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1. Introduction

Theme and Mood

The theme of this story is searching. Searching for the targets, but also a searching for reasons why the two brothers stick together. After all, just splitting up would have had very different results for their lives.

The mood is harried, the troupes should get the feeling that they must hurry or someone else might beat them to it. Another mood must be desperation. symbolizing the despair the brothers must feel in once again being hunted for no other reason than their existence.

And so it begins...

Two brothers ride into town. One is a Garou, the other a vampire. Theirs is a life of solitude and dependence upon each other. Accepted by neither faction, hunted by both, they live their life, traveling from one town to the next, hoping to avoid detection. They think they’ve finally found the solution when an old gypsy in Lisbon tells them of a group gypsies, currently camped near Berlin, who night know how to send them to another world.

A Garou pack has been hunting them for some time now and has just missed them in Lisbon. They have followed the two to Berlin, determined to make Berlin the last stop for these Wyrm-ridden renegades. Tonight, Gaia will be able to sleep knowing that the forces of the Wyrm have been diminished.

The Prince of Lisbon has sent a ghoul to the Prince of Berlin to inform him of the arrival of a bloodhunted vampire and his werewolf friend. The Prince of Berlin can already taste the raise in status, should he kill both of them and immediately dispatches a war party to follow up on the only lead the ghoul could give him, a club owned by a old enemy of the Berlin Prince

About 2 minutes after the two brothers, registered as Reality Deviants who always seem to attract the attention of other RD’s, land at Tempelhof airport, the local Technocracy construct is alerted to their presence by their computer linked to, amongst other things, the airport security system. A team is put on standby while a complicated tracing procedure is set into motion. Some time later, the team is dispatched when the brothers make the mistake of calling the Information Service and requesting the address of a certain Madame Zara. Terminate all RD’s with extreme prejudice. Deadly force has been authorized.

2. Walkabout

Every group will follow a different route to arrive at the same location (hopefully). However, some of the paths might cross at certain moments. The normal route each group should follow is this:











Berlin By Night

Setting

Check mood and general impressions in the book

Tempelhof International Airport

Setting

Tempelhof was previously the US military airport in West Berlin. After the wall has fallen, it has fast become the most important international airport of Berlin.

The building dates back to the days of the second World War, following the then popular architectural neo-gothic fashion. It is a large rectangular block of greenish stone with windows reaching nearly from the bottom to the top. Inside it’s one large lobby with gray marble and columns. The entire location breaths an atmosphere in which one constantly expects some SS officer to step from behind a pillar and ask for identity papers, und schnell.

Drama

Problem

This scene will be more about drama than action, although both are possible. Here the Garou arrive about one hour behind the brothers. They know that the vampire was put aboard the plane inside a large crate in Lisbon. Their first lead to the whereabouts of the duo would be tracking the crate.

Solutions

· Asking the information desk would be a good start, but unless they can come up with some pretty impressive fast talking, it’s not going to be easy. “ Sorry Herr, we’re not allowed to give that information”

· Finding where the cargo is held would be another possible solution. Of course, this requires some sneaking around.

Resolution

What the group should get out of this, is the address of Madame Zara. This can be found, written in a spidery handwriting on what seems to be a forgotten or lost piece of paper inside the crate.

Madame Zara

Setting

Madame Zara is not your stereotypical fortuneteller: she has a genuine gift. She really can see the future, although not in any controlled manner. Besides that, she’s also a fairly well-off as the result of an inheritance she received from one of her ex-customers. She lives in a luxury apartment near the Brandenburg Square, where she also exercises her profession.

Madame Zara is younger than most people would expect a fortuneteller to be. Just over thirty and quite beautiful as well. Long wavy hair frames a pale-skinned face with eyes that are usually a bright green, but which seem to take on a darker shade when she gets angry. Her eyes have been described as clear green seas which take on a menacing deeper color just before the storm. She’s also quite tall, standing nearly 6 feet, a fact which she seems to stress by wearing a tightfitting black dress, lined with black lace. (Think Morticia Adams for the general picture).

Drama

This scene could go either way, but is primarily focused on non-violent interaction. Some mild threats might be issued, but unless the group initiates violence, Madame Zara will try to keep her cool.

Problem

Both the Garou and the Technocracy group need to learn from Madame Zara, where the two brothers went from here. Big problem is that Zara saw that the two brothers are actively hunted in one of her vision. Consequently, she isn’t really cooperative. She sent the brothers to Rudolf to collect a chalice, which they will need for the ritual to shift to the other dimension they wish to enter.

Solutions

· Convincing roleplay is about the only real solution. Zara is a very good judge of character and so threatening her will only work if the group really means what they say. Of course, by the same train of thought, she will not talk if she’s convinced the troupe is going to kill her anyway.

· A real clue is the fact that she made a phone call to a Herr Rudolf, just after the brothers left, to warn him of their arrival. Pressing the re-dial button, or requesting a list of her phone calls will reveal this.

Resolution

The only thing to be gained is the possible location of the brothers, namely a quaint antique shop located in the Berlin outskirts, near the Richterplatze.

Backup

If the Garou totally miss out on this one, or the Technocracy killed her before they got there, a Bone Gnawer who has made his home in the many alleys winding through this neighborhood, will approach the troupe and first of all ask what they think they’re doing on his turf.  If they stay polite and ask whether he has seen the Brothers he will tell them that he has indeed seen two people answering to their description get into a taxi not too long ago. He noticed because he had spotted some tasty morsels in the garbage can outside the apartment building and was rummaging trough them when they came out of the building. He saw them hail a cab and heard them trying  to explain to the driver that they wanted to go to the Richterplatze.

If the Technocracy group fucks up, they can either call HQ and get the info on Herr Rudolf, as Mother (the central computer) has monitored and traced the call, or if they don’t even think of this, HQ will contact them eventually with this information. Just let them sweat it out for a while before handing them this info.

Herr Rudolf’s Antique Shop

Setting

Herr Rudolf Herzen owns and runs an antique store on the Richterplatze. The grey-haired man seems like he hasn’t left his store in years, looking as dusty as all the items on the rickety shelves. Rudolf’s trusted companion is a black cat, named Igor.  Although this is just an ordinary feline, the way the old cat looks at someone, can send shivers down any man’s spine. Those yellow eyes seem to burn right through your skull.

The desk where Rudolf greets his customers is cluttered with books and a big jar, filled with prostetic teeth. The store can be closed with a roll-down fence.

Drama

Again, this should be a non-violent scene. Rudolf will be very reluctant to share any info he has on the brother’s quest. Only through very sly means, should a troupe be able to get Rudolf to talk. Violence against the old man will work, but cause him to get a heart attack.

Problem

· All three parties will visit Rudolf’s shop as night progresses. Something Rudolf is bound to mention to the later parties at some time. All of them need to find out again where the brothers went and why. This information can both be obtained from Rudolf or from his inventory book, which is still opened, and lying behind him on a pedestal (See Handout).

· One item seems to recently taken from the store. A small display is empty and dust still outlines the item. There is a reference number on a card in front of the display, which can be cross-referenced in the inventory. This is were the chalice was displayed, which the brothers need to open the portal.

Resolution

The final destination of the brothers can be uncovered as well as what they are trying to achieve, once they are there.

Getting more information from the Prince / “Mother”

Both the Vampires and the Technocracy can at this point inquire further with resp. Prince and the “Mother” construct. They will discover more info on the chalice that the brothers took and its final use.

Gypsies

Setting

Dark, snow-covered woods filled with ominous flittering shadows, overhanging branches which always seem to get into your face and a myriad of unidentifiable sounds. The snow crunches underfoot, making it hard to pass unnoticed. Hidden deep in this forest is a clearing,  marking an ancient and powerful node, where the Gypsies have currently set up camp. When the groups arrive they can see the flickering light ahead, followed by eerie, mournful music carried on the frostbitten night wind

The clearing is large, and sloping up. At the base of the slope several traditional gypsy wagons (conestoga) stand end to end with sturdy horses tied to the wagons, steaming in the cold night air. The oddest thing standing at the base of the hill is an old and rusty kubelwagen. It’s overgrown with arm thick vines, but oddly enough no snow covers it Clashing with the unsettling surroundings, you hear the upbeat sound of sixties music. At the high end of the slope, a strange ritual is taking place. The gypsies form a ring around the brothers. Archaic chanting fills the night air. The players will feel as if power is flowing from them towards the center of the clearing. An eldritch light flares up from the chalice, engulfing the brothers. As the characters watch the purplish flames seem to lift the brothers up into the air, dancing across their bodies and leaking out of their eyes.

All three parties arrive at about the same time and will probably spot eachother sneaking up to or rushing the encampment, trying to prevent the ritual from taking place.

A massive combat will probably ensue, with the gypsies trying to prevent anyone from reaching the brothers. After a set period of time, the ritual will be complete and the brothers will disappear in a ball of purple light. When the character’s eye-sight returns from the effects of the flash, the gypsie camp is deserted as well.
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