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In the town of Gafolweed, the market 1s in disarray: toppled
barrows and collapsed tents spill their contents onto the
muddy ground. Merchants and locals flee the scene as you
arrive. In the midst of the destruction stands a muscular,
green-skinned humanoid—an orc! Three bodies lie near his |
feet, the victims of his bloody axe. He turns to you, a vivid
red tattoo of a bleeding eye prominent on his brow. The orcs
are gathering in numbers unseen in many generations and
make war upon the people of the Borderlands. The cause of
this deadly conflict is entwined with the history of the :
|

|
I
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unholy mark that all the orcs now bear:

Will your fellowship of budding heroes be able to quell the
Werath of the Orc God?
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