PRAISE ODIN, WE FOUND AN UNDEFENDED MONASTERY! THOSE MONKS WON'T KNOW
WHAT HIT THEM WHEN THE WOLVES OF THE SEA DESCEND UPON THEM! THE ONLY
PROBLEM IS...HOW ARE WE 401N TO CARRY ALL OF THE LOOT TO THE $HIPS? AND
HOPEFULLY THERE AREN'T ANY NORTHUMBRIANS NEARBY THAT MIGHT ANSWER THE
CRIES OF THE MONKS OR THE RINGING OF THEIR INFERNAL BELLS...

SET UP: 3 players (and some monks)

The attacking warbands (Players 1 and
2) must deploy in the red zone on the
map. The Monks (controlled by Player
3) are placed inside the monastery
cloister and one or more of the outer
buildings. The Northumbrians (Player
3) arrive in the blue deployment zone
on the turn after the bell is rung.
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Forces: The attacking Vikings, Players 1 & 2, should each have warbands of about 250 points (this is typically 12-
15 models) and the defender should have 8 monks and roughly 350 points of Northumbrians. This scenario CAN
be played with only two players, with one player assuming the role of both attacking warbands. It’s just not as fun!

Geld: Each Viking attacker begins with [d3] Geld. The Northumbrian priest begins with 1 Geld.

Objectives: The two Viking players must try to pillage the monastery and take as much treasure as possible and
capture as many monks as possible before escaping off the table from a red deployment edge. The Northumbrian
player should try to free as many monks as possible and try to stop Vikings from escaping. The game lasts 8 turns.
There are a number of special scenario rules explained on the next page.

Victory: For every Treasure Token a Viking carries off the table, earn +1 Victory Point. For every monk taken
captive and exited from the table they earn +2 VP. The priest is worth [d6] VP if kidnapped and carried off the
table edge. The Northumbrian player earns +1 VP for every monk still safely inside the cloister, +1 VP for every
Viking Jarl or Huskarl killed, and +1 VP for every Treasure Token not in Viking hands. The player with the most
Victory Points at the end of the game wins.




Monks: There should be 7 monks and 1 priest on the table to start, controlled by the Northumbrian player. When
the game starts, the priest and 5 of his monks are in prayer and may not move, while 2 of the monks may be placed
in one or more of the outbuildings. Once they game starts, those 2 monks may move and act freely. Monks may
never exit the table unless removed by a Viking as a captive.

To kidnap a monk or the priest, a Viking must enter melee and subdue them by winning a single round of combat.
The monk’s stats are provided below. Once subdued, the monk moves with a Viking but reduces his movement by -
2”. Also, if a Viking is engaged in combat while having a monk as prisoner, the monk will attack the Viking (perhaps
attempting to strangle the Viking with his rosary?). A monk can be killed by a Viking at any time. Monks without a
Viking captor may be activated by the Northumbrian player and moved as they like.

Type ‘ Move ‘ Missile Melee Armor Morale Pts Traits

Priest 6” 0 3 1 4 16 | Blessing
Monk | 6” 0 2 1 4 14

BLESSING: During the Missile phase, pass a Morale test and place a
“Blessing Marker” on any friendly model within 6”. This model
receives +1 Melee and +1 Morale for the rest of the turn.

Ringing the Bells: There is an alarm bell at the monastery in the middle of the table. Northumbrian
reinforcements may not enter the table until this alarm is rung! A monk may not move to ring the bell until he sees
a Viking by drawing LOS to one. Once a monk spots a Viking, he may move to the alarm bell and automatically ring
it during the Missile or Melee phase. Once rung, the Northumbrian reinforcements may deploy on the table edge
immediately, free to move as normal on the next turn. Once rung, the other 8 monks are released from prayer and
may also move and fight as normal.

Treasure: Located on the map are 4 treasure caches. Each cache contains up to [d6] Treasure Tokens. A Viking can
carry up to two tokens each. However, carrying tokens makes it harder to fight. A Viking carrying a treasure token
either holds the token(s) and has a -1 to his Missile & Melee rolls, or drops them and fights as normal. A dropped
token(s) must be picked up again before the Viking moves. Picking up a token requires -2” of movement. If a Viking
dies while holding a treasure token or with a captive monk, both are dropped on the spot.
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