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Vampire: The Masquerade 
Character Sheet for 1997 Quick-Start rules. 

 Name     
 Clan   

                                                 

 Traits 
 

   Physical     Social     Mental     Psychic   

  🎲  🎲  🎲  🎲  🎲    🎲  🎲  🎲  🎲  🎲    🎲  🎲  🎲  🎲  🎲    🎲  🎲  🎲  🎲  🎲   
                                                 

                                                 

 Disciplines 
 

   Animalism  Subjugate Animals (Gangrel, Nosferatu)     Auspex  Perception (Malkavian, Tremere)   

   ⬜ Basic  💧    ⬜ Advanced  💧💧     ⬜ Basic  💧    ⬜ Advanced  💧💧   
 Beast Speech 
 Beast Summons (SOC) 

  Song of Serenity (MEN DC PSY+2) 
Drawing out the Beast (PSY DC PSY+2) 

   Heightened Senses (+🎲) 
 Aura Perception (Men DC 4) 

  Telepathy (Men DC Psy+2) 
Astral Projection 

 

               

   Celerity  Speed (Brujah, Toreador)     Dominate  Control (Malkavian, Tremere, Ventrue)   

   ⬜ Basic  💧    ⬜ Advanced  💧💧     ⬜ Basic  💧    ⬜ Advanced  💧💧   
   Double Move 

 Extra Action 
  Triple Move 

Two Extra Actions 
   Command (PSY v PSY) 

 Mesmerize (SOC DC 4, 5, or 6) 
   Forgetfulness (PSY v PSY) 

Possession (PSY v PSY) 
 

                 

   Obfuscate  Shadow/Illusion (Malkavian, Nosferatu)     Presence  Influence (Brujah, Toreador, Ventrue)   

   ⬜ Basic  💧    ⬜ Advanced  💧💧     ⬜ Basic  💧    ⬜ Advanced  💧💧   
   Cloak of Shadows (MEN) 

 Unseen Presence (MEN DC 4) 
  Mask of 1000 Faces (MEN DC SOC+2) 

Vanish from Mind’s Eye (MEN DC 4) 
   Awe (SOC x2) 

 Fear (Target PSY DC SOC or PHY) 
  Entrancement (SOC DC PSY+2) 

Majesty (Target PSY DC 4) 
 

                 

   Protean  Shape-Shift (Gangrel)     Thaumaturgy  Blood Magic (Tremere)   

   ⬜ Basic  💧    ⬜ Advanced  💧💧     ⬜ Basic  💧    ⬜ Advanced  💧💧   
   Eyes of the Beast 

 Talons of the Beast (+1 ag dam) 
 Lair of the Beast 

  Form of the Beast 
Form of Mist 

   Blood Magic 
 Defense of the Haven 
 Telekinesis (PSY v MEN DC 5) 

  Fireballs (3 ag dam) 
Weather Control (PSY DC 5) 
Cauldron of Blood (PSY DC 4) 

 

                 

   Fortitude  Resilience (Gangrel, Ventrue)     Potence  Strength (Brujah, Nosferatu, Toreador)   

   ⬜ Basic    ⬜ Advanced     ⬜ Basic    ⬜ Advanced   
   +🎲 for soak 

 + ✙ 
 Soak aggravated 

  +🎲🎲 for soak 
+ ✙✙ 
½ fire/sun damage 

   +2 melee damage 
 Lift 1,000-lbs 

  +3 melee damage 
Lift 2,000-lbs 

 

                 

                                                 

  Health     Blood   

  ✙  ✙  ✙  ✙  ✙    ✙  ✙  ✙  ✙  ✙    💧  💧  💧  💧  💧    💧  💧  💧  💧  💧   
  Fortitude  Light  Medium  Serious  Crit .  Torp.        Hungry  Ravenous 
          🎲  🎲 

🎲 
 

🎲 
🎲 
🎲 

         Frenzy at temptation  Frenzy at Slight 
Temptation 
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Vampire: The Masquerade 
Character Sheet for 1997 Quick-Start rules. 

 Aptitude   

                                                 

 Advantage   

                                                 

 Weakness   

                                                 

 Possessions 
                 
                 
                 
                 
                 

                                                 

 Actions 
  Blood     Combat   

  Wake : Spend one  💧  to wake every night..     Melee Combat   
  Heal : Spend one  💧  to restore one  ✙  per turn.      Strike :  Physicality vs. Physicality, DC 4, Inflict damage   
  Imbue :Spend blood to raise physicality for a scene.      Grab : Physicality vs. Physicality, DC 4, Damage or Bite on next turn   
    +🎲  - 💧      Dodge : No other actions, +2 🎲to Physicality DC 4   
    +🎲🎲  - 💧💧💧      Damage : Physicality, +1 with Protean claws   
    +🎲🎲🎲 - 💧💧💧💧💧💧      Soak : Vs. Normal damage, Physicality DC 5, ½ damage   
 
Hunting 

   Ranged Combat   
      Strikes : Physicality DC 3 close, DC 4 Medium, DC 5 Long-Range   
  Locate Victim:  Mental roll, Di�culty varies by location, examples below...      Dodge : No other actions, Physicality DC 4, May close distance   
  DC 2:  Nightlife , clubs, bars, etc.      Straight Run : No other actions, no defense, charge attacker    
  DC 3:  Downtown : Bustling business and alternative districts      Damage : Successes on Strike roll +1, Firearm+3   
  DC 4:  Uptown : Upscale areas, suburbs with nosy neighbors      Soak : Vs. Normal damage, Physicality DC 5, ½ damage   
  DC 5:  Rural : areas with sparse, but close-knit communities   

Social 
 

  DC 6:  Wilderness : Minimal population     
 
Feeding 

  Intimidation:  Intimidate with Physical, Social, or Mental vs. Psychic, DC 4    
    Leadership : Issue commands with Social vs. Mental, DC 4   
  Drain  1 Blood Level per Turn.    Seduction : Seduce with Social vs. Psychic, DC 4   
  Humans  have 10 blood levels, must be hospitalized at 5, killed at 0   

Stealth 
 

  Animals  less satisfying, cow has 5 levels, dog has 2, cat has 1, etc.     
 
Frenzy 

  Sneak past or stalk with Physical vs. Mental, DC 4   
    On Tie, target is suspicious and subsequent rolls are DC 3 for target   
  Psychic roll, DC 4; immediately attack food source or antagonist on failure   

Pursuit and Chases 
 

 
Initiative 

   
    To resolve chases, compare traits in this order...   
  To determine initiative, compare traits in this order...    1  Advanced Celerity (Active)    5  Highest Physical   
  1  Hunter’s Instinct (Active)    4  Highest Physical    2  Basic Celerity (Active)    6  Highest Mental   
  2  Advanced Celerity (Active)    5  Highest Mental    3  Advanced Potence    7  Roll one Die as Tiebreaker   
  3  Basic Celerity (Active)    6  Roll one Die as Tiebreaker    4  Basic Potence         
 


