
Yuletide Ale
A simple, single-session 

adventure for The Hooded Man

The Yuletide festival is celebrated in many areas of Sherwood 
Forest. This pagan festival marks the winter solstice and is a time 
for villagers to hold a feast, decorate their homes, and give gifts.

A nearby village has invited the characters to take part in 
their Yuletide festival. This could be a village already known to 
the characters (such as Oston from the introductory adventures 
found in The Hooded Man rulebook) or it could be an 
opportunity to introduce them to a new community.

To aid the village, the characters have been asked to supply 
ale. To this end, they will need to travel to Nottingham to 
acquire one or two barrels. The head of the village (Alfred of 
Oston, for example) suggests getting some ale from The Trip to 
Jerusalem – an inn in the heart of Nottingham.

GETTING THE ALE
The characters have several options for obtaining the ale.  
A barrel of ale costs around 30–40 pennies, depending on 
quality, but characters will likely lack the funds to purchase 
what they need. They may therefore opt to steal barrels from 
the inn itself, or to steal the funds with which to buy them.  
In the latter case, it is suggested the GM generate two or three 
encounters using the quarry table (The Hooded Man, page 124), 
which should provide enough opportunity to acquire the funds 
for at least one barrel of ale.

Note that stolen valuables may need to be traded for pennies 
using a fence (see The Hooded Man, page 113). Characters may 
be able to find a fence at The Trip to Jerusalem – it’s a shady 
enough place with a somewhat shifty clientele (see below).

The Trip to Jerusalem
This small inn is nestled against the low cliff upon which 
Nottingham Castle stands. It is centrally located, sat between the 
Saxon old town and the Norman new town. The time needed to 
get to the inn, and any events that might occur, are left for the 
GM to determine based on the characters’ starting location.

The Trip to Jerusalem is connected to a series of caves within 
the cliff, which serve as the inn’s brewhouse. There are rumours 
of secret passages within the caves that may allow access to the 
inn – and perhaps even into Nottingham Castle itself.

The inn has a small bar counter, one long table and benches 
where guests are served food, and a few smaller tables and 
chairs near the hearth. Stairs lead up to a handful of guest 
rooms on the upper floor. A door to the left of the bar opens 
onto the street, one to the right leads to the inn’s courtyard, 
and one next to the hearth goes into a small room that serves as 
kitchen and pantry.

The courtyard has a corner where guests can relieve 
themselves (a ‘gong barrel’ is provided for this purpose) and a 
fenced-off area where barrels of ale and sacks of vegetables are 
stored. Access to this area is via a locked gate, the key for which 
hangs behind the bar.

Inn Patrons
There are several people who frequent The Trip to Jerusalem, 
any of whom can be encountered as the GM wishes. These 
people are best used to provide opportunities to roleplay 
humorous and perhaps risky encounters, as desired.

•	 Henry Brewer, ‘Old Henry’: The inn landlord. Henry is a
large, bearded man who spends much of his time leaning 
against the bar counter, chatting with patrons. He turns a 
blind eye to any shady goings-on in the inn – as long as 
people buy ale he minds his own business. Henry is 
married to Agnes. Henry is an Ordinary foe.

•	 Agnes Brewer: The inn cook. Henry’s wife is a flaxen-
haired woman who is much-loved by the inn’s patrons, not 
least for her flirtatious nature. She serves tasty food, 
typically pies and pottages. At busy times she is assisted by 
May Cottar, a shy farm girl. Both Agnes and May are 
Ordinary foes.

•	 Will Mercer, ‘The Green Man’: Will is a merchant dressed
in a green tunic that matches his complexion. Will has 
been drinking steadily for two days and is continually 
drunk to the point of nausea. When Will sees the 
characters, he will mistake one of them for his old friend 
Tom Turlock and will attempt to ply ‘Tom’ with drink 
(offering a rather strong ale known as ‘Bishops Regret’). 
Will won’t take no for an answer and refuses to refer to the 
character as anything other than “Old Tom Turlock, me 
best mate”. Will Mercer is an Ordinary foe.

•	 Albrecht Krampfen: A young traveller from the Duchy of
Bavaria. Albrecht is awaiting an audience with the Sheriff 
of Nottingham and has a gift for him – a small keg of 
Bavarian ale. Albrecht is extremely protective of the keg, 
and characters will notice that it is placed beside him as he 
eats a meal at the inn. Albrecht hopes to establish trade 
with Nottingham, supplying his superior ale to the Sheriff 
directly. If the characters try to steal his keg, some sort of 
distraction or clever ruse will be required to ensure that 
neither Albrecht nor his bodyguard (a seasoned warrior 
named Berthold) raise the alarm. Albrecht is an Ordinary 
foe; Berthold is a Troublesome foe.

•	 Broad Jack: A large man who works at the inn, doing odd
jobs and labouring. Jack is originally from North Africa 
and, prior to working at the inn, was employed at a 
dockyard in Southampton. He spends his time helping in 
the bar and fetching ale and supplies from the courtyard, 
so can be encountered in either area. Jack is also the inn’s 
unofficial bouncer – if there’s any trouble, he grabs his 
cudgel from behind the bar and cracks heads. Broad Jack 
is a Troublesome foe. 

•	 Young Henry: The son of ‘Old Henry’ and Agnes, ‘Young
Henry’ is a stocky, attractive lad who serves ale. He is 
pleasant, somewhat clumsy, and has a habit of falling in 
love with patrons. If the GM wishes, Young Henry might 
take a shine to a character, in which case he will attempt to 
make small talk. Unfortunately for him, he stutters and 
tends to make awkward comments when he attempts this 
– much to his embarrassment. Young Henry is an
Ordinary foe.



•	 Wily John Finch: A lean, skinny thief who occasionally 
functions as a fence. Finch occupies a table with a couple 
of cronies, Short Joe (a small, angry man) and Mary 
Cobbit (a slight, cunning woman). They’re untrustworthy 
but short of cash, so likely to be willing to strike a deal 
should the characters offer them one. Finch is a 
Troublesome foe; Joe and Mary are Ordinary foes.

•	 Angry Paul: A black goat kept in the inn courtyard. He is, 
true to his name, a fierce goat that attacks patrons on a 
whim. The goat is usually tethered to the gate of the 
courtyard’s storage area. To pass through the gate, Angry 
Paul must first be untied and moved away – only Agnes or 
Broad Jack can do this safely. The goat is a Troublesome 
foe.

•	 Yule Cat: A newcomer to the inn is a large ginger cat that 
a few patrons have named ‘Yule Cat’. The cat is hungry 
and will steal food from patrons unless fed. The cat has a 
knack of being in the wrong place at the wrong time, 
tripping characters as they sneak or hissing at them as they 
try to hide, for example.

The Prancers
The Nottingham Prancers are a group of mummers, jesters, and 
dancers dressed in bright clothing of red and green. They wear 
hats with bells and carry inflated gourds which they use to 
playfully strike passers-by. 

Unfortunately for the characters, whenever they are 
attempting to steal or transport their ale, the prancers will 
appear and dance around them, laughing and singing at the 
tops of their voices. If told to go away, or threatened, the 
prancers simply become even more boisterous and loud, 
referring to the characters as “grumpy goats” and “sour-faced 
elves”. The prancers are Ordinary foes.

Unless the characters silence the prancers (and a few coins 
will likely do the trick), the local guards will take notice and 
approach. Notoriety tests will likely be needed, and if the 
guards believe the characters are outlaws they will attempt to 
capture them. There are as many guards as there are characters, 
plus another two or three who will likely respond to the noise 
and appear within a few turns. Random guards can be 
generated using the guards table (The Hooded Man, page 123). 
When the guards appear, the prancers will quickly depart.

RETURNING TO THE VILLAGE 
No matter how the barrels of ale are obtained, the characters 
will need to get them safely back to the village in time for the 
Yuletide festival.

Transport
Moving the barrels of ale will likely require the assistance of a 
carter, who can be hired for 4 pennies a day. Should the 
characters search or ask around for one, John the Carter can be 
found a few streets from the inn. Alternatively, characters may 
wish to steal a cart. Two hand-carts, each capable of holding 
one barrel, can be found in the inn courtyard’s storage area. A 
horse-drawn cart is not available at the inn, but John the Carter 
has one which can carry up to 5 barrels.

Challenges
Getting the ale might only be half the story – the GM can use 
the city encounters table (The Hooded Man, page 95) to 
challenge the characters as they exit Nottingham if they wish. 
Likewise, the journey encounters table (The Hooded Man, page 
102) can be used as the characters travel beyond the city.

THE YULETIDE FESTIVAL
The characters should hopefully have acquired some barrels of 
ale, which are gratefully received by the villagers. A feast ensues, 
and the characters can indulge in roasted meat, sweet pastries, 
and plenty of ale...

Allies
Assuming the characters successfully delivered the ale, the 
village will automatically become allied to characters that take 
part in the Yuletide feast, if it was not already. 

The Morning After the Night Before...
Characters that indulged in too much ale at the Yuletide 
festival may find themselves waking up somewhat worse for 
wear. A Fortunate (or perhaps Resilient) test could be needed 
to avoid one of the following fates (GM’s choice, depending on 
what they think the players would find amusing or what stories 
might spin out of it):

1.	 The character wakes up in a pig sty…
2.	 The character wakes up in a pile of hay, naked 

or with their clothes on back-to-front…
3.	 The character wakes up in a villager's bed…
4.	 The character wakes up on the roof of a hut, 

unsure how they got there…
5.	 The character wakes up lying head-first in 

an empty barrel…
6.	 The character has been up all night, and continues 

to sing bawdy songs with some of the villagers…




