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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. In the Dark Ages vampires mainly refer to themselves as Cainites (because according to myth they are descended from Caine). There are 13 Clans of Cainite, 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 game is set in Venice circa 1230. At this time Italy is not a country as such, instead it’s a series of city-states. The cities of northern Italy are preparing for war as Frederick II (Holy Roman Emperor & King of Sicily) claims that the north of the country is his. The Lombard League (an alliance of towns) opposes Frederick and awaits his next move. Pope Gregory IX waits also, he holds the central third of Italy as his territory and will be surrounded by Frederick’s lands should he be victorious. In the near future, war between the Papacy and the Empire is possible. The port of Venice links Western Europe and the Byzantine successor states and as such is profitable and powerful. Venice has stayed neutral regarding the power struggles of the mainland, and most Cainites wish Venice to remain out of any fighting.


Venice is a hub of Cainite politics and emissaries from all over the Mediterranean travel to Venice now more than ever. The fall of Constantinople in 1204 has allowed Venice to claim even more colonies along the Aegean Sea and Greek mainland. Some of the most notable of these new colonies include Crete, Modon & Negroponte and Venetian Cainites have already appointed as rulers. There have been spoils brought to Venice and proudly displayed by rich merchant families for many years now, much to the rage of Cainites from the pillaged lands (including Outremer & Constantinople).


There has been infrequent communications between Narses, the Lasombra Prince of Venice, and Michael, the Toreador ruler of Constantinople. Michael, who calls himself the Patriarch, is an ancient Methuselah (4th Generation) and a potent foe. The fact that Michael has slowly lost his grasp on sanity over the years may serve as a good explanation as to why his city fell to invaders, but it doesn’t necessarily diminish the threat he poses to other Cainites as he has become very unpredictable. Narses sees the situation as it stands and plays a dangerous game by taking advantage of his 2,000 year old rival whenever he can.


The Giovanni merchant family with a talent for Necromancy reside in Venice and are very important in Cainite politics. The head of the family, Augustus Giovanni, was embraced by the progenitor of the Cappadocian Clan in 1005. Since that time, Augustus, who believes firmly in keeping things “in the family”, has carefully formed the 
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Giovanni into a bloodline of the Cappadocians. Augustus only sires members of his family, but having said that, they are few in number (in 1230 at least). 

The Plot (Short Version)

Roughly a year before the game begins a relic thought to be the remains of an Evangelist was stolen from Constantinople by those loyal to Narses (Prince of Venice). Michael (Patriarch of Constantinople) demanded the return of the relic. Narses sent his eldest childe by his finest ship to return the relic, but the ship was sunk en route. Later rumours of the relic remaining hidden in Venice reached Constantinople. Michael has sent a number of loyal allies (the players) to investigate. If the relic is found Michael wants the players to make it known that Narses acted against Michael and should be destroyed and replaced by Guilelmo Aliprando (power hungry surviving childe of Narses).  


The players use a conclave about the upcoming war on the mainland as a cover for their entrance into the city. The game begins after this conclave has finished (Venice shall stay neutral). The players meet a Toreador (Serafina) who guides them to her home before explaining the situation to the players. She tells the players of large vaults owned by Narses that the relic is likely hidden in (though even she does not know where all of them are).


The players can set out to use their political/local contacts or good, honest, hard work to gain the information they need. There is obviously a vault under the palace, which is heavily guarded and does not contain the relic. There is a vault on the island of Murano, but mainly contains glass created on the island or plundered from other lands. The third vault is under a small chapel that Narses had built; this chapel can only be reached by canal. Its vault contained the relic until recently, but it’s gone now. The players find a hole in one of the walls inside the vault that leads to previously unknown catacombs. The players explore these and find that a group of hideous Nosferatu have taken the relic, as they believe it should not be used as a political tool. The players can take the relic by force or try to use diplomacy. 


Once the players have determined that Narses did indeed take the relic back to Venice (and can prove it) they can set into motion the events that cause the destruction of Narses. Guilelmo Aliprando rises to take the place of Narses.

Quick Info On The Player Characters

Gaelan Orthros (Lasombra): Gaelan was sired in Crete around 270 years ago by an abusive sire. He fled his beloved homeland and has spent much of his unlife travelling. Constantinople sold Crete to Venice in 1204. Gaelan despises Narses.

Alessandro Giovanni (Cappadocian): Part of the relatively young Giovanni bloodline of Cappadocian clan and a native of Venice. He was sired within the last century but has powerful contacts within his family. Has helped negotiate many of his family’s trade agreements in the Mediterranean.
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Corvin (Ventrue): Sired over two centuries ago in Rome. Corvin has dealings with traders from various states; because of this he has a Ventrue contact in Venice. Met Michael once while in Constantinople resolving a trade dispute. Feeds only on the diseased.

Albrecht Geisler (Brujah): Albrecht was originally from Cologne but has moved to Florence in recent years to exploit the chaos in the Cainite political system in the city at this time. He has had promising dealings with the followers of Michael in the past so he now agrees to help them.

Belicia Lanfranchi (Toreador): Belicia comes from Milan, where she has spent the last two centuries. She believes that Michael can create a utopia for Cainites; his failure to do so in Constantinople simply means he should move back to central Europe. 

Mari (Malkavian): Mari cannot remember anything before the moment she saw Michael forty years ago in Constantinople. She thinks of him as her infallible father as he literally taught her everything she now knows. She views the world in a different way to most; she sees the patterns in everything. She is the only member of a Low Clan in the group.          

Areas of Note In Venice

The Rialto

This is one of the most commercial districts of Venice where merchants congregate and traders of all kinds sell their wares. It also includes the Rialto Bridge, which spans the Grand Canal and is a famous landmark in its own right. The bridge is a massive edifice with stalls lining both its sides.

Plaza of San Marco

This is the largest square in all of Venice and the open space is made all the more impressive in a city that is made up of cramped, winding streets, narrow canals and other tight spaces. One of the largest buildings in Venice, the Basilica of San Marco, takes up one side of the square. The Basilica is an awe-inspiring sight to behold (very literally in the cases of some Toreador).

The Island of Murano

Murano glass is one of the most wonderful artistic exports that Venice has to offer. The glassworks are kept on this island to avoid fire in the main city.
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The Scenario
Part One

An Audience With An Artist

Roughly one year before the beginning of the game a relic of great value was discovered in Constantinople. It is contained within a sarcophagus and is rumoured to be the remains of one of the Evangelists. This relic was taken from Constantinople and brought to Venice by those loyal to Narses (the Prince of Venice). Michael, the Prince of Constantinople, became aware of this and demanded the return of the relic to his city. Not wanting to anger a being of such power, Narses agreed to put the relic on his finest ship, captained by his eldest childe, and deliver the relic to Constantinople. Near the mid point of it’s journey the ship was sunk and all hands, and the relic, were lost.


Later in the year there were stories of secret shipments entering Venice under cover of darkness. Shipments only the Prince was entitled to see. The spies of Michael grew suspicious, and it was not long before tales of the relic returning to Venice reached his ears. Furious as Michael was, he needed to be certain the reports were true before taking action against Narses. At the first opportunity Michael organised a meeting of a group of individuals (the players) loyal to him in Venice. These Cainites use a conclave on the subject of the upcoming battles on the mainland as a cover for their presence in the city. 


After the conclusion of the conclave all the players receive invitations from Serafina, a noted Venetian Toreador, to join her in her haven. She dwells in an elaborate home adorned with paintings and sculptures of her own creation and there are views of the Grand Canal & the Rialto Bridge from the balcony. Serafina is a tall, exquisitely attired woman whose beauty puts many of the previously mentioned wonders to shame. The game begins with the players meeting with Serafina, who explains the recent history of the relic to the players and their true purpose in Venice. They need to find the relic, once it is found the treachery of Narses will be proven. The relic is to be returned to Constantinople and Narses is to be replaced by the younger of his two childer, the ambitious Guilelmo Aliprando. 

Before they leave Serafina gives the players a key for an old library she owns so they can research accurate documentation about the surrounding area should they feel the need. She also says that she has recently had one of her ghouls (Isaac) infiltrate the Palace of the Doge. The players can meet with him at the servant entrance of the Palace should they think that he could be of use at any time. The players can report back to her whenever they choose, as she is Michael’s chief representative here in Venice.
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Part Two

Investigating Contacts And Leads
1. Corvin can visit one of his long time business associates, Santo Vidal, a Ventrue that knows the city well. Santo can most easily be found in his place of business on the Rialto Bridge, where the finest silks from the Orient are sold both day and night. Santo knows that if one wishes to find a treasure owned by Narses one must first find his vaults. After no small amount of research on the subject Santo has determined that there are three vaults for large treasures; one is under the Palace of the Doge, another under the island of Murano (site of world famous glassworks) and the third is underneath a chapel. Reputedly the chapel was built by order of Narses a century ago and can only be reached by gondola as its doors open onto a thin canal.   

2. Alessandro Giovanni is a local and can speak with one of his more influential contacts: Augustus Giovanni. Augustus lives in one of the largest houses in Venice, as befits a merchant of his wealth. His home is guarded by ghouls, enslaved Wraiths, Cainites and loyal members of his family. He has incorporeal spies almost everywhere so deceiving him is not advised. Augustus knows that a ship under the command of a Ravnos, known only as the Captain, is currently in the port of Venice. He also knows that a Prince of the Venetian colony Negroponte, the Lasombra Tomaso Brexiano, has had dealings with this Ravnos regularly over recent years. Brexiano has even gone as far as to recommend this captain to Narses. Brexiano is in Venice also, due to the conclave, and has had many private meetings with Narses. Augustus has suspected that Narses used the Captain as part of a ruse to get the relic back to Venice. He also knows about the three vaults (see above). Augustus doesn’t much like some of the restrictions that Narses has put on the expansion of his family into the colonies. He would much prefer to see Aliprando as Prince.

3. The players can choose to do some literary research, either by checking out the library owned by Serafina or some other means. With successful rolls they can find the following:

A) Documentation describing the building of various structures in the city throughout the ages. From this the players can approximate the location of a curious chapel described as being part of the “Church of Nod”. This chapel was built with generous donations from merchant families that subsequently went bankrupt. 

B) Stories of an intricate network of catacombs not unlike those found in Rome. It is said that foul beasts make their lairs under the city by use of the tunnels. There is a chance that the players might simply dismiss these reports as falsehoods.   

C) Legends of a vessel named “The Ship of Nightmares” that is crewed by the damned. The tales say that the ship appears from nowhere and acts in league with sea monsters to waylay innocent seafarers.

D) There are records of relics being brought to Constantinople from Outremer and oddities from the Orient. All relics were kept in Constantinople by order of Michael, but over the last five years relics have been smuggled to Venice. The mysterious and enigmatic antiquities from the Far East have sometimes mistaken for Western relics.
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4. The players can investigate the ship owned by the Ravnos captain that is docked in the city. If they do, the Malkavian of the group can use her Obfuscate to conceal the players. The ship itself seems quite ordinary. As they approach the ship they see a cloaked figure being welcomed by some crewmembers and walking up the gangplank and into the ship. The cloaked man enters the cargo hold, which is encompassed in an illusion. It seems like the inside of the vessel is a beautiful garden with night blooming flowers bathed in moonlight. The captain (tall, bearded, wearing a long red coat) is waiting in the garden for the cloaked figure (who reveals himself to be Tomaso Brexiano-Lasombra Prince of Negroponte, Venetian Colony). The Lasombra will be recognised by the players as he was at the conclave earlier. Brexiano brings the Captain a letter from Aliprando (Childe of the Prince). The letter states that expenses for the Ravnos’ next voyage are paid and it also contains inventories of everything being transported in vessels owned by Narses and their routes over the coming months. Brexiano and the Captain will betray Narses in order to secure the favour of the new Prince. Despite having similar aims to the players, Brexiano and the Captain will be displeased if they catch the players spying on them. If they become aware of the players they will demand that the relic be brought directly to them once it is found. 

5. The players will investigate the vaults where the relic should be kept. There is obviously a vault under the Palace, which is heavily guarded by ghoul servants of Narses. The Palace of the Doge is an immense building that would take far too long for the players to search by themselves. Luckily they can meet Isaac (a ghoul of Serafina) by a servant entrance and be guided to the vault (guarded by two ghouls). This vault does not contain the relic. It does contain some of the finest sculptures, paintings and ornate weaponry the players have ever seen. There is a vault on the island of Murano, but mainly contains glass created on the island or plundered from other lands. 

Ghoul Guard Quick Statistics
Attributes

All Physical 4
All Social 2
All Mental
   2

Abilities

All Talents  2
All Skills 2
All Knowledges 1

Disciplines

Potence 1 

The third vault is under the “Church of Nod” and, as it was built by order of Narses, it’s the most logical place to look anyway. The players can reach its doors by use of a gondola. The Chapel is a foreboding sight with shadows that both seem somehow darker and larger than they should. Once the players pass through the doors the see that the chapel is not lit, they can stumble around in the darkness until they find a torch to light. When the torch is lit the shadow creatures that Narses has summoned to guard this place lunge for the players. There are three shadow creatures in total. The GM should let his/her imagination run riot when describing these unspeakable evil creatures made of pure darkness. 
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Abyss Creatures Quick Statistics
Attributes

All Physical 5
All Social 0
All Mental
   0

Abilities

All Talents  3
All Skills 3
All Knowledges 1

Disciplines

Potence 2
After the creatures have been destroyed, or evaded, the players can search the chapel. In an alcove near the alter they find a spiral staircase that leads to the vault below. The vault entrance itself is comprised of two large wooden doors with iron handles. Inside the vault the players can see that riches of all sorts are stored there, except the relic. On closer inspection of the area, the players notice part of the wall, hidden behind a statue, which has been torn down and hastily rebuilt. The players can easily reopen the hole in the wall with their supernatural strength etc. Through this opening players can now enter a series of catacombs that were previously thought to be myth.       
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Part Three

The Catacombs


The tunnel that leads away from the vault slopes downward slowly. The water that has seeped into the catacombs is soon so high that it forces the players to wade towards to whatever destination is in store for them. Before long the players begin to see cavities in the walls that contain corpses that have decayed, or are now nothing more than skeletons.   


If Alessandro wishes he might try to use Necromancy on some of the corpses, it doesn’t seem to work. Other players that have the Auspex Discipline can give the corpses further attention. With a little success they see that these are not corpses, they are something else entirely. They are Nosferatu. Some have used Obfuscate to take on the visage of rotting bodies, others found their usual appearance suited this disguise perfectly.


Regardless of whether the players realise that they are surrounded by other Cainites they don’t go unnoticed. First the Nosferatu behind them slide out of their resting places, then those ahead move to fill the tunnel, trapping the players. One of these disgusting beings (with webbed fingers and one eye) steps forward, introduces himself as Quintus and demands that the players follow him so they can be brought to the ruler of this domain. The players are heavily outnumbered and should comply. However, there’s always the chance that at any point from now on the players may try to fight their way through. The numbers of the Nosferatu are left vague deliberately so the GM can adjust as the players react.

Nosferatu Quick Statistics
Attributes

All Physical 3
All Social 1
All Mental
   3

Abilities

All Talents  3
All Skills 3
All Knowledges 3

Disciplines

Potence 2 Obfuscate 3 Animalism 2


The ruler of this underground realm (Clementine) is sitting at her desk in the corner of the dank room she lives in. She wearing a monk’s habit and is reading a book by the light of a candle when the players enter. Quintus and the other Nosferatu file into the room and stand with their backs to the walls so they can watch proceedings. Clementine listens patiently as the players explain that they need to retrieve the relic/lie about why they’re there. She will be able to see through all but the most ingenious lies so it would be foolish for the players to try that approach. She will tell the players that the relic is quite safe in the capable hands of herself and her clanmates. She states that she knows of Michael’s deteriorating mental health, and how important relics have been slipping through his fingers over the past few years. Michael, in her opinion, is unfit to protect this relic. She also states that Narses is evil and obsessed only with power and his standing in Cainite society. Narses, in her opinion, is unfit to exist. This relic is simply too precious to be used as a political tool or to be sold to the highest bidder. The relic shall soon be moved to a more secure location, and there it shall stay until safer times. Unless the players wish to say anything else, she would like to continue the book they interrupted her reading.
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Clementine does not care very much for political gain so the players, despite their wealth and contacts, have little to offer on that front. However, Clementine has not yet been able to open the elaborate gold sarcophagus that the relic is encased in, and would be willing to let the players try (under her direct supervision, of course). 

Just in case the players don’t go with the diplomatic way of doing things. . . . 

Clementine Quick Statistics
Attributes

All Physical 2
All Social 4
All Mental
   5

Abilities

All Talents  2
All Skills 2
All Knowledges 4

Disciplines

Potence 1 Obfuscate 5 Animalism 4


The sarcophagus is in a circular chamber being examined by three Nosferatu who seem awed and vexed in equal parts by the object. They step back cautiously as the players and Clementine approach. The sarcophagus is covered in geometric shapes that interlock in confusing patterns to form a locking mechanism. Not only that, but it’s made of solid gold. This kind of artifice is unheard of, and some of the wiser Cainites that have laid eyes on it question its origin. All the players may try to open the sarcophagus and free the relic but will not succeed. The exception here is Mari (the Malkavian). Mari is a visionary who sees patterns in the simplest of things, and through this gift she is able to see the exact way to arrange the shapes so that the sarcophagus unlocks, allowing access to the relic within. The problem is, the relic everyone expected isn’t inside.


As the players, and the Nosferatu, peer into the sarcophagus they see a sleeping man. The man is Oriental, has a long, thin, black beard and is bald save his ponytail. He is wearing long red robes adorned with symbols of dragons and lotus blossoms. The Nosferatu and the players are all suitably shocked (I hope). After a brief pause for thought Clementine proclaims that the sarcophagus should be sealed, given to the players, and sent to Constantinople (which is just far enough away for her liking). Two of the three other Nosferatu begin to disagree, as this would throw away a perfectly good chance to learn something new out of nothing but disappointment and fear. The players my wish to take Clementine up on her offer before she changes her mind or leave the sarcophagus, as they know it doesn’t contain the relic Michael wants.


The discussion is cut short as the group notice a dragon made of blue flame detach itself from the sleeping man’s clothing and glide outwards and onto the ground near the players. This dragon is soon joined by a red counterpart. These strange creatures explore the room and examine all the beings in it, without touching anyone, before returning to the robes from whence they came. If the players try to attack the dragons the blows pass straight through them, but the fire will still burn any assailant. If anyone tries to attack the Oriental man he seems to simply leap out of the sarcophagus, bending at impossible angles to avoid the attack. Even if there is no attack against him he stands before the players and addresses them. “What manner of lowly creatures are you and why have you woken me?” He 
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doesn’t use verbal communication; the words reach the players’ minds, not their ears. Most truthful answers that can be given will not acceptable to this man, after giving the players a very short chance to explain themselves he speaks again. “I know what you all are. Filth. Descendents of Caine. Defilers one and all. I shall not fail in my duty to destroy you” He attacks the Nosferatu first (killing the three nameless NPC’s quickly and wounding Clementine) then he turns his attentions to the players.

        The Oriental (Kuei-jin) Quick Statistics
Attributes

All Physical 4
All Social 3
All Mental
   3

Abilities

All Talents  3
All Skills 3
All Knowledges 4

Supernatural powers

He counts as having Celerity 3 Potence 3 Fortitude 3 Lure of Flames 3

He can also create the two dragons, but it takes concentration.

He walks up walls and leaps twice as far as a normal person. 


When the Oriental is defeated by the players he might be kept incapacitated so he can be delivered to Michael, or the players may destroy him. Clementine has no interest in what the players do with the remains, as it has nothing to do with the relic she expected. They can leave the catacombs with the sarcophagus without hindrance from the Nosferatu.

- Still Waters – Dark Ages Vampire – Page 12 –

Part Four

The Aftermath


If the Eastern vampire is delivered to Michael he will be intrigued and the players will be thanked and given more wealth than they can dream of. Beyond that it doesn’t really matter if the Eastern vampire is in the sarcophagus or not as A) Mari is the only one who can open it and   B) the main objective was to prove that Narses had kept the item that he had stolen from Michael after claiming to return it. 


As long as the group report back to Serafina, with the sarcophagus that shall be delivered to Michael, all goes according to plan. Narses is seen as challenging Michael. Aliprando destroys Narses to make amends between Venice and Constantinople. Notable Cainites including Augustus Giovanni, Serafina & Tomaso Brexiano all support Guilelmo Aliprando when he respectfully asks to replace his sire as Prince of Venice. Gaelan Orthros is offered the position of Prince of Crete (Aliprando and Michael both agree that this is a fitting reward). Mari has secured Michael’s admiration. The other players are given wealth, land and the support of Aliprando or Michael in their future endeavours.


If the group give the sarcophagus to the Ravnos Captain it’s brought to Negroponte. Tomaso Brexiano and the Captain deny having ever heard of it. The Ravnos raids Narses shipping and Brexiano blames this on Aliprando selling information to the Ravnos. Aliprando is killed by Narses. Michael executes the players for messing up so badly (except Mari, whom he forgives).


If the group don’t find the sarcophagus at all Michael executes the players for being incompetent. He sends another group of players and hopes they’ll be successful.    

