Dunpeal


History: Sometime before the world spun itself into the dark ages a young Gangrel by the name of Torvus became the second in command of a horde of mercenaries. He was tricked into being blood bound to the leader Zeke. Zeke, using this blood bound and the power of his horde he traveled across Ireland for centuries raiding and privileging. Finally are group of Ventrue and their vassals had enough and started picking of the horde piece by piece. What started out as shadow games turned into an all out war. One night, shortly after dusk; Torvus went to Zeke and enlightened him on the battle plan he had been preparing for months. Zeke seemed to agree and said they will carry it out in a week. The horde spread out to strategic positions And Torvus and the other vampires that traveled with the horde made camp in a hidden cave. Zeke said he was going to scout out the surrounding area and will be back before the plans were carried out. 


The truth was that Zeke left to secretly meet with the Ventrue lords to strike a deal. The debating for six nights and at the end of the sixth night Zeke reveled all the hiding places of his horde and his own kindred. As the sun started to set, the Ventrue’s retainers descended quickly and quietly into Zeke’s resting place; they staked him and burnt him alive in his very cell. The Vantue and the vassals rallied and went after the kindred cave first and then the horde. Torvus was the only vampire that survived. He spent the next centuries running around the country and evading the Ventrue.

He finally was able to leave the country and ended up in Europe. Shortly after, he was able to break the blood bond that held hhim so dedicated to Zeke. He did this by fueling the conviction of knowing that he was betrayed by Zeke. He traveled to Northern Europe and started an empire of his own. He became a legend, a fiend of the night. He started to embrace childer; then his childer started to embrace and so forth. Torvus and his childer ruled Northern Europe by legend and fear. He soon started to but heads with a group of witches and warlocks. It was simple at first but eventually evolved into something much more dangerous and silent. No matter how hard the coven of witches struck they never seemed able to get to Torvus and his elder child. Even though they were able to pick of a fair number of the coven, they were no match for an outright confrontation. Torvus went underground near his castle, because he knew the witches were not immortal and his elder childer would take care of them of they got out of hand. The vampires fought the coven off and on for centuries. The witches new this war was fruitless so the devised a way to course the land and hopefully the vampires along with it. They put a curse on the land and left the area.

As Torvus awoke from torpor he started where he left off, to be the terror of that land. During the time he awoke to the time he rose to power so to speak his blood changed. The curse has an unusual effect on him and his future bloodline. Torvus and his brood ruled the north undisputed for years on end. Soon, his new bloodline; spread out and dispersed all over the country and surrounding areas to make their own names. The rest of the bloodlines history has been lost though the sands of time. As for Torvus, nobody really knows. Some say, his luck with the forsaken finally ran out, he has been hiding in torpor, or even that he was diablerized by his eldest child. These are the most popular assumptions. 

The Dunpeal still consider themselves lords and barons. They usually prefer an high class position in society and horde wealth, this is always the case. They fit perfectly well into the demons of the night. The go through the night following their own plots and whims.
Parent Clan: Gangrel

Nickname: Tyrants
Covenant: The Dunpeal of intergraded themselves almost everywhere. They usually keep a low profile though. They are drawn to the Ordo of Dracul more then the others though. They seem to feel a sense of kinship with their history.

Appearance: They range from regal and elegant to outright outlandish and punk.
Havens: The usually keep mansions or castles as havens. They also use the ground regularly and find places to stay such as old houses and tombs.

Background: They usually choose progeny from rich backgrounds, blue bloods so to speak. They also choose their own far share of monsters and night creatures.

Character Creation: Physical and social attributes are usually primary. They make use of their physical skills as well as their social skills for diplomacy. 

Favored Attributes: Stamina or Composure

Clan Disciplines: Animalism, Protean, Celerity, and Rego Manes

Weakness: They share their parent clan’s weakness. With regard to dice pools based in intelligence and wits attributes, the 10-again rule does not apply. Additionally any 1’s that come up are subtracted from the success. (The later part of the weakness does not effect the dramatic failure rules) The other part of their weakness was acquired through they cursed soil they were born out of. They must surround themselves with at least two handfuls of soil from their birth place when the “sleep”. Failure to meet this requirement halves their dice pools until they are able to sleep with “their land” again. 

Organization: This bloodline does not have strict organization except in northern Europe; where they work off an almost feudal system.

Quote: “Your wishes may matter on your lands, sir. This night you stand on mine, and here my word is law.”

Rego Manes

This discipline was developed by encouraging the very superstitions if the people they ruled for thousands of years. 
* Watching Stones
The Dunpeal have been known for their ability to know all that transpires in their land. They can imbue any ordinary stone with some of their blood and place it any where they want. From this stone they can sense what happens in the immediate area.



Cost: 1 Vitae


Dice Pool: Resolve + Occult + Rego Manes 


Action: Instant


Dramatic Failure: The character gleams misleading information


Failure: The power fails, but the Dunpeal can try again next turn.



Success: The Dunpeal can use one sense in the “area” per success. The stones power works a number of nights equal to the successes rolled.
     Exceptional Success: As above, except that the time limit is a week per success rolled.
** Curse of the Land

The Dunpeal can transfer a part of his own curse to another as long as the subject is in touch with some type of soil. Some Dunpeal’s are known to carry around a small cache of dirt for this very power. The Dunpeal summons up his own weakness to affect others. This manifests as a sluggish daze like confusion.



Cost: 1 Vitae 


Dice Pool:  Resolve + Occult + Rego Manes -  subject’s composure


Action: Instant


Dramatic Failure: This power can’t be used against the subject for the rest of night.


Failure: The power fails and the Dunpeal can try again next turn.


Success: The subject suffers a – 1 to all dice pools per success. This last for the night, but is limited to half of their total dice pool.
Exceptional Success: The power takes effect as normal except that the curse lasts for one week.
*** Vile Swarm

The Dunpeal can summon a swarm of insects and other vermin to his aide. They usually swarm in a very short time over a large area, about a block or so. The swarm can even be concentrated on one specific target. They do no damage per say; but most organic material, food, water, crops, and even structure damage in the case of termites and the like. The swarm makes it very hard to concentrate and gain any accuracy. Anybody within the area (besides the Dunpeal) suffers a – 3 penalty to all dice pools within this at area.       
Cost: 1 Vitae  

Dice Pool:  Resolve + Occult + Rego Manes; if this power is used against an specific target then it is a resisted roll against the targets Dexterity + Blood Potency. 



Action: Instant. It takes two turns for the swarm to be called.



Dramatic Failure: This power can’t be used for the rest of the night.



Failure: The Vitae is consumed but the power still fails.




Success: The power takes effect normally 


Exceptional Success: The power last for the entire night.
**** Restless Soil

The Dunpeal summons the ground below his targets feet to swallow him up to his neck. The ground becomes as hard as it was before being summoned. This power works on only natural soil at first; but with experience they he can increase his control to natural stone and even processed stone. Once buried, the target finds it difficult to breath; mortals and ghouls take 1 level of lethal damage per turn and vampires take 1 level of bashing damage.
Cost: 1 Vitae  

Dice Pool:  Dexterity + Occult + Rego Manes resisted against the subjects Dexterity + Blood Potency 



Action: Instant; reflexive and contested.


Dramatic Failure: This power can’t be used against the subject for the rest of the night.



Failure: The Vitae is wasted and the power fails.



Success: The power takes effect normally. If the subject fails the roll and the power takes effect the subject can make Strength + Blood Potency roll every turn to garner more successes then the Dunpeal had on his activation roll. He if he succeeds, the subject is immediately expelled from the ground. If the subject gets a dramatic failure, he gains a -2 to his dice pool. At the end of the scene, the subject is dispelled as is.


Exceptional Success: The power takes effect as normal except that the subject starts out with the -2 penalty to their dice pools after the fact.

***** Nobility of the Cursed Land

The Dunpeal absorbs the very ferocity and potency of the land. He becomes a literal Tyrant and his aura makes it almost impossible to raise a hand against him. The attacking party feels a sense of remorse and must pay due respect.
Cost: 2 Vitae + 1 Willpower 

Dice Pool:  Reslove + Occult + Rego Manes 


Action: Instant, lasts a scene 

Dramatic Failure: The Dunpeal cannot use this power for the rest of the scene.



Failure: The Vitae and Willpower is wasted and the power fails.



Success: The Dunpeal appears the same but extrudes an aura of pure nobility. Any person wishes to cause harm must make a reflexive Composure + Blood Potency roll. If the subject does not equal or surpass the successes on the activation roll, the subject suddenly changes his mind and either chooses to leave or try to work something out diplomatically. They must make this roll with every attack as the Dunpeal’s aura crushes her. If the Dunpeal attacks the subject then this power is broken and the next turn all attackers in the area can act normally. (They saw a betrayal when a loyal subject is “giving respect”) This also includes that no use of Disciplines can be used against the Dunpeal as well.


Exceptional Success: Same as above except the subject is “forced” to a knee to give respect for a number of rounds equal to the Dunpeal’s Blood Potency, after this, the power is the same as Success until the end of the scene.
Devotions

Visage of the Land

(Rego Manes 5, Protean 4)

Well, sometimes Diplomacy and fear just doesn’t work. This power was develop in the dark ages to level out the advantages in war. The Dunpeal summons up the very; most primal forces of the land to become a self made monster. They can resemble anything form an animal to a mixture of natural elements. The Dunpeal gains +2 Armor, Strength, Stamina, and Dexterity. Any mortal that comes into contact with this beast must roll Willpower to resist fleeing in terror. The downside to this power is that social interactions almost always fail and they can’t use Nobility of the Cursed Land. But after all, diplomacy did fail by the time it comes to this.
Cost: 3 Vitae + 1 Willpower 

Dice Pool:  Reslove + Occult + Rego Manes 



Action: Instant; takes three turns to complete, lasts a scene 

Dramatic Failure: The Dunpeal cannot use this power for the rest of the night.



Failure: The Vitae and Willpower is wasted and the power fails.



Success: The Dunpeal transforms as usual


Exceptional Success: Same as above except the Dunpeal can stay in this form the rest of the night.

