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WHAT NEXT? 

THE HAUNTED ABBEY
Decades ago, the goodly nuns and monks that lived 
here suddenly vanished. Since then, the river folk have 
been proliferating in the canyon. The frog people wor-
ship some creature they claim lives in the old ruins... a 
creature created by the nuns themselves. Players may 
be seeking to fully explore/plunder or put a stop to the 
abbey and its dark presence. This makes for a perfect 
dungeon run or mini-campaign.

RIVER FOLK DISGUISE
If the players use magic or river folk body parts to dis-
guise themselves, the froggy folk of Myre River re very 
easy to fool. This will let them bypass a few combat 
scenes, and even gain easy entry to the abbey. The 
dwarves, however, will take kindly to such dreadful 
tactics.

XIL’HUL THE ABOMINATION
The nuns and monks of Myre were heretics. They used 
their good reputation to secretly ‘harvest’ Abbey’s Gate 
innocents for their experiments. These experiments 
culminated in the creation of a tentacle-face mind-eat-
er called Xil’Hul. This being quickly killed and devoured 
its creators, and now broods in the cold dark of Myre 
Abbey, plotting more doom to the world it hates. 

Xil’Hul is a very powerful sorcerer and dimension trav-
eler, and cannot easily be defeated. So mighty is this 
hidden devil, consider an entire story arc or campaign 
to defeat it.

A DWARVEN VOW
The Myre Miners can befriend the heroes, or fall out 
of their favor. This is a truly open-ended element of 
this story piece. Use the dwarves’ friendship as a hook 
for later adventure, continuation of the Xil-Hul story, or 
revenge arc. Never lightly is the friendship of dwarves 
gained or lost!
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Deep below the Wildwood, where fungi rules,
a band of heroes faces a particularly difficult convergence of events.
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Goblins operating mechanical monsters never goes well.
Add some angry mushrooms to taste.
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