Dragon Prince

Illuminus of the Sanguine Curse, Sworn of the Mysteries, Prince of the City

Able to operate equally well in the strict hierarchy of the Ordo Dracul and the fluid pressure-cooker of a mixed-covenant Kindred court, the Dragon Prince has honed himself to eliminate all weakness -- particularly weakness of thought.

Optional Background

The head Dragon in an Ordo Dracul-dominated domain, he is constantly beset by the machinations of the Invictus and the Carthians.  The Lancea Sanctum and the circle of the crone have been largely pushed away by Ordo Dracul repression, which may just make them more dangerous.  The sworn of the Axe constantly perform searches for undocumented Kindred, and any they find are placed under Vinculum to the Prince or to one of his favoured counsellors.  He knows that the Invictus is shielding Lancea members and that the Carthians are concealing Acolytes, but he doesn’t have the power to move against either without the aid of the other.  So far, they’d rather stick together against him.
His greatest victory has been the suppression of leadership in his two main rival covenants.  Anyone who has stood out as an exceptional tactician, unifier or ideologue has been ordered to meet with the Prince to discuss matters – with a refusal of attendance seen as grounds for staking into torpor.  Since the Prince always schedules these meetings at noon (to ensure privacy), his rivals often have a difficult time attending.
Clan Gangrel
Covenant Ordo Dracul
Embrace 1751

Apparent Age 19
Mental Attributes

Intelligence 4, Wits 4, Resolve 3
Physical Attributes

Strength 2, Dexterity 4, Stamina 3
Social Attributes

Presence 3, Manipulation 3, Composure 3
Mental Skills

Academics (Occult History) 5, Investigation 4, Occult 5, Politics 5
Physical Skills

Athletics 2, Brawl 3, Larceny 4, Stealth 4, Survival 3
Social Skills

Animal Ken 3, Empathy 2, Expression 2, Persuasion (Dragons, Carthians) 4, Subterfuge (Lie) 5
Merits

City Status (Prince) 5, Covenant Status (Ordo Dracul) 5, Haven 5, Herd 5, Mind of the Devouring Worm, Mind of the Unblinking Serpent, Resources 4, Retainer 5
Willpower 5
□□□□□□□□□□
Humanity 4 (Megalomania, severe; 5)
Virtue Temperance
Vice Gluttony (for territory and power)
Health 8
□□□□□□□□□□□□
Initiative 7
Defence 4
Speed 11
Blood Potency 4
Disciplines
Animalism 3, Coil of Banes 3, Coil of the Beast 1, Coil of Blood 2, Protean 4 (wolf form), Resilience 3
Vitae/per Turn 13/2
□□□□□□□□□□

□□□□□□□□□□
