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Welcome to Death On The Reik, the second book in the re-
released The Enemy Within campaign. As you can see, the
scope and range of this adventure is far wider than the previ-
ous volume, and takes the campaign to new heights. Death
On The Reik can be played on its own, but will be much more
satisfying if you have a copy of The Enemy Within volume 1:
Shadows Over Bogenhafen to hand and if you have previ-
ously played through it.

If you have played through the first volume then this adven-
ture starts after the characters leave Bogenhafen, giving them
the freedom to go where they like. Early in the adventure they
gain possession of a riverboat, which not only increases their
freedom of movement but also gives them the opportunity to
do some trading in the Reik’s numerousriverside settlements.
The appendix to this volume, River Life Of The Empire, pro-
vides enough new rules and encounters to keep any river-
bourne group of adventurers occupied for quite a while.

But this adventure is about more than just messing around on
the river. It involves the characters in a search for a piece of
warpstone: a search which brings them into conflict with the
Skaven and the cultists of the Red Crown. Nor is the Red Crown
the only Chaos cult with whom the adventurers have to deal,
for the Purple Hand have not been idle since Kastor Lieberung
failed to make contact in Altdorf (see Mistaken Identity in The
Enemy Within vol. 1 for more information). The Purple Hand
are seeking the person they believe to be Lieberung will
stop at nothing until they track him down and brin; to
their own peculiar brand of justice.

The seeds of this adventure were planted long ago and invo
a nobleman whose researches led him down the path of Chaos
and cursed his family for all eternity ...

0AGMAR VON WITIGENSTEIN N
h L
It was about 120 years ago that Dagmar von Wittgenstein, a
prominent member of the Wittgenstein family, and a dilettante
wizard and astronomer, built himself a small observatory on the
banks of the river Reik, not far from the town of Griinburg.
Although his family’s position was ensured by the Imperial Charter

recognition of certain, unspecified “services
Dagmar deemed it wise that
researches should come to lig|

some particularly
ancient tome of
e (dated 2302)

esoteric researc
astronomical re
particularly attr.

groaned under their assault. Again, during the
eimnistag Morrslieb was dominant in the sky, and
ent was criss-crossed with a tracery of shootinge

as able to tracke the course of a particularly
e star, which did seem to issue from Morrslieb

in the uplande area of Talabechlande near the
adwaters of the river Narne.
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Ordinarily, Dagmar would have regarded this as no more than an
astronomical curiosity. By a strange coincidence, however, only
the day before he had managed to complete the translation of an
ancient scroll written in the arcane language of demons, which
now seemed like a prophecy of the events recorded by the ancient
astronomer:

This calls for wisdom. The time shall come when the enemies
of Chaos shall relax their guard. Looking out from their
JSortresses, they shall pay no beed to the shadow at their backs.

Then shall the Great Mutator cause the warped moon to
awaken, and the beloved of Morr shall clear bis throat and
spit upon the lands of The Empire. And where bis spittle doth
land, there shall the weak fear to tread, but the possessor of
the spittle shall wield great power.

Putting two and two together, Dagmar realised that the meteorite
mentioned in the astronomical records must actually be a piece
of the moon known as M'orrslieb. Checking his histories, Dagmar
learned that the hills around the headwaters of the Narn river had
come to be known as the Barren Hills sometime around 2302 -
which coincided both with the date of the meteorite’s fall and with
the defeat of the Incursions of Chaos: a time when The Empire
“relaxed its guard” as prophesied by the scroll. The meteorite must
indeed possess great power. Wasting no time, he made his excuses
to the family and set off to Kemperbad where he raised a small
expedition of adventurers to journey into the Barren Hills.

attacked and strangled him at lunch in the gr
castle, while the rest of the family watched in st
Festag roast forgotten. Needless to s

and quietly erased from memory,
and its deadly contents. That is unti
great, grand-daughter, fou
of the stone...

So, although hidden, th:
of Chaos have many ways
has come to th i

all these events lie in the future. All the adventurers
go on is a letter from Black Peaks, Grissenwald
letter links a certain Etelka Herzen with Johannes

e needs to return to her mentor at Delberz and the
ing, Harbull Furfoot has been promised training as a
Pharmacist by Elvyra Kleinestun in Weissbruck.

Faced with these choices, the adventurers can go to a number of
places before they slip into the main flow of the adventure, which
only commences when they are requested to aid a group of dwarven
engineers engaged in building a signalling tower on top of Dagmar
von Wittgenstein’s old observatory. While they are able to help
the Dwarfs, the adventurers are unable to delve to the bottom of
the puzzle.

e

————

Later, at Grissenwald they discover that Etelka Herzen has left to
undertake a journey into the Barren Hills to find an item of great
importance to her cult, the Red Crown.

Following her into the Barren Hills, the adventurers meet up with
the Druidic Priest, Corrobreth who guides them to the crater made
by the warpstone. Here they first encounter the Skaven and then
discover the key to Dagmar’s observatory. Returning thither the
adventurers are finally able to penetrate its ig
discover the clue which leads them to the 3
the dread Castle Wittgenstein.
take place, but fortunately, the
of outlaws to help them enter
horrors which plague this,once pr

have not been idle and escape
process destroy the il of

one heading so it will be necessary to flick back
gh the booklet as the adventurers travel from one

ber of attacks with melee weapon or
unarmed combat

= Armour Points

= Ballistic Skill

= Cool

= Damage
Dex = Dexterity
EP(s) = Experience Point(s)
ES = Effective Strength of missile weapons
GC = Gold Crown
CR = Complexity Rating of lock
Fel = Fellowship
GM = Gamesmaster
I = Initiative
Int = Intelligence
Ld = Leadership
M = Movement
MP = Magic Points
NPC = Non Player Character
P = Parry
PC = Player Character
R = Ranges of missile weapons
Rld = Reload rate of missile weapons
S = Strength
T = Toughness
TEW = The Enemy Within Campaign Sourcepack
w = Wound Points
WFRP = Warhammer Fantasy Roleplay rulebook
WP = Will Power
WS = Weapon Skill
Note: where applicable, weapons listed under an NPC’s
possessions are followed by details of modifiers to Initiative,
Weapon Skill, Damage, and Parry. Note that Hand Weapons
(one-handed axes, swords, clubs, maces, and hammers) have
no modifiers.
An asterisk (*) after a characteristic in the profile of an NPC
means that the effects of a skill such as Very Strong have been
included in the characteristic score.
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Unlike the earlier adventures in The Enemy Within campaign,
Death on the Reik allows the player characters a great deal of
freedom of movement. You must be prepared for the adventurers
to take off in all sorts of unexpected directions, for unless you
anticipate this, you may find your gaming sessions being cut short
as the adventurers make for an area about which you are completely
ignorant. Fortunately, there are number of ways in which you can
minimise this risk.

First, try to get to get the players to tell you theirplans for th
session just as you finish play. That way, you can prep
accordingly. Secondly, try to understand each player’s ambitio
for his or her character. Thus, if you know that one of them would
really like a career as, say, an Initiate, you can allow them
up a rumour that Initiates are being recruited in a tow
do want the party to go. Of course, when the adventur
you can always arrange it so that they are too late,

rather the PCs did not visit - a myst
example, or a large group of rampagi
Finally, you should always pre
encounters that can take plac
separate rules supplement on
this sort of thing. If you al
sleeve, it is fairly easy to ¢
entire area planned out!

As far as towns 2
detailed maps 3

ific encounters, it is probably best to let things
ly, using the rules in the Consumer Guide
etermine the PCs’ success. If the adventurers
ivity that is likely to have them fall foul of the
ot be afraid to have them arrested and flung into
have realised the extent of their foolishness, you
can always allow them to bribe their way out of trouble. If they
learn of someone being hanged for a less trivial offence, it should
make them think twice about undertaking such a course of action
in the future.

RP, p292)
insist on som:

Need a minor NPC? There is a sheet of standard types printed
on p118 of this book, and if used in conjunction with those
from The Enemy Within vol.1: Shadows over Bogenhafen,
you should have the bare bones for just about any ecounter in
which you may have to improvise.

.
»

Some characters may die during the course of the campaign; this
is a fact of life. At a number of points in this adventure, there are
fully detailed NPCs who canbe used, if you wish, to replenish the
party’s numbers. This should be handled with great care, however,
so as to maintain the balance of the party. It is important to have
amixture of Warriors (for when there’s a fight), Academics (to cast
spells and heal the wounded) Rangers (whose skil

River Life of The Empire (the
introduce a new PC. The i
party, either by using a
and/or advancesasar

If there are no de
adventurers to rec
on the river. This is
more players. If y
remember to play the N
adventurers will depend on

. Their loyalty to the
ey are treated; they will resent
being used as cannon fodder o given all the unpleasant or
dangcrous jobs, and may desert etray the adventurers if they
ected or if another NPC makes them an attractive
iven for the Loyalty test (WFRP, p70) will give
ce here, but you should feel free to amend or
eel that a particular situation warrants it.
ember that powerful NPCs (most advanced
not want to join the party as a mere hireling

—

The separate booklet (River Life of The Empire) has numerous
ncounters and events of varying complexity for you to use as you
see fit while the characters travel around. The main thread of this
adventure pack will not be picked up until the adventurers head
for Etelka Herzea’s hide-out near Grissenwald. If you have not
played Shadows Over Bogenhafen, apart from missing a highly
enjoyable, investigative adventure, you will need to provide the
PCs with a motive for travelling to here. For example, they might
find a scrap of parchment on the corpse of a Bounty Hunter, which
describes Grissenwald’s location, and urges the deceased to track
down a “foul sorcerer” there, for “the future of The Empire depends
on it”. Needless to say, such a note will provide no clues as to the
identity of the sender or the bearer. Alternatively, while staying
at any Reikland inn, they might be approached by a mysterious
“servant of Sigmar” (a frightened cleric, who suspects that a Chaos
Cult is involved) to find out just what is going on beneath
Grissenwald’s Black Peaks. The fee for such a straightforward
investigative mission is likely to be around 100 GCs, payable on
completion. When the adventurers return to collect the gold, they
will learn that the stranger was brutally murdered just a few days
after they left him.

= >

Early on in the adventure, the PCs willacquire their own riverboat.
With no pressure of time on them, there is no reason why they
should not use the opportunity to make alittle cash in petty trading.
The rules for how to handle this aspect of the game are provided
in the River Life booklet. You may wish to approach this from one
of two ways: either you don’t like the idea, in which case there
is no need to use the rules unless one of the players insists on trying
to find a cargo, or else you can use any suitable NPC to suggest
the idea to them. Use of the trading rules will help to flesh out
those moments when there are no planned encounters and the
adventurers still have some way to travel to the next one.

< —
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The River Life encounters (especially if used in conjunction with . e 11
the Trading Rules), should also provide a suitable context for

allowing the PCs to make career changes to such careers as
Boatman, Pedlar, Smuggler, and Trader. You can easily introduce
an NPC to act as an instructor, or, if you prefer such an approach,
you may decide that any character who consciously undertakes
to transport contraband goods for profit is a de facto smuggler,
and can adopt the appropriate advance scheme by expending 100
experience points.

enten_the NOROES Of Chaos

[
v

If you have not played Shadows Over Bogenhafen, or if your
players successfully completed that adventure, you may skip this
section.

It is, however, not beyond the bounds of possibility that the
adventurers failed to stop the ritual in Bogenhafen, and the whole
town was destroyed by the opening of a minor Chaos gate.
Obviously, the adventurers will not be able to return to Bogenhafen,
and they may well be in need of new recruits (see above), but
otherwise this fact should not affect the course of this adventure.
The most significant amendment that you will have to make, is
toincrease the amount of military traffic which will be mobilised
to counter the threat. Every road and river which leads towards
the Chaos gate will carry an unusually high proportion of heavily
armoured troops. Details of the most noteworthy types can be
found in The Enemy Within campaign sourcepack (|
Assuming that they are on a route between a major to
and the site of the gate, the characters should pass a con
infantry or cavalry hurrying in that direction at least once
day. Wizards in Imperial service and Clerics of the major religio
should also be among those encountered. Similarly, th dinary £
inhabitants of many of the nearby villages are like
opposite direction, and accommodation may be,

find, and proportionately more expensive. On the other hand, as
word of the catastrophe spreads, any NPC encountered will be able
to talk of little else, and provided that the adventurers do not reveal
their part in the affair, any news that they can bring is likely to
gain them access to most places.

STARLING ThE AOVENTURE

.
L

After leaving Bogenhafen, irrespective of whether the town
remainedintact or not, the adventurers are free to travel wherever
they wish (see Map 1). The most probable destinations they will
choose are Weissbruck (to seek triining with the
Charlatan/Pharmacist encountered at the Schaffenfest in Shadows
Over Bogenhafen), Delberz (to seek training with Heironymus
Blitzen - the Master of Wanda, the pregenerated PC Wizard's
Apprentice), or Grissenwald (to find Etelka Herzen who supplied
Johannes Teugen with the scroll for the ritual described in
Shadows Over Bégenhafen).

The order in which the PCs follow up these three leads is not
important, although they should be encouraged to spend their
Experience Points on advances, skills, and/or career changes as
soon as possible. If the players have forgotten any of these leads,
feel free to jog their memory. For example, “Well you arrive in
Weissbruck where the Pharmacist you met at the Schaffenfest lives.”

Details of what happens at each of the places can be found later
in this booklet.

— —_— e~ e 5}
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The Purple Hand is a secret Chaos cult dedicated to the worship
of Tzeentch and the overthrow of The Empire. They have agents
in positions of authority throughout The Empire, including high-
ranking members of the cults of Sigmar and Ulric. These cultists
intend to reawaken the Sigmarian Heresy (see The Enemy Within,
p20), creating a religious schism which will help destabilise The
Empire. The first fruits of their activity will begin to appear in this
adventure (see Rumours and Imperial Events, p9).

The Purple Hand is a secret Chaos cult dedicated to the worship
of Tzeentch and the overthrow of The Empire. They have agents
in positions of authority throughout The Empire, including high-
ranking members of the cults of Sigmar and Ulric. These cultists
intend to reawaken the Sigmarian Heresy (see The Enemy
Within vol. 1, p.22), creating a religiousschism which will help
destabilise The Empire. The first fruits of their activity will begin
to appear shortly (see Rumours and Imperial Events, p9).

the plot thickens

The leaders of the cult know that Lieberung received notification
of a large inheritance. He has not contacted any member o

Bogenhafen, but were found dead a few days late
thisadventuretakesplace, the cult’sleadersin Nulna
suspicious; they fear that Lieberung intends t

However, there are a couple of things th
not know.

First, the inheritance was a ho
exist, and the letter which Lieb

lawyers
art of acomplex
ieberung into

Lieberung’s physi
Within campaig|

ntact Lieberung (or rather, the
ecover the inheritance for their

has been killed by this stage, the cult will
adventurers, in the mistaken belief that they
cult who have somehow done away with

¢ to be changed slightly to accommodate this. Where
the text calls for cultists to pick on one particular character, use
your knowledge of your players to decide who will be the target,
or simply roll dice to decide.

the events >

The following events map out the cult’s response to Lieberung’s
disappearance. Knowing that Lieberung was headed for
Bogenhafen and was supposed to return from there to Nuln with

the money, the cult’s agents are looking for him at all settlements
alongthis route. The events listed below should be used in the order
given, to add mystery and suspense to the adventure.

It is important that the adventurers are not aware of why the cult
is seeking them, and any cult member caught by the adventurers
will never reveal details of the cult. All agents carry a suicide pill
(a capsule of quick-acting poison), which they will not hesitate
to use rather than betray their cult.

€v1. Just Passing Through

This event should ideally take pla
settlement close to Bt‘)gcnh@will do:

by a couple of cultis
exchange secret signs
while trying to appea
Lieberung’s double is d
to find out which cult

pots and pans. If
0 use secret signs

al sales pitch, the other

e front and the fingers fully extended. If any
§ sign, both cultists will wink knowingly, and
ake the sign will hold out his right hand,
pwn to the PCs, the cultist’s palm is coated
aking hands with him will transfer some

ichever is more suited to the situation. The “purple palm”
d by the cult to convey a warning; the cultists are trying
enturers to hand over the money or be prepared to
e the consequences.
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