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THE DARK COVEN BY ISAAC GOMEZ

Take a journey deep into the old forest where ancient elven ruins sit hidden from the world. These ruins are rumored to hold riches beyond measure and magical
artifacts of great power. Many adventurers have been lost to the lure of these treasures. Unbeknownst to those who venture here; the forest is plagued by the decay
brought by the dark coven that calls this forest their home. Three hags have transformed the ruins and the surrounding forest into a twisted and cruel tangle of death
and torment, an image of their dark hearts. S IR
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