriors, adventurers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Bjornling).
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Juti Kaleva® Saga: The Tale of the Golden Horn

After the Great War Against Chaos the famous Bjornling hero, and Jarl of the Kalevala clan, Juti Kaleva
heard about the mysterious Golden Horn and how a Varg Marauder had seen it in the Frostheim
Mountains during the war, and had lived to tell the tale. The Varg had seen this horn in the possession
of a mighty Chaos Ogre chieftain that headed tribe of both Ogres and few Trolls as well.

Legends among the Norse tell about the Dragon Callewyr, a mighty Frost-Drake, that once flew to the
far north and into the Shadowlands. This was ages ago in the time when mighty wyrms challenged the
wrath of the Gods themselves. They flew from their homes in Drageberg to the north to meet the Gods.
Yet no creature, not even the Dragons, can challenge the might of the Gods. It is the saga of the Raven
God which tells the destruction of these arrogant wyrms that flew to their deaths. However it is the saga
of the Norse High King Gustav Goldhair that tells about the Golden Horn of Callewyr, which he
possessed. It was mighty artifact from the Shadowlands, blessed by the Gods themselves, that in
legends can create gold. The Golden Horn is renowned amongst the Bjornlings and there are many
tales about people who have briefly possessed this mighty item.

Juti Kaleva took his mighty Kalevala Hammer and requested the aid of his loyal Dwarf friend Magnar.
With Magnar came the Dwarf tracker Nargrim and a Slayer called Storri the White. The saga also tells
how they were joined by Vaind the Song-Vitki of North. The five companions then headed to the
Frostheim Mountains.

On the slopes of the Frostheim Mountains died the Dwarf Nargrim. At the hands of the Chaos Ogre
chieftain the fearless Slayer Storri the White fell, but Juti Kaleva finally slew the Ogre Chieftain with his
hammer. Once all the Ogres and Trolls had been slaughtered, there were only three wounded heroes
left; and the legendary Golden Horn of Callewyr.

It is told that Juti Kaleva was rich man when he returned to his kindred, his packs full of gold. Yet, the
Golden Horn was never again seen in the lands of the Bjornlings and nobody knows what happened to
it. Did the Dwarf Magnar take the Horn? Perhaps; Dwarfs are known for their greed. Did mysterious
Vaino take the Horn? It is well known, that he is Vitki whose name the Dark Gods curse most in
Raenisheim. That is why he cannot be trusted either. Yet somewhere the Golden Horn is waiting for its
claimer...

Keorl Thunderhand

Great Sarl hero and the ring-giver of the Stormraven clan. Keorl was a brave Jarl and later King of the Sarls.
Keorl became famous when he challenged a mighty dragon and killed it. His famous weapons were Halrir
Daemonsbane (spear) and the Fang of Fenris (sword).

Sphere of Influence: Desire, strength, courage, wisdom

Common Worshippers: Adventurers, dragon hunters

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Sarl).

Khalac Swordsson

Champion of Chaos Undivided. Khalac was originally from the settlement of Winterpyre in the territory of the
Crow Brethren. He was a mighty and cunning warrior who became a feared champion of the Dark Gods.
The Saga of Khalac Swordsson is well known among the Sarl.

Sphere of Influence: Desire, leadership, strength, courage

Common Worshippers: Warriors, adventurers, travelers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Sarl).
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Kharnath (Arkhar, Yngve, Viha, Khorne)

Kharnath is the Blood God and Lord of Skulls. God of war and wrath. Usually visualized as a massive,
humanoid being with skin the color of blood. He sits upon a grand, brass throne atop a mountain of skulls
and blood spattered bones. He wears intricately carved plate armour, covered with writhing runes and faces
screaming in pain and torment. Above his inhuman snarling face a massive winged helmet sits upon his
head.

Sphere of Influence: War, wrath, anger, rage, blood-lust, hate, revenge, violence, killing

Common Worshippers: Chaos, Warriors, Berserkers

Symbols: Skull or Symbol of Khorne.

Sacred/Totem Animals: Bull, Dark Dog (Hunting or War), Wolverine

Rites: Brutal bloody sacrifices are common to Kharnath. Usually thralls. Numerous victims are butchered
before and after battles. It is common that their heads are severed and the bodies impaled. Worshippers
often use drinking cups made from the skulls of their sacrificed enemies.

Special: Chaos God.

Khorne
See Kharnath.

Knut (Canute) Thorisson

Knut (Canute) Thorisson was the first High King of Norsca that united the tribes.
Sphere of Influence: War, excellence in arms, charisma

Common Worshippers: Leaders

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skaeling).

KSURGRg altsh —SPL R a g FeR i a N erT,

Daemon of plagues. Creator of new plagues. Of all Nurgle’s Daemons, Ku’gath is the most willing to enter
the physical realm as his quest for newer and more efficacious plague reagents knows no boundaries and
continually experiments. Ku'gath has particular hatred for one race — The Dwarfs. They are just too resistant
to diseases. Also he was once, ages ago, defeated by the Dwarfs at Karaz-a-Karak. Most Norse servants of
Neiglen also worship Ku’gath. Altough they do exist among all tribes, they remain a minority. His most
numerous servants are among the dreaded Byttigen.

Sphere of Influence: Decay, disease, plague

Common Worshippers: Mutants, infected, Byttigen

Symbols: Symbol of Nurgle (three rings).

Rites: Thralls are either sacrificed or given to Ku’gath to take. The Plaguefather is worshipped during the
dreaded Heksdag (Hexensnacht) and Skrekkedag (Geheimnisnacht). Chaos Sorcerers of Nurgle open the
gates to Raenisheim (or Spirit World or Asgard, they believe). Then they summon minor Daemons to take
these sacrifices to the Plaguefather.

Special: Greater Daemon of Nurgle (Great Unclean One).

Lanshor
See Halni.

Lempo
See L’oki.

Losteriksson

Bjornling hero, an even more famous explorer than his father Erik the Lost. The first Old Worlder to set foot
on the shores of Lustria and live to record the event. Established the colony of Skeggi, named after his own
daughter — the first Norse child to be born in the New World.

Sphere of Influence: Hope, exploring, sailing

Common Worshippers: Sailors, reavers, explorers, Skeggi

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Bjornling). Also a founder of the Skeggi Tribe.
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L 6 odk Loki (Son of Raven, Lempo, the Shadowlord,Be 6| ak or )

L’oki is God of war, sorcery, lies and deceit. He is usually portrayed as handsome dark man with slightly
reddish skin and tiny horns (like a mutant human), though he also has a fearsome daemonic form. The most
common figure in Norse stories and sagas after Halni. A schemer that usually is usually involved in all the
happenings in Norsca in one way or the other. Both hated and loved by the Norse. He is the one that will find
the Everchosen.

Sphere of Influence: War, sorcery, death, schemes, lies, trickery, deceit

Common Worshippers: Sorcerers, shamans, Chaos, warriors

Symbols: Crown.

Rites: Heksnatt (Hexenstag) and Skrekkenatt (Geheimnistag) are important celebration days. Brutal bloody
sacrifices are common to L’oki; this is usually a single thrall (the same worshippers often worship also Raven
God too and often up more thralls to him). L’oki also favors the perverse Darksoul ritual and it is performed
by some Norse tribes; this is more common custom among the Kurgan and Hung tribes. More on that ritual
is found in Tome of Corruption (WFRP2 sourcebook).

Special: Daemon Prince. Considered to be son of the Raven God (Grand Schemer).

Maaemo
See Sylra.

Magnus Lawmaker

High King Magnus Lawmaker recreated the Kingdom of Norsca, with all the tribes under one strong leader.
This happened in the 11" century. The rune language (the Futhark) of the Norse is created and Magnus also
created the calendar. His most important deed, however, was to set down the laws of the Norse. This is
known as Wergild. This was the second time that all the tribes were united under one High King (this did not
last for long, but they were briefly united).

Sphere of Influence: Hope, rune language, wisdom

Common Worshippers: Scholars, vitki, leaders

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skaeling).

Malor (Ahti, Njord, Strana)

Malor is the God of the sea, fjords, rivers, lakes, and also of the creatures that swim in those waters. Malor is
the moodiest of the Raenir; at one moment calm and serene, the next raging and frothing, much like the sea
where Malor is most at home. He is the father of the waves. According to the sagas, it was Malor who first
taught the lore of the sea and methods to build ships which could handle the rough and stormy northern
waters. Generally, Malor is depicted as a muscular man with flowing green hair and a beard, armed with the
great spear Sjoehjelir. Malor can range in size from that of a tall Human to a colossal being that dwarfs all
but the largest whale (this larger form is the one usually encountered at sea). Note: Strana is usually
considered to be a female aspect of Malor, and some Norse even believe that she is a different God.
Sphere of Influence: Hope, sea, fjords, rivers, lakes, marine creatures, sea lore

Common Worshippers: Fishermen, sailors, sea traders, reavers, slavers

Symbols: Simple symbol of water or Trident.

Sacred/Totem Animals: Albatross, Seagull

Rites: Holy days in honor of Malor occur at the beginning of Seilazeit (Sigmarzeit) and the beginning of
Hoestzeit (Erntezeit). These days correspond to the beginning and end of the sailing season, even Norse
dare to sail around the year if the seas are not under ice. Celebrations are usually marked by contests of
maritime skills, such as sailing (or rowing) challenges’ between crews. Sacrifices are also given to the sea
(sometimes thralls). Malor is also much feared during voyages and slaves can be sacrificed during storms by
those whose livelihoods depend upon his good graces, such as fishermen, sea traders, and sailors. Others,
who intend to travel by boat, appeal to Malor for safe passage. Tales are told of the disasters bestowed
upon those who offend Malor. Minimally, the nature of the disaster may be a shipwreck or several days (or
even weeks) lost at sea. At worst, the ships may be attacked by a Kraken or Leviathan, both of which are
monstrous servants of Malor.

Special: Considered to be an aspect of the God Manann. Many see Malor and Stromfels as different rival
Gods (See Stromfels).
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Meritursas
See Stromfels.

Mermedus
See Stromfels.

Mimir
See Valdin.

Morkar the Uniter

Champion of all Chaos warriors and Warlords. Actually the first Champion of Chaos crowned by Be’lakor.
Sphere of Influence: War, Chaos, destruction, leadership, tyranny

Common Worshippers: Warriors, leaders

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero.

Morten One-Eye

Famous jarl and known pirate-trader. Morten sailed up the Black Gulf to the river Yetzin, and followed the
river as far upstream as it was navigable by longboat. He set up a winter camp at the place which was to
become known as Mortensholm in the region of the Border Princes.

Sphere of Influence: Desire, courage, travel

Common Worshippers: Adventurers, pirates, sailors

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Bjornling).

Mother of All Things, the
See Sylra.

Mata
See Neiglen.

Neiglen (Nielglen, Mat&, Nurglitch, Onogal, Plague God, Frgyr, Nurgle or The Worm Nurgle)

Neiglen is the God of decay and entropy. Lord of Pestilence and the father of the 10 plagues. He is often
depicted as a grotesquely fat humanoid, his sickly green skin festering with wounds, sores and 00zing puss.
His bloated face leers and is often pulled back in an ironic smile, with an immensely long tongue ending in a
smaller, twisted face. Neiglen also has two yellow horns.

Sphere of Influence: Decay, disease, despair, destruction

Common Worshippers: Mutants, infected, mad

Symbols: Symbol of Nurgle (three rings).

Sacred/Totem Animals: Crow, Lemming, Rat

Rites: Brutal bloody sacrifices are common to Neiglen. Usually thralls. Normally their blood is taken, spiced
with herbs and sometimes with mutated blood, before drunk by worshippers.

Special: Chaos God.

Nielglen
See Neiglen.

Njord
See Malor.

Njoraor
See Tchar.

Nurgle or The Worm Nurgle
See Neiglen.
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Nurglitch
See Neiglen.

Oda
See Helenir.

Odin
See Olric.

Olric (Olrik, Wi nt e r § Snow KingyUrsash, Ukko, Odin)

The principal deity and leader of the Raenir in the Norse pantheon, Olric is worshipped by warriors and most
common folk as the God of battle, winter, and wolves. He is viewed as the High God. Qlric is also the ruler of
Kregnihalla where the souls of those meeting a warrior's death find eternal battle and feasting. These
Aandkregnir await the day of the Endeslagok when Olric will call upon all them to join the Raenir in the last
Great War. Portrayed as a massive warrior, Olric has long hair and black beard silvered by hoar frost. He
wears a wolf-skin cloak. Sometimes Olric also appears as a huge silver-grey wolf. Norse legends tell that
Olric and Ursun are brothers and that there is great rivalry between them.

Sphere of Influence: War, winter, wolves, excellence in arms, runic knowledge, wisdom, bear hunting
Common Worshippers: Leaders, warriors, shapeshifters (Wolf)

Symbols: Wolf symbols and wolf skins.

Sacred/Totem Animals: Wolf

Rites: Most important holy day for Olric is Vinterstille (winter solstice). This festival is usually celebrated with
sacrifices (animals or thrall) and general festivities. Worshippers sometimes travel alone to the wilderness
and try to find the biggest and meanest wolves to prove their worthiness to Olric by killing them in single
combat (this usually means Giant Wolves or even Great White Wolves [NEW]). Blood sacrifices are also
common when worshippers go to battle. This can mean a little of their own blood or the sacrifice of an
animal or thrall. Those who sit in judgment of their fellows or settle disputes between neighbors pray to Olric
for guidance and wisdom. Even those who rule (such as Magnus Lawmaker) seek inspiration from the Lord
of the Raenir. Moreover, convicted criminals are sacrificed to Olric to atone for their crimes (and their spirits
are consigned to the lower Sphere of Influence in Doedigard).

Special: Considered to be an aspect of the God Ulric. Wolves are considered holy animals, but if they attack
it is considered to be a divinely ordained test. And only those who survive the attack are considered worthy.
Ulfwerenar that shapeshift into Wolves are believed to be Olricsbarn (“Children of Olric”). Ragnarites (also
known as the Order of the Winter Throne in the Old World) is a lesser order of Olric’s that call him the Snow
King. Their monastery and the holy site, Ulric’s Throat, are located in Sarl lands.

Ragnarites:

The Ragnarites are a lesser order of Olric‘(or Ulric in Old World). In the Old World their order is more
commonly known by the name the Order of the Winter Throne. This order was founded by White Wolf
Brother-Templar Ragnar Frazsson. The order has a few monasteries in the Sea of Claws and one is
located in the Sarl Tribe lands. It is found in the Iron Mountains. It is said that in these mountains is the
location of a secret and mysterious site called Ulric’s Throat. Ulric’s Throat is a cave system discovered
by the order’s founder. It is rumoured that the caves hide the mysterious Throne of the Snow King. The
order’s leader, known by the title Ulricsson, lives in these caves.

For more information about the Order of the Winter Throne see Tome of Salvation (WFRP2
sourcebook).

Olrik
See Olric.

Onogal
See Neiglen.
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Orsen
See Ursun.

Otso
See Ursun.

Plague God
See Neiglen.

Prince Sigvald

Scion of Slaanesh, the Geld-Prince, Lord of the Decadent Host. A Varg hero who appears to be little more
than sixteen summers of age, yet he has blighted the world for over three hundred years. He always rides at
the head of an army of utterly devoted followers. Sigvald the Magnificent is the chosen son of Slaanesh. He
was originally the son of a powerful warlord whose dark desires led him to carnal and unnatural acts. Sigvald
was born from the union of the warlord and his own sister. He has a tiny horned birthmark on the back of his
neck. The boy-prince was taught the arts of war by the finest warriors of the tribe. However, the prince’s
excesses eventually grew too obscene even for his father and, when his fondness for human flesh was
discovered, Sigvald was banished. Sigvald then slew his own father. After this he found his way to the
Chaos Wastes where he found a new patron in the form of Slaanesh. Although Sigvald comes from the
southern tribes, he has become a hero of all the northern tribes, especially among the Vargs.

Sphere of Influence: Desire, hedonism, leadership, excellence in arms

Common Worshippers: Hedonists warriors dedicated to Halni

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skaelings), but rarely worshipped as a champion of Halni by the southern tribes. He
is a celebrated champion of Halni among the northern tribes though.

Raven God
See Tchar.

Ravenswyrd, the

Many sagas spanning the centuries record appearances of this strange and mysterious character. He
always appears at the Norses’ darkest hour, when their need is greatest, and he is always accompanied by
a black raven. He has become known as the Ravenswyrd. He is believed to be a warrior chosen by the
Gods (not the Dark Gods) to guard the people of the Norse until the final battle. The Norse do not actually
worship this strange figure, but he is remembered in the sagas.

Sphere of Influence: War, excellence in arms, strength, courage

Common Worshippers: Warriors

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero from an unknown tribe.
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The Saga of chla Anfingrimm, the Bloodbeast:

Scyla the Bloodbeast, Scourgeborn, the Talon of Khorne. Once Scyla enjoyed the favor of his Chaos
God Khorne. He was daring and famous even as a young man earning the respect of not only his own
tribe, but also the tribes of the neighboring fjords. It is said that he slew the vile Jabberwock that
haunted the mists over the River Voltag, and it was Scyla’s sword that dealt the death blow to the
tentacled beast that plagued the Bay of Blades. At one time Scyla's Raiders plagued the coastlands
from frozen Norsca to exotic Ind. His name was feared by the Kislevite merchants of Erengrad. Many
remembered the daring night raids that left the docklands of the Lynsk an inferno of destruction. But
power of such magnitude has its cost, and Scyla paid the highest price for his ambition.

At first he was gifted, by Khorne, with brute strength and hulking ape-like arms when he orchestered the
massacre at Black Gulf. Then with a serpentine tail ending in a snapping maw after destroying the
flagship of the Dhuli armada. Horn-like plates, that spread across his body, were given for the merciless
slaughter of the Chaos Dwarf trade delegation. Soon, he could no longer‘grasp his sword and fell upon
all fours like a beast. Finally Khorne gave him the mind of a ravenous beast. That night Scyla’s body
flowed and spasmed out of control until his transformation into a Chaos Spawn was complete. From that
day on Scyla’s tribe had a new master.

Scyla's warband took pity on him; some even revered him in his new form and paid homage to him as a
living God. Subsequently, his trusted lieutenant One-Eyed Erlock was chosen as Khorne's Champion,
and Erlock placed around Scyla's malformed head the potent Collar of Khorne. When Erlock led the
warriors to battle, he took Scyla with him and directed the horrific creature like a tamed beast. The
ultimate fate of Scyla is not recorded, but he was rumoured to have fallen at the Gates of Kislev, the
titanic battle that ended the Great War Against Chaos.

Scyla Anfingrimm

Scyla was once a famous champion of the Blood God. His nhame was feared on the coasts and seas all
around the world. He was so successful that Khorne rewarded him with many powerful mutations, which
eventually turned him into a mindless beast — Chaos Spawn.

Sphere of Influence: War, raiding, sailing, bravery

Common Worshippers: Reavers, Slavers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Graeling).

Shadowlord, the
See L'oki.

Shornaal
See Halni.

Sigismund

Hero of warriors. The most famous Norse Hero from the Sagas. Known for his strength of arm and bravery,
but not for his wit. He wielded a mighty weapon (commonly believed to be a sword) called Jotunidmyker.
Sagas tell that Sigismund was buried in the mountain called Sigismund’s Mount, which is on the island of
Varaland. It is not certain whether Sigismund was a real person or fiction based on some unknown hero. It is
possible that he was a hero from the days when very first Norsii came to Norsca.

Sphere of Influence: War, excellence in arms, strength, courage

Common Worshippers: Warriors, adventurers

Symbols: S rune from Futhark.

Rites: No special days or rites.

Special: Human hero from an unknown tribe.
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Slaanesh
See Halni.

Skar Sealord

Bjornling reaver from the town of Iskvard. Usually only mentioned along with the Skar’s Kraken-killer sword,
which is even more legendary than it's wielder. Skar’s legend survives in the sagas of his hometown Iskvard.
Skar was aboard a ship that was attacked by a mighty Kraken in the Sea of Claws. When Skar was fighting
the Kraken he suddenly found the sword (Skar’s Kraken-killer) suddenly. He used the sword to kill the
Kraken and was the only survivor. It was said that he was blessed by the God Meritursas.

Sphere of Influence: Desire, heroism, seas

Common Worshippers: Warriors, reavers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Bjornling).

Snow King
See Olric.

Son of Raven
See L'oki.

Strana
See Malor.

Stromfels (Mermedus, Meritursas)

The Shark God, God of the Dangers of the Seas. Lord of the sea and of predators. Some say Stromfels is a
giant shark (and that all sharks are his children), others (Skaelings) see him as daemonic creature that walks
on the sea floor. This daemonic appearance is said to be of a bulbous and ghoulish figure, bloated in death,
and covered in bulging eyes. It is common knowledge that Stromfels causes stormy waters to capsize ships
and drown sailors.

Sphere of Influence: Decay, marine predators, dangers of the seas, fatal storms

Common Worshippers: Reavers, slavers, fisherman, sailors

Symbols: Sharks Tooth.

Sacred/Totem Animals: Shark, Walrus

Rites: During the storms or at the beginning of a sea voyage worshippers usually sacrifice a few thralls to
the Sharks (first giving blood to the sea).

Special: Mermedus (who is considered to be a Daemon) is believed to be another aspect of Stromfels.
Some also believe that both Mermedus and Stromfels are actually primitive aspects of Manaan, whilst others
see them as an aspect of the Blood God.

Styr Windrunner

Hero of mariners and adventurers. A famous jarl and adventurer from the 20" century. Sagas tell that he
actually sailed around the world. This is hardly the truth, but he did travel to the lands of the Dark Elves and
the High Elves, following the footsteps of Losteriksson to Lustria, and even beyond to reach the Southlands.
Sphere of Influence: Desire, sailing, traveling

Common Worshippers: Sailors, reavers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Graeling).
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Styrkaar of the Sortsvinaer

Varg hero and King from the tribe of Sortsvinaer. One of The Four, generals of Archaon. It is rare for
someone to be immortalized in the sagas so soon, but Styrkaar’'s fame began when he killed his own father
and became Jerg of his clan (minor tribe). He was just eighteen years old, but was deeply respected by his
clan (tribe) members. This was done with the help of Sle’zuzu, a demonic entity who had been inhabiting
Styrkaar’s mind since the young champion’s birth. Styrkaar's mind merged with that of Sle’zuzu after he
murdered his father and Styrkaar also changed physically. His teeth lengthened into delicate fangs and his
skin took on an unnatural glow from within, as if a cold light burned just beneath the surface. He soon
became a living legend that many followers treated almost as God. For two decades he travelled across
Norsca and the Chaos Wastes fighting until he met Archaon, becoming his general.

Sphere of Influence: Desire, deception, hedonism, pleasure, leadership

Common Worshippers: Hedonists warriors and berserkers, those dedicated to Halni

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Vargs).

Sven Bloody Hand

King of the Graelings and general of Asavar Kul during the time of Great War Against Chaos. Sven was a
bloodthirsty and feared ruler.

Sphere of Influence: War, rage, blood-lust

Common Worshippers: Reavers, Slavers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Graeling).

Sylra (The Mother of All Things, Frey, Maa-emo, Fjorgyn)

The mother of all things, Sylra is the Goddess of earth, fertility, motherhood, childbirth, and the family. While
Sylra is usually viewed as the most peaceful of the Raenir, her wrath is the most feared when elicited (much
like that of a mother bear when her cubs are threatened). Sylra is generally portrayed as a caring Norse
matron who tends her own garden and watches over the young.

Sphere of Influence: Hope, earth, love, fertility, motherhood, childbirth, family

Common Worshippers: Farmers, herdsman, women

Symbols: Woman statue, usually with child.

Sacred/Totem Animals: Cow, Rabbit

Rites: Celebrations occur at the beginning (10th day usually) of Plaugzeit (Pflugzeit) - the day of seeding, on
last day of Seilazeit (Sigmarzeit) - for the harvesting of fruit trees and the departure to summer pastures, and
at the end (25th day usually) of Hoestzeit (Erntezeit) - the day of harvesting and the return from summer
pastures.

Special: Considered to be an aspect of the Goddess Rhya or of Shallya (or both).

Taldur (Tapio, P6l or Thaol)

Taldur is the God of the forests, mountains, and the creatures that dwell in such places. Taldur is generally
portrayed as a large muscular man with the antlers of the Great Northern Elk sprouting from his head.
Sphere of Influence: Hope, forests, mountains, creatures of forest

Common Worshippers: Hunters, trappers, woodsmen, travellers

Symbols: Antlers of the Great Northern Elk.

Sacred/Totem Animals: Deer, Reindeer

Rites: The most important holy day for Taldur is Vaarvendung (spring equinox). A lesser holy day is
Hoestvendung (the autumn equinox). These festivals are usually celebrated with sacrifices (animals or
thralls) and general festivities.

Special: Considered to be an aspect of the God Taal.

Tapio
See Taldur.
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Tchar the Eagle (Raven God, the Windlord, Njordr, Tzeentch)

The Changer of Ways and the Architect of Fate. God of magic, deceit, secrets and change. Master of
scrying the future and past, and manipulator of the world. Usually depicted as a huge, grossly formed
humanoid with gangly limbs. Tchar lacks a head, and his face sits squarely in his chest. Two writhing,
flexible “horns” ending in hideous faces adorn his shoulders.

Sphere of Influence: Desire, sorcery, change, manipulation, schemes, lies, trickery, deceit

Common Worshippers: Sorcerers, shamans, warriors, shapeshifters (Morkewerenar)

Symbols: Death Raven (raven wings and raven skull) or the Symbol of Tzeentch.

Sacred/Totem Animals: Albatross (twisted), Eagle (twisted), Raven (twisted)

Rites: Heksnatt (Hexenstag) and Skrekkenatt (Geheimnistag) are important celebration days. Brutal bloody
sacrifices are common to Tchar. Usually numerous thralls.

Special: Chaos God. Altough the raven is also a symbol of Morr, Tzeentch raven looks different. Some
Ulfwerenar are considered to be blessed by Tchar, even if they shapeshift into wolves or bears. They are
called Morkewerenar (“Dark Weres”).

Tiera Ursviik

A Champion of shapeshifters and warriors that lived in the 17" century. Famous hero and Ulfwerenar.
Baernsonlings believe he could change into a bear and was blessed by Urson, but Sarls believe that he was
actually Olricsbarn. Either way he was an adventurer and traveller. It is said that in his time he was the best
and most deadly fighter alive. He fought and killed Champions of Chaos and champions of the Old World.
When he actually shape-changed he became even more powerful and deadly. Sagas tell mighty tales in
which Tiera destroyed armies single handedly.

Sphere of Influence: Hope, bravery, adventuring, survival skills

Common Worshippers: Warriors, shapeshifters

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Bjornling).

P6l or Thol
See Taldur.

Thoramir Ulfenblod

Hero of adventurers and treasure hunters. Fierce fighter against Chaos. Was also known as a treasure
hunter who adventured in Norsca and the Old World. Some legends say that some of his biggest treasures
are still hidden and that they include magical items.

Sphere of Influence: Desire, treasure hunting, drinking, adventuring

Common Worshippers: Adventurers, treasure hunters

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Baersonling).

Thorleif of Skeggi

The Lizardbane. Norse hero born in the New World colony of Skeggi. Thorleif became as famous a hero as
Losteriksson among the Skeggi tribe. He travelled to Albion and Norsca. In the Sea of Serpents he was the
most famous reaver of his time. After the Great War Against Chaos, when Lizardmen mounted a revenge
strike against the warm-blooded on the coast, he organized the Skeggi colony’s defense. He became the
Jerg after the previous one was killed by the Lizardmen. He also mounted several successful revenge raids
on the Lizardmens’ cities, bringing back huge amounts of gold and jewellery.

Sphere of Influence: Desire, sailing, leadership, courage

Common Worshippers: Skeggi

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skeggi).
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Thor (Tyr, Tursas, PArr or Thorr)

Thor is Storm God. He is portrayed as a muscular, square-jawed warrior. He wields a massive axe with a
haft of oak, and uses it to cleave the sky creating the thunderbolts for which he is famed.

Sphere of Influence: War, battle, thunder, storm, lightning

Common Worshippers: Warriors, travellers

Symbols: Thunderbolt, axe with a thunderbolt for a haft. Silver is considered the favoured metal of Tor.
Sacred/Totem Animals: Big Horn, Mountain Goat, Ram

Rites: Usually worshippers start drinking and give prayers while thunderstorms gather outside. It is common
to pour alcohol on the ground as a sacrifice to calm the Thunder God or to get blessings when going to
battle.

Special: Considered to be an aspect of the God Tor. Originally a Kislevite God. Some say Tor may in fact be
an aspect of Ulric or Taal.

PoOrr or Thérr
See Thor.

Tor
See Thor.

Tuoni
See Helenir.

Tursas
See Thor.

Tyr
See Thor.

Tysto
See Valdin.

Tzeentch
See Tchar.

Ulf Donnersson

Champion of bravery and the home. Legendary Skaeling hero that was said to have found the fertile island
of Ulfsland. To claim the land he had to undergo a series of contests with a very old man, who seemed to
possess amazing physical strength and endurance. This man was revealed to be Olric himself. When Ulf
finally won, Olric gave his blessing to Ulf. For that his people would always have the Island.

Sphere of Influence: Hope, bravery, fertility, home

Common Worshippers: Ulflanders

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Skaeling).

Urlfdaemonkin

Daemon Prince of war. Mighty Aesling hero (Urlf) that became a Champion of Khorne and was eventually
rewarded by becoming a Daemon Prince.

Sphere of Influence: War, wrath, blood-lust, hate, revenge, violence, killing

Common Worshippers: Chaos, Warriors, Berserkers

Symbols: Crude shape of a Skull (symbol of Khorne).

Rites: Heksnatt (Hexenstag) and Skrekkenatt (Geheimnistag) are important celebration days. There are
usually a few bloody sacrifices for Urlfdaemonkin. This is commonly one thrall. It is not uncommon for the
tribal sorcerer to try to summon Urlfdaemonkin for his blessing. He is very willing to give blessings for mighty
warlords (especially among his own kind). More on summoning rituals is found in Tome of Corruption
(WFRP2 sourcebook).

Special: Daemon Prince (Aesling).
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Ukko
See Olric.

Ursash
See Qlric.

Ursun (Otso, the Great Bear, Orsen)

Ursun is the Father of Bears. The Bear God. He is, unsurprisingly, most commonly depicted as a massive
cave bear, wearing a crown, with teeth and claws of glistening gold. It is said that Ursun can take Human
form, and will appear as a burly, bearded man with an age-worn face, thick hairy arms and a great mop of
hair, wearing nothing but a loincloth. Norse legends tell that Olric and Ursun are brothers and there is great
rivalry between them.

Sphere of Influence: Hope, bravery, bears, survival abilities

Common Worshippers: Hunters, warriors, travellers, shapeshifters (Bear)

Symbols: Medallions of gold, shaped like a bear’s claw. Devout followers of Ursun wear bearskin cloaks, or
wear a bear’s paw as a talisman. Bear’s skulls are also common (both as helmets and in shields).
Sacred/Totem Animals: Bear

Rites: There are two important holy days: Vaarvendung (the spring equinox), when worshippers gather to
huge celebrations with noisy rituals: drinking and making as much racket as possible. It is time to rouse
Ursun from his winter sleep. Hoestvendung (the autumn equinox), which is a slightly smaller celebration. At
this time Ursun prepares for his winter’s rest.

Special: Originally a Kislevite God. Ulfwerenar that shapeshift into bears are considered to be blessed by
the Ursun — these are known as the Bearstruck (especially common among the Baernsonlings, it is a mark
of mark of lordship). Some scholars speculate that Ursun could be an aspect of Taal.

Valdin (Mimir, Tysto)

Valdin is the God of wisdom, justice, knowledge and healing. Valdin is the All-Seeing Master of Fate. Valdin
is commonly pictured as a wise old man, with a wild appearance. It is said that he can take the shape of an
owl. Because of this many Norse fear and respect owls.

Sphere of Influence: Hope, wisdom, healing, justice, rune language

Common Worshippers: Holymen, healers, druids

Symbols: The owl.

Sacred/Totem Animals: Owl

Rites: There are no special holy days for Valdin. But whenever healing is needed people usually sacrifice an
animal, or even a thrall for Valdin.

Special: Revered in both Norsca and Albion. Considered to be an aspect of the Goddess Verena or of
Shallya (or both).

Valmir Aesling

Emperor of Chaos, who wanted to become High King of the Norse. Valmir became famous as a general in
the armies of Asavar Kul in the war against the Norse Dwarfs. Valmir was a ruthless and efficient leader of
men. Brooding and silent except for occasional and invariably fatal outbursts of temper, Valmir had a
reputation as an uncompromising and bloodthirsty general. He punished insubordination with the most
grotesque tortures he could devise and hated the other races of the Old World with a fiery passion. To
Valmir, Dwarfs in particular were a aberration and their holds needed to be torn down and destroyed. They
were on his territory. Valmir waged a terrible war against the Dwarfs killing many and causing huge damage
to their holds.

Sphere of Influence: War, blood-lust, scheming, revenge, torture

Common Worshippers: Warriors, those dedicated to Kharnath

Symbols: Nothing special.

Rites: Among the Aeslings it is customary that during the Sommerstille (Sonstille) a Dwarf is sacrificed to
the memory of this hero.

Special: Human hero (Aesling).
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Valnir the Reaper

A mighty Sarl warrior in his time, who became tired of life and left Norsca for the north into the Chaos
Wastes. He survived through the Wastes and finally found Nurgle. He then became a great Champion of
Nurgle. Later, during the Great War Against Chaos, he was cut down by the Tsar of Kislev. After this his
followers carried his body back to their lands. However Valnir did not die truly and his body didn’t rot away.
The sagas tell that he will arise again.

Sphere of Influence: War, disease, hate, sorrow

Common Worshippers: Warriors, those dedicated to Neiglen.

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Sarl).

Viha
See Kharnath.

Vipunen

Jotun hero of crafts, smithing and wisdom. A very wise Jotun who created many strange devices and
magical items. It was said that he learned magic from the Elves and runesmithing from the Dwarfs. This may
not be entirely true, but he seems to have been a user of the Wind of Chamon. There are many stories that
Vipunen had many hideouts and that these can may still be there, cleverly hidden with mechanical and
magical traps. Inside these hideouts are amazing treasures and magical items.

Sphere of Influence: Desire, inventing, crafts, wisdom, smithing

Common Worshippers: Craftsmen, inventors

Symbols: Crossed hammers.

Rites: No special days or rites.

Special: Jotun hero.

Vaino

Legendary Bjornling hero and sorcerer. There are many legends from different ages about Vaind. This has
created his mysterious and fearsome reputation. Whatever the truth, Vainé was fierce enemy of Chaos and
a powerful magic-user.

Sphere of Influence: Hope, magic, wisdom, singing, traveling

Common Worshippers: Skalds, magic-users, adventurers

Symbols: V rune from Futhark.

Rites: No special days or rites.

Special: Human hero (Bjornling).
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Legend of Vainé: Song-Vitki of the North:
by Pieter Schmidt, Scholar and Explorer

One of the legendary heroes, if not a demi-god person, in the lands of Norsca is the Bjornling champion
called Vaino. “Song-Vitki of the North”, “Northern Druid” or “Forever Skald” are amongst his titles
Aeslings also call him “the Dog of Valdin”, which is more an insult from what | understand. During my
travels in Norsca | incidentally heard many legends told about Vaing, and | must say | was intrigued by
this person. He is a feared and very respected Wizard among the Tribes of the Northlands. Yet, there
are many stories where is revealed that he is also famous singer, storyteller, drunkard and womanizer.
Many of these stories are about different drinking contests and involve a wide variety of women.

Now | have spent years scouring his legends and have connected diverse tales about his travels finding
them in many mysterious places. These legends and stories (or sagas if you will) are found in Norsca,
the Empire, Kislev, among the Dwarfs, and even more distant lands. One story, which | accidentally
came across in the diary of a Tilean scholar, tells of a “Northern Druid” that travelled with him in the
lands of Araby and ancient empire of Nehekhara. This Druid, who was called Vaino by the Tilean, had
been taught by the Elves in the Empire.

Sagas commonly place Vaind’s birth at the beginning of 23" century, by the Imperial Calendar, in the
Kalevan clan which is part of the Bjornling Tribe, but evidence suggests to me that he was actually born
in the middle of that century. Stories tell that he was the son of a Freeholder, who was a former
Bondsman to the Jarl. Even as a child Vaind was marked as special because his ability to “feel” and
“sense” things that others didn’t notice.

When Vaind matured, he was taken as an apprentice by clan’s Skald, who noticed his sharp memory for
stories and a natural ability to sing and perform. Vainé was soon a famous entertainer and was desired
by every girl in the clan. This caused problems among the warriors of the clan and he was soon
challenged to kill either a Ymir or a Troll. Young Vainé travelled to the mountains and many believed he
would never return. But he did, with the fur of Ymir. But that was not all. When he returned he was
followed by a wild white owl. This was seen as a sign from the God Valdin. Clan Vitki (worshippers of
Valdin) had observed V&in6 for some time and took him now as an apprentice. The Vitki noticed his
natural ability for magic. Soon Vainé was a well respected holyman among his clan.

The clan Vitki was believer in the “True Gods”, not the Dark Gods. Stories tell that he took the young
Vaind to Heimseter Sieidi Stonehenge to meet the guardians of that site. There Vaind met Albion-born
Druids, or Truthsayers as they are called in the Misty Island, for the first time. After this meeting Vaino
travelled to the island of Albion and remained there for a few years among the Truthsayers. It is said,
that during this time he also sailed around.the Norsca and visited the Shadowlands, or Chaos Wastes
as they are called in the south.

During the years 2270 to 2273, by the Imperial Calendar, Vainé joined King Erik Olavsson (Bjornling),
when King Erik started a “Rebellion” against the Imperial rule of southern Norsca (mostly just Sarl
territory). Imperial records, kept by a Middenheim-born general, mention King Erik’s advisor. This
advisor was a young, respected shaman called “Song-Vitki of the North”. The general mentions that this
shaman was not a Sorcerer of the Dark Gods and described him as wise beyond his age. When this
war ended Imperial folk were driven away from Norsca and they had lost the town of Gotland to the
Norse. After the war Erik Olavsson was named as the High King of Norsca and sagas tells that Vaino
was named as his permanent advisor. During this time Vaind became known as the “Song-Vitki of the
North” in the sagas. But it was very soon after this, that he disappeared.
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Legend of V&in6: Northern Druid:
by Pieter Schmidt, Scholar and Explorer

Nobody really knows what happened to Vainé after the “Rebellion” of Erik Olavsson. Some tell that
Vaing travelled to the highest of peaks and lived for decades among the mighty Jotuns. He is connected
to the legendary Jotun Vipunen in one saga. There is, however, a strange saga told by a Jotun Giant to
a Kislevite explorer after the Great War Against Chaos; something that this Jotun witnessed before the
war. This story tells how the Norse “Song-Vitki of the North” discovered a mysterious magical “Gateway”
left by the Gods, or Old Ones as some Elves like to call those that were before. The Jotun saga tells
that Vaino saw the future and that there would be a great Chaos Incursion, which could burn the world.
With the magic of this mysterious “Gateway”, he travelled to future to warn of the coming of Chaos.
Whatever the truth, Vain6 “Song-Vitki of the North” disappeared for many decades.

Next, and maybe the greatest, legends tell about Vaing in the time of the Great War Against Chaos.
They tell how he suddenly appeared to warn his Tribe about the coming war; and then travelled to the
Empire to warn them as well. During this time he joined Jade Wizards, Druids of the Empire. With them
he came to the great city of Talabheim. It was at this time when mighty Elven Loremasters, leaded by
Teclis himself, came to the Empire to teach Humans the correct use of the Winds of Magic. College
records tell stories of a “Northern Druid” that was one of the first humans that was taught by the Elven
Loremaster about the ways of magic. This way he also became one of the first Magisters of the Empire.
There are many stories about his involvement in the war, but also Norse sagas about his travels during
this time in Norsca. One of these sagas connects him to two other famous heroes — Juti Kaleva, wielder
of Kalevala Hammer, and his loyal friend Magnar Fimbursson, the Dwarf Runesmith. The last Imperial
records about Vaind are written many years after the war. He is then in Altdorf helping to create the new
schools of magic — The Colleges of Magic. “Northern Druid” was one of the Magister-Druids that wanted
to create the new schools. This divided the magical orders as some old Hedge-Druids and Elementalists
remained in the wilderness. Then after this he is then said to have travelled in the Northlands. Then he
disappeared again.

But, there is also the saga of Thorleif of Skeggi. Thorleif was a Norseman born in the far-away colony of
Skeggi. He was a young boy during the Great War Against Chaos and his saga begins decades later.
Thorleif travelled to both Albion and Norsca. The saga also details his war against Lizardmen from the
jungles of the New World. Also mentioned in that saga is the powerful Vaing, the Song-Vitki of the
North, that was part of Thorleif's crew around that time. It is very possible that Vainé disappeared to the
jungles of Lustria, or remained in the Norse colony of Skeggi in the New World. Either way, his story
doesn’t end there.

The final story starts a few years before the Storm of Chaos. It is said that Vaino had returned to Norsca
again to warn the Tribes about the coming of the Chaos. It has often been noted that the strange flows
of the Winds of Magic alter its’ users and many Magisters have lived far beyond normal human age. My
belief though is that there is something else to the story of Vaind. Answers to these questions may lie
deep in the mountains of Norsca where this mysterious “Gateway” could be hidden. This can only be
known by the Jotuns and Vain6 himself. | truly believe that Vainé still walks in the frozen lands of North,
or perhaps in Albion. | still hope to hear something more. Perhaps | am to finally find this legendary
figure and record his tale myself.
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Windlord, the
See Tchar.

Wi nterbés Fury
See Olric.

Waulfrik the Wanderer

The ultimate seafaring warrior and a hairy giant. There were already many sagas about this man also known
as the Worldwalker, the Eternal Challenger and the Inescapable One. But his legend truly began in the year
2519 when, during the Battle of a Thousand Skulls, he slew King Torgald. After this he drunkenly boasted of
his fighting skills and this was heard by the Dark Gods. That night Wulfrik was visited by a strange emissary
of the Dark Gods. Wulfrik was given the Gift of Tongues — the ability to issue a challenge to any warrior or
beast in their own language, but he was also cursed to wander the world on a never-ending quest to prove
himself against the most gifted warriors; whether living or dead, mortal or daemonic. Since that night Wulfrik
has led his loyal warriors to the ends of the world travelling with his sturdy longship Seafang. Sagas tell that
Seafang has even sailed upon the Winds of Magic themselves to the Realms of Chaos. Wulfrik’s saga has
grown great among the tribes of Norsca since the Storm of Chaos. He is quickly becoming as legendary an
adventurer and reaver as Styr Windrunner or Losteriksson. Maybe even greater...

Sphere of Influence: War, sailing, violence, traveling

Common Worshippers: Reavers

Symbols: Nothing special.

Rites: No special days or rites.

Special: Human hero (Aesling).

Yngve
See Kharnath.

(ST TS%
WFRP 2" Edition 39 Norsca: Religion
©2009 Jackdays Version 1.4



