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Introduction 

DEATH ROCK 
Welcome to Death Rock, the third of the Doomstones 

adventures. In this part of the campaign, the characters continue 
their search for the ancient Crystals of Power, and hunt through a 
remote mountain monastery for the Crystal of Air. 
This adventure is set in the same part of the 0
southern Vaults mountains as the previous 
Doomstones adventures: Fire in the Mountains 0 
and Blood in Darkness. It can be played as a 
stand-alone adventure, although it is preferable to
have played - or at least read - the previous 0 
adventures. 

a selection of pregenerated player characters. 

full details of the Crystal of Air, the magical
artefact which is the basis of the adventure. 

WHAT THIS BOOK 

CONTAINS 

Death Rock includes the following: 

0 the introduction (this section), giving you
basic notes on how to use the book, and full
background information on the events which
have led up to the start of this adventure. 

appendices on Guardian Spirits, a new
magical creature, and on using Death Rock 
with Warhammer Fantasy Battle.

The Three Chapters 
Death Rock breaks down into three chapters: 

The Warning 
A ghostly encounter sets the adventurers on the
trail of the Crystal. They must head north along
the trade road to the Winter's Teeth pass, and
make their way through the mountains from there
to the remote monastery known as Eyrie. 

Eyrie
0 the adventure itself, with all necessary maps, Arriving at the monastery, the adventurers find 

player handouts and GM aids. they are expected. A playing card and an old letter
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Death Rock 

start a trail of clues which takes them all over the 
monastery. Ores are gathering around Eyrie, and 
a massive assault is building - can they find the 
Crystal in time to save the monastery? 

The Attack 
Led by a warped and fanatical priest, the Ores 
attack the monastery. The adventurers must fight 
for their lives, or find some way to escape. They 
may have found the Crystal of Air, but are they 
strong enough to hold on to it? 

Running the Adventure 
The Attack, runs concurrently with the latter part 
of the adventurers' search for the Crystal of Air. 
This puts time pressure on the adventurers to find 
the Crystal before the monastery is overrun by the 
Ores. Be sure to read both chapters before run­
ning this adventure, as timing is crucial. 

HOW TO USE THIS 

BOOK 

In order to use Death Rock, you will need the 
Warhammer Fantasy Roleplay rulebook, plus 
scrap paper, pencils and dice. It is also useful -
but not essential - to have the The Restless Dead 
campaign and rules supplement. 

Death Rock is designed for characters in their 
third or fourth careers. Players can generate char­
acters of their own using the WFRP rulebook, or 
they can use the pregenerated PCs in the back of 
this book . The pregenerated characters can be 
used to start play ahnost immediately, saving a lot 
of Ume for eager players! 

If you have already played Blood in Darkness, 
you can use the same characters. The pregenerat­
ed characters supplied wlth this adventure are 
those from BlD, with extra skills and advances 
reflecting their experience from that adventure. 

Whether or not you Intend to use the pregenerated 
characters, have a look at them - you might be 
able to use them as NPCs at some time. Their 
backgrounds can provide a useful basis for you to 
sketch in details of player-generated PCs to flt 
them into place in the country around the Yetzin 
Valley, where the action begins. 

Death Rock can be used with less (or more) expe­
rienced characters provided that you bear the fol­
lowing points in mind: 

The first part of the adventure at the monastery 
involves investigation and problem-solving, so rel­
evant skills, reasonably high Int and Fel scores, 
and the right approach are far more important 
than fighting ability. Later, though, the monastery 
is attacked and the adventurers will have to fight 
for their lives - it is at this point that you will have 
to be careful to adjust the strength of the attack­
ing force to the strength of the party. 

4 

Beginning the Adventure 
The start of this adventure assumes that the 
adventurers have Just finished Blood in 
Darkness. If this is not the case, then you will 
have to make a few changes. 

The pregenerated characters provided with this 
adventure have backgrounds which account for 
their being together in this part of the Vaults when 
the adventure starts. You can use similar back­
grounds for newly-generated characters, or work 
out some suitable reasons in consultation with 
your players. 

The Enemy Within Campaign 
If you want to use Death Rock in conjunction 
with the Enemy Within campaign, you should play 
Death Rock at some time before Emp ire in 
Flames. During EiF, the adventurers will have 
quite enough on their plates without an added 
excursion into the Vaults, and by the end of the 
campaign, they will probably have far more impor­
tant problems to worry about than a couple of 
hundred Ores! 

A good point to use Death Rock is immediately 
after Something Rotten in Kislev; the adventur­
ers are sent to the Vaults (by Graf Boris or Sulring 
Durgul, it makes no difference at this point) to 
search for a lost Dwarfhold or to investigate 
reports of fresh Gobltnoid activity, when they 
stumble across the first clue which sets them 
looking for the Crystal of Air. 

Alternatively, if the adventurers are all well­
advanced in their second careers or starting third 
careers by the end of Death on the Reik, you 
might have them find a document in Castle 
Wittgenstein pointing to a Purple Hand base In the 
Vaults. This lead might take them up the river SOil 
and into the mountains where they find the clue 
at the start of this adventure. The Journey can be 
filled with Incidents and encounters from the 
Rloer Ufe of the Empire section of DoTR. giving you 
the opportunity to toughen the characters up a lit­
tle as they go. 

The Restless Dead Campaign 
Adventurers from this campaign will fit quite well 
into Death Rock, provided that they are at least 
beginning their third careers by the time this 
adventure starts. 

The Restless Dead campaign ultimately leads the 
adventurers to Delberz, which Is not far from Alt­
dorf, so again they can travel up the Reik and SOil 
to the Vaults given a suitable reason to do so. For 
example, In the adventure The Haunting Horror, 
they might find a document giving detalls of a 
powerful cult base in the Vaults, wtlh a due that 
this cult was somehow responsible for the Chaos 
creatures which have afflicted the house. If you 
have a copy of Death on the Reik, you can use 
some of the incidents and encounters from the 
River Life of the Empire section to enliven . a long 
river Journey and to toughen up the characters a 
little as they go. 
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