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A hit has been placed on the heads of the PCs and 

a crack team of assassins have answered the call. 

Over frozen wastes and roiling seas descend the 

“Shieldmaidens”, daughters of Old Galrich and 

bloodthirsty sellswords of the highest caliber. Why 

the PCs have a bounty out on their heads, or who 

placed said bounty, is up for speculation. What 

matters right now is how should the Shieldmaidens 

be dealt with.  

 

The harpies’ reputation precedes them. Bandit kings, 

mad lords, and rogue sorcerers have all fallen 

under their blades. They are five in number, five 

fingers for the hand of Death. A mother and 

daughter bound by the blood of a slain husband 

and father, twin sisters raised in the streets of their 

native Freya, and a holy woman forged in the 

killing fields of war.  

 

Olga, the Mother 

A mountain moved, carrying a dark axe along with 

it. Olga commands the Shieldmaidens, choosing 

their bounties and leading their assaults. She fights 

alongside her daughter Eydis, and her companions 

Brynhild and Gunnhild. Aslog is an old friend from 

Olga’s soldier days.  

 

Olga, 9th Level Fighter: Init +9; Atk axe +9 melee 

(1d12); AC 15; HD 9d6; MV 30’; SP magic 

whetstone (+1d6 dmg for 5 rounds with 

preparation)  

 

 

 

Eydis, the Daughter 

Where the mountain goes the hill follows. Eydis is 

the second in command of the Shieldmaidens, 

hatching plans and collecting rewards. Eydis takes 

after her mother only in presence and ferocity, 

travelling with her sneak-thief companions Brynhild 

and Gunnhild. She merely tolerates Aslog for her 

mother’s sake.  

 

Eydis, 4th Level Fighter: Init +4; Atk sword +4 

melee (1d8); AC 13; HD 4d6; MV 30’; SP 1in6 

chance per round of shield bash, save vs. 5’ 

pushback  

 

Brynhild and Gunnhild, the Twins 

There’s a reason the Shieldmaidens have a 

reputation for always bringing in their bounty. 

Brynhild and Gunnhild function as scouts, locating 

targets and assessing the lay of the land. They see 

Olga as the mother they never knew, having met 

Eydis at a very young age. They like Aslog, the old 

woman heals their wounds.  

 

Brynhild and Gunnhild, 3rd Level Thieves: Init +3; 

Atk dagger +3 melee (1d4); AC 14; HD 3d6; MV 

30’; SP magic sending stones used as a means of 

communication between the sisters 

 

Aslog, the Crone  

Rumors of dark rites and rituals surround the 

Shieldmaidens. These are mostly true, thanks to the 

holy woman Aslog. Aslog serves as the medicine 

woman for the group, having been a field medic 

for countless clashes back home. Olga met Aslog 

during their service and the two became fast 

friends, though her daughter Eydis doesn’t have 

anything to do with the old woman. The twins seem 

to like her though.  

 

 

 

 

Aslog, 10th Level Cleric: Init +10; Atk mace +10 

melee (1d10); AC 15; HD 10d6; MV 30’; SP 3in12 

chance per round of replenishing 1d10 of an ally’s 

HP   

 

 

d6  Shieldmaiden Tactics 

1  Ambush. They wait until you least expect 

it, when your back is turned. They’ll retreat 

if there’s a chance of defeat, but they 

won’t go without leaving their mark.   

2  Trap. It’s sometimes a pit hidden in a road, 

or an explosive charge waiting to be 

triggered, but it is always bad. Watch 

your step and keep your eyes peeled.  

3  Poisoning. The bartender hands you a 

frothing mug of skunk beer, it’s cold on 

your lips and soothes your throat. Say, 

what happened to the old bartender?  

4  Kidnapping. They watch you in the dark. 

They take your weapons as you sleep. You 

wake up to hands grabbing you. You try 

to scream, but a gag covers your mouth.  

5  In-and-In. An unknown member of the 

Shieldmaidens approaches you. She claims 

to know how to get them off your trail. Do 

you trust her?  

6  Whittle. This is the long con. One by one 

they isolate you from your friends and 

pick you off. It’s a game of survival and 

the cards are stacked in their favor.  
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