Clanbook Toreador

Brief History

One night, shortly after Caine became ruler of the First City, he sat alone in his palace. While the people of the city 

worshipped the First Immortal, crafted sculptures and sang songs in his honour, loneliness set in, for even with their love, 

Caine was the only one of his kind. He left the city for the desert, where he encountered a tribe of nomads.

Among the nomads was a youth of such great beauty that Caine was struck dumb. Caine took the youth back to Enoch, 

watched the child grow and, when the child became an adult, made his beloved the First Born. Later, two others were 

also Embraced, but they are not a part of this tale.

The First Born, who remains nameless (but not forgotten), became the prince of the First City. The new prince served 

Caine zealously, bringing him gifts of incense and gold, though such things did not hold value for He Who Was Cursed. 

Caine sought only forgiveness, but he knew now that the city he had created for good had become decadent under the 

rule of the First Born.

It came to pass that Caine' two other childe made childe of their own. Caine was furious, for he knew their misplaced 

love of him would be blasphemous to the father of his father. After the Deluge came and the First City was destroyed, 

Caine wandered the deserts once more. Misery tore at his heart, for he knew what he had created should never have 

been.

The First Born, who had not created progeny, came before his father and begged for his return. His pleas fell on deaf 

ears, and Caine slipped into the night. The First Born returned and joined his brother and sister, and their own progeny, 

in creating the Second City.

The loss of the father and the destruction of the First City hardened the First Born. The survivors worked to build the 

Second City, but the First Born sat at the centre, alone in a sea of servants, worshippers, soldiers and merchants. It was 

not long before the First Born felt as the father had felt and finally made his own progeny to ease his loneliness. These 

twins, a brother and a sister, were named Malkav and Arikel.

Arikel was a sculptress; an odd profession for women in those times, yet her work silenced those who would have 

spoken against her. She was Embraced because her wondrous creations spoke to the heart of the First Born. The First 

Born was kind to her, providing her with everything she would ever need to continue her work throughout eternity. 

However, the First Born demanded she not produce any progeny of her own.

The young immortal pursued her art for decades, but eventually she grew weary. While she loved the company of 

mortals, and immersed herself in it, she found it somehow lacking. Eventually, the urge overtook her and she Embraced 

one she did not wish to see grow old. Her passion had overwhelmed her, and she knew she would be punished.

Seeking any way to avoid this fate, she convinced Troile, to slay her Sire, Brujah, another of the Third Generation, whom she hated very much. The war between the ages erupted. She gathered those of her generation, and together they banded 

to destroy their parents.

Legend has it, however, that the First Born, Sire of the Sire of the Toreador, survived. Escaping into the desert, the First 

Born followed the setting sun as his father had done and was never heard from again. Some suggest that Arikel could not 

bring herself to slay her Sire, while others say she merely did not get the chance.

Thus, for those who would believe old legends like this one, it might be said the Toreador is the eldest of clans, for its line 

is unbroken. Caine still exists. The First Born still exists. Arikel still exists. And her progeny have continued to multiply.

Unlife Among The Beautiful Damned

The Toreador turn their hearts and minds away from the ugliness they must endure and give themselves entirely to their 

vision of perfection. The pursuit of beauty is their noble vocation. As they follow this pursuit, the Masquerade requires 

them to draw upon what is held deep within their hearts. They must imitate humans to survive. However, although they 

love humans and live like humans, they will never human again.

Nonetheless, their unlifestyle is dear to them, and to keep it, they would give up everything other Kindred hold dear, 

including political strength, ungodly wealth and personal power. The Toreador see such things as mere trappings of the 

mortal world. Many Kindred pursued these things when they were alive, and many pursue them even more fervently 

now. The Toreador, however, look directly to the source of these trappings by examining the mortal world. They quest 

for something mortals hope these trappings provide the Good Life. By pursuing this quest, they have found a way to 

cope with the Beast that not many have found.

Playing The Mortal

The Toreador love of humanity is a tainted affair. Mortals act as family members, wards and lovers, yet they are also 

prey. Most Toreador consider a comfortable place in the world of mortals as important as any part of their unlives. 

Indeed, they consider mortals far more trustworthy, beautiful, unpredictable, vibrant, sane and energetic than other 

Kindred. Because of this, the Toreador have become the most adept of the clans at interacting with humans, moving 

freely in their world as no other Kindred can.

It is not uncommon for Toreador to go to great lengths to set up mortal identities, complete with friends, lovers, pets, a 

nice home and a day job that prevents them from seeing anyone until dark. Some Toreador spend an entire lifetime with 

a group of people entirely devoted to them. Others discard their chosen mortal cohorts as soon as they grow tiresome.

Seldom do they Embrace these mortals, though many make them into ghoul lovers. These immortal lovers rarely serve as 

bodyguards. Toreador rely on expendable servants for such tasks, animal or human ghouls for whom they have no real 

attachment.

The bonds some Toreador share with their mortals are so strong that they might actually make them their spouses. A 

Toreador might simply live with a mortal spouse forever, making him into a ghoul, or until the spouse grows old and dies. 

A few actually Embrace their spouses so they can share in the same pleasures (and curses) for the rest of their unlives.

Toreador rarely, if ever, feed from their mortal friends. Many believe doing so devalues the victims, so they avoid it 

except when absolutely necessary. In addition, Toreador usually will not feed in the sight of their mortal friends, even 

those who know they are vampires. They fear the impressions it might leave on them.

Younger Toreador find themselves existing for the nightlife, sharing whatever new experiences they can find with their 

mortal friends. Many have attachments to the rapidly growing Blood Doll subculture, but few use them as a herd, fearing 

they might carry diseases or endanger the Masquerade.

Toreador Art

While most Toreador are interested in traditional forms of art, many have much broader definitions. There are Toreador 

involved in most fields of human endeavour requiring creativity and talent. While this includes theatre, ballet, classical 

music, opera, sculpture and painting, it is not limited to these areas. Photography, architecture, modern dance, modern 

music, performance art, martial arts, bodybuilding, philosophy, film, television, illustration, poetry and writing all attract 

Toreador.

In almost every area, two or three toreador stand out, but many who are equally skilled remain behind the scenes, 

training mortals and their own progeny. These Toreador are considered the teachers, and their students from their 

schools. However, there are no actual schools. In most cases, the teacher simply acts as mentor and patron to those 

with the proper talent and vision. Only the most paranoid Toreador teachers Blood Bond their students, fearing it might 

stifle their creativity.

Students of a school commonly share a bond with one another through a particular style or area of focus. In fact, rivalries 

often develop among pupils seeking to be the best. Once a student has learned all she can, the teacher turns her loose to 

pursue her craft in her own way.

Toreador also try to develop mortal artists. While most let talented mortals work without their influence, all clan members 

seek out new talent, Some of the most talented musicians, singers, movie stars, directors, comedians, modern artists, 

novelists and dancers were Toreador pets. Their ability to shape the mortal world make the entire clan more influential.

While the use of mortals is common, a few rare Toreador never let mortals view their work and never use mortals as 

pawns. These elitists are considered equal in every other respect, and their desire to reach only an extremely limited 

audience is often considered noble. However, they seldom achieve the popularity or greatness of their influential 

colleagues.

Most Toreador own works of art or personal art galleries. The size, quality and choice making up one's collection 

reflects wealth, prestige and personality. Toreador often share their private galleries with one another, since they are 

rarely located near their havens. These galleries are often used for very private parties. Still, most Toreador keep one or 

two of their favourite pieces in their havens.

Buying and selling art is a major Toreador concern. Owning works by masters only heightens one's reputation. Many 

Toreador pay exorbitant amounts or valuable boons for hard-to-find works. It is rumoured that only about one-third of 

the greatest works of the masters are in museums or known galleries. The vast majority are in the possession of the 

Toreador.

Clan Prestige
The Artiste

All Toreador with a unique and original vision, and the talent to express it, are considered Artistes. The Poseurs invented the name Artiste as a derogatory term in retaliation to their own name. It implies that the Toreador is naive, otherworldly, effete, egotistical, obsessive, fickle, weak and quite possibly insane. Conversely, it also means the 

Toreador possess dedication, unnatural talent and an eye for beauty. Some Artistes have magnanimously accepted the name as a sign of distinction and Poseur jealousy, while others still see it as a stigma.

Each Artiste has her own unique vision; that is the key. Toreador Poseurs are some of the most skilful in their chosen areas of artistic expression, but they are merely clones of the real artists. They bring nothing original, nothing new to their work. It is the Artiste who can look upon the world and see something new even after centuries of existence.

Many Artistes pursue perfection; not necessarily in form, but rather in the feelings their works covey. Their vision allows to quest for the truths of existence, and their insight guides them in appreciating the beauty in all things. This internal process is reflected externally in their art. In fact, many Artistes pour so much of their souls into their work that a work of art can take on supernatural qualities. A masterpiece can actually contain a part of the Artiste; a writer can spark ideas never before realised; a musician might play a tune which overwhelms the listener with emotion; a sculptor may instil in her work a semblance of life. From this vision, and the dedication to that vision, magic flows.

Toreador Artistes can achieve prestige by throwing parties and gaining patronage, but the edge they have over the Poseurs is the prestige gained from their own work. Also, in some cases, creating art can actually remove the Beast ; it is as if by creating works of art, the Beast is somehow whipped back down for a time, allowing the Man to rise to the 

surface again.

The Poseur

It is remarkable how many beautiful people are in a clan which prides itself on its artistic nature. According to older Artistes, too many mortals were chosen for the Embrace based solely on their looks. Some Toreador have not buried their old sex drives, and perhaps some were Embraced as acts of rebellion. Whatever the case, the Poseurs are now 

great in number and power.

Poseurs set the standards of social grace in Camarilla society. They hold parties, often inviting prominent mortals, especially those who serve as pets. They also serve as patrons to all sorts of artists and performers. Poseurs gain prestige through these methods, and set trends in both the mortal and immortal communities. While Artistes also influence society 

through their work, the real impact is never felt until years or decades (or possibly even centuries) has passed.

Poseurs are not necessarily arrogant buffoons. They serve a vital role to the clan in providing cohesiveness and serving as links to the highly independent Artistes. They also serve as critics, ensuring that masterful Artistes are rewarded. The inadequate Artistes are properly chastised and sent back to their havens to try again.

While most Poseurs accept their roles with good humour, many wish to be Artistes themselves. Indeed, even those who do accept their roles as Poseurs cannot stand the word itself. It is a derogatory term invented by the Artistes to offend those whom they deem unworthy of consideration as real Toreador. Despite the fact that many Poseurs are experts at their craft, they lack the vision required for greatness, and they will never become true masters.

Some younger Poseurs become very embittered with the way things are within their clan and instead turn to the anarchs for acceptance. Once a Toreador abandons their clan cast system, they stand very little chance of ever being accepted back into the fold. When a Toreador chooses to become a social outcast, she must accept that fate for the rest of her 

unlife.

The Burnout

These Toreador once had a vision, and may still have it, though it is clouded by self-doubt, insanity, the Beast, depression or worse. To the Burnouts, the world will never again hold the lustre it once held, the moon will never shine as bright as long ago, and the smile on a beautiful face will never again hide the realities of pain and death.

Most Burnouts are older Kindred. Many horrid events have tarnished their shield of idealism. These Toreador tend to be among the wealthiest members of the clan, and they usually have some of the most beautiful ghouls. They no longer pretend to be human and instead concentrate their time on the undead world, allowing them to increase their power and influence.

They dabble in vampire politics as a diversion from other interests, and unfortunately, they tend to lead most Guilds. Because of this, they provoke younger Kindred to great feats of treachery for the sake of art (in addition to the near-mandatory treachery for personal gain and glorification). If the young did not do so, true Toreador art would vanish.

Toreador Guilds

With rare exceptions, all Toreador belong to a political and professional body known as the Guild. There is usually one Guild in every city and it serves as the primary political tool of the clan. It also provides a hazy picture of hierarchy among the Toreador within a city.

The Guilds of other cities seldom meet, but when they do, all Toreador put aside their differences between one another to serve the good of the clan. Disrupting such solemn occasions with personal arguments assures that no one invites the offender to clan socials, and continued disturbances can lead to expulsion from the Guild.

Most Guilds are moderate to conservative in their political positions, despite their member's liberal unlifestyles. Toreador enjoy their protected status within the Camarilla and do not wish to jeopardise it. However, they must weigh this comfort against the growing influence of the Ventrue and the Tremere. To maintain the balance of power, Toreador Guilds will take drastic action.

The Guilds hold meetings in secret, well-guarded locations, and only Guild members may attend. The Toreador settle most questions in one night of polite discussion. However, in particularly divisive issues, meetings lasting a week or more are not uncommon. Despite all this talk of solidarity of the Toreador through the Guilds, it should be noted that Guilds 

seldom meet.

The Vampire Ball

For the Toreador, there is a killing field where battles are won or lost. Some think of it as a court of honour where the highest praise is given and the greatest condemnation is meted. Some see it as a symposium where brilliant ideas are expounded by the keenest of intellects. Others use it as a sanctuary where one can act freely. Regardless of personal 

interpretations, it is, for everyone involved, a laboratory where one is poked, prodded and tested. To most Kindred, it is simply referred to as the Toreador's Vampire Ball.

In fact, if you ask any vampire what is most characteristic about the Toreador, they will tell you about their marvellous parties. Invitation to a Vampire Ball hosted by a Toreador elder is indeed a great honour for someone outside the clan.

The art of invitation is one of the clearest ways of viewing Toreador clan hierarchy and the status of other clans within a city. Those with the highest clan prestige (Toreador) or status (non-Toreador) are receive their invitations first, while those with little or no prestige or status are seldom, if ever, considered guests. Hosts rarely gain prestige by selecting the appropriate guests, but they do lose it through inappropriate selections. Those who invite bitter enemies to the same function also risk losing prestige.

Crashing a Vampire Ball is the height of gaudiness, and party crashers dig their own social graves. Not only do the Toreador blacklist them from future events, but anyone else who wants Toreador support must do the same. Any Toreador who crashes an event will lose prestige based on how they crash the party, their behaviour, their company, the 

type of party and who held it.

In many ways, Vampire Balls are works of art unto themselves. The more outlandish and stylish the social, as expressed in location, theme, attire, servants and ambience, the more prestige the host receives. However, good tastes must be balanced into the equation to get the most out of the experience.

Only Kindred attend most of these parties. On rare occasions, well-chosen kine, usually pets or the untalented nouveau riche, may attend. The latter serve as an inside joke among the Kindred, while the former provide new and interesting conversation, helping to offset the carefully spoken conversations of the Damned.

Few Vampire Balls are purely social affairs. Most hosts have an ulterior motive. The reason may or may not be obvious, and could be something as benign as an opportunity to introduce a new ghoul lover, or a motive as devious as the chance to use innuendo to rip apart the prince's latest schemes. Whatever the case, a social event, on the surface, can gain a Toreador prestige, but it is the party's underlying purpose and its success which often garners the greatest reward for the host.

Many Kindred use Vampire Balls to form alliances, check on the recipients of boons and stay up to date on events in the mortal world. In addition, parties are generally considered safe events in that violence rarely, if ever, occurs. Too many Kindred attend for a troublemaker to start a fight and survive. Also, parties open solely to Kindred allow for open blood drinking without fear of breaching the Masquerade.

Every Toreador would be well advised to master wit, intrigue and language. These are the greatest weapons a Toreador possesses, and they are especially important to the Poseur who has no special talent to fall back upon. With these weapons, a Toreador can (figuratively) stake an adversary to the ground or shield herself through biting sarcasm and sly insinuation. Getting one's point across without being blunt is the key to success. Those who sense weakness move in on it and dig at with sharp tongues. Those defending themselves learn to turn a poorly chosen word upon its wielder.

Most Toreador consider rumour-mongering of utmost importance. Every Toreador social features the gossiping and trading of little lies for valuable information. Gossip has ruined many Kindred, especially when the Toreador spreading the rumours is not a known enemy. Those who practice this art make it appear that such rumours originate from some 

source other than themselves.

Guests at Vampire Balls should never excessively drink alcohol-tainted or drug-tainted blood either before or during the party, since such vitae reduces inhibitions and makes the wit dull and vulgar.

The Elysium

Most Kindred prefer establishing themselves in a set location and working towards increasing respect, security and influence. While these are important goals for a Toreador, few stay put in one city year in and year out. Unlike other vampires, most Toreador travel abroad. They know that they can see only so much of the world from the windows of 

their havens. To get the most out of undeath, they must visit all the beautiful and exotic places in the world. Doing so teaches them about their world, humanity and themselves. By visiting Elysiums of all major cities, they enjoy the art, architecture and other works of civilisation.

Because most of their time in other cities is spent in the Elysium, they are generally safe from harm. A traveller will seldom take a large entourage, and usually leaves her progeny or a number of trusted ghouls in charge of her property while away.

Some important cities (like New York, for example) are controlled by non-Camarilla sects or clans, or even by Lupines and other beings. Toreador elders have made solemn pacts with these enemies to assure the safety of clan members visiting cultural centres. Some pacts are tenuous at best, and in some instances, there are no deals at all. Through this 

method, however, Camarilla Toreador travel freely where others of the Camarilla may never go. Clan members have travelled safely through New York City, Toronto, Montreal, Detroit, Philadelphia, parts of Japan, Mexico, Asia, Africa and the Middle East. Many other Kindred of the Camarilla point to these pacts as another sign of Toreador treachery.

While it is important for a Toreador to own art, it is equally important to note that stealing from Elysium marks a Toreador, or any other Kindred, for destruction. All Toreador seek the death of those who steal from these sacred places.

Sources Of Power

Let it not be said that all Toreador are complete hedonists. Most know what it takes to survive. Ancillae and elders alike 

increase their influence through their understanding of and relations with mortals.

Unlike the Ventrue, who latch onto whatever mortal is in power, the Toreador groom their own and assist in their climb to power. Because of this, Toreador rely almost completely on elected officials, whilst the Ventrue control appointees. 

This gives the Ventrue more staying power and the opportunity to create a more stable power base, though the Toreador often control the bureaucracies of local and national arts councils as well as community interest groups. Few Ventrue attempt to override the influence of the Toreador, who are among their primary supporters.

Generally, Toreador lack control over mass media, which is primarily in the hands of the Ventrue, Mages and other forces. However, the clan would love to gain a hold ver television so that they could revolutionise it and put it to artistic and cerebral uses.

Some Toreador own their own businesses, giving them financial security and supporting their outrageous unlifestyles. Most possess chic and trendy retail stores, the majority of which sell clothing or jewellery. One of the more popular ways to support one's self is by owing a nightclub. In addition to providing income, it also provides access to mortals and a good location for parties.

Toreador are skilled in intrigue and gathering information. While not on a par with the Nosferatu, they are the equals of  the Tremere when it comes to information. Unlike the Nosferatu, Toreador almost never let on that they are fully aware of all that is going on and raely trade valued information to those outside their clan. Also, Toreador seem less organised and threatening than the Tremere. They prefer to be underestimated, because it provides them with a vaulabe edge on 

ther enemies.

Love Paramour

Sometimes the obsession with beauty leads to romance with another Kindred. Flings with other Toreador or members of other clans (or even other supernatural creatures) are not uncommon. These romances usually last for only a short time, but some legendary ones have lasted for centuries. Because most Toreador do not lose the inner light within themselves, they still see mortals as creatures of beauty. In most cases, intimate relations with mortals are disastrous, but for a brief  moment, the Toreador experience love, something most Kindred have forgotten. Through love, Beast Traits can be 

removed, insanity cured and zest for unlife renewed. It is, perhaps, love that makes the Toreador so special. Love is a powerful force, superior in many ways to all the dark powers of the Sabbat, the respect of the Ventrue, the intrigues of the Tremere and the secrets of the Nosferatu. It is a force of good that nurtures and heals.

It seems that Toreador love company far more than other Kindred do, and they are among the few capable of  developing real relationships with others of their own kind. Because of this, many Kindred see Toreador as either impressively brave or incredibly naive. It also makes more than a few jealous. Despite all the wonderful things that can come out of such relationships, they are generally discouraged. Fortunately, few Kindred actually take action in such cases. Unfortunately, mortal mates are usually the first victims of attacks on Toreador.

The Dark Side Of The Clan

Loss of humanity is terrible for any vampire, but for Toreador it is particularly pitiable. Because the clan maintains such close relations with mortals, using humans solely for food is a terrible thought. As centuries pass, may Toreador grow cold-hearted. They begin pursuing base pleasures. The first sign that something is wrong is when a Toreador begins 

feeding off her mortal students, friends and lovers. Most Toreador are loathe to do this. At this point, most consider the Toreador in question to be a Burnout.

These Toreador operate in child pornography, prostitution, slavery, gambling, black marketeering (stolen artworks, ancient artefacts) and cultism (Blood Cults). Pimping is a common practice among the Toreador. With their great experience in mortal dealings with humans, they have no problem establishing themselves in any of these fields.

After being in this state for some time, most lose interest in maintaining any sort of connection with humans. Instead, they see mortals as only cattle. The beautiful cattle are transformed into ghouls or Blood Bound members of their herds. The 

Toreador weakness begins to function only on that which is evil and vile, which may explain why many Sabbat Toreador antitribu show a particularly strange bent in their art.

The Seventh Generation

The Toreador have never understood the attacks on the arts which have occurred throughout history. Even in more enlightened times, groups of mortals gather together to stop those with artistic vision and talent. These attacks rarely involve physical conflict and often concentrate on the artists; credibility and funding.

Artistes have long sought to uncover the root of this problem, and most have blamed it on the Poseurs hoping to destroy the Artistes base of support. A name has recently emerged in connection with this threat, the Seventh Generation. Nobody knows whether this is a group of powerful Poseur Ancillae or something worse, though rumours have begun to 

stress the latter possibility.

Recruitment

Most Toreador were selected for one of three reasons: because they were beautiful, because they had a talent to create things of beauty or because they could appreciate beauty more than the average person. Because of this, there are very few Toreador who did not appreciate art as mortals, or learned to appreciate it after the Embrace.

Clan Weakness

Most Toreador do not see their clan weakness as a detriment, for they believe it provides them with the insight needed to create new art. Many even attempt to reach such states of fascination for sheer pleasure. While the entrancement is in effect, it is as if the Toreador is in a daydream. They are often unable to snap out of it without a degree of outside effort. 

If the process is halted midway, the Toreador often becomes irritable.

Works of art, talented performances or beautiful music can trigger this fascination. It seems Toreador are easily entranced with everyday this as they are with artist things. Therefore, it is possible for a Toreador to walk through an entire museum without triggering the process, only to walk out into the street and become fascinated by a cigarette butt lying on the curb.

New Merits & Flaws

Mortal Double (2 Merit)

You have the services of someone alive who looks just like you. This person might be your actual twin, a long lost brother or sister, a master of disguise, a Progenitor clone or even a victim of Vicissitude. However, unless he is a ghoul, he will continue to age normally (and eventually be unable to act as your double). The double may move about freely during the day, aiding you in hiding your vampiric nature. The double must be fully aware of your personal life, including all your relationships and activities (give him the ghoul Abilities Steward and/or Kindred Lore). He must also be a good 

actor (give him the Ability Performance (acting)). 

Blas& acute; (3  Merit)

Others do not easily impress you. You automatically resist all Presence powers. However, if the kindred using Presence is far more powerful than yourself (i.e. he has Advanced powers) you must spend a Willpower  in order to resist.

Powerful Ghoul (5 Merit)

You have a very powerful ghoul Blood Bound to you. The ghoul has 3 free picks in Disciplines other than those banned for ghouls (see the Ghouls Players Guide), although at least one pick must be put into Potence. The ghoul is also very competent, having an Attribute track of 8/6/4 and possessing 7 Abilities and 5 Influences. The ghoul will do anything you say, since it loves you so much. However, the ghoul might also get jealous of any relationships you have with others. Another player must run your Powerful Ghoul.

Vampire Spouse (5 Merit)

You hold regent over another Kindred, though she holds regent over you as well. The two of you are in love, and you  both automatically have the benefits of the Merit True Love. Your <i>Vampire Spouse is your equal in terms of power and 

status. However, as a couple, you are very formidable. You allow nothing to get in the way of your love. You and your spouse would die or kill for one another. Another player must run your Vampire Spouse.

Tortured Artist (1 Trait Flaw)

You must suffer for your work. Your work is never good enough to suit you. You often suffer ennui for extended periods of time, preventing you from working steadily. In addition, you constantly find yourself in heartbreaking positions; 

perhaps you subconsciously lead yourself into those situations to acquire the experience you need for your work.

Social Outcast (3  Flaw)

You have severed your ties to the Artistes and the Poseurs. You no longer play their silly games. You will never rise in Clan Prestige, and you are the equivalent of an anarch. However, the anarchs will not accept you due to some past transgressions you have committed against them (discuss this with the Storyteller). You have no place in the world of the Damned

Stereotypes


Brujah: In their rage, they destroy exactly that which they would find worth 
preserving.


Gangrel: We don't claim to understand them. Are they Kindred at all?


Nosferatu: They hate all beauty and despise us for ours.


Malkavian: Weep for them, for that is all that may be done for them.


Tremere: Honest they are not, but we respect their dedication.


Ventrue:  The patricians are the only clan with the refinement to appreciate 
art.


Caitiff:  Poor lost lambs. Pity them.


Assamite: The defenders of an enlightened culture. Such a tragedy that they hate 
all other clans.


Followers Of Set: These basilisks offer poisoned gifts with honeyed promises.

