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‘Your riddle is good, Gestumblindi,’ said the king; ‘I have guessed it.
That is the dung-beetle; but when great men ask questions about dung-
beetles, they have talked too long.’

(H 13) What strange marvel
did I see without,
before the great one’s gate;
on high it skims,
screams eagle-voiced,}
and hard on the helm is its clutch??
This riddle ponder,
O prince Heidrek!

“Your riddle is good, Gestumblindi,” said the king; ‘I have guessed it.
That is an arrow.’

(H 15) What strange marvel
did I see without,
before the great one’s gate;
the giver of light,
but engulfer of flame,3
for which wolves unceasing strive?
This riddle ponder,
O prince Heidrek!

‘Your riddle is good, Gestumblindi,” said the king; ‘I have guessed it.
That is the sun; it lightens all lands and shines upon all men; but the
wolves are called Skalli and Hatti—those wolves, of which one goes before
the sun, and the other follows after.’4

(H 30) I saw a stallion
bestride® a mare,
with buttock under belly
and bobbing tail;

3 Grundtvig’s emendation gives good sense and a paradox characteristic of
the style: it gives light to men, but it swallows flame. The same idea is used
in riddle H 33 below.

4 The two wolves appear as Skoll and Hati in Grimnismdl 39 and in SnE. 18.
Skoll pursues the sun and Hati, offspring of Fenrir the great wolf, pursues
the moon (but in Vafpridnismdl 46—7 it is Fenrir himself who seizes the sun
out of the sky).

5 The verb hyda, pret. hyddi, means to ‘take the hide off, flay, flog’ (cf.
English ‘hiding’); but see Fritzner, Ordbog, s.v. hyda.
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Heidrekr konungr,
hyggOu at gitu!

P4 svarar konungr, ‘Pessa gitu skulu r40a hirdmenn minir.’ Peir gitu
margs til ok eigi fagrs mjok. P4 melti konungr, sem hann si at peir gerdu

ekki at, ‘Hest pann kallar pu linvef, en skeid meri hans, en upp ok ofan skal
hrista vefinn.’1

(H 33) Meyjar ek sa
moldu likar,
viru peim at bedjum bjorg,
svartar ok sdmar®
i s6lvidri,
en pess at fegri, er feera of sér.
Hei0rekr konungr,
hyggOu at gatu!

* G40 er gata pin, Gestumblindi, getit er peirar; pat eru gledr folnadar 4

arni.’

¢ svartur ok sdmur H

1 This solution is obviously wrong: the ‘mare’ is the web on the loom,
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This riddle ponder,
. O prince Heidrek!

Then the king said, ‘The men of my court shall solve this one.” They
made many guesses, but none very good, and when the king saw that they
could make nothing of it he said, ‘What you call a “stallion” is a piece of
linen, and his “mare” is the weaver’s slay; up and down the web is shaken.’?

(H 33) Ladies I looked on
in likeness of dust,
on bed of stone they slept;
black they are and swarthy
in sunny weather,
but the lighter the less one can see.
This riddle ponder,
O prince Heidrek!

‘Your riddle is good, Gestumblindi,’ said the king; ‘I have guessed it.
Those are embers grown pale upon the hearth.’

which is alternately raised up and pressed down by the rod or slay.
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VII

Verses of The Battle of the Goths and the Huns not found in R

The following verses from U correspond to the prose passage in R between

verses 8o and 81.

Heill kom pd Hlg0r,
HeiOreks arfi,®
brédir minn,

gakk 4 bekk sitja;
drekkum Heidreks
hollar veigar

foOur okkrum
fyrstum manna,

vin eda mjQd

hvért pér vildara® pykkir.

HloOr kvad:

Til annars vér
hingat férum

en ¢l at drekka;
pigg ek ei,® pjédann,
pinar veigar,

nema ek halft hafi
allt pat HeiOrekr atti

(etc., as verse 81)

HI6d, you are welcome,
Heidrek’s offspring,

my own brother:

on the bench seat you;
let us drink the good
draughts of Heidrek,
drink to our father

the first of men

of wine or of mead

as the wish takes you.

Hl6d said:
For something else
have we sped hither
than for ale-drinking;
king, I care not

your cup to take
if I have not the half
of Heidrek’s riches

(etc., as verse 81)

Some critics (Bugge, Heusler) have regarded this as a seventeenth-
century composition from the transmitted prose (this prose itself being based
on lost verses); Helgason on the other hand believes it to be ‘certainly

original.’

It does not seem necessary to dismiss the first of these verses at least as
wholly the production of a later time. In a poem like this individual verses
may have undergone through generations a continuous process of decay and
regrafting, so that a distinction between ‘old’ and ‘late’ verses may be mis-

leading if pressed.

¢ arfi em. Skj. (cf. verse 79/2), feduz U

b valdara U

° pigg ek ei em. foll. suggestion of Helgason, piggja ef U



APPENDIX B
GUDMUND OF GLASISVELLIR

Neither Gudmund nor his dwelling are mentioned in the Prose or Poetic
Edda, but Saxo has much to tell of him in his eighth book.! Saxo’s account
concerns the journey of Thorkillus and his companions to seek the realm of
Geruthus (Geirradr), a perilous attempt, of which

those who tried it declared that it was needful to sail over the Ocean that
goes round the lands, to leave the sun and stars behind, to journey down
into chaos, and at last to pass into a land where no light was and where
darkness reigned eternally.

Eventually they came #n ulteriorem Byarmiam, and there in this grim region
they met Guthmundus, a man of extraordinary size, the brother of Geruthus.
Guthmundus invited them to be his guests. They came to a river spanned
by a bridge of gold, but Guthmundus forbade them to cross over by it,
‘telling them that by this channel nature had divided the world of men from
the world of monsters, and that no mortal track might go further.’2

Throughout their sojourn with Guthmundus, Thorkillus was perpetually
warning his companions against accepting the hospitality that was offered
them: they must abstain from the food that was set before them, they must
not speak to the inhabitants, they must not be tempted by the women whom
Guthmundus offered them. Those of them who neglected Thorkillus’ warn-
ings on this last matter went mad; but the rest Guthmundus finally transported
across the river,

They came to a ‘gloomy, neglected town, looking more like a cloud ex-
haling vapour,’ a dark fortress with the heads of dead warriors impaled on the
battlements, and savage dogs guarding the entrances. The conception of the
halls of Geruthus is a grim one, and it has power even in Saxo’s swollen
language: a picture of great riches amid hideous decay, almost as it were a
great burial-mound, with gems and horns and golden vessels on a floor of
snakes and dung, beneath a roof of spearheads, and everywhere a vile oppres-
sive stench. ‘Bloodless, phantasmal monsters’ armed with clubs were
yelling, others played a gruesome game with a goat’s skin which they tossed
back and forth. At last they came upon Geruthus himself, an old man
seated upon the high seat with his body pierced through, and beside him

1 ed. Holder 286 ff.; trans. Elton 344 ff.
2 cf. the crossing of the Gjallarbri, which was roofed with gold, by Herméd
in his ride to seek Balder, SnE. 66.
84
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three women with their backs broken. As they turned to depart they were
overcome by the temptation to lay hands on the treasures they found there,
and at that the whole place rose against them; from the battle that followed
only a few escaped alive. These returned to Guthmundus’ land, and (all
save one) succeeded in resisting his blandishments and attempts to make
them linger there.

Many features of this strange story reappear elsewhere: thus, the journey
made by Thor to the dwelling of Geirrdd the giant, during which Thér had
to ford the river Vimur, ‘greatest of all rivers,” (SnE. 105 ff.), has close con-
nections with Saxo’s story of Thorkillus.!

In Porsteins Pdttr Bajarmagns? Gudmund of Glasisvellir himself makes
the journey-to Geirrdd’s kingdom, accompanied by the hero, Thorstein. As
in Saxo, Gudmund and his men are of giant size (in Heidreks Saga he was
king or lord in Jétunheimar). The geography is similar to Saxo’s account
in that Gudmund’s realm is adjacent to Geirrdd’s, but divided from it by a
river, but in almost all other respects there is little to connect them; Gud-
mund, so far from being Geirréd’s brother, is his reluctant tributary, and he
appears rather as benevolent than as a cunning enchanter. According to
Porsteins Pdttr Gudmund’s father was Ulfhedinn trausti, but was ‘called
Gudmund like all others who dwell in Glasisvellir’; Gudmund’s son was
Heidrek Wolfskin, who ruled over Geirradargardar after Geirréd’s death.
The place-name Grundir (Grund in Heidreks Saga) also appears in this work.

It is only possible to combine the accounts of Porsteins Pdttr and Heidreks
Saga of the geography of these legendary legions if one believes that the
latter account refers to the situation after the destruction of Geirréd and the
taking of his kingdom by Gudmund; but it is easier to believe that traditions
had become dim and confused by the time that these accounts were com-
posed, and the relations of the legendary localities were differently interpreted
by different writers. One must not think in terms of a great mythological
atlas of the northern world, with legendary lines of latitude and longitude.

Gudmund of Glasisvellir, as he appears in Helga Pdttr Pdrissonar® bears
a much greater likeness to the Guthmundus of Saxo.

The name Glasisvellir is usually connected with Glasislundr, the dwelling
of King Hjorvard in the Eddaic poem Helgakvida Hjorvardssonar (1), and
with the grove (lundr) called Glasir, with leaves of red gold, which stood
before the door of Valhéll (SnE. 122). Glasir, Glasis- is then connected with
the group of words signifying ‘amber’ or ‘glass’ (Norse gler, O.E. gler, gles,
etc.), and Glasisvellir rendered as the Glittering Plains.’

1 The pierced body of Geruthus and the broken backs of the women were
due to Thoér’s visit.
2 Fornmanna Sogur 111 175 ff.
3 Ibid., 135 ff.
N



86 APPENDIX B

Further reference may be made to Bugge, ‘Iduns ZEbler,” Arkiv V 13 ff.;
Bugge, Studier 483 f.; Herrmann 587 ff.; and to the very interesting essay
by R. Much, ‘Balder,” Z.f.d.Alt. LXI (1924) 99 ft.

As to the name Oddinsakr: Saxo (ed. Holder 105) tells of a certain
Fiallerus being driven into exile to a place called Undensakre ‘which is un-
known to our peoples.” There was a place in Iceland called Oddinsakr,
reputed to be so called because certain herbs grew there which were a protec-
tion against death (Olavius, Oeconomisk Rejse igjennem . . . Island, 1780, 11
288); and a corrupt form of the name is recorded from Norway (O. Rygh,
Norske Gaardnavne 111 43). Finally, Oddinsakr appears as the ‘heathen’
name of the earthly paradise in the East (‘but Christians call it the Land of

Living Men or Paradise’) in Eiriks Saga Vidforla,' without reference to
Gudmund of Glasisvellir.

1 Flateyjarbok 1 29 fi.



APPENDIX C
THE REFERENCES TO ODIN

The expression which is used in verses 2 and 3, ‘to be Odin’s guest,’ implies
‘to die in battle’; it is found more than once elsewhere. Those killed in
battle passed into Odin’s presence in Valhéll, the Hall of the Slain, and he
himself was called Valfgdr, the Father of the Slain. In the tenth-century
poem Eiriksmdl Odin speaks with the fallen princes in Valhéll of the coming
of Eirik Bloodaxe to take his place there; and in the Eddaic poem Grimnismdl
(8) 1t is said:

Gladsheim the fifth is

where golden-bright

Valholl spreading stands;

there does Odin

on every day

choose out the champions slain.

The remark that Angantyr and Hjdlmar ‘showed each other the way to
Valholl’ can be understood in connection with the later statement that
Heidrek gave the slain of King Harald’s army to Odin, and with verse 100,
where Gizur says, ‘May Odin let the dart fly as I prescribe it!’

There are many passages in saga-literature similar to these, in which an
enemy or enemy army is in some way dedicated to Odin on the battlefield;
more than once a javelin is said to have been shot over the enemy host.
Thus in Eyrbyggja Saga ch. 44 Steinthér cast a spear over Snorri’s men at
Jornum sid til heilla sér, ‘to bring himself luck, according to the ancient
custom’; and in Styrbjarnar Pdttr (Flateyjarbék 11 72) Eirik, after dedicating
himself in Odin’s temple to die after ten years if he should be victorious over
Styrbj6rn, met a tall man wearing a long hood, who put a cane in his hand and
told him to shoot it over Styrbjérn’s men, saying as he did so, Odinn & ydr
alla (‘Odin has you all!’)

The javelin is constantly associated with Odin; his own weapon was
called Gungnir (SnE. 72, etc.), with a javelin he was himself marked before
death (Ynglhinga Saga ch. ¢), and Sigmund’s sword was broken on Odin’s
spear (Volsunga Saga ch. 11).

Passages from Norse and other literatures that bear on this subject are
gathered together and discussed by H. M. Chadwick, The Cult of Othin, 18¢9.
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APPENDIX D
THE GAME OF ‘HNEFATAFL’

The name of the game is found in MSS constantly varying between the forms
hnefatafl, hneftafl, and hnettafl, besides forms without initial %, and in late MSS
hnottafl—a form which gave rise to the notion that the game was played with
nuts.

There are a great many passages in the sagas where hnefatafl or other
board-games are referred to, but none gives a clear account, and most offer
only a passing reference. An article by F. Lewis in Transactions of the
Honourable Society of Cymmrodorion, 1941, 185 fI., casts however a good deal
of light on the matter; he is primarily concerned with the elucidation of the
Welsh Tawlbwrdd (a game derived apparently from Scandinavia, and the
name from Norse taflbord), but clearly hnefatafl was essentially the same
game.l

‘'These games belong to the type that have been called ‘hunt-games,’ in
which one piece attempts to escape from the enemy, either with the help of
defenders or without; but if with defenders, then these are outnumbered
two to one by the attackers. They are thus altogether different in conception
from ‘battle-games’ (chess, draughts), where there is an equal number of
pieces on each side; for in the hunt-games the player wielding the attacking
pieces will—given equal skill in both players—win, which no doubt accounts
for their decay in esteem. The hunt-games are nonetheless games of skill
and not of chance, and the statement, made time and time again, that hnefatafl
was played with dice must be rejected.? It was played on a board of un-
differentiated squares (either odd or even in number), with the Anefi on the
central square (or central intersection) at the beginning of the game; the
king’s men were grouped around him at the start, and the attackers (probably)
in four groups at the margins of the board. The latter attempt to pen him in
so that he cannot move, while he, with the help of his men, tries to reach the
edge. Pieces are taken when hemmed in between two others on the same
line; but the possibilities with regard to the king’s moves are unclear.

A board was discovered at Vimose in Sweden on which there seem to

1 Another version is the Alea Evangelit or ‘Game of the Gospel’ (J. Armi-
tage Robinson, The Times of St Dunstan, 1923, 69 ff., 1771 ff., and frontispiece),
and similar again in theme is the widespread popular game of ‘Fox and Geese’
(Norse refskdk).

2 In the solution to verse 59 both R and H refer to the hunn (die) in hnefatafi.

Either this is a mistake, or the name came to be applied to quite distinct board-

games.
88



APPENDIX D 89

have been 324 squares (18 by 18), as in the Alea Evangelii, and another from
the Viking period was dug up in West Meath, where there are 49 holes
arranged 7 by 7, with the central hole specially distinguished; here the pieces
must have been pegged to their places.

Finally it may be mentioned that in Scandinavia, as also in Wales, the
sets were often very costly, possessing sometimes an importance over and
above their function; thus in the North boards and men were used to adorn
temples (Sturlaugs Saga starfsama ch. 18,1 of the golden set in the temple of
Thér). Pieces of silver and of walrus-ivory are recorded (Gull-poris Saga
ch. 14,2 Krdka-Refs Saga ch. 33); cf. also the golden #gflur of the gods in
Volospd 61. Among grave-goods have been found pieces of amber, bone,
and glass; among the pieces there is sometimes one that is marked out from
the remainder in one way or another.

1F.A.S. I (1830) 627
2 ed. Kr. Kalund (S.T.U.4.G.N.L. XXVI, 1898)
3 ed. P. Palsson (S.T.U.4.G.N.L. X, 1883)
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THE RIDDLE OF THE SOW
WITH AN UNBORN LITTER

This enigma (verse 69) has a curious history. There is a legend told in the
ancient poem Melampodia, ascribed to Hesiod, of a contest between Mopsus
and Kalchas the seer.! Mopsus asked Kalchas how many young there were
in a sow that was just about to give birth, and when it would do so. When
Kalchas did not answer, he said himself that there were ten, among which
was one male, and that it would give birth to them on the next day. When it
turned out as Mopsus said, Kalchas died of mortification.

This is obviously a piece of divination, not a riddle at all. The Norse
form represents a stage halfway between divination and riddle, so to say; it
occurs in a riddle-contest and has the outward form of a riddle, but it has
not yet sloughed off the particular, once-occurring event which must ac-
company the divination and confirm its accuracy. Regarded as a riddle it is
insoluble; there are insufficient limiting factors.

In England the development can be followed a stage further. Aldhelm’s
verse, De Scrofa Praegnante (Aldhelm vi 10; Opera ed. Giles 266), is un-
questionably a riddle; the individual accompanying event has now dis-
appeared, and only the particularising of the actual number of young remains
to hint at its history.

Bibliographical information on this subject is given by F. Tupper, The
Riddles of the Exeter Book, 1910, 155.

1 K. Ohlert, Rdtsel und Gesellschaftsspiele der alten Griechen, 1886, 36 fi.
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FRODMAR

In verse 13/1—4 (as emended) kon ‘she’ must be Hervér’s mother; but who
is Frédmar? It is odd, too, that Hervor should only here get to know who
her father was; but as her ignorance is only shown by the remark of the
slave (‘the jarl forbids every man to speak to you of your parentage’), this
might be possibly due to a misunderstanding of the verses, which do not
necessarily presuppose it. The notion that Frédmar was the name of the
swineherd (‘I cannot boast of our noble line—even though my mother did
win Frédmar’s favour,” spoken in irony), as has been suggested, is not very
credible.

The adoption of U’s reading hefdi fengit, making Hervor say, ‘even
though I won Frédmar’s favour,” does not seem to help. The curious state-
ment in R (p. 30) that the foster-father of Hervor the second was called
Frédmar may have some bearing on the puzzle, but it is hard to see what:
H and U have Ormar here, as one would expect, since he is her foster-
father in the Battle of the Goths and the Huns. Again, the dream that Hervér
speaks of in verse 17 is referred to nowhere else.

The most likely explanation of these discrepancies is a shortening,
conscious or unconscious, in the base-MS from which all the extant texts
descend. Most critics have found these verses wanting!; but even if they
are thought to be a late composition on the basis of a prose saga-text, the two

obscure references in them must refer to something, and therefore that text
does not now exist.

! ‘Die #usserst platten Strophen,” Edd. Min. Ixxvii; ‘halt, tame, and
spiritless,” C.P.B. 1 495.
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GLOSSARY OF TECHNICAL TERMS*

Alpingi Great Assembly. About A.D. 930 the godar of Iceland combined
to form the Great Assembly, which met annually in June at Thingvellir.
The details of its composition and organisation in this period are obscure.
When the Constitution was revised, ¢. A.D. 963, Iceland was divided into
geographical Quarters (Fjordungar), North, South, East and West, and
the Assembly was composed of thirty-nine godar, nine representing each
Quarter, except the Northern one, which was represented by twelve.
The twelve godar from the Northern Quarter were not, however, able to
exercise greater influence on the decisions of the Assembly than the nine
representing each of the other Quarters.

The Great Assembly was divided into the Legislature (Lggrétta) and the
Judicial Courts, both of which were controlled by the godar. The Judicial
Courts numbered four, one to try cases pertaining to each Quarter, and
were called Quarter Courts (Fjordungsdémar). About the year 1005, a
Court of Appeal (Fimmtardomr) was instituted.

All householders whose capital wealth was above a certain standard
were obliged to attend the Great Assembly in the following of the god:
to whom they owed allegiance, or else pay a tax (pingfararkaup) to the

0di.
£ Provision was made for lesser assemblies, the vdrping in spring and
the leid in autumn, at local meeting places (pingstpd), of which there were
‘three in each Quarter, except in the Northern one, where there were four.
Three godar presided at each local assembly. (See Aage Gregersen,
L’Islande. Son statut a travers les dges, 1937.)

Berserkr a man capable of fits of frenzied rage, or running amok. Berserks
were said to fight without corselets, raging like wolves with the strength
of bears, and might be regarded almost as shape-changers, who acquired
the strength and ferocity of beasts. During pagan times, berserks were
highly prized as warriors, but under Christian law those who ‘went
berserk’ were liable to heavy penalties. The word berserkr,  bear-shirted,’
implies perhaps that berserks sometimes disguised themselves as bears.
The berserk-fury is described in Ynghngas., ch. 6.

Drdpa a sequence of strophes in scaldic form generally composed in praise
of a king or great prince. The drdpa is normally and properly embellished
with a refrain (stef), which usually recurs at regular intervals in the
central section of the poem (cf. the construction of Hofudlausn in Egilss.,
ch. 60). The flokkr was a sequence of strophes without refrain and
commonly shorter than the drdpa. Because of its more intricate form
the drdpa was thought to be more suitable as homage to a king, but lesser
princes must be content with a flokkr, as in Gunnlaugs Saga. The poet
Pérarinn loftunga is said to have incurred King Knut’s wrath by com-
posing a flokkr in his honour (a dreplingr, as the king called it). He saved
himself by revising it and introducing a refrain, thus turning it into a

* This Glossary contains terms commonly employed in the Sagas and will be
expanded as further volumes in this series are published.
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drépa (cf. Oldfss. helga, ch. 172, in Hkr. II). (See J. de Vries, Altnordische
Lateraturgeschichte, 1941—2, 1 87 ff.)

Festarkona a woman formally betrothed before witnesses in accordance
with the provision of the law. The term Aeitkona is not found in the
laws, but seems to have been used for a bride promised without legal
formalities. (See K. Maurer, Vorlesungen iiber altnordische Rechtsgeschichte,
19o7-10, IT 517-18.)

Fylgia a personification of the essential nature or power of an individual
or family. It often appeared in the form of an animal whose nature
corresponded to the name or character of the individual it represented.
The family wraiths (ettaryfylgjur) were protective spirits who were often
seen in female form. (cf. J. de Vries, Altgermanische Religionsgeschichte,
19357, II 351-5; G. Turville-Petre, ‘Liggja fylgjur pinar til Islands’
Saga-Book of the Viking Society XII (1937—45), 119—26.)

Glima a form of wrestling still popular in Iceland. The combatants take
a grip in each other’s belt and attempt to make a throw by the use of
various tricks, chiefly by rapid foot movements. (See Bjérn Bjarnason,
Nordboernes legemlige Uddannelse ¢ Oldtiden, 19os, 102 ff.)

Godi literally ‘the godly one,’ priest, and the title assumed by the chieftains
of Iceland, whose office, called godord, combined secular with religious
authority. At the beginning each godi was sovereign ruler over his followers
(pingmenn).

The godord in Iceland probably numbered thirty-six when the settle-
ment was first completed; their number was increased to thirty-nine
c. A.D. 963 and to forty-eight on the institution of the Court of Appeal,
¢. A.D. 1005 (see Alpingi).

After the Conversion to Christianity (A.D. 1000) the godar maintained
their titles and secular authority, presiding at local assemblies, acting as
legislators and appointing judges at the Great Assembly. The office of
godord could be bought, sold, divided and even lent.

Hilmganga duel, literally ‘island-going,’ since duels were traditionally
fought on islands, although a piece of ground, measured and marked
out, was often substituted. Each principal might have a second, who
protected him with a shield (kalda skildi fyrir e-n). Blows were exchanged
in turn, the challenged party striking first. A wounded dueller could
escape further injury by payment of a stipulated sum, usually three marks
of silver.

According to the sagas, the duel was a legal form of redress. Its
abolition probably resulted from the institution of the Court of Appeal
(see Alpingi), which greatly reduced the chance of legal deadlock. (See
Gwyn Jones, ‘Some characteristics of the Icelandic “hdlmganga”,’
Yournal of English and Germanic Philology XXXII (1933), 203-24; Eirtkr
Magnusson, The Saga Library VI, 1905, 349 ft.)
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Farl the original meaning was ‘man of noble birth, warrior,” as opposed to
the common people, karlar (cf. the Old English pair eorl : ceorl). As a
title jarl was applied to hereditary Norse and Danish chieftains, many no
doubt being in fact sovereign lords in earlier times; but with the reduc-
tion of all the petty chiefs to the status of liegemen under the king the
word changed in meaning correspondingly. As a result the English word
eorl was also affected in sense, whence ultimately Modern English ‘earl.’

Logberg the eminence at Thingvellir, the site of the Great Assembly,
where the Law-Speaker had his seat and where all important announce-
ments were made, whether by him or by other speakers.

Logsogumadr Law-Speaker, the highest officer of the Icelandic Common-
wealth and President of the Great Assembly (see Alpingi). He was elected
by the godar for a term of three years and could be re-elected for further
terms. As his title implies, it was part of the Law Speaker’s duty to
recite the laws at the Great Assembly, one-third of the code each year,
covering the whole code in his three years of office.

The term Lggmadr (Lawman) was at first applied in Iceland to any-
one learned in law. In Norway, on the other hand, Logmadr was the
title of the President of an assembly. After Norwegian law was introduced
in Iceland (A.D. 1271-3), the title Logmadr replaced that of Logsogumadr,
in accordance with Norwegian practice.

Mpork approximately half a pound in weight. It contained eight aurar,
each eyrir weighing just under an ounce. Homespun cloth (vadmdl)
formed, with silver, the chief staple of exchange and in the early period
was Iceland’s chief export. About A.D. 1000, one eyrir of refined silver was
worth approximately twenty-four yards of vadmdl; unrefined silver had
half the value of the refined. (See Porkell Jéhannesson, Die Stellung der
Jreien Arbeiter in Island, 1933, 37-42.)

Skdli originally small house, hut, hence apartment, room (cf. eldaskdli,
kitchen), hall (cf. drykkjuskdli, drinking hall). Skdli came later to be
used especially for ‘sleeping room’ (also called svefnskdli). A raised
floor or dais (set), which ran along the greater part of each side wall, was
used as a sleeping place for the household. The chief persons of the
family often slept in a separate bed-closet (lokrekkja), which could be
closed by a door or sliding panel. The lokrekkja was commonly placed at
the inner end of the dais (innar af seti), between it and the gable-end.
(See Valtyr Gudmundsson, Privatboligen pd Island, 1889, 206 fI.)
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Stofa principal room of the house, where the inmates would dine and
occupy themselves by day. Along each of the side walls ran a boarded
dais (pallr, langpallr), while a cross-dais (pverpallr) often filled the gable-
end. In early times the fire burned on the low earthen floor, which extended
down the middle of the stofa between the raised flooring on each side.
This raised floor sometimes rose in steps, which served as seats; some-
times, however, benches were placed upon it.

The central section of the dais on one side was called the (edra) gndvegi,
‘(upper) high seat,” and was occupied by the master of the house and
his closest associates. The corresponding section on the opposite side
was called the dedra or amnat gndvegi, ‘lower’ or ‘second high seat,’
and was commonly occupied by the chief guests. The cross-dais was

often reserved for women. (See Valtyr Gudmundsson, Privatboligen pd
Island, 1889, 171 fI.)
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Alfhildr Alfsdéttir 67
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Alrekr inn freekni, Alrek the Valiant
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Ama Ymisdéttir 66

Angantyr (I) Amgrimsson 3-8, 10
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Angantyr (I1) Hofundarson 21, 22

Angantyr (III) Heidreksson, king of
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Arngrimr, the giant (called Hergrimr
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Arngrimr, the viking 3-5, 14, 19,
67-9

Asa Haraldsdéttir 60

Astridr Njalsdéttir 62
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Bjarmarr jarl (Bjartmarr i HU) 4,
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Bjorn at Haugi, Bjorn of the Barrow
61
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Bjorn Jarnsida, Bjérn Ironside 60,
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Bl6t-Sveinn, see Sveinn

Bofi Arngrimsson 69

Bragi skald 61

Dellingr 34, 35, 4
Durin, the dwarf (Dulmn in H) 68
Dvalinn, the dwarf 15, 68

Eirikr Bjarnarson 60, 61

Eirikr inn sigrseli, Eirik the Vic-
torious 61

Eirikr Refilsson 60, 61

Eirikr Qnundarson 61

Eyfura, wife of Arngrim 2, 3, 14,
68, 69

Eygrimr bélmr, see Grimr
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PERSONAL NAMES

Eymundr Olifsson 62
Eysteinninn illr4di, Eystein the Wicked
60

Finnr inn skjilgi, Finn the Squinter
62

Fridr Pjazadéttir 68

Frédmarr (in verse 13) 10

Fré0marr, jarl in England 30

Gestumblindi  32—44, 8o0-2

Gizurr Grytingalidi 21, 50, 54—6

Gizurr, king of the Gautar 46

Grimr Hergrimsson 66, 67

Grytingalidi, see Gizurr Grytingalidi

Gudmundr, king in Glasisvellir 20,
66

Gylfi 68

Haddingjar tveir Arngrimssynir, the
two Haddings 3, 69

Hakon, king of the Swedes 62

Halfdan snjalli, Hilfdan the Valiant

59
Hallsteinn Steinkelsson 63
Haraldr hardr4di Sigurdarson 62, 63
Haraldr hilditonn, Harald War-tooth

59, 60

Haraldr inn granraudi, Harald the
Red-bearded 60
Haraldr inn harfagri, Harald the

Fair-haired 61

Haraldr, king of Reidgotaland 23-6

Heidr Gylfadéttir 68

HeiOrekr inn vitri Hofundarson, Heid-
rek the Wise 17, 21-50, 53, 55,
80—3

Heidrekr dlfhamr, Heidrek Wolfskin

59
Helga Haraldsdoéttir 24
Hergrimr halftroll 66, 67
Hervardr Arngrimsson 3, 7, 14, 69
Hervardr, name of Hervér (I) 12, 20
Hervor (I) Angantysdéttir 10, 11,
13-22, 77
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Hervor (II) Heidreksdéttir 30, 52,

53

Hildr HeiBreskdéttir 59

Hjalmarr inn hugumstéri, Hjalmar the
Great-hearted 4-8, 10, 17, 19, 69,
_70) 73) 78

Hjorvardr Amgrimsson 3, 4, 7, 12,
14, 69

Hlér, god of the sea 40

Hlodr Heidreksson 26, 46-8, 51, 52,
56-8, 60, 83

Hrani Arngrimsson 3, 7, 14, 69

Humli, king of the Huns 26, 46, 47,
51, 52, 56, 57

Humlungr, i.e. Hlpdr 49

Hvitserkr Ragnarsson 60

Hofundr Gudmundarson 20-2, 23,
26, 66

Ingi Hallsteinsson 63

Ingi Steinkelsson 62, 63

Ingibjorg Ingjaldsdéttir o9, 73

Ingigerdr Haraldsdéttir 63

Ingjaldr inn illradi, Ingjald
Wicked 59

Ingjaldr, king of the Swedes (called
Yngviin HU) 3

varr inn beinlausi, Ivar the Boneless
60

Ivarr inn vidfadmi, fvar the Wide-
grasping 59, 60

the

Kjarr, king of the Valir 46
Mer, wife of Ingi Steinkelsson 62
Njall Finnsson 62

Oddr, see Qrvar-Oddr

Odinn, the god Odin 6, 26, 32, 44,
56, 67, 70

Olafr Bjarnarson 61

Olafr inn helgi, Ol4f the Saint 62

Olafr skautkonungr or Olafr scenski,
Olif Cloak-king or Olaf the Swede
61

Ormarr, foster-father of Hervor (II)

52, 53

Philippus Hallsteinsson 63

Ragnarr LoObrék, Ragnar Hairy-
breeches 60

Randvér Valdarsson 59, 60

Refill Bjarnarson 60, 61

Rognvaldr inn gamli, Régnvald the
Old 62

Sifka Humladéttir (called Svéfa in U)
26, 28—30

Sigridr in stérrada, Sigrid the Am-
bitious 61 -

Sigrlami, king of Gardar 2, 3, 14,
67, 68

Sigurdr hringr, Sigurd Ring 60

Sigurdr Ragnarsson 60

Sigurdr Syr, Sigurd Sow 63

Soéti, companion of Hjalmar ¢

Starkadr aludrengr 66, 67

Steinkell Rognvaldsson 62, 63

Storvirkr, father of Starkad 67

Styrbjorn inn sterki, Styrbjorn the
Strong 61

Svafa Bjarmarsdoéttir (called Tofa in
H) 4, 14

Svafrlami Sigrlamason 68

Sveinn or Blét-Sveinn, Svein the
Sacrificer 62, 63

Tindr Arngrimsson 69
T6ki Arngrimsson 69
Tyrfingr Arngrimsson 69

Valdarr, king of the Danes, (i) 46;
(i) 59

Ymir, the giant 66

Djazi, the giant 68

Pjofr, follower of Svein the Sacrificer
63

Pérr, the god Thér 67

Agir, god of the sea 41

QOgn Aalfasprengi 66, 67

Onundr Olafsson 62

Onundr uppsali, Onund of Uppsala
61

Qrvar-Oddr or Oddr inn vidforh,
Arrow-Odd or Odd the Far-
traveller s, 6, 7, 10, 6971
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2 PLACE NAMES

Agnafit ¢

Alfheimar 67

Alufossar 66

Arheimar 46, 47, 53, 56

Austrriki, the Eastern kingdom 60

Bélm 3, 67—9
Bravollr 60

Danariki, kingdom of the Danes 3509,

Dz?r?aveldi, kingdom of the Danes 359

Da61<1)mQrk, Denmark 59, 60

Danparstadir, the banks of the Dnieper

D%r?l’lgi%r, the Danube Heath 557,
o

Eidi 67

Eistland, land of the Esths 59
Elivigar 67

England 30, 59, 62

Fyrisvellir 61

Gandvik 66

Gardar (in Gardakonungr) 28—30

Gardariki 2, 3, 28, 59, 67

Gautelfr 67

Gautland 59 (Eystra Gautland,
Eastern Gautland 60, 63; Vestra
Gautland, Western Gautland 63)

Glasisvellir 20, 66

Gotaland, land of the Goths 52

Gotpj6d, land of the Goths 49, 50,

53
Grafa (Gripa, Gropa in U, Greipa in

203) 45
Grund 21, 66

Halogaland 62, 66, 67

Harva0a fjoll, Harvad-fells 45

at Haugi (Haugr, the Barrow) 61

Hunaland, land of the Huns 26, 46,
51, 52

Jassarfjoll, Hills of Ash 55, 56
Jotunheimar 66

Kirland 59

Mannheimar 66
Munarvagr 5, 12, 14, 76
Myrkvidr, Mirkwood 49, 52, 53

Nordumbraland, Northumbria 59
Nordrlond, the Northlands 66, 67
Noregr, Norway 18, 69, 61

Odainsakr, Land of the Undying 66

Raumelfr 67
Reidgotaland 23, 235, 26, 59
4 Reningi 59

Samsey 4, 8, 10-12, 20

Saxland, land of the Saxons
59

Sigtanir 73

Smaland 63

Stiklastadir 62

Sviariki, kingdom of the Swedes 6,
60—2

Sviaveldi, kingdom of the Swedes

59, 6o
Svipj6d, Sweden 7, 61—3

26, 27,

Uppsalir, Uppsala 3, 9, 10, 61, 62
Valhell 6, 7

Ymisland 66

3 OTHER NAMES

Andadr, name of a piece in a game
37

Asfamenn, men of Asia 66, 67

Danir, Danes 39, 46

Gautar 46

Gotar, Goths 46, 47, 53, 55, 57
Hatti, the wolf 81

Hunar, Huns 46, 51—7
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Itrekr, name of a piece in a game 37 'Tyrfingr, the sword 2, 3, 5, 6, I5,

Saxar (in Saxakonungr), Saxons 26 16, 18-20, 22, 24, 29, 44-6, 48, 49,
Sleipnir, the horse of Odin 44 57, 68, 78

Skalli, the wolf 81 Tyrkjar, Turks 66, 67

Sviar, Swedes 61—3 Valir 46

4 NAMES GIVEN IN THE HU-VERSION TO PERSONS UNNAMED IN R

Barri Arngrimsson (3) Hergerdr, daughter of the king of
Brimi Amgrimsson (3) Gardar (30) .
Bti Arngrimsson  (3) Herlaugr, son of the king of Gardar

< : (28, 29)
Haki (in U only), king of the Saxons Hrollaugr, king of Gardar (28-30)

(26, 27) in U only), daughter of the ki
Halfdan, son of Harald of Reidgota- Olgg glne Sa?g)rjlz’ (1%% 27e)r oF e xine
land (24, 25) . Reifnir Arngrimsson (3)
Herborg (in U only), wife of the king  Szmingr Arngrimsson (3)
of Gardar (29, 30) Tindr Arngrimsson (3)
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