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When A Siren Calls

A Vampire The Masquerade          R.P.G. Scenario

For Warpcon XVIII

By Ray O’Mahony
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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. There are 13 Clans of vampire, which, in the modern nights are split into groups such as The Camarilla, The Sabbat and the Independents. The Camarilla are mainly concerned with hiding the existence of vampires from mortals and have a strict set of rules, called The Masquerade, to ensure that this happens. Generally the Camarilla proclaims one of their number to be a “Prince” of an area (usually a city) so he/she can rule over other vampires (and enforce The Masquerade). The Camarilla Clans are the Ventrue, Tremere, Toreador, Nosferatu, Malkavian, Gangrel and the Brujah. The Sabbat is the main opposition of the Camarilla, as they believe that the main strength of a vampire comes not from hiding from inferior mortals, but from embracing her true nature. The Sabbat Clans are the Lasombra and the Tzimisce, though clan members “loyal” to other sects regularly defect to the Sabbat, and so it gains power. The remaining four Clans, the Assamites, Giovanni, Setites & the Ravnos, remain independent of the political machinations of both of the previously mentioned sects.   


This game is set in the city of New York in the year 1999. New York has recently become a Camarilla territory, though at a heavy cost. Earlier in the year the Sabbat moved on up the East coast of America taking one city after another, first Atlanta fell, then Washington, next was Baltimore. While the Sabbat was on the offensive in these different cities the Camarilla destroyed the ill defended remnants of the Sabbat in New York. The city is now ruled by Prince Calebros, an elder of the Nosferatu Clan, who is almost overwhelmed by the task of restoring order to these streets. While it’s customary in Camarilla society for a vampire to announce himself to a Prince on entering a city, the current chaos has allowed careful vampires to come and go as they please in this part of America. In fact, many of the player characters have just recently entered the city.


Also of particular note for this scenario is a rare, entirely female, bloodline of vampires known as the Daughters of Cacophony. They are not considered a clan as such, but more of an offshoot of a larger clan. The players shouldn’t really know much about these vampires as there are so few of them, but as the storyteller you should know a little bit about them, so the following is a brief synopsis of the Daughters of Cacophony.


No living, or undead, creature knows exactly how this bloodline came to be, but the most widely accepted theory is that the blood of a lunatic Malkavian somehow became intermingled with the blood of a Toreador artiste. The Daughters of Cacophony have been dubbed the Sirens by many that have spent time with them, and for good reason. The Sirens have at their disposal a discipline entitled Melpominee, which allows them to sing songs that amaze the ear and enchant the soul. The discipline has effects ranging from summoning allies from afar by sending a disembodied voice to communicate with them to imbuing an audience with an emotion expressed in one of their songs. There have even been tales of a Siren shattering a person with their voice as if the victim were a wine glass before an opera singer. What is arguably the most disturbing use of Melpominee, however, is that which causes the victim instant insanity upon hearing the Siren’s 
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voice. The distinct curse this bloodline has to endure is their fascination with melodies of the soul that no others can hear.


The Plot (short version)

All the players are in different parts of the city engaging in different activities on the night in question. They have never met each other and have immensely varied social standings and political leanings. As the game begins they all hear a pained female voice inside their heads, she desperately begs for help. The voice is impossible to ignore and soon, perhaps against their better judgement, they are travelling towards the source of the voice. The characters meet each other en route, which presents a perfect situation for the players to describe themselves to each other before continuing their search.             


After some travelling, by whatever means available to the players, they reach a back alley that includes the entrance to an opera house, which seems so well hidden that it should have closed down decades ago. Inside there are plenty of staff and patrons, but they all move with slow mechanical movements and have eyes that appear to be windows into another, darker dimension. The ticket vender, the audience and the actors all give an eerie feel to this place. Soon the characters are compelled to explore the upper levels of this building, which are decorated in the style of the most lavish vampire haven instead of the expected attic area. After some investigation the players find a mutilated female vampire chained to a bed. It becomes obvious that she is the one who has called them together and they feel an unshakable loyalty to her.


The group free this vampire (a Daughter of Cacophony named Charlotte) from her shackles and attempt to leave this opera house. The thing is, as soon as she was moved from her chamber all of the automatons in the building move slowly and inexorably towards the players. Everyone fights for their unlives and tries to protect Charlotte above all else and eventually, through lots of dramatic action, the characters escape. Charlotte is incoherent but gives clues to her fear of her torturer returning so the players must decide quickly where to take her. 


Wherever the players decide to take Charlotte they are soon interrupted by Shutatara, the being that had previously confined Charlotte. Shutatara is a vampire that is part of another rare bloodline: the Baali. The Baali have gained their main powers from ancient pacts with Demons, and so even vampires fear and distrust them. Shutatara explains to the players that Charlotte is her property. They can hand her over or meet Final Death, either a bloody battle will ensue or (with many a willpower roll) Charlotte will be handed over to the Baali.   

Quick Info On The Characters

Malkavian (Loretta): Loretta has the body of a fifteen year old with green eyes and blond hair. She is secretly a member of the Sabbat and has been gaining intelligence on the Camarilla activities in New York. She enjoys finding new and interesting ways to murder people.
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Toreador (William Petersen): William has made a fortune by writing ridiculously overdramatic novels about vampires. He’s famous in mortal and Kindred society alike, though this doesn’t always win him friends. 

Setite (Markus): Collector of rare antiquities, especially of the Egyptian variety. He has no problems with liberating important artefacts from oh, lets say, the British Museum and returning them to their home country. 

Tremere (Diana): She has not progressed in any significant way through the ranks of the Tremere Chantry, despite creating a number of minor rituals and showing major aptitudes with unusual Thaumaturgy Paths. Her “superiors” believe she is best suited to handling the communications between the Chantry and it’s field agents. 

Nosferatu (Donatello): Donatello was a Franciscan monk during his mortal years and he maintained a hermetic lifestyle after death. He has sporadic contact with other Nosferatu but virtually no interaction with any other vampire clans.

Lasombra (Stuart Blackton): Left the Sabbat and joined the Camarilla nearly 150 years ago and has been a diligent, dependable member ever since. Has to deal with distrust of vampires’ everyday on an unimaginable scale, on the plus side the powers that be in the city know how trustworthy he is. 
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The Scenario Starts Here

Part One 

The Call                                                                                                                                                                                                                            

This game begins on a chilly, slightly rainy night in New York. The player characters are all in separate places in the city and are partaking in different activities. William (the Toreador) is at a midnight signing of his newest book. Markus (the Setite) is buying an Egyptian amulet from Hassan, his contact. Diana (the Tremere) is working the phones at the Chantry. Donatello (the Nosferatu) is meditating in his underground chamber (which links to the sewer system). Stuart (the Lasombra) is in an important meeting with Emanuel Whittman, the Ventrue Primogen, about whether Stuart will gain the status of Primogen himself after so many years of loyal service. Loretta (the Malkavian) is disposing of her latest victim (by dropping the young, almost headless boy off the Brooklyn bridge).    

 
All are interrupted by a voice that they can clearly hear, regardless of the fact that it doesn’t pass through their ears, it’s merely understood by the brain. This voice belongs to what sounds like a young woman, a woman the characters feel immediately attached to emotionally. She is obviously in a great deal of pain. The message that is given by the voice is simple; “help me.” During this section of the game the voice will sporadically beg for help in slightly varied ways. “Please, help…” “You must…find me…” “She hurts me…” and so forth. As soon as the players hear the voice the first time they have an instinctual idea of the direction they must travel in the find the speaker. This means they don’t have to wait to listen for the voice every time in order to literally try to hear where it’s coming from. The players may attempt to ignore the call but it gets more persistent and they begin to feel physical pain, like sharp stabbing pains or headaches. The pain subsides once the players move towards the direction from which they believe the voice emanates. The players, if they know what’s good for them, attempt to free themselves from their engagements and travel towards the voice.

 
Stuart has a black Mercedes and a ghoul chauffer outside the townhouse where he is meeting the Ventrue Primogen. Stuart can actually drive if the player wishes to in his desperation to follow the voice. William is in a similar position, his blood red Lamborghini sitting just around the corner from the bookshop. He always enjoys driving. Diana may try to convince her elders that she needs one of the Tremere cars or vans for an urgent mission but this is likely to end in failure. She owns no vehicle of her own. Loretta was out for a walk this evening and so has no form of transport other than her feet. Donatello is also on foot and, until he finds a manhole, underground. Markus may try to commandeer Hassan’s Jeep as a method of transport as he doesn’t own a vehicle. There are always options for players, such as hailing a cab, but their directions for the driver will be hard to follow as they’re figuring it out as they go.     

During the period of time spent following the voice the players find it strenuous to concentrate on anything else even for a short span. If they’re driving they may run red lights, not pay proper attention to other cars or pedestrians and the like. Those on foot ignore the steadily increasing rainfall, the bystanders they bump into, the fools that attempt to mug them, or anything else that you 
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as a storyteller would find amusing to have happen. The point is that the characters all become single minded in their search for the voice that sounds more desperate with every passing moment.

The players will meet each other at an intersection near to the point to which they are being called. Remember that these characters know little or nothing about one another so there can be descriptions exchanged etc. Although with the amount of time they’ve been playing for already it simply might not be needed, your call. In any case this is the time the whole group will effectively begin role-playing together.

   After the characters have introduced themselves to one another (though in a fleeting way due to their common cause) they continue their search. They are compelled to enter a nearby alley that, when viewed with Auspex, looks somewhat like a vortex or whirlpool. This alley leads to a square behind a building that faced onto the street. Facing onto the square there is an old opera house, it looks like it was built in the 1930’s and was subsequently forgotten about. There are steps up to the revolving door and mock ionic pillars at either side. An old man sits on a discarded theatre seat off to the left side of the door, he wears a tattered suit, a pair of sunglasses and holds a cardboard box marked Donations in his hands. He remains still and silent. The characters are consumed by a need to pass through the doorway, but it will not budge unless at least one member of the group makes a donation to the old man’s box. After the Donation has been given the players enter the Opera House.                           
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Part Two

A Night At The Opera

On stepping through the door the group see that the entrance hall of the opera house is elaborately decorated. There are red carpets, massive portraits of opera singers and large pillars supporting a domed ceiling covered by an unusual mural depicting angels and demons. There are more steps leading to the auditorium ahead, a ticket booth off to the right and a cloakroom to the left. The players still feel the pull towards whoever it is that is calling them to this place, it seems to be coming from somewhere above them.

The staff are also present, one at the cloakroom, one in the ticket booth and one usher. They move with slow, mechanical motions, as if they are puppets on invisible strings. The other disconcerting thing about these beings is that their eyes are filled with darkness. It’s not simply a case of their eyes appearing black from rim to rim, their eyes are as windows into a void. If anyone uses Auspex to examine these eyes they see murky images of ruined landscapes, winged demons, tempests of souls and the characters greatest fears made real, all in impossible shades of black. Also, if the Auspex user gets 3 or more successes, she must roll self-control diff 8, if she fails she is sent into quavering fits of tremulous terror and a botch will cause mindless panic-borne flight similar to Rotshreck. The players cannot escape the way they entered at this point, so characters running in fear will likely end up clawing at a stuck revolving door until they are calmed down by other players. 


If the players wish they may buy tickets to hand to the usher, after all, he will ask for them in slow monotonous tones as the players pass. Alternatively they can walk straight past him, this will cause him to very slowly follow players, grab them with a fist like a vice and drag them back to the lobby. He is easy to outrun but he’s also very strong and doesn’t seem to suffer pain of any kind. Whatever method the players choose to bypass the usher they will see that the auditorium beyond has a performance being enacted on stage and an audience of hundreds. The actors and audience suffers from the same problem as the staff. The actors on stage are silently playing out a scene involving some kind of ritual. One actor lays on the floor while another stabs him with a dagger and paints unrecognisable symbols on the floor with the blood. 


The players enter at the back of the auditorium, which has a staff only door to the right, opening onto a spiral staircase leading upwards. There is a backstage area accessible via the wings at either side of the stage with ladders to get to the walkway above it. There is a door off to the right side of this walkway. Both the door from the walkway and the spiral staircase lead to opposite ends of the same corridor. This corridor is as lavishly decorated as the rest of the building, in gold and velvet, with more paintings and even some life-size sculptures. Halfway down the corridor there is a single staircase that brings them up to a living area. This living area has tables, chairs, a gramophone, a half finished game of chess and stacks of books of all kinds. Beyond this room there is a bedchamber.


The bedchamber is the source of the voice that has brought the players to this place. Inside this room there is a female vampire shackled to a bed, her limbs are withered and she writhes in agony. The room also includes black candles on ornate candlesticks, some discarded dresses and a thick, leather bound book on a side-table. 
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The book has bronze clasps and the words inside are handwritten in a forgotten language. If somebody uses Auspex on the book they can tell that it’s inked in the blood of vampires, mortals and other creatures, and that the book itself is centuries old.


The players, before really getting a chance to examine the chamber, are overcome by the need to aid the woman on the bed. She speaks to them directly now that they are within sight of her. Her sentences aren’t all that more coherent, but the characters will get to ask some questions at least, for example “Who are you?” “Who did this to you?” “What are you doing here?” etc. From such queries the players will receive answers like: 

-I’m Charlotte, why don’t you recognise me? 

-My old friends loved to hear me sing. Do you want to hear me sing? 

-Shutatara is evil, and the mother of evil

-She tricked me. Told me I could sing for everyone in this theatre. 

-She hurt me to find the secrets I learned while walking in the Middle Kingdom 


Charlotte has been driven to the point of madness; she has regressed to a childlike state and yet contains the memories of her centuries of unlife. This will undoubtedly result in some comic relief, but the horror of such an old vampire using her powers with childlike curiosity and the very nature of her dementia should be brought across to the players. 


Charlotte begs the players to free her from this place. They find the keys to the shackles after a quick search of the room. Charlotte must be lifted as her withered legs can no longer support her weight. When the players have brought Charlotte to the ground floor, they see that all of the automatons in the auditorium have stood up and are staring at the players with their lifeless eyes. About five of these automatons already block the exit to the lobby, the rest have begun their slow, inexorable advance towards the players.

Automaton Quick Statistics

Strength 5  Dexterity 1  Stamina 3  Potence 2  Willpower 10  

All Other Statistics At Zero, Unless The G.M. Feels Generous.

Note that the Automatons don’t feel pain, but they take damage normally.

The players must fight their way to freedom through a hoard of puppet-like people that don’t seem to register pain and are possessed of supernatural strength. Any of the players caught in the grips of one of these beings should hack off the hands or arms of the attacker in order to break free. Alternatively they can make a resisted strength roll against the attacker. The following Disciplines won’t work on these things; Presence, Dominate, Dementation, Animalism and level one of Serpentis. The other powers the players have at their disposal can and should be used to escape this death trap. As mentioned earlier these automatons move very slowly so maybe a player with Celerity should grab Charlotte and run with her. Maybe the Lasombra player raises himself above the automatons by use of Arms Of The Abyss and carries Charlotte to safety. Maybe the players simply cleave a path to safety. Players are safe once outside the opera house. 

- When A Siren Calls – vampire The Masquerade – Page 9 -

In the event that the players don’t use their Disciplines to greatest effect in the opera house and they become overpowered by their enemies, outside influence is necessary. Feel free to have Hassan (the contact that Markus was visiting earlier) arrive through the front door in the form of an enormous cobra, and destroy enough enemies for the players to escape. Of course, if Hassan has followed Markus to this place out of concern that his peer was acting peculiarly, he will need to be filled in on what is going on. After the players explain what they’re willing to divulge he offers Charlotte, and the others, sanctuary on the “special” (windowless) floor of the hotel that he owns. If they decline he is insulted, asks Markus to keep him informed, and then leaves.

If the players do manage to get outside the opera house without help they still face the decision of where to take Charlotte. She simply wants to keep moving away from this place in case her enemy returns, but doesn’t actually have any idea where to go. Stuart may suggest his townhouse (it has plenty of rooms). William may suggest his penthouse (it takes up the whole top floor of the apartment building he owns). Donatello may suggest underground as a safe place, (no one would look for them there). Loretta can suggest the abandoned house that she’s now residing in, (she’s decorated the basement very carefully). Markus has acquired the key to one of New York’s many museums and set up a comfortable, secure haven underneath. Diana can suggest the Tremere Chantry; it is, after all, a magical fortress. The players may come up with a safe place to hide Charlotte that I could never have predicted. Whatever is decided on, the players set out with all the haste they can muster.
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Part Three

In The Company Of Demons 


This ending section will play out virtually the same no matter what destination the players choose to bring Charlotte to. The players will reach the safe haven that was decided upon, and begin to calm Charlotte down. Shutatara will then appear from the shadows softly saying “It would seem that you have come to possess someone that does not belong to you, I would be grateful if you saw fit to return her…” 

The exceptional destination is the Tremere Chantry; Shutatara will appear before they reach it. The characters will be more than likely driving toward the Chantry when the person behind the wheel experiences a nauseating terror caused by a creature (Shutatara) standing in the middle of the street ahead. All the players see this creature, anyone driving must make a courage roll diff 8. Those that succeed stop the car but those that fail skid off the street and are stopped by a lamppost. Those that botch crash in a spectacular fashion (crash into a wall, run over a pedestrian before stopping, crash into another players car etc.) None of the characters can bring themselves to drive a car for the rest of the night regardless of what they rolled. They get out of their cars and realise that they are now within a ring of black fire roughly 20 metres in diameter. Shutatara, who is also within this area, will then speak “It is unfortunate that I was forced to use such direct methods to halt your journey. However, you have stolen my property, and I would very much like it returned…”

Shutatara Statistics and Description
Attributes

All Physical 4
All Social 3
All Mental
   5

Abilities

All Talents  4
All Skills 4
All Knowledges 5

Disciplines

Obfuscate 5  Presence 5  Daimoinon 7  Fortitude 2  Potence 2

Shutatara is very thin, about six feet tall, bald, has grey skin, two demonic horns and a pair of bat-like wings that can fold around her entire body. However, she may choose to appear as a beautiful woman with long red hair if she wishes to talk with the characters in a civilised manner. The façade fades away if she takes any aggressive action.   

A Note on Daimoinon

This Discipline allows Shutatara to delve into the minds of a character, find their greatest fears and make them seem tangible to that character. 

Also it gives Shutatara the ability to create black fire (each gout of flame will cause a level of aggravated damage)

Shutatara is immune to flame due to a pact made with a Demon through use of this Discipline. Her skin is visibly hardened because of this.   

Shutatara can open rifts in reality between our world and the world of Those Who Wait Beyond. If she chooses to she may bring forth a minor demonic creature into the world through a rift. This Creature is insectile with long, spindly legs, a small body and a bulbous head. For the purpose of this game the summoning is almost instant

Minor Demon Statistics

Physical 6  Social 0  Mental 3  Brawl 3  Willpower 8   
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Whichever circumstance the players meet Shutatara in, and whatever guise she shows the players, the situation is the same. The players are in an enclosed space with the Baali. Charlotte begins to shriek in terror at the sight of Shutatara, but is still wounded and can do nothing. What happens next is up to the players. They can attack first and ask questions later, or they can listen as Shutatara speaks her piece.


Shutatara explains the predicament to the players. “Charlotte, as I’m nearly positive you’re all aware, is no ordinary Cainite. Aside from her obvious vocal talents, she has travelled extensively in the East, and from that land she has brought back untold mystic knowledge. She was not as willing to share these incantations with me as she was to demonstrate all the uses of her voice. It mattered little, or so I thought, for I would extract the information from her nevertheless. Imagine my surprise, young ones, when I was unable to re-enter her amphitheatre. How did she keep me out? It’s quite simple: she struck an accord with a Demon. The Demon would not allow me to enter the building. As you are young you may still be unaware of the toll taken when dealing with a Demon, they ask for things in return, important things. In this case it wished for her to call a number of Caine’s decedents to her, so that it could feast on their souls as payment for her freedom. But come, return her to me, there may still be time to save your souls…” 


The players will probably ask the question “do vampires really have souls?” on hearing the above. The simple answer is yes; damned as they are vampires don’t function without souls. However, there’s nothing wrong with players saying, “Shutatara’s making this up, vampires don’t have souls” as the characters themselves may not believe it.       


       If the players are swayed by Shutatara and wish to hand over Charlotte, they must roll a number of dice equal to their willpower diff 7 to do so as they all still share a mystical emotional bond. If even one person fails Charlotte cannot be given to Shutatara. This means that the most likely event will be Shutatara trying to reclaim her property by force. After a dramatic battle (possibly including demon summoning) Shutatara will be defeated and Charlotte finally saved.


If Charlotte was given to Shutatara the group feel a sense of longing and despair for months and they can never find the opera house again despite ardent efforts. Otherwise unlife returns to normal. 

If Shutatara was defeated the group feel satisfied with a job well done and aid Charlotte with her healing over the next few weeks. Then strange things start to happen. The characters unlives become plagued with failure and, before long, the mysterious disappearances begin. First Stuart is swallowed by his own shadow. Then Donatello wandered off into the tunnels under Manhattan. Loretta was taken to an insane asylum, and vanished from inside her locked room. If something has happened to Diana the Tremere aren’t saying anything. William decided to write a book about Demons, it was his final book, and some say he became a recluse. Markus was last seen boarding a plane for Egypt; the plane never reached its destination. Charlotte resides happily in Paris.

