Det Som Engang Var - That Which Once Was
A MYFAROG adventure arranged by Ian Christiansen
This is an adventure for 1-4 1st level characters meant to explore one of the crucial pieces of
cultural lore for Thulê: the traditional coming of age ritual for a young man. In this adventure
your players will take the roles of boys about to become real men… or possibly die trying. Note
that this only applies to the Seiðr, also known as the Traditional life stance. It does not apply to
the Âsatrû (Religious life stance), so it is assumed that the player characters are Seiðr.

Myth Master’s Tips
-

-

-

-

-

-

MYFAROG is a very modular game in design. All of the rules and charts work very well
together, but they can easily be stripped out as well. If you are a new myth master, don’t
be afraid to strip out extra rules that slow you down at first. When I started I didn’t use
Stamina for example. You can always add them in later as you get more comfortable
with the way the game runs.
There are some great Weather and Wind rules on pages 56-57 that can add an
interesting random element to your game if you’re not intimidated by the charts. If you
are, then feel free to determine the weather on your own. This can add a really cool
atmospheric element to your game and make it even more memorable for the players.
Don’t forget Morale checks on encounters and after injuries. This works for both player
characters and creatures. Fear can make a big difference in the outcome of any battle.
Encourage your players to be descriptive of their character’s actions and appearance,
etc. The more “visual” the experience, the more immersive it will be for everyone playing.
Also, the more attached that everybody gets to their characters and companions, the
more shocking and frightening it can be when something bad happens to one of them!
Try to be as descriptive as you can of the environments and surroundings that your
players interact with. RPGs are all about imagination, and it’s great if you can get your
player’s creative juices flowing by leading by example.
Don’t worry about knowing all the rules for every situation. If you need to, just make
something up on the fly and keep the game rolling rather than spending 2 minutes
looking it up. You can always look it up after the game for future knowledge.
Be fair and patient with new players as they may just be learning how RPGs work and be
unfamiliar with the terminology and paraphernalia that we have become so familiar with.
Be flexible, as you can never predict what a Player will decide to do with their character.
Remember that you are the Myth Master. Your rulings are final.
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The Autumnal Equinox
It is the night of the 22nd of PrimahaimaR… the Autumnal Equinox. The player
characters are 16 (or will be turning 16 in the next 3 months) and this coming year will be their
first chance to prove that they are now real men. Still regarded as children however, they must
go out tonight with the other children their age to search for mistletoe amongst the oak trees to
use in the upcoming Hallow Evening ritual. The mistletoe represents the life force of the best,
purest, and most honourable (oak) spirit.
The players can test their character’s Perception skill against DD 8 every 2 hours they
spend in the wilderness looking for one. This means they can make up to 5 checks before the
sun rises, and a Semi-Success or better will mean they have found one. This should make
success fairly easy, but in the event that none is found then the boy will remain a child until he
can make the attempt again next year. As long as one succeeds, you should let them find
enough for all.
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Samhain
It is just after midnight on New Year’s Day, the 1st of Walaskelbijô, the first day of Hallow
Evening. Thulêans believe in reincarnation, but that only the honourable dead can be reborn. It
is from amongst these that the local children choose who they wish to be reborn as when they
become real men. The children must dress up to look like the honoured dead they have chosen
and travel to the burial caves or mounds where they are buried. They must blow a bronze lure
or whistle to open the gate surrounding the mound and hang their clothes in the tree growing
upon it as a symbol of their own death. Next they will slaughter a cow on the mound before
using their mistletoe as a key to gain access to the mound, thereby showing that they have
killed the honourable child within them and are now ready to become real men. They enter the
mound naked and unprotected.
Inside the mound they will collect the weapons and other valuable possessions (I
recommend at least one weapon and maybe some armour or a shield for the child to use,
remember they are going on a hunt and these honoured dead could have been great warriors or
hunters in their own time) that their chosen dead were buried with and meet a blood-soaked
woman dressed in a bear skin. She is playing the role of the She-Bear spirit in the realm of
death, and teaches them secret sacred verses and riddles which they must memorise and solve
in order to become real men. There is no need to test the character's’ skills yet at this point, as
failure would simply mean that everything has been for naught and they will have to come back
again next year… if they manage to find mistletoe again on the Autumnal Equinox. Better to just
assume they succeed at this menial task so that you can progress to the real meat of the
adventure.
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The Wild Hunt
After the first night spent in the realm of the dead (the grave), the children leave the
burial mound to hunt a predatory animal (they will likely need one per child), originally an adult
male bear. For the purpose of this hunt, we will be using a version of the Random Encounters
and Advanced Tracking Rules from the MYFAROG 2.6 core rulebook.
Have the Myth Master cast 3d6 and subtract the highest Tracking proficiency in the
group divided by 2 (but never less than 1) every 2 hours while the characters are hunting. On
a result of 10 or less, contact is achieved. Use the Animals & Cursed Trees encounter chart
on page 60 of the rulebook to determine what is contacted and roll an additional d6 to
determine if they encounter tracks instead of the actual creature. On a result of 1-4 tracks are
found, and on a 5-6 the actual creature is encountered. Note that in the case of a creature
that doesn’t leave tracks (e.g. a Giant Bat or a Cursed Tree) the actual creature is always
encountered. If the hunters have no luck during the day they return to the mound to rest and
learn more from the She-Bear spirit.
If tracks are found, have the characters test Tracking against DD 12. If Semi-Success is
achieved they can identify the type of creature leaving the tracks. Success accurately tells them
the number of creatures, and Critical Success also tells them the age of the tracks. The chart
on page 62 of the rulebook tells you how to determine how many rests (2 hours) of Tracking
must be achieved before encountering the actual creature. Every rest another test must be
made, and the base Tracking DD is 14 - the size mod of the largest creature being
followed. Note that Tracking cannot be done during the night unless the character tracking has
Night Vision or Ettin Eyes.

Author’s Note: You may want to gift the characters with an encounter with a predatory
animal so that the adventure can reach its ultimate fruition. When I first ran this adventure, I
used an adult male bear for this purpose. You can find stat blocks for all of the creatures of
Thulê in your rulebook, but I will provide one for the adult male black bear here as an example:
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Black Bear
Size
Tempo
Toughness
Fright Mod
OV ME
DV ME
Dodging
Damage
DV MI
HP
Weapon

+5
+45
1
-3
+7
+12
+2
D6
+8
50
Natural

If they manage to kill a predatory animal (1 per child if hunting as a group) within 9 days,
before sunrise on the 9th of Walaskelbijô, they have been chosen and must dress the honoured
dead they have chosen in the skin of the animal so that he may impregnate the She-Bear. They
take the skull of the dead person in the mound and the thigh-bone of the killed animal. These
represent the mind and spirit of the honoured dead and the life-force of the predator. If they
have failed they instead return home, putting back on the clothes they hung in the tree, and
have to wait until the next Hallow Evening to try again.
If successful the She-Bear leaves the mound and the chosen are no longer considered
to be alive. They sleep in the mound dressed in the hides of the animals they killed until Yule,
the 25th of Hemenaberga, and only leave during the day to hunt and forage. There is no more
direct contact with the living for the chosen, and they must fend for themselves, although often
they are fed by their kin who leave beer and porridge on the burial mound for the chosen ones
inside.
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Winter Solstice
On the first day of Yule, as the sun rises, the lady of the house walks clockwise three
times around the house with a pine wand and sings that all spirits of the dead are welcome
home again. The children who are still alive return home. The Sorcerer tears off their hides to
represent their leaving the She-Bear’s womb and they are now re-born. They put back on their
clothes, and the children who have perished are collected and cremated by the She-Bear
actress. The Sorcerer takes the re-born to their parents, along with the gifts they brought from
the burial mound. The gifts collected by those cremated are returned to the entrance of the
mound they were collected from so that others who wish to be re-born may collect them in
future.
The reborn are named after the honoured dead they chose and are now seen as real
men. For the remaining days of Yule they travel from house to house and greet their
neighbours, introducing themselves with their new names. It is considered a shame not to give
food items as gifts to these brave children who have been re-born as real men.

Afterword
Congratulations! Whether the characters were successful or not, you have all just
completed a session of MYFAROG! Unsuccessful characters who survived may want to return
to try again next year (in game time), while successful characters will hopefully want to
experience more adventures. It is up to you and your players what you do now. You may want
to write your own adventure, or perhaps one of your players wants to have a go at being the
Myth Master. Either way, it is my hope that you found the experience fun and rewarding and that
you will continue to play this and perhaps other RPGs in future.
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Acknowledgments
The information contained in this adventure can all be found in the MYFAROG 2.6 rulebook,
which can be bought at a very reasonable price via Amazon. All rights belong to the author of
the game, Varg Vikernes.
If you want to see the game in action, there are a number of YouTube channels that have
recorded online gameplay:
https://www.youtube.com/channel/UCnp1_dV3ViQ-VNGWqAsRUEA
https://www.youtube.com/channel/UCywatMZoZ6Gm4H7mY81Te0Q
https://www.youtube.com/channel/UCgM-vQhGdRQLsDRkdh2HFHw
If you want to find people to play with online you can visit the MYFAROG Gamers Group on
Facebook:
https://www.facebook.com/groups/262361314123137/
If you want to see a lot more gaming content by myself you can visit my channel:
http://www.youtube.com/fantasticdimensions
For finding people to play online with in many other RPGs:
https://www.facebook.com/groups/tabletoprpgoneshot/
Thank you for reading and using this Fantastic Dimensions Publishing product!
- Ian
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