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[INTTROOUCTION TO BEOWULF

BEOWULEF is a setting for Se, specifically designed to work with
one player and one GM. It’s structured to create adventures with
the feel of the epic Anglo-Saxon poem Beowulf, which is the root
of so many of our fantasy stories and folk tales.

In BEOWULEF your lone Hero sets their will against the world of
Monsters, and travels the Whale Road seeking out deathmongers,
hellbeasts and the misbegotten kin of Cain, and slaughtering
them for the good of humanity. While each Hero is a member
of a singular class in the rules system, you'll find that the sample
characters possess great variety in their capabilities, background
and outlook.

Wohether your character is a doomed hero who believes in the
Old Ways, and the long defeat against the forces of darkness that
will ultimately swallow all light, or whether they are a follower
of the Church with its promise of redemption, forgiveness and
eternal life, fighting monsters is what it’s all about.

You'll ride the Whale Road with your trusted retainers, seek out
the truth of what sickness ails each kingdom you encounter, and
slay the monster that inevitably lies behind it. You'll meet new
friends, take what treasure your sword arm provides, and become

a gracious ring-giver, sharing your wealth and glory with your
loyal band of Followers, buy a bigger ship and a sharper sword and
await the next call to arms!

BEOWULF is set in a mythical, “story-world” of the Anglo
Saxons. It draws on hundreds of years of stories, culture, and
decorative arts. Everything that happens in the game is occurring
within the story of your hero, so you don’t need to worry too much
about historical accuracy.

The game provides a rich palette of historical influences to draw
from, and we've curated our favourite parts of the real history
into the full rules. But we’re not bound by it. You don’t need
to know much about Anglo-Saxons to enjoy BEOWULE.
Alternatively if youre something of a scholar of the era, then
we've provided a framework into which you can deploy your
knowledge to great effect.

Perhaps your Hero lived in a half-forgotten Europe hundreds of
years before the Anglo-Saxons crossed the Sea to what was to
become England. Or perhaps their adventures are taking place
just a few weeks before the tale was told. Who knows? And who
can say it’s not all true?
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INTROOUCTION TO
TNHE AOVENTURE

In this adventure, our Hero travels to the island sanctuary of a

Hermit to investigate the tale that a monster is eating people. The

sanctuary has been built using stones from an ancient tower of a
forgotten people, stones that kept the monster sleeping through
old magic.

Damage caused by a recent storm meant even more stone has
been taken from the ruined tower, and the beast has awoken.
It now roams the island at night, and eats people. It devours
one victim each night, and will continue to do so until all are
devoured.

'The story of the monster, and some of the history of the island can
be discovered from the various people and locations around the
island, and if the Hero can stay the course they should be able to
discover the secret of how to kill it.

Meanwhile two other wefts are being woven across fate’s loom:
Just as word of the dire emergency on the island has reached
our Hero, so has news of the weakened defences on the island
reached the ears of raiders. Seawolves and reavers are on their way
to attack the hermit’s sanctuary, anticipating treasures.

And once there were indeed treasures kept on the island sanctuary.
But recently they have gone missing...
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And so it is that our Hero hears the call for aid from this Hermit’s
Sanctuary. Perhaps they are in their homeland, attending to their king
when news of the island’s trouble reaches their ears. Or they might be
abroad, at another ruler’s hall when they hear tell of the monster and
the Hermit. The Hero will immediately gather their trusted Followers,
prepare their ship for sail and head out in search of adventure!

Each of the pre-generated characters have plenty of information to
inspire the beginning of the quest, and includes suggestions about the
Hero’s homeland and ruler.

In common with all BEOWULF adventures it is assumed the Hero
wishes to fight monsters, and in some way help others. A Hero may seek
glory, revenge, treasure, or simply to help others. But they will always take
action. The full rules, of course, can provide a great deal more detail, but
for the sake of this adventure, we're jumping right in.




BEOWULF

FOLLOWERS AND SHIPS

In BEOWULF all Heroes have two things: A Ship and
Followers. Along the way they may lose both temporarily,
but such inconveniences are part of an epic tale, and a Hero
will always be able to secure the return of both.

A starting Ship is large enough to hold the Hero, their
Followers, and the rest of the benches are filled by the
Crew. The Crew don't take much part in the adventure,
beyond making the ship “go”. By and large, the crew of
sailors do the unglamorous work of getting the ship from A
to B. We don’t spend too much time thinking about them.

Followers are the trusted friends, retainers, shield bearers
and confidantes of the Hero. They will feature in a lot more
detail than simple sailors who are not remembered in any
tale. Followers have a variety of Gifts and Burdens, which
can be called into action by the Hero. But this is the Hero’s
tale, and not the story of the Followers. They enter the

action only briefly, play their part and then fade into the

background until next time.

Different kinds of Hero will have different numbers of
Followers - some Heroes rely on just one companion, some
charismatic Heroes may have a larger crew, some may focus
on being a loner.

THE PORTENT

Every adventure in BEOWULF begins with a portent. As
the Hero’s ship is prepared and stocked for the sea, omens are
consulted. This piece of wisdom might come from a prophetic
crew member, one of the Hero’s Followers, a wise woman of the
Hero’s native hall, or perhaps come to the Hero in a dream.

For this adventure we will use an abbreviated version of the
Portent rules from BEOWULFE.

The portent creates something a bit like a line of Anglo-Saxon
poetry, as well as stocking three pools with tokens. The portent
sets the tone for the events to come, and the tokens in the pools
provide inspiration for those times when events seem to fall in
line with the portent.

You will need four tokens - regular coins or buttons work well if
you can’t get your hands on some of our amazing BEOWULF
metal coins. You can also print the tokens included with this
adventure, and stick them onto card or counters.
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CREATING THE PORTENT
Set aside an area for the GM Pool, the Follower Pool and the
Hero Pool. You can use BEOWULF art cards for these, or simply

a piece of paper with the name of each pool written on it.

The portent for The Hermit’s Island will run “Adjective-Noun,
Adjective-Noun”. In the full rules this would be randomly
generated, with the possibility of much more variety.

For each of the 4 parts of the Portent the player rolls 2d3, noting
down the resulting word, and adding a token to the appropriate
pool as indicated by the tables below:

Red (X): GM Pool
Blue (¢): Follower Pool
Green (K): Player Pool

Meanwhile, the GM should also note down the numbers that are
generated for use elsewhere.

In this abbreviated version, re-roll any duplicate results. In the
full version the tables are much larger, making duplicates very
unlikely.

Roll 2d3 for the first Adjective. Cross reference the results on
the adjective table. The first number is the horizontal result, the
second the vertical result.

2d3 1 2 3

e

Then roll 2d3 for the first Noun, and apply the results in the same

way.

2d3 1 2 3

e =

Repeat the process for the second Adjective and second Noun.



vVoyaGe ChaLLENGES

While the Player is rolling up the Portent, The GM should use
the numerical results rolled by the player to determine which
voyage challenges will occur on the Hero’s Voyage to the Hermit’s
Sanctuary. The Voyage in this instance is just a short one, so only
one Challenge will occur. The GM need only note down the result
of the first two die rolls - just the first Adjective in the form X,
Y to use later.

TNE INSPIRATION POOLS

Heroes in BEOWULF will find they need inspiration a lot more
than regular 5e characters. The Hero Pool provides a source of
inspiration. Whenever the player feels that they can make a
connection between the words or meaning of the portent and
current events in the game, they can claim a token from the Hero
Pool. This works exactly the same way as all other inspiration in
5e. You can only be inspired or not. You can’t have more than one
point of it.

A token from the Hero Pool can be spent as the Player sees fit, on
all the things youd normally spend inspiration on.

Inspiration from the Follower Pool works a little differently.
If you want to give a Follower inspiration, and can find a link
between events in the game and the Portent, then claim a token
and spend it to give a Follower inspiration. Tokens from this pool
cannot be spent on anything else.

The GM Pool is a terrifying addition to the Se rules. Tokens
in this pool are used by the GM to give NPCs and monsters
inspiration! Any time the GM feels they can claim a link between
events in the game and the Portent, they can claim a token.

When spent, tokens from the Pools are put to one side. They don’t
return until the beginning of the next adventure so use them wisely!

GATNERING TNE FOLLOWERS

Next, the Hero must gather their band for the adventure. For this
adventure there is a small selection of Followers for the player
to choose from, and each pre-generated character can lead a set
number of Followers. In the full game more is made of gathering
one’s Followers, and choosing who will accompany the Hero on
their next great adventure. For this introductory adventure we’re
keeping things simple.

If the Hero is at their homeland, they have full choice of any
Followers because they have many friends that they can recruit.
Each hero has a maximum number of Followers, given on the
character sheet. The Player selects Followers by collecting their
cards, setting aside any left at home.

If the Hero is not at home then the choices are more limited, as
most Followers would have left home with the Hero. Sort the

= BEOWULF

Follower cards into alphabetical order and select those Followers
until you are one away from your maximum. These are the
Followers from your previous adventure. Then the Hero can select
one Follower of their choice as a new recruit. Of course, if you've

got the full BEOWULF rules you can make your own Followers.

THE VOYAGE

In the original Beowulf poem, which is our core inspiration, the
titular hero makes several sea voyages. These are quite quickly
dealt with, and likewise we don’t aim to dwell on time spent
at sea: BEOWULF isn't designed to simulate actual sea travel
in the Migration Era. We want something to happen during
a voyage, but not for it to overshadow the main events of the
adventure. A run of bad luck at sea might frame the adventure
a certain way, likewise some good luck might give the Hero and
their Followers a boost.

In the full BEOWULF rules there are many more options for
types of challenge, and longer voyages may result in many more
challenges being encountered. The longer the voyage, the more
Followers a Hero needs just to make it through in good shape.
And that means a bigger ship.

~ OESCRIBING THE VOYAGE

The Voyage is a transition between the known and the unknown,
the world of Men and the world of Monsters. The GM should
spend some time narrating this change so that the Player feels
like the Hero has left their home (or other known lands) behind.
Almost all travel in BEOWULF is accomplished by sea, using
ships that are not too dissimilar to the popular image of a
‘Viking’ longship. These are usually driven by oars but the scop
(the Anglo-Saxon name for bard or minstrel) telling the story
might add an anachronistic sail to enliven the proceedings and
help the Hero reach new lands.

The ships are open, with the crew, the Followers and the Hero
all exposed to the element for the most part. Some ships might
be gifted with an enclosed tent area but most don't have the room.
Travel is cold and wet, full of adventure and bold action.

REAOYING THE sNIp

The craft is loaded with ballast, stones that are each about a
child’s head in size. This gives weight to the ship, causing it to ride
lower in the water (without a proper keel, the draft of the ship
and the rudder are the only ways to allow the ship to sail at an
angle to the prevailing winds). In the event of the ship capsizing,
the stones will easily fall out, allowing the body itself to remain
afloat. Above the ballast but below the floorboards the supplies
are laid in. Everything will get wet over the course of the voyage,
so food and other perishables are carefully wrapped to minimise

THE HERMIT'S SANCTUARY 9
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damage. If the ship has a sail then the mast is stood up in the
keelson and supported by the mastfish (both of these are made
of wood and are removable blocks that lock in place) and ropes
called stays (fore and aft) and shrouds (sides) are tied to keep the
mast in place. The yard (the crossbeam that the sail attaches to)
and the sail are kept unattached and furled until needed. There are
benches and oar-holes for the crew.

Additional supplies can be lashed onto the deck, under the
benches or along the inside edge of the ship. Shield-locks allow
for the Followers and Hero to display their shields on the side of
the ship. Keeping the shields in place during rough weather is not
practical and thus the shields are only set out when wanting to
make an impression whilst arriving somewhere. The ship might
have a figurehead or other symbol that represents the hero and
their family.

THE WNALE ROA0D

The voyages in BEOWULF primarily concern themselves with
the Baltic and North Seas. The ocean itself is a character in the
sagas, called by a series of poetic names that emphasise both its

4 7 4 b

beauty and danger. Once underway, the ship and its passengers are
subject to bitter cold, massive swells and water getting everywhere.

For most trips, the ship tries to keep within sight of land, allowing
easier navigation and the ability to come ashore most evenings to
have a hot meal and sleep on dry land. Greater voyages require
more ambitious reckoning methods. Experienced navigators look
for signs of unseen lands by watching the clouds, the seabirds
overhead, the pattern of ocean swells and the colour of the water.
Even the faintest hint of a mountain peak on the horizon can
ensure that the ship is heading the right way.

ThE CNALLENGES

During the course of the voyage, the ship and its crew will be
tested by the environment and fate. A wise Hero and prepared
Followers might ensure victory but otherwise the voyage may be
tinged with grief or frustration.

In the full BEOWULF rules, Voyage challenges come in a variety
of types, and tap into different resources available to the player.
Followers are almost always involved.




(\

For this adventure there is just one challenge. The GM should
take the first two numbers rolled by the Player as they generated
the portent, and apply it to the following tables to determine what
occurs at sea.

FOLLOWER CHECKS, SAVING
THROWS AND ATTACK ROLLS

For record-keeping simplicity, it is assumed that all
Followers have +0 to all of their ability checks, saving
throws and attack rolls. Certain Burdens and Gifts might
give them advantage or disadvantage on a roll but they
never add or subtract anything from the d20 result. The
Player can activate one or more Followers to use gifts
by using either a bonus action or their reaction. The GM
may activate a Follower’s burden at any time. Many times
a Follower will become spent, meaning they cannot be
activated again for the remainder of the adventure. A
Follower might be killed or slain. The difference is that
‘slain’ represents a heroic death rather than just bad fortune.

TYPE Of CHALLENGE

The first number determines what category of challenge is to be

met.

1. Man
2. Sea

3. Sky

Then apply the second number to the entries of that category,
determining what transpires at sea.

T

OF MAN, MANNISH AND WOMEN

The Anglo-Saxons were very keen on their laws, and
the writing of laws was a kingly business. It seems they
felt that written laws, justly overseen, set them apart from
other peoples in their world. In Anglo-Saxon law, the word
“Man” was used to refer to both what we call men and
women. Free women had equal rights in Anglo-Saxon law.
So it is that we occasionally use the term “Man” to refer to
human, as a thematic point, and as the Anglo-Saxons did.
It is not intended to exclude women players or characters in
any way, and it categorically refers to both women and men.
You may also notice throughout this publication we use the
pronouns ‘they’ and ‘their’ for Heroes.

THE HERMIT'S SANC TUARY




Man 1
Disease. Some illness is spreading amidst your crew. Choose three
Followers, each must make a DC 10 Constitution saving throw or

gain the Sickness burden.

Sickness. This Follower makes all checks with disadvantage. If
the Follower succeeds at a check anyways they may remove this
burden. Otherwise this burden is temporary and is removed at the
end of the adventure.

Man 2

Disagreements. A scries of arguments divides your crew, and
puts everyone in a foul mood. Starting with a Follower of your
choice, have each Follower make a DC 5 Wisdom (Insight) check,
stopping when a Follower fails the check, or you have rolled for
all of your Followers. If a Follower fails, that Follower receives the
Sullen burden.

Sullen. This Follower cannot be activated without also becoming
spent at the end of the activation. This burden is temporary.

Man 3

Overboard. By accident, a Follower has gone overboard. You must
either spend another Follower to rescue the first Follower (who also
becomes spent because of the fatigue incurred) or consign the first
Follower to death. The GM can choose to have the Follower survive,
and receive the Vengeance burden.

Vengeance. Abandoned by the Hero, this Follower will make a
future appearance in an adventure (this one or a future one). Spend
the Follower to impose disadvantage on all of the Hero’s attack rolls
until the end of their next turn and make an attack roll, doing 1d8
slashing damage if successful.

Sky1

Wlfg"cb’s Aurora. The dark skies crackle with eldritch energy and
eerie lights dance on the horizon. If the witches are bold, then even
the ship itself is lit and sailors’ hair stands on end and they can feel
the cold eyes of the sorcerers on the back of their head. Choose
a Follower to make a DC 10 Wisdom saving throw, gaining the
Witch-touched burden on a failure.

Witch-touched. This Follower is convinced that they have certain
obligations to fulfill before acting on behalf of the Hero. When this
Follower is activated, they do not act or become spent until the next
round.

Sky2
Doldrums. There is no wind at all, not for or against the ship.
Choose three Followers, each must make a DC 10 Strength
(Athletics) check, becoming spent on a failure.

CHALLENGES AT S€EA

Sky 3

Cllccyarest Skies. There is not a cloud to be seen in the pale blue
sky for the entire voyage. Instead the blazing sun always seems to
be shining, reflecting brightly off the waves and even every metal
fitting of the ship and the Hero’s wargear. Choose a single Follower.
They must make a DC 10 Constitution saving throw or gain the
Sunstroke burden.

Sunstroke. This Follower has been deeply affected by their
exposure to the elements. When activated they must make a DC
10 Constitution saving throw. On a failure they cannot be activated
and become spent instead. This burden is temporary and is removed
at the end of the adventure.

Seal

Visitors from the Deep. Creatures from the deepest parts of the
ocean sometimes find themselves near the surface, carried there by
a storm or other turbulence. At night, a strange luminescence might
surround the ship, or the crew might catch sight of ocean giants
much larger than their ship. Choose a Follower to serve as lookout,
if they succeed at a DC 15 Wisdom (Perception) check then they
gain the Nature’s Wonders gift.

Nature’s Wonders. This Follower has recently been inspired by the
beauty and majesty of the world. The first time they would become
spent helping you with a natural problem (i.e. one not dealing with
men or monsters) they do not become spent. This gift is temporary
and is removed at the end of the adventure.

Sea 2

Freezing Cold. Even though the crew is used to sailing in
extraordinary conditions, the cold of the sea can be deadly. Choose
three Followers to make DC 10 Constitution saving throws. They
receive the Shivering burden on a failure.

Shivering. No matter what efforts this Follower takes, they cannot
seem to become warm. They have disadvantage on all checks until
the end of the adventure, when this burden is removed.

Sea3

Fog. A thick fog rises up from the sea, surrounds the ship, making it
hard to know how much progress has been made. The cold fog saps
the energy of the crew. Select three Followers, each must make a
DC 10 Wisdom saving throw. On a failure, they gain the Enervated
burden.

Enervated. This Follower has disadvantage on attack rolls. This
burden is temporary and is removed at the end of the adventure.










There’s a pebble beach where a ship can make land, and there
seems to be the remains of a ruined tower overlooking this beach.
A narrow path winds its way up through the steep rocks above
the beach onto the island proper. There is a light at the base of the
tower. No other buildings can be seen from the sea.

'The sun is setting as the Hero’s ship draws close to the only visible
place to dock the ship.

TOE 1SLANIO FROM THE SEA
(MIGHT)

The island looms out of the dark, a great slab of rock. Waves can

be heard booming against high cliffs, while a small light guides
the ship to a safe harbour.

LanofaLL

Pulling the ship up onto the beach is an easy task for the crew, and
they set about securing the ship with props, and setting up their
camp, both on board and around the landing site.

It’s now up to the Hero how they manage their ship, crew and
their appearance on the island. If they chose, the Hero may leave
a Follower with the ship, to organise the crew if any defence of

the ship is needed.

They may prefer to take all their Followers with them. If they
do this, the sailors remain with the ship for now, but without
leadership the crew are not a fighting force, and if there is any
threat to the ship they will scatter.

It is likely that the Hero and their Followers will be keen to
make their presence known immediately. If they do not, then
the servant described below will approach the Hero’s ship and

demand an introduction.

= BEOWULF

ThE WA TCHER

Above the beach is a ruined tower. Huddled in its shadow is
a modest hut. The islanders call it “The Landing Hut”. Goods
coming in and off the island are dropped oft here at the Landing
Hut, ready to be moved onward. It also forms an impromptu
guard post, and one of the Hermits servants has been stationed
here to await the coming of any help.

THE RUIN

The ruin itself is of unfathomable age. Primarily a ring of huge
stone blocks, set in place with many smaller chunks, it appears
to have once had incredibly thick walls, with a staircase set into
them.

There is only one entrance into what remains of the ruin, which
faces north. The lintel remains intact, and the doorway leads into
a 12 feet long passage through the very thick walls. Inside is a
circular space, overgrown with bracken and brambles. The footing
is unsure, with lots of loose stones, and hidden pits.

The ruin is an inhospitable place at night, and even by torchlight
it’s hard to see the layout of the tumble-down remains. Followers
with the Hero will suggest coming back in the daylight should
the Hero want to explore. Should they persist, allow them to do
so, but there is very little to see here at this time. Old, lichen-
covered stone, numerous beam holes in the walls lead to black
spaces.

Another doorway inside the ruin leads to the stair case that winds
its way some went feet upwards inside the walls. At the top it
simply ends in a ruin of masonry.

Close inspection of the walls inside the ruin show some evidence
of old carvings, but they are impossible to read in the dark.
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If one of the Followers has the Learned Gift, then the Hero can
consult with them to learn that this place was built by the Ancients.
The Ancients were a mysterious folk, deeply religious and canny
in the old ways of magic. They worked many rituals and knew the
rhymes of the moon and sun. The Hero should not linger here,
since we do not know the old laws placed upon it.

THE [aN0ING hutT

The hut is some 20 feet across, and is a simple but sturdy
construction of timber posts, wattle and a few wooden planks
to stave off the worst of the wind. The rearward walls are made
by the walls of the ruined tower behind it, and the hut appears
nestled into the side of the ruin. There is a small fire in the centre
of the hut, with the smoke slowly escaping through the reed
thatch. There is a wooden stool for the watcher, a small wooden
box to keep a few things in, and to use as a table. Clearly this isn’t
somewhere anyone lives.

Close inspection shows a great deal of fallen stone around the hut,
some of which appears to have been recently moved to attempt to
create a windbreak to further shelter the hut. Further inspection
also shows the roof, which is made of reed thatch, is in some state
of recent disarray and needs repair.

Reeds for roofing are imported onto the island - there are very
few natural resources here.

If Frithgar the Builder or a Follower with the Carpenter or

Mason gifts are present, they might comment upon this, saying
things like ‘wild wind and ravaging storms have taken their toll’

16 THE HERMIT'S SANCTUARY

and ‘while worn stone has been put to good use, merchant ships
bearing reeds and lime must return ere these places be made
whole again.’

The doorway faces the steep climb up from the beach, and
whatever the time the Hero and their Followers climb off the
beach, there is someone waiting here to greet them. It will be one
of the following three NPCs:

1deé:

1-2 Eadgar, the Boy

3-4 Frithgar, the Builder

5-6 Aelfnoth, the Provisioner

(or the GM should feel free to choose an NPC they feel most
comfortable presenting here, if they prefer)

The servant present will ask the Hero’s name, and their business,
while being visibly glad to see them here. They are motivated to
return to the warmth and company of the Hermit’s Hall, and are
very glad to see any help arrive.

There will be an element of ritual to this encounter, as the Hero
presents themselves and their Followers to the representative of
Ecgberht the Hermit.

01 The Boy will take this very seriously, and attempt to appear
very grown up and formal. On the way to the Hermit’s
Hall the Boy will ask questions about the Hero’s exploits.
He knows three people have been killed, (see page 31) and
gobbled up by a monster in the dead of night. He will claim
that he isn't scared. He is obviously scared. You can find
out more about the Boy in his description in the Meadhall
Phase below.

Il Frithgar the Builder will appear gruff and not very
communicative. He is a very practical man, who will simply
welcome the Hero, and bid them follow him to the Hermit’s
Hall, where his master waits. He will not answer questions
about the events on the island, saying that this is for the
Master to tell. You can find out more about the Builder in
his description in the Meadhall Phase below.

0l 'The Provisioner will be very grateful they’ve arrived, as he is
freezing cold, and is longing to return. He will ask a question
or two about the Hero’s ship on the way to the Hermit’s
Hall. He will be happy to talk about the three people who
have been killed, and that it’s a terrifying turn of events, to
have a monster loose on the island. You can find out more
about Aelfnoth, the provisioner in his description in the
Meadhall Phase below.
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From the Landing Hut, the Servant leads the Hero and their
Followers up onto the island proper. It’s a windswept place
with terrain that undulates softly across its small area. Once
over the rise that leads to the beach, the Hermit’s Sanctuary
is immediately visible, lit by what is obviously a large fire lit in
a good sized hall, accompanied by some smaller buildings, all
ringed by a stone wall.

In the distance there is another smaller walled enclosure. Various
standing stones are scattered across the heather and rock-strewn
sward of the island. A strong wind is blowing across the island,
and the NPC who greeted the Hero is keen to get inside.

THE STANOING STONE

'The group will arrive at a junction, one path leading off towards
the smaller enclosure in the distance, the other leading to
the Hermit’s Hall. At this junction sits a large standing stone,
complete with carvings.

The carvings show what appears to be a horned figure, gripping
itself. Many smaller figures surround it. They appear to be doing
battle. The smaller figures swords appear to be broken. There is
some kind of ancient writing on the stone, made of lines scored by

other lines. This is ogham, a language of the Ancients.

HERMIT'S SANCTUARY

]8 THE

A suitable Follower may be activated to read it. The ogham is
unclear, but it says something about a gathering of great heroes
fighting the giant and all being defeated because its hide cannot
be pierced by iron.

This is the first clue as to the nature of the Monster, and that it
cannot be beaten by swords.

THE WalLL

A short walk from the standing stone is the Sanctuary itself; a
smallholding comprised of three buildings and various animal
pens, all surrounded by a stone wall.

As the Hero and Followers approach, they can see the wall varies
in height from 5 to 6 feet tall. It’s certainly not an impenetrable
defence, but one that keeps out the worst of the wind, and which
would make life difficult for any attacker.

Close to the single gateway, a section of the wall seems to be
under repair. Wooden posts and some piles of stone mark where
repairs are in progress. The NPC present will explain a huge storm
recently caused a lot of damage, including to the wall, which
partially collapsed near the gate. Frithgar the Builder has been

working on repairing it.






































































































































https://handiwork.games
https://handiwork.games/beowulf



https://handiwork.games
https://handiwork.games
https://handiwork.games/beowulf




	Cover
	Contents
	Credits
	Hwaet!
	Introduction to BEOWULF
	Introduction to the Adventure
	The Call to Adventure
	Followers and Ships
	The Portent
	The Voyage
	Challenges at Sea
	Arrival at the Hermit’s Sanctuary
	The Map of the Island
	Landfall
	The Landing Hut
	The Standing Stone
	The Wall
	Map of the Sanctuary
	The Sanctuary
	The Hermit’s Hall
	Meeting the Hermit
	Failwards
	The Dead
	Eadgar The Boy
	Caero The Housekeeper
	Aelfnoth The Provisioner
	Frithgar the Builder
	Ecgberht The Hermit
	Outcomes
	The Amber Talisman
	The First Night
	The Defeated Condition
	The Monster
	Monsters
	The Second Day
	The Walled Graveyard
	The Standing Stones
	The Southern End of the Island
	The Western Cliffs
	The Northern Cliffs
	The Eastern Cliffs
	The Ruin
	The Raiders Attack
	Combat in BEOWULF
	Seaborn Raider
	The Second Night
	The Council of the Sanctuary
	Replacing the Stones
	The Serpent’s Cross
	Múthbona Arrives
	Seige of the Hermit’s Hall
	The Lair of the Beast
	Map of the Lair
	The Final Battle
	Muthbona The Eater
	Lair Movement Map
	The Battle
	The Monster is Dead
	Money and Treasure
	The Return Home
	Recruitable Follower Cards
	Flow charts
	Alys
	Eadig
	Cwenhild
	Ibn Uthman
	Starting Follower Cards
	Advert for BEOWULF
	Feedback
	OGL



