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Introduction
Blood Feud is a role-playing game about honor, power and toxic 
masculinity. It is set in Scandinavia during the Viking Age, and 
each player will take on the role of a man in this society. Your 
characters will struggle to uphold their honor and in the end 
you will see what that struggle has cost both them and those 
around them.

Your honor will often be in question, and the only way to 
retain and increase your honor is to act in accordance to what 
is considered manly. You play to see what consequences this 
behavior leads to and at the end you will have an emergent story 
worthy of the old Icelandic sagas.

As your characters fight for honor at each other’s expense, you 
as players will learn to identify toxic masculinity and perhaps 
learn something about yourselves in the process.

You Will Need

•	 3–4 players.
•	 4+ hours.
•	 ~30 red glass beads (or other tokens).
•	 ~10 index cards.
•	 A character sheet for each player.
•	 A cheat sheet for each player (p. 46–49).
•	 A blank sheet of paper (for the relationship map).
•	 Pencils and erasers.
•	 Traffic Lights, or another safety tool of your preference.

Note: Traffic Lights can be found at drivethrurpg.com

https://www.drivethrurpg.com/product/279093/Traffic-Lights-ENG


6 Setup  —  Blood Feud

Setup
Blood Feud follows a pretty strict setup procedure to make it as 
easy as possible to just pick up and play. Perform the setup step by 
step, together at the table. The setup will take about 1–1.5 hours 
depending on the number of players and whether or not you’ve 
played the game before.

1) Set a Time Limit
First decide the time frame of your play session. You need at least 
4 hours, including half an hour at the end for the debrief.

Note: A four player game takes longer than a three 
player game.

2) Set the Expectations
When setting expectations we use an adaptation of the cats 
model, developed by Patrick O’Leary.
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Concept
Begin by pitching the game’s concept to let everyone know what 
the game is about.

Read aloud: This is a game about toxic masculinity. 
To those who have not heard the term before: it refers 
to certain common attitudes and behaviors among 
men that cause serious harm to them and to others 
around them. This is a game about people who are 
nasty to each other and about figuring out why. 

It’s also a game about vikings of pre-christian 
Scandinavia; about honor and blood feuds, about 
courage and brutality, about corruption and con-
sequences. Above all it is a game about what it means 
to be a man in such a world and what consequences 
that has on the world around these men. 

Aim
Next you need to address what the players are trying to accomp-
lish during play.

Read aloud: The overarching goal of the game is 
to explore and experience toxic masculinity. Each 
one of us will take on the role of a man in a viking 
society. We portray these men as we like, but when we 
perform certain behaviors that trigger a move, there 
will be a shift in honor. In this game having honor 
is to have power—and in order to be powerful we 
have to act in accordance to what is considered manly.
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Tone
The next step is to talk about the intended tone of the game.

Read aloud: This game wants a certain kind of tone 
to fully shine. We should try to aim for something 
that captures the following description: “A thoughtful 
drama about relationships, competition and social 
consequences”. Genres to avoid are comedy, action 
or pulp.

Safety and Subject Matter
Finally you have to address safety and explain what themes might 
be explored during play.

Read aloud: This is a game with heavy themes. For 
example, violence is a central part of the game. 
Sexuality is another central theme. If this makes any 
one of us uncomfortable, we should consider playing 
another game. 

To help us create a safe gaming environment in 
a game like this we have a safety tool. (Continue by 
explaining how to use the safety tool.)

You may signal your boundaries at any time by 
using the safety tool, but if anyone has a boundary 
that they want to mention before we begin—such as 
homophobia, slavery, rape, child abuse or violence 
against women—you may do so now, without having 
to explain why. (Give yourselves a few moments 
to think).
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An important thing to note is that children below 
the age of fifteen are not subject to the rules of men 
and women in this game—they are allowed to be just 
children. That said, considering the importance of 
family and bloodlines in this setting, children should 
still be a natural part of our story.

3) Begin Filling Out Your Character Sheets
Begin by simply coming up with a name for your character. 
Choose a first name and a nickname that you like (see p. 45). Write 
them at the top of your character sheet—on the part that you fold 
into a name plate.

Write down the other player characters’ names (under 
relationships) and secretly check half of them (rounded up) as 
I look up to, the rest as I look down upon. Then, let each player say 
who they look up to. Each time your character is mentioned you 
gain 1 honor from the bag.

Mark four or five traits. Pick at least one from each column. 
Then gain 1 honor from the bag for each trait you chose from 
the left column. Let each player say which traits they chose.
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4) Create Wants
Your character wants something from the player character to your 
left. Choose a want from one of the lists below—depending on 
whether you look up to or look down upon the character it is aimed 
at. Write it on your character sheet.

Look up to

•	 to gain his respect.
•	 to prove myself
•	 to gain his affections.
•	 him to love me.
•	 to have what he has.
•	 to ask him for a favor.
•	 to beg for forgiveness.
•	 to explain what 

happened.

Look down upon

•	 to gain his obedience.
•	 to put him in his place
•	 him to submit to my desires.
•	 to keep him safe.
•	 him to pay his debt.
•	 to take something that 

belongs to him.
•	 to take revenge on him.
•	 to demand an apology.

Note: Nothing on your character sheet is secret. The 
more information you share, the more you can help 
each other bring it into play.

The only thing in this game that is secret is a woman’s 
personal want (which is written at the back of her 
index card—See p. 12).
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5) Begin Creating the Relationship Map
One player takes a blank sheet of paper where they will draw 
the relationship map as you continue. When you create a 
relationship between two characters, draw arrows between 
them and add a word or two that describe their relationship—
such as “brother”, “father-in-law”, “mother”, “cousin”, and so on.

Note: This game is all about family and blood. 
relationships should primarily refer to how the 
characters are related, for example through a common 
ancestor, by marriage, adoption or sworn oath.

Locations
When creating the relationship map, start by writing down the 
following four prompts—one along each edge of the paper:

•	 where laws are made and debts are settled.
•	 where gods are beseeched and sacrifices are made.
•	 where adventures begin and farewells are said.
•	 where hard work is done and livelihoods are eked out.

Each prompt describes a farmstead, and these are the locations 
where most of your story will take place. Give each location a 
suitable name (see p. 44).

Note: In a game with three players we recommend 
you only create three locations. Simply remove 
the least intriguing of the prompts above.
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Land Owners
The players whose characters own land now choose a location 
to claim as their farmstead. Add these player characters to the 
relationship map close to their farmstead.

For each location that is not owned by a player character, 
create a man who owns that location by writing their name 
close to it. Non-player characters only need a first name, nick-
names are optional.

Decide where the remaining player characters live and add 
them to the relationship map nearby their place of residence.

Note: When creating men and children, simply add 
them to the relationship map and draw lines between 
them and the characters that they are related to.

When a male non-player character is introduced, 
you don’t choose whether you look up to him or 
look down upon him. This will emerge after your 
character’s first scene with them.

Women
The players whose characters are married are to create these 
women now. If you have no wife to create, you can instead create 
another female relative—a sister, mother or daughter perhaps.

When creating a woman you write her name on an index card, 
with space for three lines below. On the back of the card you 
secretly write what the woman wants most in life—something 
unrelated to the men’s issues.

Now you pass the card to the player on your left—without 
revealing what you wrote. The following three players should 
then write one reputation each next to a bullet (without 
looking at the back of the card). A reputation represents the 
preconceptions and expectations that men have of that woman—
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such as “nosy”, “strong”, “beautiful” or “iron will”. Afterwards, put 
the cards in the middle of the table.

Note: As women are created, add them to the 
relationship map and draw relationships between 
them and the characters that they are related to.

Children and Other Relatives
The players whose characters have children are to create these 
individuals now. Name them and add them to the relationship map. 
It is up to you whether they are grown up or not—just make sure to 
specify if they are regarded as men, women or neither.

Then the players whose characters have broken up with some 
of their relatives are to create an emblematic person—one who 
personifies the part of the family they have broken up with.

Look at the number of non-player characters you have created 
so far. In the end, you should have created at least as many 
women as there are player characters, and at least one woman 
in each location.

Note: You can always create additional characters on 
the fly at a later time.

6) Fill Out Your Male Relationships
Write down the names of all the male characters the group has 
created under Male Relationships. Don’t mark whether you look up 
to or look down upon them at this point, that will emerge during 
your first scene with them.
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7) Take a Break
At this point you should be an hour into the session, so go ahead 
and take a ten minute break. Stretch your legs, get some tea, go to 
the restroom, etcetera.

8) Summarize the Rules
The players who have read the rules of the game now explain 
them to the other players. Have each player look at their cheat 
sheet. Notice especially the moves and what actions trigger 
them. Also notice the scene framing procedure and the end-
of-scene procedure.

Order of Explanation
This is a good order for explaining the rules:

1. narrative freedom (p. 19), addendums (p. 20) and 
obstacles (p. 21).

2. moves and honor (p. 24–33).
3. The scene framing procedure (p. 15–18).

Note: You don’t have to summarize the feud system 
(p. 34–36) at this point. Instead explain how it works 
after the first character has been killed.

Similarly, you don’t have to summarize the end-of-
scene procedure (p. 22) until after the first scene.

The same goes for the act structure and the act-break 
procedure (p. 23) which you can wait to explain until 
after the first act.
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9) Set the First Scene
You are now ready to start playing. The player with the most 
honor gets to frame the first scene.

Note: It’s always a good idea to go straight for the 
drama. If your character has a debt to someone, have 
a scene where they demand payment, or if you want 
forgiveness, have a scene where you beg for it.

Playing Scenes
This game is played out in scenes. You take turns framing scenes 
where your player characters are the main characters—your 
scene is always about your character. You can choose to have a 
fixed turn order or a flexible one, just make sure that each player 
gets their share of being in the spotlight.

Framing a Scene
The transition between table talk and in-character dialogue can be 
tricky. The following procedure has been developed to distribute 
narrative authority and to maintain the intended focus of the 
game. It might feel very unnatural to some players, but remind 
each other to follow it strictly, and you’ll be fine. To initiate a 
scene, follow the scene framing procedure:

1. State the intention.
2. Decide when.
3. Choose a location.
4. Assign characters.
5. Introduce the main character.
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1) State the Intention
You begin by stating the intention of the scene in a story sense. 
What is it that you as a player want to explore in the scene? Let 
the other players know what you are going for. “I want to see what 
Ragnar and Eivor’s relationship is like”, “I want to confront Hrafn 
about the stolen sheep” or “I want a scene where Rannveig’s secret 
is revealed” are all valid intentions.

Note: Don’t be afraid to go for what your character 
wants early in the game. You only get to frame two 
scenes per session!

2) Decide When
Say how much time has passed since the previous scene. In the 
viking sagas scenes can take place months apart. Skipping to 
the next season is often a very thematic choice which gives the 
narrative a distinct tone.

Note: You can’t frame a scene that takes place before 
a previous scene. Flashbacks don’t work in this game.

3) Choose a Location
Simply choose one of the four locations that you have created. 
If none of them work, you can create a new location and choose 
that one.
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4) Assign Characters
When you frame the scene, you get to decide who is there. You 
begin by choosing which other characters are in your scene. You 
also get to decide who plays any non-player character.

Note: Try to avoid assigning more than one character 
to any one player (unless you really need to make an 
exception).

Player characters are always played by the player 
who created them.

In every scene there must be at least one woman to represent the 
rest of society. When there is no longer a woman in a scene, the 
scene ends. Always remember to include at least one woman when 
you frame the scene!

When assigning characters, state a character’s name and point 
at the player who you want to have play that character. The player 
you point at should then state what that character is doing at the 
start of the scene.

Note: If any player wants additional characters 
later in the scene, they may introduce them using 
narrative freedom. A character introduced in 
this way is free to be played by any player.
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Playing Women
When you are assigned to play a woman, you pick up the index 
card with her name on it and read what’s written on the back of 
the card—keep this to yourself, but use it as a guide to how you 
play the character.

Playing Men and Children
When you are assigned to play a male non-player character or a 
child, there is nothing to guide you. Think of these characters as 
supporting actors to the player characters. Consider what they 
have to do to enhance the story and add to the drama—or just 
go with the flow. Don’t be afraid to put your own stamp on them, 
that’s how memorable characters are made!

5) Introduce the Main Character
You finish the scene framing procedure by introducing your own 
player character (the main character of the scene). When you 
have done so, you start playing out the scene.

Example of Framing a Scene
1) State the intention:

Player 1: Okay, so I want a scene where Eirik 
comes to Bjarnir to plead for help.
Player 3: Great!

2 & 3) Decide when & choose a location:
Player 1: It’s the following morning at Husadalur, 
outside on the grounds in front of Bjarnir’s house.

4) Assign characters:
Player 1: (Pointing at player 2) Bjarnir.
Player 2: Bjarnir is sitting on a log, wiping the 
sweat off his face—taking a break from logging.
Player 1: (Pointing at player 3) Aslaug.
Player 3: (Picking up Aslaug’s index card) Aslaug 
is cleaning the hooves of one of our horses.
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5) Introduce the main character:
Player 1: That’s when you hear my horse 
approaching over the heath. It looks like I’m in 
quite a hurry and there is a hint of panic in my 
face.
Player 2: (Beginning in-character play) When I 
see you, I grab my axe and get up. “Aslaug, isn’t 
that Eirik, the Beardless?”

Narrative Freedom
This game handles narrative authority through a concept we call 
narrative freedom. This means that every player has equal say 
in describing the fictional world and what happens in it—up until 
a move is triggered. Any player may introduce and add content 
to a scene at any time, even when you did not frame the scene. 
The purpose of this is to enable you to help each other paint an 
evocative picture. Simply add to what the other players establish 
and tell them how you imagine the scene and what you think 
should happen.

Note: This concept applies to all player interaction—
during narration as well as in-character dialogue.

Within narrative freedom you are allowed to interrupt 
another player for two reasons only: making an addendum or 
introducing an obstacle.
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Addendums
All players collaborate in establishing what is true in the fictional 
world. However, when a player establishes a fact about the world, 
you can interrupt by making an addendum to what they’ve 
just said: a follow up description that adds detail to what was 
just mentioned.

Example:
Player 1: (Introducing a character) “I know 
someone who can solve your little husband 
problem, Gudrun.”
Player 2: (addendum to the character) “Is this 
the same man who swore to chop your head off 
the next time he saw you?”
Player 1: (Back to normal play, building on the 
addendum) “It is, but with enough gold I’m 
convinced he’ll come around.”

Note: The nature of addendums always require 
you to accept what has already been established, 
and build on it. You can’t simply negate what the 
previous player said by describing an element in a 
whole other way.
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Obstacles
When a player describes something happening within the fiction, 
that’s what happens—unless someone interrupts by introducing 
an obstacle. An obstacle must come in the form of a “yes, 
but” or a “not quite”. It can never prevent an action or a task from 
happening—it can only prevent the intended outcome.

When someone narrates something that you want to see 
happen differently, interrupt and say what happens to hinder 
the intended outcome. For example, you might describe how a 
character intervenes, or why something is much harder than it 
first appeared.

Example:
Player 1: (Taking an action) I walk up to Erik 
with grim determination and say…
Player 2: (Introducing an obstacle) His two 
bodyguards move to stand in your way, hands at 
their weapons.
Player 1: (Back to normal play, reacting to the 
obstacle) “Can you not fight me alone, Erik? 
Are you so scared that you must send hirelings to 
do a man’s work for you?”

Note: If a scene approaches a point where you are 
uncomfortable, use the safety tool to convey this 
instead of introducing obstacles.



22 Playing Scenes  —  Blood Feud

The End of a Scene
A scene ends when the main character’s player cuts the 
scene. However, scenes also end when there are no longer any 
women present (in the vicinity of the main character). This 
can happen either because the only woman in the scene leaves, or 
because the main character does so. Alternatively, the scene 
ends if the main character is struck by a deadly blow.

After each scene you follow the end-of-scene procedure:

•	 Any player whose player character was in the scene may 
change I look up to / I look down upon to any other male 
characters that were also present in the scene. If this causes 
you to have a want that does not match your view of that 
character, update your want by picking one from the 
appropriate column (see p. 10).

•	 Update the relationship map by adding any new non-player 
characters and/or relationships that were established 
during the scene.

•	 The player/players who played women during the scene 
decide which male character was most unmanly. If it’s a 
player character, they lose 1 honor. If the players who 
played women can’t produce a unanimous decision, no one 
loses honor. If there was only one man present, no one 
loses honor.
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The Act Structure
This game plays out in two acts, each containing one scene per 
player. In the act break—between the first and second act—follow 
the act-break procedure:

1. Determine which player has the highest amount of honor. 
They are on top of the hierarchy.

2. Start with the player to their left, and continue clockwise. 
Each player reads aloud who they look up to. If you look up 
to the character on top of the hierarchy, you gain 1 
honor from the bag.

3. The player on top of the hierarchy reads aloud who 
they look down upon. Each time a player character is 
mentioned, they lose 1 honor.

Note: If two players are tied for being on top of 
the hierarchy, no one gains honor this round. 
Instead both tied players read aloud who they look 
down upon. Each time a player character is men-
tioned, they lose 1 honor as usual. Then the other 
players read aloud who they look up to (but as prev-
iously mentioned, no one gains honor from this).
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Moves
There are seven moves in this game:

•	 Sharing someone’s bed
•	 Giving someone a gift
•	 Commenting on a woman’s appearance
•	 Praising someone
•	 Insulting someone
•	 Escalating
•	 Striking a deadly blow

A move is triggered when a player describes something 
happening within the fiction, that corresponds to the description 
of that move. If you are not playing a character in the scene, you 
should keep an extra eye on what moves might be triggered. But 
you are all collectively responsible for calling out moves. If you 
spot a move, simply say “That’s [the name of the move]”.
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The Honor Economy
A player character’s honor is represented by tokens. For the sake 
of clarity, these are the four ways that you move honor tokens:

Taking honor
•	 You take one honor 

token from the other 
character’s pool and put 
it into your pool.

•	 If it’s a non-player 
character or a player 
character who has no 
honor tokens in 
their pool, you take one 
honor token from the 
bag instead.

Gaining honor
•	 You take one honor 

token from the bag and 
put it into your pool.

Losing honor
•	 You put one honor 

token from your pool 
and put it into the bag.

•	 If you have no honor 
tokens in your pool, 
you can’t lose any.

Paying honor
•	 You put one honor 

token from your pool 
into the conflict pool.

•	 If you have no honor 
tokens in your pool, you 
can’t use a move 
that requires you to pay 
honor (escalating).

Note: You don’t keep track of non-player characters’ 
honor. If they interact with the honor economy, 
treat the bag as their pool.
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Sharing Someone’s Bed
Sleeping with someone always has social consequences. In 
the Viking era, those consequences were somewhat different. 
For example, modern concepts such as heterosexuality and 
homosexuality did not exist. What mattered was what sexual role 
one took—active “like a man” or passive “like a woman”. 

Note: This move may due to its explicit nature trigger 
off-camera. When it triggers, it does so for all player 
characters involved.

Have sex with...

...a man you look 
up to

You lose 1 honor.

...a man you look 
down upon

You gain 1 honor from the bag.

...a woman You gain 1 honor from the bag 
and get to change one of the woman’s 
reputations. At the end of the scene, 
the player who played the woman decides 
whether she becomes pregnant or not 
(write this at the back of her card).
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Giving Someone a Gift
Giving gifts is a traditional way to show respect but more 
importantly to demonstrate your own wealth and generosity. 
Chieftains would commonly give gifts to their warriors to 
cement their role as an authority and a benefactor. When you 
give someone a gift, their player chooses whether that character 
accepts or rejects it.

Give a gift...

...to another man 
in public

You gain 1 honor from the bag—unless 
the man rejects the gift by escalating.

...to a woman
in public

You gain 1 honor from the bag—unless 
the woman rejects the gift, whereby you 
lose 1 honor.
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Commenting on a Woman’s Appearance
While women had a more active role in viking society than they 
would come to have later during the medieval period a woman’s 
positive and negative traits would still be directly tied to her clan 
and her head of clan. Since a woman’s prime virtue was to be 
beautiful, the act of commenting on her appearance became by 
extension a comment on the value of her clan. 

Therefore when you comment on a woman’s appearance, you 
attempt to display power over both the woman and her clan. 

Make a comment...

...in public You gain 1 honor from the 
bag—unless another man objects 
by escalating.

...in private The player who plays the woman may 
choose to give you 1 honor from the 
bag if they please.
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Praising Someone
Telling tales of your exploits and bragging about your capacity is 
a hallmark of a strong man who has seen the world. When you 
establish something positive about yourself or another man, it is 
an act of power—as long as it happens in a public place and no 
one objects.

Praise...

...yourself in public You gain 1 honor from the bag—
unless somene insults you.

...another man 
in public

They gain 1 honor from the bag 
(even if they are not present)—unless 
someone insults the man you praised.

Note: Women may also object by making an insult. 
However, if she does, this does not trigger the move 
insulting someone (as only men can trigger moves). 
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Insulting Someone
Insults are effective for dishonoring someone—be it ascribing 
them negative features, retelling shameful events from their past 
or simply calling them names. Taking the right to state truths 
about someone is an act of power, and a man who can’t defend 
himself from slander is submitting to that power. 

Insult...

...a man in 
his presence

You take 1 honor from them—unless 
another man objects by escalating.

...a man not present You gain 1 honor from the 
bag—unless another man objects 
by escalating.



Blood Feud  —  Moves 31

Escalating
Situations are bound to escalate during the course of the game. 
Characters will lose their temper, get angry, raise their voice, yell 
threats, and become violent. You resolve these kinds of situations 
through conflicts.

When a character initiates a conflict, their player escalates 
by paying 1 honor into the conflict pool. Every time someone 
escalates, their opponent must then respond by doing one of 
the following:

•	 escalate (pay 1 honor into the conflict pool).
•	 yield (You concede your claim to the honor in the 

conflict pool).
•	 Strike a deadly blow (see p. 33).

Every time a character escalates or yields their player 
accompanies their choice with a narration of what that character 
does or says. However, it is up to the rest of the group to judge if 
an escalation is actually valid—it must be both immediate and 
more severe than the previous escalation. If the group feels that it 
isn’t enough of an escalation, it counts as yielding instead (see 
Invalid Escalations below).

Note: There can be any number of conflicts in a 
single scene.

Non-player characters escalate by paying 
honor from the bag.

Trying to reason with someone, simply arguing 
with them or involving others to take your side, are 
all examples of actions that are weaker than insulting 
someone. If a character tries to escalate by these 
means they are yielding.
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Taking Sides
A conflict is always between two sides regardless of how many 
characters are involved. When you want to get involved in an ongoing 
conflict between two or more other characters, you must make it 
clear whose side you are on as you narrate your first escalation.

Winning a Conflict
Once all characters on one side of a conflict have yielded, 
the conflict is over and the winning side gains all the honor 
from the conflict pool. If there was only one character on the 
winning side, he gains all the honor for himself. If there were 
several characters on the winning side, they split the honor evenly 
(rounded down—any excess honor is put back into the bag).

Note: Leaving the scene counts as yielding.
If the last woman leaves the scene during a 

conflict, there is no resolution to the conflict, 
and all honor in the conflict pool is simply put 
back into the bag.

Invalid Escalations
If you attempt to escalate but the rest of the group doesn’t 
consider it to be a valid escalation, it counts as yielding 
instead. If you paid an honor token for the attempt, you get 
your token back. 

If you would happen to narrate an escalation without having 
the honor to spend, it counts as yielding instead.
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Striking a Deadly Blow
During a conflict one of the characters involved may (instead 
of escalating or yielding) strike a deadly blow—signalled 
by simply saying “I kill you”. By doing so you are effectively 
yielding, thus conceding your claim to the honor in the 
conflict pool. However your enemy won’t live to get away with 
it either. 

As the conflict ends, you get to narrate how you kill the other 
character. However, any character on the opposing side (including 
the one you struck) may respond to this move by also striking 
a deadly blow. A conflict could therefore end up killing all 
characters on both sides. If a conflict ends and there is no 
unyielding character left, the honor in the conflict pool is put 
back into the bag.

Note: A player character can only strike a deadly 
blow once in a single conflict.

Non-player characters can’t strike a deadly blow. 
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Deaths and Feuds
When a character has been killed—due to a conflict or other-
wise—create a feud card by taking an index card and write down 
who was killed by whom. Then place 4 honor tokens on the 
feud card and put it in front of a player who’s player character is 
related to the character who died. Their family currently owns the 
feud and may avenge the death of their relative.

If there are only non-player characters to represent the family 
of the character that was killed, put the feud card in the middle 
of the table instead. If there are no characters left to represent the 
family at all, the feud is resolved due to the bloodline being 
erased (see Resolution below).

Note: If two or more characters die during a 
conflict, you create a feud as usual. However, 
instead of handing the card to a family member, you 
place it in the middle of the table—up for grabs for any 
of the families who lost a relative in that conflict.

The Death of a Player Character
If the deceased character was a player character, their player 
continues to play as a male relative to their former character. They 
take a new character sheet and fill it out in collaboration with the 
rest of the group. That character starts out with honor based only 
on his traits (see Setup on p. 9).
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Vengeance
feuds must be avenged with bloodshed. When you avenge the 
death of a family member you gain honor equal to the amount 
of honor tokens currently on the feud card. Afterwards pass 
the card to a family member of the character that you killed. They 
put one more honor token on it (from the bag) and own the 
feud from now on.

Note: You can only avenge a feud that your family 
currently owns, even if you are otherwise involved in 
it. You can still kill someone from their family, but 
you won’t gain any honor from doing so.

If members from both sides of a feud are killed during one 
conflict, instead add 2 honor tokens to the feud card 
(from the bag).
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Resolution
feuds may be resolved during the following two circumstances 
only: When the families reconcile, or when one family’s bloodline is 
completely erased.

Reconciliation
If one of the parties goes to the other to reconcile—and they come 
to an agreement—the representative of the party that accepted the 
proposal gains half of the honor from the feud card (rounded 
up). The remaining honor is put back into the bag and the feud 
card is discarded.

Erased Bloodline
If there are no characters left of a feuding family, the feud is 
resolved due to the erased bloodline. The family member who 
killed the last remaining relative of the other family simply gains 
all honor from the feud card and discards it.

Note: If the character who erases a bloodline is killed 
in the process, the feud card is simply discarded, 
granting no more honor to anyone.

It is up to the whole group to decide if a bloodline 
is actually erased or not. There is always the risk of 
a previously unknown bastard who happens to show 
up at the wrong time.
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Debrief
It’s always good to give yourselves some time after a game session 
to talk about what happened in the story, as well as what happened 
at the table. Debriefing ensures that each player is brought back to 
reality and that whatever fictional hierarchies you created during 
play are leveled out. It serves as a dedicated space in time where 
you specifically talk about the sensitive topics of your game, letting 
the group reflect on what you’ve experienced and what you think 
and feel about it.

The last 30 minutes of the session are reserved for the debrief. 
First take turns answering the following question:

•	 What was your favourite moment in the game? 

Once everyone has given their example move on to openly 
discussing these questions as a group:

1. What surprised you the most about the role of men or the 
role of women in this game? How and why?

2. This game claims to be about toxic masculinity. Did the 
behaviour of the men live up to this and what do you think 
was going through their heads?

3. Can you find any parallels between how a man is supposed 
to be today and what the game says a man is supposed to be? 
Do you see any differences?

4. What will you take away from this experience? What would 
you like to leave behind?
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Note: Depending on what events took place in your 
story, you might also want to discuss any difficult 
situations that occurred. Here are some examples on 
how to start that conversion. 

•	 “Let’s talk about that problematic thing 
that happened.”

•	 “I was a little worried about you during 
the game. Are you OK?”

•	 “I want to apologize for something my 
character did in game.”
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Extended Gameplay Example
Halfdane and Jorunn are sitting next to each other on 
a bench in the longhouse during a feast. They’ve both 
had quite a lot to drink.

Halfdane: “Jorunn, tell me why a fine woman such as 
yourself agreed to give your hand to a half-wit such 
as Finn.”

Jorunn: That’s insulting someone not present, you 
gain 1 honor from the bag. However, I’m not 
impressed and I’m a bit uneasy as I say: “Listen 
Halfdane, I know you want me—you always have but...”

Halfdane: “Who can blame me? You’re the most 
beautiful woman in the valley!”

Finn: That’s commenting on a woman’s appearance, 
and it is certainly in public. Perhaps a friend of yours 
is watching and laughing on the other side of the 
bench too?

Halfdane: Yeah probably! So, I gain another 
honor token from the bag.

Jorunn: “...Do you want to know why I said yes to 
Finn, but never once have given in to your pitiful 
attempts of seduction?”

Halfdane: My facial expression changes from a smile 
to an angry pout. “I’m sure he paid you...”

Jorunn: “Fuck you, Halfdane! I’m not surprised that 
you think you have to pay to get laid, but rest assured 
that I wouldn’t sleep with you even if you gave me all 
the silver in the world. You are a pathetic excuse for 
a man, and Finn is great—that’s why!” Then I throw 
my mug of mead right into your face and stand up 
to leave.
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Finn: Oh, so the scene is about to end since she is the 
only woman we have established in the scene. Does 
Halfdane let her leave?

Halfdane: No, I get furious and I stand up and shout 
“You don’t walk away from me until I’m done talking 
to you!”

Finn: This argument has now caught the attention 
of the whole hall. People are confusedly observing 
what’s happening, not knowing if they need to step in 
or not.

Jorunn: “Halfdane, I walk wherever, and whenever I 
please.” And that’s when Finn enters the hall.

Halfdane: (introducing an obstacle) But there’s the 
whole crowd blocking him from getting to us.

Finn: “What is going on here?” I say as I start 
pushing my way through the crowd.

Halfdane: I take an axe lying next to me by the 
firewood.

Jorunn: (making an addendum) It’s just a small 
blunt hatchet.

Finn: I manage to get into the center of the crowd 
where you two are standing. I don’t even look at 
Halfdane, all my attention is directed at Jorunn, and I 
say “Jorunn, are you alright?”

Halfdane: That’s when I seize the opportunity and 
swing the axe at Finn’s head.

Jorunn: Woah, is that an escalation or are you 
striking a deadly blow?

Halfdane: (paying 1 honor into the conflict 
pool.) No, there’s no lethal intent, I just want to 
hurt him. The blow probably isn’t very well aimed—I 
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think it might scrape the side of your head, damaging 
your ear perhaps?

Finn: Yeah, I like that! But Finn is actually struck to 
the ground by this. He wasn’t at all expecting that. 
(paying 1 honor into the conflict pool.) I cover 
my bleeding ear with one hand as I turn my head to 
look up at you “Halfdane, you gutless lowlife. If you 
haven’t got the courage to challenge me to a proper 
duel you might just as well show us all your true 
nature by killing me here and now!”

Jorunn: I’m not sure that is a valid escalation—It’s 
not more severe than Halfdane’s action.

Finn: Oh, right. So that means that I actually 
yielded instead. Do I get my honor token back?

Halfdane: Yes, and I get the one I spent. After a 
moment of silence I grin and say “So much for that 
great man of yours; can’t even defend himself in 
a fight. How does it feel to be betrothed to a man 
without balls Jorunn?”

Jorunn: That sounds like insulting someone—does 
anyone want to escalate?

Finn: Yeah, I’m not going to let him get away with 
it this time. (paying 1 honor into the conflict 
pool.) I burst out in violent rage. I scream and throw 
myself at you, trying to strangle you.

Halfdane: We struggle for a bit. (paying 1 honor 
into the conflict pool.) Then I manage to 
headbutt you so that you fall backwards with me on 
top. I hit you, over and over.

Finn: I finally get a hold of a knife that someone used 
to eat during the feast. (paying 1 honor into the 
conflict pool.) I plunge it into your side.
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Halfdane: I scream in pain, but I manage gain 
control of the knife and then (striking a deadly blow 
by not paying honor) I kill you.

Finn: The people around us start to pull you away 
from me. I lie there covered in blood.

Halfdane: And that means I survived the stabbing?

Finn: Yeah that sounds more interesting to me! Sure 
I could have let you bleed out by also striking a 
deadly blow, but in a way this might be worse for 
you. We’ll see.

Halfdane: Okay, so this means that I started a feud. 
(Taking an index card, writing “Finn was killed by 
Halfdane” on it. Then putting four honor tokens 
on it, and placing it in front of Finn’s player.)

(Formerly) Finn: Yes, and I have to wrap up a new 
character. I think I’ll continue to play as Finn’s 
brother Leif.

Jorunn: Yeah, that’ll be great. Gosh, I’m really 
curious to see what that asshat Halfdane has got 
coming for him.
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Appendix
Location Names

Prefix Suffix
Akra– (field) –bakki (river bank)

Borgar– (rocky hillside) -byggd (settlement)

Breida– (wide) –dalur (valley)

Flat– (flat) –fell (lone mountain)

Hafnar– (harbour) –fjordur (fjord)

Hauga– (mound) –holar (hills)

Hauka– (hawk) –holmur (islet)

Hesta– (horse) –holt (stony hill)

Husa– (house) –krokur (hook)

Kalfa– (calf) –nes (peninsula)

Mid– (middle) –stadur (site)

Nordur– (north) –vellir (open country)

Reykja– (smoke) –vik (bay)

Sudur– (south) –vatn (water)

Character Names
Female Names
Aslaug, Astrid, Bodil, Brunhild, Eindrid, Eivor, Estrid, Freydis, 
Geirny, Grimhild, Gudrid, Gudrun, Gunnhild, Gyda, Hedda, 
Hedvig, Helga, Helny, Hilda, Hildegard, Hrafnhild, Hrefna, 
Idun, Inga, Ingrid, Jorunn, Liv, Nora, Oddny, Ragnhild, Randvi, 
Rannveig, Saga, Signy, Sigrid, Siv, Solveig, Sonja, Swanhild, Thora, 
Thordis, Thorunn, Thurid, Unn, Vigdis, Yngvild.
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Male Names
Aki, Arni, Asgeir, Atli, Bjorn, Bodvar, Brynjolf, Dromund, Egil, 
Einar, Erik, Eyvind, Finn, Frodi, Gisli, Gorm, Grim, Gunnar, 
Halfdane, Harald, Helgi, Hilding, Hogni, Hrafn, Joar, Knut, 
Leif, Olaf, Orm, Ottar, Ragnar, Roar, Rudolf, Runvar, Solvi, 
Stein, Steinar, Stig, Sven, Thord, Thorkel, Thorolf, Thorstein, 
Ulf, Vali, Yngvar.

Nicknames
Facial Features: Beardless, Black, Black Beard, Black-tooth, 
Broad-beard, Dark-skin, Fair-haired, Flat-nose, Fork-beard, Pale, 
Red Beard, Thin-hair, White.

General Appearance: Barefoot, Burned, Dire, Giant, Grey-cloak, 
Half-troll, Horn-bearer, Leather-neck, Red-cloak, Skinny, Slim, 
Tall, Young.

Personality: Ale-lover, Berserk, Braggart, Deep-minded, Fool, 
Frantic, Godless, Loud, Mad, Proud, Ridiculer, Serpent-tongue, 
Sly, Watchful, Wise.

Expertise: Blood-axe, Bow-bender, Horse-gelder, Skull-splitter, 
Swift-rider, War-tooth, Word-master.

Other Aspects: Crow, Easterner, Hard-bone, Ill-fated, Iron-side, 
Left-handed, Cairn-breaker, Little-bear, Lucky, Night Wolf, Ox, 
Peacock, Ram, Raven, Rich, Strange.

Note: You might have to add “the” in front of a 
nickname or “one” after it.
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Cheat Sheet
•	 Sharing someone’s bed
•	 Giving someone a gift
•	 Commenting on a 

woman’s appearance

•	 Praising someone
•	 Insulting someone
•	 Escalating
•	 Striking a deadly blow

Sharing Someone’s Bed
Have sex with...

...a man you look 
up to

You lose 1 honor.

...a man you look 
down upon

You gain 1 honor from the bag.

...a woman You gain 1 honor from the bag 
and get to change one of the woman’s 
reputations. At the end of the scene, 
the player who played the woman decides 
whether she becomes pregnant or not 
(write this at the back of her card).

Giving Someone a Gift
Give a gift...

...to another man 
in public

You gain 1 honor from the bag—unless 
the man rejects the gift by escalating.

...to a woman
in public

You gain 1 honor from the bag—unless 
the woman rejects the gift, whereby you 
lose 1 honor.
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Commenting on a Woman’s Appearance
Make a comment...

...in public You gain 1 honor from the 
bag—unless another man objects 
by escalating.

...in private The player who plays the woman may 
choose to give you 1 honor from the 
bag if they please.

Praising Someone
Praise...

...yourself in public You gain 1 honor from the bag—
unless somene insults you.

...another man 
in public

They gain 1 honor from the bag 
(even if they are not present)—unless 
someone insults the man you praised.

Insulting Someone
Insult...

...a man in 
his presence

You take 1 honor from them—unless 
another man objects by escalating.

...a man not present You gain 1 honor from the 
bag—unless another man objects 
by escalating.
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Escalating
When a character initiates a conflict, their player escalates 
by paying 1 honor into the conflict pool. Every time someone 
escalates, their opponent must then respond by doing one of 
the following:

•	 escalate (pay 1 honor into the conflict pool).
•	 yield (You concede your claim to the honor in the 

conflict pool).
•	 Strike a deadly blow.

Note: It is up to the rest of the group to judge if an 
escalation is valid—it must be both immediate and 
more severe than the previous escalation. 

Striking a Deadly Blow
By striking a deadly blow you are effectively yielding, thus 
conceding your claim to the honor in the conflict pool. 
However your enemy won’t live to get away with it either. 

As the conflict ends, you get to narrate how you kill the other 
character. However, any character on the opposing side (including 
the one you struck) may respond to this move by also striking a 
deadly blow. 

Note: A player character can only strike a deadly 
blow once in a single conflict.
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Scene framing procedure
1. State the intention.
2. Decide when.
3. Choose a location.
4. Assign characters (at least one woman).
5. Introduce the main character.

End-of-scene procedure:
•	 Update I look up to / I look down upon between men in the 

scene. Update wants affected by this if necessary.
•	 Update the relationship map by adding new characters and/

or relationships.
•	 Those who played women pick the least manly man in the 

scene. That man loses 1 honor.

Act-Break procedure:
1. Determine who is on top of the hierarchy (the player 

character with the highest amount of honor).
2. Everyone else reads aloud who they look up to. Anyone who 

looks up to the man on top of the hierarchy gains 1 
honor from the bag.

3. The player who is on top of the hierarchy, reads aloud 
who they look down upon. Those men lose 1 honor.



Traits
Choose four or five traits below, at least one from each column:

   I am married to a woman
   I have a strong son
   I have a beautiful daughter
   I have battle scars
   I have several sexual relations
   I own land
   I know the law

   I have no sexual interest in women
   I have a feeble child
   I fear death
   I know how to practise Sejdr (magic)
   I have broken up with some of my relatives
   I am in considerable debt to someone
   I am an outlaw in hiding

Male Relationships
       I look up to him        I look down upon him

       I look up to him        I look down upon him

       I look up to him        I look down upon him

       I look up to him        I look down upon him

       I look up to him        I look down upon him

       I look up to him        I look down upon him

       I look up to him        I look down upon him

I want  

NameNickname



Back Blood Feud on Kickstarter!
We are kickstarting this game during the 18th of 

February to the 4th of March, as a part of Kickstarter’s 
Zine Quest 2021. Sign up for a notification and follow 

the project at our Kickstarter page.

Printer-friendly character sheets, and more 
information about the game can be found at the 

webpage: blackfiskforlag.com/products/blood-feud/

If you have any questions, feedback or 
suggestions, please send the authors an email at: 

alfpetermalmberg@gmail.com

https://www.kickstarter.com/projects/blackfiskforlag/blood-feud-an-rpg-about-honor-power-and-toxic-masculinity
https://blackfiskforlag.com/products/blood-feud/
mailto:alfpetermalmberg%40gmail.com?subject=Blood%20Feud

	_fqtbqbf5gtmv
	_6td5bfz4v1yn
	_tluswe23u9x
	_wvew4i0e1ix
	_x0i8htlen3s6
	_msaec02xr7n
	_p5ustoy1xk72
	_110qzt8ioly3
	_h2x6bhh0y5bk
	_gs93keoukwbl
	_amgzyih758ix
	_xucoulxrio3w
	_ruplmvpt6af7
	_blarw0f1b19b
	_ts3ykxqiclya
	_rl08ichz9nbn
	_ml39ncgf0f10
	_sftfnx5udw64
	_n7jtvtyleciv
	_4tmj0bq8kimy
	_q97d3u2pc6e3
	_p3pvg77nxtkn
	_noy1a5g7bc4t
	_cwvgbjuer9ih
	_nqfqngd1t8pf
	_77di75av5hd8
	_ob50r9heq5wj
	_hxqrc4u1nfng
	_h899nhg19fw1
	_br3urv6qm8zj
	_h1apv1mafsfn
	_g76e5y9cm6y8
	_mc3zy4r666l
	_2oc0wl3v2shk
	_m9mp20ak01l7
	_rv8atat845h9
	_yecm39uku0w0
	_1p9fig1vxaau
	_jgj9afm2vwuk
	_virol2n3djst
	_pwyrs9l0nhb1
	_1eukh89p1t5k
	_owvyscnmmvx8
	_379etlqvcdir
	_qnosyo3gtk0u
	_pcukvb6v6oy
	_52xz9md562a9
	_nk2s4nnypcv6
	_2evffl9qgf2n
	_70ckt9yxoxe4
	_obq9kvvox1hv
	_5cmno5xtd6zm
	_g8gdjqbmooa7
	_xc7uhcu7kz7d
	_a140ozkro6qf
	_ndbrg9yc7ocs
	_n9m7l680g81
	_netluj3wzq6
	_wjims7nzp56e
	_drhs4drcxlbn
	_euj219o1kurp
	_41ziox6qylu0
	_5vbs1p55t3n7
	_b73tyqhkzzv9
	_xjbjfvwnodem
	_xhhh3izhi2wv
	_ru5he5t5vk6z
	_xy17fla90n6h
	_8qommgidw2sw
	_6bq1bi2dsgqh
	_mrwve7pco818
	_wv6c50eo5cl9
	_lxlhivua7h3
	_7qnw1lges54t
	_elajlr4cqvzq
	_faabyqke1twl
	_qmmq7txdiupo
	_grf1k32ak3v3
	_jz8zz9i29xyd
	_xj2b9qhbldsg
	_tpmwqxqakiu5
	_1q0wyu5ly41w
	_tx9hpdo6bljk
	_aeujysdl250q
	_lxfzp9nmq416
	_6ghj3wrwemtu
	_2j0xtzxdlkrp
	_9yrozyifv1n9
	_mf6ky7gq5wq5
	_vvbzvdqt9gq9
	_ai6mlmfef24k
	_9eq2gay2thvh
	_9eq2gay2thvh
	_4dl2kfy7r605
	_amhv0mbrv5g0
	_8k6fvwt2bkxg
	_e925bsr75z7t
	_k53lskrpuef7
	_dep8z2twb3wv
	_n0vygspic1vy
	_lre3zcegs7pf
	_odz468axwwgz
	_odz468axwwgz
	_shj1n8de1jsj
	_foyzwjtwvfg9
	_9xxgc8d5fvae
	_xweledeogv8b
	_dxjnztwsv6nh
	_6n9b8kobs67s
	_yr07zxtz7yer
	_oue5yf3v4018
	_z50u7s7jhuo1
	_xobf93mou816
	_utejcigbqerr
	_o5kun48kwwq1
	_2el46kmhgj8e
	_pp50u5lt0wp1
	_3c4z5wpril8r
	_q5ikihapg115
	_sek6gdf8qm8h
	_j2yk8usf9jt1
	_7md5fwuyqez4
	_hcweuvvpoip6
	_w2xphi5o5bh0
	_vpal63kvmty4
	_1br4049uwbbw
	_oftlp3h1ke3e
	_i8fyb53votg8
	_d2rzdb00vam
	_9fa2ta3t7dx5
	_b873wybs4pxf
	_paiubp9nl6zl
	_az4eish87pc8
	_d66ywh1w1708
	_fqbml6pp1vl8
	_x08cmkmx6wh2
	_pcjhntm8mej3
	_qxla3ubh4cyk
	_pcjhntm8mej3
	_ulptkltxj0qu
	_y9quvsthouxl
	_sidugqb3nsa
	_e4uqhs1ly5k8
	_eqp3jqaklcre
	_l10k6fyuljk6
	_x7xscb6fbcec
	_yqdgxprgvjq
	_jna1chutl2mv
	_casdcp81d0yz
	_3jjh46vihmfl
	_nrc519wo28n1
	_frzfwavw7sgf
	_e33q2wgsqhib
	_t6d6xwlx3mlp
	_8d18uzhulrx9
	_htuvpu26wu0p
	_fkm56zx0lo19
	_p0vd81vk0kez
	_uz83oxficizu
	_smzaowut7i3u
	_knx34e5ug5nu
	_9onjldylgx8u
	_z1q54o30hl2f
	_5rrke0qjnuol
	_yk0ok77ht3dv
	_zge47jz94p8k
	_9g7w2mauuwer
	_uj06hg7q7j1i
	_30f4hko7072t
	_dmj32yl7jhar
	_ylxeght36z3k
	_okrb01f5m0sr
	_zcvx48utqhux
	_zcvx48utqhux
	_zcvx48utqhux
	_bey1qvck38c1
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_dk34srlc9xxh
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_trgavlra6wsn
	_k1ced0j4pf3w
	_250z0xhasrvk
	_dbiwyreeuzqr
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_r14v2ajhbe0n
	_k030yj4zqk55
	_u0cmxajcectd
	_s0mdf8m0y437
	_dbh54vo1ucl1
	_fhml6c6vkgna
	_ylgd9mwsx5st
	_5uhvw9y76wk4
	_12sacplhcxf2
	_f0uh0f7iuuzx
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_fd9kcqn39z10
	_ks7jkin0bt10
	Introduction
	Setup
	1) Set a Time Limit
	2) Set the Expectations
	3) Begin Filling Out Your Character Sheets
	4) Create Wants
	5) Begin Creating the Relationship Map
	6) Fill Out Your Male Relationships
	7) Take a Break
	8) Summarize the Rules
	9) Set the First Scene

	Playing Scenes
	Framing a Scene
	Narrative Freedom
	The End of a Scene

	The Act Structure
	Moves
	Sharing Someone’s Bed
	Giving Someone a Gift
	Commenting on a Woman’s Appearance
	Praising Someone
	Insulting Someone
	Escalating
	Striking a Deadly Blow

	Deaths and Feuds
	The Death of a Player Character
	Vengeance
	Resolution

	Debrief
	Extended Gameplay Example
	Appendix
	Location Names
	Character Names
	Cheat Sheet
	Character Sheet


