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Y our adventures ‘are’ already exmtlng*; 'charact'brs “éxplore

dungeons, crush monsters,_and sCore Joot. But mayba yEDhuwant: |

your adventures to be more. Maybe you ~want idventures:chat aré

things of legend.' Maybe you want. a‘dventures thal‘. are Vwcked S|ckl

That’s what Wicked 'Fantasy. Factory glves; )‘cou; axes hacklng,
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Don’t just crawl throUgf*\ dungeons;.‘._
make them sorry ‘thex evell%met you! Thohs o

In Agamst the lron G:ant the heroes con&ront a élg,{ntlc, |ron-shod,

town-crushing, monster-s\‘nashlng war I‘pachme ‘The Iron Giant,
long dormant beneath the earth, is awake again ;The driven Rayne
Darklin now controls the Iron Giant from within, and the
enormous construct contains an army of cultlsts and hired guns as
well as defenses and traps almost as-old as the world.The heroes
sneak into the Iron Giant and battle their way through the great
construct, finally putting the hurt to Rayne in the giant’s mechanical
brain.

_ -Requires the use of the Dungeons & Dragons P:‘eyer‘s Handbook, Third Edition, published by
Wizards of the Coast, Inc. This product utilizes updated material from the v.3.5 revision.
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WFF #0: TEMPLE OF BLOOD WFF #1: RUMBLE IN THE WIZARD’S TOWE
A level 1 adventure. The heroes descend beneath the city streets A level 1 adventure. An evil warlord plots conquest from a fortress of
and find themselves in the ruins of an ancient temple. dark and magjcal secrets. Can your heroes stop him — in TIME?

rn more at www.goodman-games.com!
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