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Of Fiends and Warlords

A Bit of Background


I’m going to assume that if you have chosen (or have been chosen) to run this game you’ve got at least a passing familiarity with the world of Vampire The Masquerade. If not, don’t worry too much, most of it is simple or will be explained as we go on. There are 13 Clans of vampire, which, in the Dark Ages, are split into two major groups; The High Clans, and The Low Clans. The High Clans are like nobility and hold large domains, sometimes proclaiming one of their number to be a “Prince” of an area (usually a city) so he/she can rule over other vampires. The High Clans are the Ventrue, Toreador, Lasombra, Tzimisce, Cappadocian and the Brujah. The Low Clans are not considered to be a ruling class (at least not by the High Clans) and are looked upon with no small amount of disdain. The Low Clans are the Nosferatu, Assamites, Setites, Gangrel, Malkavian, Ravnos and last but not least the Tremere. 

This tale is set in the 13th century in Buda-Pest, the capitol of Hungary. Hungary and the Slavic East were, at one time, almost exclusively the territories of Clan Tzimisce (pronounced Zhi-mee-see). The Tzimisce have always felt a powerful bond between themselves and their homeland and will act either as gracious hosts to guests or as vicious foes to trespassers. Some rumours say these vampires draw most of their supernatural energy from the earth of their domains and will begin to dwindle in number and power without access to it. The most legendary and horrific power that the clan is known for is entitled Vicissitude, it allows the Tzimisce (or fiends as they are sometimes called behind their backs) to manipulate flesh and bone into any shape they desire.      


In recent centuries the Tzimisce “Viovodate” has suffered numerous invasions from the Ventrue. The Ventrue see themselves as the true leaders of Cainites (another word for Vampires - they are descended from Caine according to myth). At the start of the game the city of Buda-Pest is ruled by Prince Rikard (Clan Ventrue), he used a show of military might in order to become Prince and then plenty of political ploys and almost an army of Ghouls and Childer to stay there over the past fifty years. Buda-Pest is but one example of the Ventrue superiority complex, the majority of Princes across Europe are of that Clan. Of course, as it often is when such great egos meet, the Ventrue and Tzimisce went to war, literally. Armies of mortals under the control of Ventrue Warlords and Tzimisce Fiends still clash in the contested countries of the Slavic East.


But the High Clans aren’t the only ones vying for power in the area, there are also the newest of the Cainites: The Tremere. The Tremere were mortal magicians before their greed led them to the search for immortality. Through a series of rituals that made use of the vitae (blood of Cainites) of Tzimisce, among other things, they became vampires themselves. Many call this the Clan of Usurpers for their actions, and, despite their powerful blood magic, are considered to be a Low Clan. This Low Clan does, however, need to carve itself a place of it’s own in the world and so is struggling for survival in the same arena as the Warlocks and fiends.         


After reading the above you should now have an idea about the wider political atmosphere of the area in which the game is set. The 
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three clans I have explained already are by no means the only groups of Cainites with power in the city of Buda-Pest, which boasts a varied Cainite populace, but they are important in the grand scheme of things. 


The Plot (The Short Version)


The player’s characters are summoned to the Palace of Prince Rikard by Seward, Rikard’s oldest Childe. After arriving they are told that Prince Rikard has been murdered and that only the characters, Seward and a Ventrue (Luke) that found the pile of ash that was the Prince, currently know the truth. Normally the new Prince would be put into power almost at once. However, there is a large ceremony to be performed at this particular city when a Prince is given power, and the murderer stole an artefact that forms a centrepiece for this ceremony. The players are charged with the secret retrieval of this object (a staff wrought of bone and gold).


The characters all have various investigative means at their disposal from Nosferatu spies to powerful political contacts. After a night or two they should have found that the staff was stolen by a Tzimisce named Bratovitch and that he once owned two castles in the region, one Rikard had stolen and the other is in the mountains a few nights to the West on horseback. The players may also have formed plans to seize power for themselves through their allies of otherwise, this kind of thinking should perhaps be encouraged but shouldn’t take over the game as whatever happens they must still confront Bratovitch. 


When they reach Bratovitch’s haven they explore and find it to be decorated much like Rikard’s haven but with more taste. On further examination they find that the dungeon forms a lab for flesh and bonecrafting experiments and a room that should be a large bedchamber on the top floor is made of flesh and bone and is actually part of Bratovitch who morphs out of the floor to meet the party when they enter this room. The Tzimisce is angered that uninvited guests have entered his Sanctuary and begins to do battle with them, that is if they find no inventive way of bargaining with him or otherwise dealing with him.  


With the staff retrieved from the Tzimisce the new Prince, Seward, is coroneted, unless any of the players try their own bid for power… 


Quick Info On The Player Characters

Ventrue (Genevieve): Third eldest childe of Rikard (originally fifth eldest but two of her elder “brothers” have met Final Death). Feeds only off slaves. Financial links to slave trades and silk trades.

Cappadocian(Penelope): This scholar studies the state of death very closely. Prefers solitude. Corpselike complexion. Sometimes receives bodies/information from a Nosferatu that runs a Leper Colony.

Lasombra (Vincent Macario): He and his sire Francis have allied themselves with the Ventrue, but when Rikard’s death is revealed Vincent’s sire pushes him towards the idea of a Lasombra Prince. Vincent casts no reflection.
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Tremere (Jorvais): Rikard has found Jorvais useful before because of his skill with Thaumaturgy, even though he is a member of the Low Clan Tremere. He’s bound to clan-mates in the local Chantry.

Assamite (Cavaris): Pretends to be a Toreador, likes sculpture, he knows a Toreador in the city that can make a fake staff. Came to Buda-Pest recently to carry out a contract for Seward.

Brujah (Stiener): Hired goon with short temper; at least that’s what everyone else thinks. Stiener has learned the earliest levels of Temporis as a favour from one he saved from final death years ago. Keeps an extensive library in his haven.


If only four or five players turn up Jorvais and Stiener are my recommendations for the characters that aren’t used, though you can choose differently as no particular character is essential.     
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The Scenario Begins Here

Part 1
Summoned to the Haven of the Prince


The player’s characters, as they rise from their sleep to face the night ahead of them, are all approached, one after another, by a ghoul messenger (Alex) who summons them to the Palace of Prince Rikard. It is short notice but they comply, after all, who is going to argue with a prince? The characters (apart from the Ventrue Genevieve who is already at the palace) board the black coach that has been sent to collect them. When the coach enters the courtyard it becomes apparent that the palace is more of a castle than anything else, but the characters are used to this having been there before separately.


On entering through the massive, heavy, oak double doors into the elaborately decorated hallway of the palace, the group are met by the last member of their party, Genevieve, and by the well-respected eldest childe of Prince Rikard, Seward. Seward tells the group that a “horrible injustice” was perpetrated here last night, in the hour before dawn, as near as he can figure it. He brings the group up the main stairs of the palace (red carpet, tapestries on either side etc.) and into the throne room where mortals are busy with menial cleaning tasks and seem more disturbed by the fact that the player’s group is in the haven than any horrible injustice. After a few more rooms Seward reaches a private area where the royal bedchambers are. He takes a large iron key attached to a chain around his neck and unlocks one of the doors. Inside is a guardroom with two dead, decomposing guards still wearing their armour. Seward points them out and says, “These were, until last night, Prince Rikard’s personal guards, and this” Seward opens the stone door at the other end of the room “is Rikard’s chamber.” A pile of ash lies in the centre of Rikard’s bed.


Seward makes sure that they know that only himself, the characters and the unlucky Ventrue (Luke) who found the bodies know that the Prince is dead. Normally the new Prince would be put into power almost at once. However, there is a large ceremony to be performed in the city of Buda-Pest when a new Prince is named, and the murderer stole an artefact that forms a centrepiece for this ceremony. A new Prince could be coroneted, but there would be an immediate rift formed between those who followed tradition and those who cared only for power. The players are charged with the secret retrieval of this object (a staff wrought of bone and gold). All characters are to be richly rewarded with more expansive domains, the right to sire who they will as long as they live in the city and a substantial amount of money, so long as they return the staff to Seward.


If the players investigate the palace they find that the guards have been moved so the holes in their armour don’t show, the holes were made by claws or talons, not swords. Luke is out feeding, his domain is near the centre of the city, near the river. Seward is favourite to become the new Prince, everyone seems to be saying it.
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Part 2
Investigating Contacts and Leads

1. (If the Cappadocian visits the Nosferatu) The Cappadocian character, Penelope, on occasion, collects dead bodies for experiments from a leper colony on the outskirts of town called the “Lazarus House.” The building is in ill repair, it is hard to imagine anything surviving the cold winter nights in such a place. At the entrance she is met by a leper who brings her into a back room to meet the one called Lazarus. He is a Nosferatu who aids her quest for knowledge in many ways, he is sitting on a rotted wooden thing that may once have been a throne. On being questioned he tells Penelope how last night he noticed an abnormally good-looking, well-dressed, male traveller enter the city on the Eastern road. Lazarus was curious and followed this man to a cemetery where he spent most of the night in a crypt. A crypt marked Bratovitch. Lazarus had to attend to other errands during that night but went back just before sunrise thinking the stranger would be asleep. However, the stranger was in fact leaving the crypt in entirely different garb, a monk’s habit. It was too near sunrise for Lazarus to risk following him, he returned to his haven to sleep. This evening he returned to he crypt but only a half drained mortal and a mutilated corpse remained there. 

2. (If the Lasombra player visits his sire) Vincent Macario’s sire (Francis – tall, dark, wears his long hair in a ponytail) lives in a large estate in the north west of the city. It is always very dark inside, a tangible darkness. When Vincent approaches he is pulled through a shadow next to the front door and emerges on a balcony overlooking the garden that is so well kept by one of the ghouls. Francis will be very pleased to hear of Rikard’s death, as now he owes the Ventrue of this city nothing and can put plans for their downfall in Buda-Pest into motion. Francis wishes to be Prince and so instructs Vincent to bring the staff to him. 

3. (If the Tremere player visits the Chantry) The Chantry is a relatively new, strong, stone building that throbs with magical energy to anyone with the gift of Auspex. Jorvais may ask advice of his elders without wishing to give away what is going on, but his elders will get suspicious very quickly as his loyalty is firstly to his Clan, then to the Prince. Alternatively Jorvais may simply tell the Tremere what has happened. Either way, Stefan, a portly man with a thick beard who is the head of the Chantry, will tell Jorvais that the elder Tremere felt the presence of a powerful entity in the city last night and sent two Tremere to investigate. This evening the ashes of those two Cainites were found on the doorstep of the Chantry with a note, inked in the blood of one of the two fallen Tremere. The note simply said: “Before the Ventrue ruled these lands, before the Tremere infected this realm with their very existence, this domain was owned by me, and it soon shall be so again.”

4. Any of the characters can look for Luke (blonde hair, blue eyes, scar on right cheek, discovered the murders) but Genevieve has the best chance of finding him being more familiar with him and his habits. He can be found standing on a bridge, ripping the heart out of the chest of a street 
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urchin, drinking the blood contained within and tossing the used heart and body into the river. 

Luke knows:

(A) Bratovitch is a Tzimisce that used to rule this city, Rikard’s Palace once belonged to Bratovitch and his current Castle is in the mountains three days West on horseback.

(B) Seward has wanted to be Prince for a very long time and there are rumours of him having hired an Assamite to destroy other contenders not so long ago.

(C) The staff was forged using powerful sorcery and has magical abilities that Rikard could never manage to use. He kept the powers a secret out the embarrassment caused by his ineptitude.

(D) Francis will try to become Prince shortly after he finds out Rikard is no more, with or without the staff. He says nothing of this to Vincent for obvious reasons, to the others (particularly of interest to Cavaris (Assamite)) he offers a handsome reward to any that actively discredit or destroy Francis.  

5. If the Bratovitch crypt is searched by a player the following is found; a skeleton missing one leg and it’s skull with it’s bones warped into strange shapes. Spots of blood are dotted on the floor. There is an almost drained young mortal woman chained to the wall.

6. If players wish they may visit taverns that are friendly to vampires, (Cainites drink blood from wine goblets in order to appear normal to the mortals around them). In these establishments it is easy to pick up the latest rumours from the ghoul bartenders or other shadowy folks. If the players ask around enough they hear about Bratovitch and his intentions to retake his territory, and a rough location of his castle. If players are unlucky they may find some ghouls loyal to Bratovitch in one of these taverns, they will know little, but are aggressive and may start a brawl.

7. If literary research is conducted (most likely by the Brujah or the Cappadocian) references to the staff of Kupala are found. The staff was made with skilful use of Vicissitude and Koldunic Sorcery. What powers the staff has are in question as no accounts of its use agree; some say it shoots fire, others say it ensures obedience, others still claim that gives instant mastery of Vicissitude. Also in books is the location of the Bratovitch castle.      

8. If Cavaris wishes he might try to get a Toreador he knows (Ducas - short, thin, has stubble and long hair) to construct a fake Staff in order to have a back up plan. How much the Assamite tells Ducas of what is going on is up to the player, but Ducas will push to find out and make the job more expensive if it things are kept secret.  
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Part 3
The Bratovitch Castle

After a night, or more, of the characters investigating, they should have a pretty good idea of where to go. Horses and coaches are an easy matter for any of these Cainites to arrange, especially the Ventrue (Genevieve) or the Lasombra (Vincent). So the characters will set out towards the Bratovitch castle.


While en route the characters will hear screams and howls from the woods around them, in every direction. The sounds are faint and distant at first but then grow in volume and frequency the further they travel from Buda-Pest. On the third night of their travels they reach a small village that is secretly the domain of a Malkavian named Ulrick the Mad. The players may not even run into him but he plays with their minds anyway. He is dressed like a monk and lives in the village chapel. On that night the players begin to hear taunts in the screams that surround them telling them that their endeavours will fail. Every player will hear something different and it may be wise to give them their messages in note form or take them aside. Examples can include the Lasombra being told that his sire will be destroyed in his effort to become Prince, the Assamite will fail to complete his next contract, one players backstabbing plot against another will go bad or simply that they shall all die at the hands of Bratovitch. All screams and taunts fade to nothing as they leave the village.


Also on the third night they reach the castle. The tall, wrought iron gates open of their own accord to allow the coaches entrance to the courtyard. The stables are empty save for one horse, the lower half of the looming castle is covered with ivy and moss. The main doors of the castle are wide open. The interior is dark and gloomy, as they enter wax candles on tall, bone candlesticks splutter into life to light their way. In the half light grotesque statues with long teeth and spikes protruding from their backs can be made out on either side of the hallway. The doors slam behind the last player character as he enters. If anyone ventures too close to one of the statues it becomes apparent that they are the disfigured servants of the vampire who lives here, not statues (Their eyes may snap open, or may extinguish a light that was guiding a character etc.). These foes are slow and easily avoided but they will cause horrific damage should they catch a character. It is most likely that they will not attack as the players enter but as they leave as the proud vampire wishes to look on those who dare to trespass in his haven.


There is a wide staircase that leads upstairs and two doors that lead out of the hall, one right, one left. 

The door to the right leads to a room with old extravagant furniture, there is another room beyond and a kitchen beyond that. All covered with a thick layer of dust. 

The door on the left leads into a hall with servant bedchambers. If all are searched a secret passageway is revealed in the last room. The passageway is hidden under behind a wardrobe and is in the form of a stone spiral staircase heading downwards into a dungeon. The cavernous dungeon is lit with torches. Cells that hold starving people line the walls and torture implements can be seen on bloody tables. A man chained to a wall with his eyes cut out hears footsteps of the characters and moans “please, help me die sir…”. As  
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the characters explore the dungeon they find a room with a domed roof made of skulls and a section of the stone floor missing to reveal the earth below. There is a coffin embedded in the earth. There are also intricately carved bone weapons of all shapes and sizes imaginable displayed on the walls of this room, characters can feel free to take any. The weapons cause aggravated damage as they are all actually formed from vampire victims.   

If characters go strait up the stairs of the main hall they find themselves in a richly decorated area with thin slit windows and gigantic paintings of a general destroying his adversaries. On this floor there are two spiral staircases that lead to the turrets of the castles towers, from where one can see for miles around, and one staircase that leads to what should be the masters banquet hall. 

The hall has no door to it but it does have an opening much like a hole torn through a light fabric. When the characters step inside they can see more clearly that the whole room seems to have been created from flesh and bone and seems to be constantly fluctuating, like it’s breathing. An observant character may notice the staff is almost engulfed in flesh by a wall at the other end of the hall. The hole they stepped through heals itself and a form in the centre of the floor starts to rise and ooze its way into a vaguely humanoid shape. As it’s still rising a chorus of voices come from all sides; “none should receive greater punishment than the uninvited guest. Explain your presence in my sanctuary.” Bratovitch finishes taking shape as the players speak their piece. When the Tzimisce is fully transformed he is eight feet high with bone armour covering his skin, spikes jut out from his arms and fleshy tentacles writhe around him. Finally an arm that appears from the floor nearby hands a bone sword to Bratovitch. He shows this sword to the players “I formed this sword from Rikard as he was still fighting pitifully for his miserable unlife. I took pleasure in making it and I’m sure his wails will comfort me for years to come. That was the one you saw fit to rule? Perhaps I shall show these lands what a master really is…”

Talking Bratovitch out of trying to kill the intruders can of course be attempted, it just won’t work.

Fighting Bratovitch is difficult because he makes the ground shift around the players so that fleshy arms and tentacles grapple them or waves knock them off their feet. His sword causes aggravated wounds. Characters with Auspex can see that Bratovitch and the staff have the same aura. Players that grabbed bone swords in the dungeon can cause greater injury to Bratovitch should they choose to fight.

Players may want to escape by fetching the staff and cutting their way out of the room the way they came in. Whoever gets the staff shall not be harmed by Bratovitch and will, in fact, find him suddenly open to all sorts of suggestions. (If the staff is destroyed Bratovitch dies, if Bratovitch dies the staff melts away to nothing).

On the way out the characters must avoid or fight the ghouls that once appeared as statues. They still move very slowly so there should be dramatic close calls for most, if someone has the staff that person may waltz through unharmed. 
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Part 4
The Aftermath

If the staff is destroyed, and no staff at all is brought by the characters to replace it, no reward is given by Seward to the characters. Seward proclaims the Ventrue player character Genevieve Prince of Buda-Pest, and has assassins sent after Steiner, Penelope and Jorvais for failing him (not Vincent because his sire is too strong and not Cavaris because he is too useful). Steiner senses what the future holds and moves to Cologne, Penelope is taken by surprise yet manages to flee into the realm of the wraiths using Mortis and Jorvais is killed. There is a rift between the supporters of the new Prince and those who use the staff tradition as an excuse get Genevieve out of power. Genevieve sent a mob of ghouls to murder her biggest rival, Francis Macario, during the day; Francis survived but was weakened by the struggle. Vincent Macario diablerised Francis Macario while weakened and disappeared for many centuries. Seward waits until the time is right, then he has Genevieve murdered by the Assamite Cavaris and becomes Prince. Seward has enough political connections to do this without the same strife that crippled Genevieve as Prince and reigns for many years.


If the staff is delivered to Seward he stays true to his word about the rewards for the characters; all receive large domains, the right to sire who they will and plenty of money. The reward takes effect as soon as he becomes Prince. If the characters simply took the staff and ran from the castle in the mountains; Bratovitch will return before long at the head of almost an army of ghouls to take his staff, destroy the Ventrue Seward and appoint himself master of this land. Then he will try to hunt down and kill the players’ characters. Steiner senses what the future holds and moves to Cologne, Penelope is taken by surprise yet manages to flee into the realm of the wraiths using Mortis, Vincent left for Spain before Seward was even made Prince because he could not bare to see another Ventrue playing King, Jorvais, Cavaris, and Genevieve are killed. If they (somehow) made a deal with Bratovitch earlier he honours it.


If the Staff is given to Francis Macario he instead becomes Prince, before doing so he gives the players a choice: join him or die. Any that don’t want to join him are instantly enveloped in shadow, after a few seconds of struggling they are sent to the abyss. Any that join him are rewarded with power and wealth. Bratovitch will return for his staff as above.     


If the staff is a fake it is never questioned, as everyone wants to believe it’s real. Whoever it’s given to events play out like above except Bratovitch never comes back.
  


If a player uses any staff, fake or real, to try to become Prince, they won’t last very long unless they have a lot of supporters.
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Simplified Adversaries Statistics

Bratovitch

Attributes

All Physical: 4
All Social: 3
All Mental: 5

Abilities


All Talents: 3
All Skills: 4
All Knowledges: 3  

Disciplines

Auspex 4, Vicissitude 6, Animalism 3, Fortitude 2, Potence 2.

Bratovitch Ghoul (Statue)

Attributes

All Physical: 5
All Social: 0
All Mental: 1

Abilities


All Talents: 2
All Skills: 0
All Knowledges: 0  

Disciplines

Potence 3, Fortitude 1. 

Bratovitch Ghoul (Tavern)

Attributes

All Physical: 2
All Social: 2
All Mental: 2

Abilities


All Talents: 2
All Skills: 2
All Knowledges: 2  

Disciplines

Potence 1.

Seward
Attributes

All Physical: 2
All Social: 4
All Mental: 4

Abilities


All Talents: 3
All Skills: 3
All Knowledges: 3  

Disciplines

Fortitude 3, Presence 4, Dominate 3, Celerity 1.

Francis

Attributes

All Physical: 3
All Social: 4
All Mental: 4

Abilities


All Talents: 3
All Skills: 4
All Knowledges: 3  

Disciplines

Obtenebration 6, Dominate 5, Potence 5, Auspex 2, Fortitude 2, Celerity 1.
       

