The Normans

Renauld de le Croix

You have been exiled to this backwater garrison by the Duke.  Your punishment for being on the losing side of a battle a year ago with some rebellious Saxons. You were waiting for the Royal Tax Collector to come take this fall’s taxes away when word arrived of a sizable Viking raiding force approaching, led by the infamous Inaar Redhand. You stand little chance of holding the fort alone, you might have bargain with the local peasants for aid. You must make sure the taxes get to the Duke safely, another failure would mean death. Maybe a few high ranking Viking captives could get you out of this demeaning assignment?    

Victory Points:
10 pts. For each Viking leader you capture. 

30 pts. If you can hold the taxes until the relief column comes and make sure they get off the table.

Guilliame
 de Rochford

You have the task of collecting the Duke’s taxes, a demeaning but important task. You would normally take your time moving from village to village collecting taxes and taking local “sights” (women), but word has reach from the local garrison commander a Viking raiding parting is approaching. Nothing will keep you from your appointed task, the gold will be taking back to the Duke. Along the way you wouldn’t mind teaching the raiders a lesson too. Battle prowess is a sure way to get a better assignment.    

Victory Points:
10 pts. For each Viking leader you kill personally 

? pts. for each “rank” of enemy defeated

30 pts. If you can get the taxes off the table.

The Vikings

Inaar Redhand

After weeks of sailing, you’ve reached a village ripe for plunder. The harvest taxes will be in too, probably held in the Norman fort. Capturing such a treasure would fund more expeditions against your only real rival for the princedom, your brother Snutgar.

A few high ranking prisoners would bring a nice ransom too, but the men have grown restless aboard ship, and will be hard to control. You lead this expedition. Your men may need to be reminded of it.   

Victory Points:    

10 pts. For each Norman/Saxon leader you capture. 

30 pts. Return the taxes to your ship

? pts. for plunder

Gurd the Massive

At last the raiding season has begun, another chance for glory. Sagas are written about heroes, and you plan to have many sagas about you. The only way to attain herodom is by personal combat. The higher ranking an opponent the better. 

Your men have grown restless aboard ship also, but for plunder. It’s best to let them get their fill if you want to still be chieftain tomorrow.    

Victory Points:    

10 pts. for each Norman/Saxon leader you personally defeat 

? pts. for each “rank” of enemy defeated

? pts. for plunder

Wulfgar

The raiding season has begun, another chance for glory. Sagas are written about heroes, but all you and men want is to get home alive. Your fuedal obligations to your lord Inaar, require you to serve for only a limited time, and that time is almost up. You still have to follow orders, but that doesn’t mean you have to get killed doing it. Now’s the chance to get a little plunder, grab a few high ranking hostages, and head home to drink a few horns of mead somewhere warm.   

Victory Points:    

10 pts. for each Norman/Saxon leader you capture 

? pts. for each “rank” of your men alive at the end of your raid

? pts. for plunder

Black Ulric

After weeks of sailing, you’ve reached a village ripe for plunder. The harvest taxes will be in too, probably held in the Norman fort. For weeks you have raided under the name Black Ulric. Unbeknownst to your “leader” Inaar, you are really Rulf, son of his archrival for the princedom, Snutgar.Capturing such a treasure would fund more expeditions for your father.

Killing Inaar unright is too risky, but his death would be a nice gift to your father.   

Victory Points:    

10 pts. If something should “happen” to Inaar Redhand 

30 pts. Return the taxes to your ship

? pts. for plunder

The Saxons

Wilfred Haroldson

The first snows have fallen. That means the Sea Wolves are coming. You have sent most of your village to hide in the woods, but a few stubborn ones remain. The villagers and force loyal to your nephew Aethelred, will be the only defense against the Vikings. Help could come from the Norman garrison, but you trust them about as much as your nephew. 

Your plan is simple, defend the village and kill as many vikings as possible. Your position as chieftain depends on it. If you survive.    

Victory Points:    

10 pts. for each Viking leader you kill 

? pts. for each “rank” of viking killed

? pts. for plunder held

Aethelred the Fair

The first snows have fallen. That means the Sea Wolves are coming. You have mustered a force to come to the aid of your uncle’s village, but not necessary your uncle. He has grown old and weak, and you are the rightful successor. If you can prove yourself as an able defender, the people will accept you as chief. If something were to happen to your uncle, well that wouldn’t be so bad either (although you can’t have anything to do with his death). 

Your plan is simple, defend the village and kill as many vikings as possible. Your position chieftain depends on it. If you survive.    

Victory Points:    

10 pts. If your uncle, Wilfred dies 

? pts. for each “rank” of viking killed

? pts. for plunder held

