
TALES OF UTGARD: CHAPTER 1 PART 2: THE VILLAGE OF QAANUNAAK 

By: Yngiwulf the Bard All rights reserved © 2012 

INTRODUCTION 

Adventure continues from Western Settlement of Greenland. The Akhlut survived and escaped after his pod of orcas were 

defeated by the men who went after him. The Akhlut still must be defeated, since it was promised to Immagussuaq. 

Exploring the lands to the West will come after. 

BACKGROUND 

Karlsefni, Thorhall, and Thorvard - the Norse captains from Greenland and Iceland who wintered with Eirk the Red and Leif 

Eiriksson - have sworn to explore the lands to the West of Greenland, and have loaded three ships in order to do so. Both 

ships are packed mostly with supplies and weapons, and each ship carries 50 men. The party is a small part of this group, 

and they are on their way to explore Utgard Vinland, a land found by Leif Eriksson and inhabited, at least where he landed, 

by goblins. 

On their way, the party – and Karlsefni – meet Immagussuaq and Qunniseq. Immagussuaq, at his first meeting of members 

of the party, and the Norse ship captain Karlsefni, extracted from them a promise to defeat the whale that is a wolf: the 

Akhlut. Immagussuaq and Qunniseq have agreed to join Karlsefni on his voyage to the lands to the West in exchange for 

their service in eliminating the Akhlut. Qunniseq is a warrior and successful whale hunter. Both speak the language of the 

Inuit and the Norse, making them valuable on the trip. 

The Akhlut is a shape changer, shifting from whale to wolf, depending on where it wishes to hunt. It also has the ability to 

summon orcas, wolves, sharks, and the Amarok, a dire wolf that hunts alone and eats people if it can be done without 

raising an alarm, or if the prey is far away from any help.  

The party has already learned of, and seen, the Akhlut (Part 1: Orcas Attack!) and done battle with them with the help of 

their shipmates. After that battle, the Greenlanders and the Inuit decide that Bear Island is a good place to seek out the 

Akhlut and finish it once and for all. All three ships and their crews are part of the hunt. All three ships are poised to leave 

on the morning tide for the open sea, and sail North to Bear Island. 

ADVENTURE HOOKS 

The overarching hook for the adventure is the successful arrival at Utgard Vinland to begin their exploration. 

 Immagussuaq mentions that the bones of the Akhlut have magical properties. 

 

BEGINNING THE ADVENTURE 

The party is feasted by Thorleif, the chieftain of the Western Settlement, after their unsuccessful battle against the 

summoned orcas. Immagussuaq was the turning point of the battle, disenchanting the orcas and allowing them to freely 

return to the open seas. Bjorngar, one of Thorhall’s champions, was devoured by one of the orcas before the battle ended, 



so the gathering at Thorleif’s hall is subdued as well as celebratory, since Bjorngar was a pagan and died in battle against 

the beast. 

RETURNING TO THE SHIP 

After some time has passed at the party, it is decided that the crews should return to their ships so they will be ready to sail 

the next day. The party is sent to escort Freydis and Brigid back to the ships while the captains gather their men. 

The streets are empty as you leave the hall. The air is ice cold, and you can hear howling in the 

distance. Houses are closed and shuttered; the smoke rising from them is the barest amount 

from small overnight fires. “Greenland,” indeed! Brigid and Freydis walk along in the middle of 

your group. They both stop when they hear wolves howling off at the outskirts of the 

settlement. 

Even as the party hurries on, it becomes obvious the wolves are after them. They cannot make it. Six wolves emerge from 

behind a building between them and the ships, and attack! 

NPC Name: Wolf 

NPC Level: 1 

AC: 14 (+2 Dex, +2 Natural) 

HP: 2d8+4 (13hp) 

Attacks: Bite +3 melee 

Damage: Bite 1d6+1 

Face/Reach: 5 ft by 5ft/5 ft 

Special Attack: Trip (bite then trip opponent STR vs wolf DEX - prone, no trip backs.) 

Special Qualities: Scent 

STR/DEX/CON/INT/WIS/CHA 13/15/15/2/12/6 

FORT/REF/WILL 5/5/2001 

Skills Hide +3, Listen +6, Move +4, Spot +4, Wilderness Lore +4 

 

BACK AT THE SHIP 

Immagussuaq and Qunniseq sit on the decks eating dried fish. They speak quietly to each other. As the party comes on 

board, they wave them over. Immagussuaq pulls out a bundle of herbs and adds them to a mixture he is already pounding 

in a pestle. He tells them how he believes them to have a special blessing among all of the men and women they have seen 

already. Immagussuaq believes they will be the ones who have a hand in defeating the Akhlut. He gives them each two 

round balls of herb and blubber mixtures. 

Immagussuaq pulls out what look like balls of blubber fried together with herbs and hands 

one to each of the party. They have a blue coloring to them. “Chew these when you have 

need. The blue is for breathing under water.” He then takes a small amount of the mixture in 

his pestle and balls them up with his hands. They have a black cast to them. “The black is for 



when you have need of healing. And with this enemy, there will surely come a time that you 

need healing.” 

ITEMS GIVEN: 

BLUBBER BALL OF WATER BREATHING 

Eat the blubber ball and breathe water for 2 hours. The spell does not make creatures unable to breathe air. 

BLUBBER BALL OF CURE LIGHT WOUNDS 

Eat the blubber ball and be healed 1d8+5 damage. 

NEXT MORNING 

The crew casts off and uses the oars to navigate them through the fjord and out into the open sea. Karlsefni takes the lead 

as the ships turn toward the North and head toward Bear Island. Once on the open sea, the crew unfurl the sail and head 

North up the coast. The winds are with them, and they push through at a good clip. They have a two-day sail ahead of them 

to reach Bear Island. 

Immagussuaq tells the captain that he must stop at their village. He turns off from the other ships and lands at his village. 

Immagussuaq tells the captain that the party must accompany him to shore, but that the others must remain. Karlsefni 

pulls up to the shore, and those who are going to shore depart.  

QAANUNAAK 

The village is comprised of about thirty Inuit, not much more than an extended family. Immagussuaq and Qunniseq brings 

the party to the chieftain. He then explains to the chieftain how he has seen this particular party in a vision, and that they 

are the ones who are meant to bring an end to their misfortunes. 

The chieftain offers them arctic weather gear such as he and the other Inuit wear in return for their fulfilling the prophecy 

of which Immagussuaq spoke, namely defeating the bear that has brought all of the sickness to his men.  Chief Ataneq 

needs the bear’s head. You can do with the rest of it what you will.  

It is said that the bear wanders the north around a cave in which it used to live. It is murderous and ferocious, but it 

staggers when it walks. Any injury from its claws may be the undoing of the injured person. The chief also mentions that 

there may be something to be found in the cave in which it lived, should the party find it. 

He gives them two sleds and a team of dogs for each. They are able to carry one driver, one passenger, food, and any game 

that they may hunt or wish to return to the village, like a polar bear. 

Roleplaying Encounter 2: 

(The right social skills win, bribery, 
exchange of services, clever conversation, a 
devil who will ally himself with party or 
scholar who knows something.) 

NPC Name: Chief Ataneq 

NPC Level: 11 Druid (Shaman) 

AC: 11 



HP: 58 

Attacks: +8/+3 with spear or dagger 

Damage: Spear: 1d8, Dagger: 1d4 

Face/Reach:   

Special Attack:   

Special Qualities:   

STR/DEX/CON/INT/WIS/CHA 11/11/11/9/15/10 

FORT/REF/WILL +7/+5/+9 

Skills 
Heal +14, Know(Nature)+2, (Planes)+8, 
Sense Motive +4 Survival +8, Swim +8 

Feats 
Leadership, Lightning Reflexes, Self-
Sufficient, Track, Weapon Finesse 

Possessions: 
Dagger, Spear, Polar Bear pants, sealskin 
boots and gloves, Caribou anorak 

NCP Location: Qaanunaak 

Minions: Dog: Nuqnuq 

AC: 23 

HP: 45 

Attacks: Bite +9 

Damage: 1d4+4 

Face/Reach:   

Special Attack:   

Special Qualities: Scent 

STR/DEX/CON/INT/WIS/CHA 16/20/15/2/12/6 

FORT/REF/WILL 7/10/3 

Skills: Listen +5, Spot +5, Swim +7, Survival +1 

Possessions:   

NPC Wants: 

Party to hunt for the village as many of 
the men have become sick with an 
unknown fever after having gone 
hunting after a particular polar bear 
roaming close to their village. 

PCs Gain: 
Arctic clothing such as worn by the 
chief. 

DC: (Typical: 12 + EL) 12 

 

ITEMS GIVEN 

 

All of these items compose the Cold Weather Outfit of Fine quality, worth 35gp. 

Polar Bear Pants 



Lined Caribou Anorak 

Sealskin Boots 

Sealskin Gloves 

HUNTING DOWN THE POLAR BEAR 

Successful tracking takes the party further north and west, entering a rockier country. The track follows along the coast, 

though the sea is always a long way down the cliff. Below the cliff, the sea crashes in, and large chunks of ice line the shore. 

Occasionally whales can be seen surfacing. There are seals, as well. 

Skill Encounter 1: 
(guards, walls, cliffs, informants, low-hp 
creatures) 

Challenge Tracked the diseased polar bear 

Conditions 

Snow and rock, tracking DC: 13. 5 
successes finds the bear. 1 unsuccessful 
roll requires 3 more to fix it, or 1 more 
with Sense Direction. 

 

You find the bear! It is staggering and howling as though it is racked with pain. The bear 

drools excessively and its tongue lolls out the side of its mouth.  It seems weak. The dogs bark 

at it, but show no wish to get any closer to it than they already are. 

 

Combat 1: (pure combat!) 

NPC Name: Diseased Polar Bear 

NPC Level:  2 

AC: 15 

HP: 68 

Attacks: 2 claws, +6 melee, bite +4 melee 

Damage: Claw 1d8+1, bite 2d8 

Face/Reach: 5x10/5 

Special Attack: Improved Grab 

Special Qualities: Scent 

STR/DEX/CON/INT/WIS/CHA 13/13/19/2/12/6 

FORT/REF/WILL 10 Fort/7 Ref/3 Will 

Skills Hide -2, Listen +4, Spot +7 

Notes: 

The bear is enraged but confused from his 
own fever, giving him -2 to all rolls. Its 
strength is half what it usually is. Once bear 
is returned to Chief, he can figure out how 
to cure the rest. 

XP 600 each 



 

 

THE CAVE 

If the adventures search for and find the cave where the polar bear used to live, they will find the source of the disease. The 

cave overlooks a long run down to a small rise, and the nearby shore. 

Skill Encounter 2: 
(guards, walls, cliffs, informants, low-hp 
creatures) 

Challenge 
Spot the Cave the polar bear used to 
live in before it lost its mind! 

Conditions Track DC: 13  Spot DC: 13 

 

The cave is not as dark as you may have suspected it to be. It is lit by a small fire in the center. 

A creature you have never seen before squats before a fire. A foul stench emanates from a pot 

hanging over a fire that a second creature tends. Two others emerge from the shadows of the 

cave, leering and chuckling. They each stand 6 ½ feet tall, and their hairy hides are reddish-

brown. Their red, black, and purple clothing is made from some animal hides patched 

together. They stare at you with yellow eyes. A male creature with the red nose sneers at you, 

showing his yellow teeth below his thick, grey lips. He runs to a spear leaning against the wall. 

The other male shouts to the others as the first male tosses him his spear. The female wearing 

a long, purple dress begins chanting in a language that sounds something like wolves snarling 

and a mad man’s rantings. The other cowers in the corner with a dagger. 

 

Combat 2: (pure combat!) 

NPC Name: Male Hobgoblin 

NPC Level: 1 

AC: 11 

HP: 5 

Attacks: Longsword +1 melee, or javelin +2 ranged 

Damage: Longsword 1d8, or javelin 1d6 

Face/Reach: 5x5/5 

Special Attack:   

Special Qualities: Darkvision 60 ft 

STR/DEX/CON/INT/WIS/CHA 11/13/13/10/10/10 

FORT/REF/WILL 3/1/0 

Skills Hide +1, Listen +3, Move +3, Spot +3 

NPC Name: Female Hobgoblin 

NPC Level: 1 



AC: 15 

HP: 5 

Attacks: Dagger +1 

Damage: Dagger 1d4 

Face/Reach: 5x5/5 

Special Attack:   

Special Qualities: Darkvision 60 ft 

STR/DEX/CON/INT/WIS/CHA 11/13/13/10/10/10 

FORT/REF/WILL 3/1/0 

Skills Hide +1, Listen +3, Move +3, Spot +3 

XP 600 each 

SEARCHING REVEALS THE FOLLOWING: 

20 gold coins of unknown origin 

Ring of Protection +1 

Sword + 1 

Staff of Charming (10 CHARGES: charm person, DC 11, 1 charge, charm monster, DC 16, 2 charges) 

Eight boat paddles – Puzzle DC: 13 

Pot and stirrer, ladle. Ingredients in pouches. Fresh fish. 

2 spears, 2 daggers 

Patchwork fur clothing +0AC 

 

THE SHORE 

The shoreline faces the northwest into the open waters of the sea. At the shore there are racks for drying fish, and evidence 

of a fire. There are also four hobgoblins working with one of two canoes with outriggers. They are very long and can hold 

four hobgoblins each with room for a small amount of cargo. The sides are taller than most kayaks and canoes seen.  

The shore itself is surrounded by towering cliffs and possibly the beginnings of a fjord. Their sight of the open sea is 

restricted to a narrow angle (about 90 degrees). This is only strand where a boat could possibly land on this shore, and it is 

very shallow.  

A hobgoblin sees you as soon as you come over the rise and calls out to the other three. All 

four appear to be male, and wear patchwork fur clothing dyed red and purple. Their feet 

appeared to be simply wrapped with more furs, and their legs are likewise wrapped with cloth 

strips. They attack with their harpoons, shouting to one another. They approach growling, 

hissing, and pounding on their chests. 

Intimidate check on Party DC 11 + anything vs. fear or Bluff+5 

Combat 3: (pure combat!) 

NPC Name: Male Hobgoblin x 4 

NPC Level: 1 



AC: 11 

HP: 5 

Attacks: Harpoon +1 melee/+2 ranged 

Damage: Harpoon 1d8 

Face/Reach: 5x5/5 

Special Attack:   

Special Qualities: Darkvision 60 ft 

STR/DEX/CON/INT/WIS/CHA 11/13/13/10/10/10 

FORT/REF/WILL 3/1/0 

Skills Hide +1, Listen +3, Move +3, Spot +3 

SEARCHING REVEALS THE FOLLOWING: 

2 long, spacious canoes built for 4 with outriggers. Masts and sails are found nearby. DC 13: seaworthy 

4 harpoons 1d8 

2 nets 

patchwork fur clothing 

2 gold coins of unknown origin 

1 crudely drawn map without writing, just rough drawings of features on islands. One island is freshly drawn. 

AFTER THE FIGHT ON THE SHORE 

As the party is completing their search and cleanup on the shore, they see the three ships that brought them here sailing 

north. Thorvald’s ship and Thorhall’s ship lead the way. Far behind them is Karlsefni’s ship. As they watch, the first ship 

disappears behind a cliff wall out of sight. They are too far to hear any calls. Karlsefni’s ship shudders, and suddenly sways 

to port and starboard as though something has hit it from underneath. 

If the party tries to rescue the ship, once they struggle getting the heavy ship over the sand and into deeper water (10 

minutes), they can no longer see the ship. It has disappeared behind a cliff. If they continue, they are attacked by an orca, 

bent on their destruction. 

Bigger Fish: 

(overwhelming encounter that party cannot 
handle without risk of total party kill. Could 
become an RP challenge (diplomacy) - show 
not every encounter should be fought.) 

Creature Type: Huge Orca 

Level: 7 

AC: 18 

HP: 125 

Attack: Bite +12 melee 

Damage: Bite 2d6_12 

Face/Reach: 10x20/10 

Special Qualities: Blindsight 

STR/DEX/CON/INT/WIS/CHA 27/15/21/2/14/6 

FORT/REF/WILL 11/8/5 



Skills:   

 

RETURN TO QAANUNAAK 

The bear head safely stowed away, the party makes its way back to the village. They arrive without further incident and 

bring the head back to Chief Ataneq, where the party is rewarded with their thanks, promises of keeping their cold weather 

gear, and additional tokens of their appreciation: 

A bag of fish jerky 

Totem necklace for each: +1 Protection 

 

WHAT HAPPENED TO THE OTHERS? 

When asked about the other ships, the party finds out that Thorhall insisted they continue without us, that time was too 

precious, and the village was only slowing them down. They continued on to Bear Island with Immagussuaq and Qunniseq. 

If they want to catch up with them, then they can use the kayaks. The Kayaks are meant to be used next to the shoreline, 

and can only go as fast as you can paddle.  

If they return to the long outrigger canoes brought by the hobgoblins, they encounter the Amarok. The Amorak is a giant 

wolf that hunts alone and will take their victim if they are left alone or the Amorak believes it will succeed and not be seen 

doing it. It thrives on Inuits hunting far from home. 

 

Combat 4: (pure combat!) 

NPC Name: Amarok 

NPC Level: 3 

AC: 14 

HP: 45 

Attacks: Bite +10 Melee 

Damage: Bite 1d8+10 Melee 

Face/Reach: 5x10/5 

Special Attack: 
Gaze vs. Will DC 13 (fear: cannot move if 
fail) 

Special Qualities: Scent 

STR/DEX/CON/INT/WIS/CHA 25/15/17/2/12/10 

FORT/REF/WILL 8/7/6 

Skills 
Hide+10 Listen+6 Move+5 Spot+6 
WildLore+1 

XP 900 

 



THE END OF THIS ADVENTURE 

If all goes well, the party is now frantically pursuing their rides to Utgard sailing the hobgoblin boats. 


