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PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Anthropologist

3. EMPLOYER 4. NATIONALITY
University of California, Berkeley
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 10 50 12
Constitution (CON) 10 50 12
Dexterity (DEX) 10 50 12
melligence (NT) | 17 | 85 E 12
Power (POW) 13 65 5
Charisma (CHA) 12 60 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 11 §
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted

[J Accounting (10%) [J First Aid (10%) [J Ride (10%)
[0 Alertness (20%) [0 Forensics (0%) [] Science (0%):
[J Anthropology (0%) 50 [ Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) [J Search (20%) 60
] Art (0%): [J History (10%) 60 [] SIGINT (0%)

(] HUMINT (10%) (] Stealth (10%)
[ Artillery (0%) O Law (0%) [J Surgery (0%)
[] Athletics (30%) [J Medicine (0%) [J Survival (10%) 50
[J Bureaucracy (10%) 40 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%)
[ Craft (0%): Unnatural (0%)

[ Navigate (10%) Foreign Languages and Other Skills:
[0 Criminology (10%) [0 Occult (10%) 40 0 Language (Spanish) 50
[0 Demolitions (0%) [0 Persuade (20%) 40 [ Language (Navajo) 40
[] Disguise (10%) [J Pharmacy (0%) O
[J Dodge (30%) [J Pilot (0%): O
[] Drive (20%) O
[J Firearms (20%) [J Psychotherapy (10%) O

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
=
>
Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il (c) Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
You study humanity. You're concerned with the patterns
that emerge over time, across land masses, cultures,
and language groups. You might be a number-cruncher,
a field worker trudging through the jungle, a consultant
in a war zone, or a think-tank analyst sifting myth from
history in studies of the Tcho-Tcho peoples.
Bonus skill points: Add +20% to each of any eight skills
(up to a maximum of 80%).
g
<§f 19.  SPECIAL TRAINING SKILL OR STAT USED
&
Please indicate why this agent was recruited and why the agent agreed to be recruited.
20. AUTHORIZING OFFICER 21. AGENT SIGNATURE

D D UN'TFE'ODRSA;ATES TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
315 AGENT DOCUMENTATION SHEET 11 38





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Anthropologist

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 10

		STRx5: 50

		STR DISTINGUISHING FEATURES: 

		CON: 10

		CONx5: 50

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 17

		INTx5: 85

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 12

		CHAx5: 60

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 12

		BOND 2: 

		BOND 2 SCORE: 12

		BOND 3: 

		BOND 3 SCORE: 12

		BOND 4: 

		BOND 4 SCORE: 12

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 11

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 13

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 65

		CURRENTBreaking Point BP: 52

		12 MOTIVATIONS AND MENTAL DISORDERSPSYCHOLOGICAL DATA: 

		10 PHYSICAL DESCRIPTION: 

		Check Box1: Off

		Check Box2: Off

		Check Box3: Off

		Check Box4: Off

		Check Box5: Off

		Check Box6: Off

		Accounting 10: 

		Alertness 20: 

		Anthropology 0: 50

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 60

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 40

		Persuade 20: 40

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 60

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 50

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language (Spanish)

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Language (Navajo)

		Foreign Languages and Other Skills 2 Score: 40

		Foreign Languages and Other Skills 3: 

		Foreign Languages and Other Skills 3 Score: 

		Foreign Languages and Other Skills 4: 

		Foreign Languages and Other Skills 4 Score: 

		Foreign Languages and Other Skills 5: 

		Foreign Languages and Other Skills 5 Score: 

		Foreign Languages and Other Skills 6: 

		Foreign Languages and Other Skills 6 Score: 

		14 WOUNDS AND AILMENTS_2: 

		15 ARMOR AND GEAR: 

		WEAPONa: Unarmed

		SKILL a: 40

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: 

		SKILL b: 

		BASE RANGEb: 

		DAMAGEb: 

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: 

		SKILL c: 

		BASE RANGEc: 

		DAMAGEc: 

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: 

		SKILL d: 

		BASE RANGEd: 

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: 

		SKILL e: 

		BASE RANGEe: 

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 

		WEAPONf: 

		SKILL f: 

		BASE RANGEf: 

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: You study humanity. You're concerned with the patterns that emerge over time, across land masses, cultures, and language groups. You might be a number-cruncher, a field worker trudging through the jungle, a consultant in a war zone, or a think-tank analyst sifting myth from history in studies of the Tcho-Tcho peoples.

Bonus skill points: Add +20% to each of any eight skills (up to a maximum of 80%).

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: 

		SKILL OR STATa: 

		SPECIAL TRAININGb: 

		SKILL OR STATb: 

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 

		3 EMPLOYER: [University of California, Berkeley]






PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Computer Engineer

3. EMPLOYER 4. NATIONALITY
Stanford University
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 10 10
Constitution (CON) 10 10
Dexterity (DEX) 12 10
Intelligence (INT) 17 E
a
Power (POW) 13 é
Charisma (CHA) 10 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 §
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted
[J Accounting (10%) 50 [J First Aid (10%) [J Ride (10%)
[0 Alertness (20%) [0 Forensics (0%) [] Science (0%):
. 40
[J Anthropology (0%) [J Heavy Machinery (10%) Mathematics
[J Archeology (0%) [J Heavy Weapons (0%) [ Search (20%)
O] Art (0%): ] History (10%) [1 SIGINT (0%) 40
(] HUMINT (10%) (] Stealth (10%)
[ Artillery (0%) [ Law (0%) 40 [J Surgery (0%)
[J  Athletics (30%) [0 Medicine (0%) [J  Survival (10%)
[J Bureaucracy (10%) 50 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) 60 [J Military Science (0%): [J Unarmed Combat (40%)
[ Craft (0%): Unnatural (0%)
Electrician %0 [ Navigate (10%) Foreign Languages and Other Skills:
[] Criminology (10%) [0 Occult (10%) ] Craft (Mechanic) 30
[0 Demolitions (0%) [0 Persuade (20%) [ Craft (Microelectronics) 40
[J Disguise (10%) [0 Pharmacy (0%) [ Science (Physics) 40
[J Dodge (30%) [J Pilot (0%): O
[] Drive (20%) O
[J Firearms (20%) [J Psychotherapy (10%) O

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
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Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il (c) Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Computers and machinery are the backbone of modern
industry. You are a craftsman with data or machinery,
possibly for the government and most definitely for
profit. However you use your skills, the overlap between
information technology and awareness of the unnatural
could make this the most dangerous job on the planet.
Bonus skill points: Add +20% each to any eight skills
(up to a maximum of 80%).
g
<§f 19.  SPECIAL TRAINING SKILL OR STAT USED
&
Please indicate why this agent was recruited and why the agent agreed to be recruited.
20. AUTHORIZING OFFICER 21. AGENT SIGNATURE

D D UN'TFE'ODRSA;ATES TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
315 AGENT DOCUMENTATION SHEET 11 38





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Computer Engineer

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 10

		STRx5: 

		STR DISTINGUISHING FEATURES: 

		CON: 10

		CONx5: 

		CON DISTINGUISHING FEATURES: 

		DEX: 12

		DEXx5: 

		DEX DISTINGUISHING FEATURES: 

		INT: 17

		INTx5: 

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 10

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 10

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 13

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 65

		CURRENTBreaking Point BP: 52

		12 MOTIVATIONS AND MENTAL DISORDERSPSYCHOLOGICAL DATA: 

		10 PHYSICAL DESCRIPTION: 

		Check Box1: Off

		Check Box2: Off

		Check Box3: Off

		Check Box4: Off

		Check Box5: Off

		Check Box6: Off

		Accounting 10: 50

		Alertness 20: 

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 50

		Computer Science 0: 60

		Craft: Electrician

		Craft 0: 30

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 

		Law 0: 40

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: Mathematics

		Science 0: 40

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Craft (Mechanic)

		Foreign Languages and Other Skills 1 Score: 30

		Foreign Languages and Other Skills 2: Craft (Microelectronics)

		Foreign Languages and Other Skills 2 Score: 40

		Foreign Languages and Other Skills 3: Science (Physics)

		Foreign Languages and Other Skills 3 Score: 40

		Foreign Languages and Other Skills 4: 

		Foreign Languages and Other Skills 4 Score: 

		Foreign Languages and Other Skills 5: 

		Foreign Languages and Other Skills 5 Score: 

		Foreign Languages and Other Skills 6: 

		Foreign Languages and Other Skills 6 Score: 

		14 WOUNDS AND AILMENTS_2: 

		15 ARMOR AND GEAR: 

		WEAPONa: Unarmed

		SKILL a: 40

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: 

		SKILL b: 

		BASE RANGEb: 

		DAMAGEb: 

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: 

		SKILL c: 

		BASE RANGEc: 

		DAMAGEc: 

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: 

		SKILL d: 

		BASE RANGEd: 

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: 

		SKILL e: 

		BASE RANGEe: 

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 

		WEAPONf: 

		SKILL f: 

		BASE RANGEf: 

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: Computers and machinery are the backbone of modern industry. You are a craftsman with data or machinery, possibly for the government and most definitely for profit. However you use your skills, the overlap between information technology and awareness of the unnatural could make this the most dangerous job on the planet.

Bonus skill points: Add +20% each to any eight skills (up to a maximum of 80%).

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: 

		SKILL OR STATa: 

		SPECIAL TRAININGb: 

		SKILL OR STATb: 

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 

		3 EMPLOYER: [Stanford University]






PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Deputy Sheriff

3. EMPLOYER 4. NATIONALITY
Sacramento County Sheriff's Department
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 14 70 12
Constitution (CON) 12 60 12
Dexterity (DEX) 11 55 12
Intelligence (INT) 10 50 %
Power (POW) 13 65 5
Charisma (CHA) 12 60 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 13 §
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted

[0 Accounting (10%) [ First Aid (10%) 30 | O Ride (10%)
[ Alertness (20%) 60 [J Forensics (0%) 50 [] Science (0%):
[J Anthropology (0%) [ Heavy Machinery (10%) 60
[J Archeology (0%) [J Heavy Weapons (0%) [J Search (20%) 40
0 Art (0%): [J History (10%) ] SIGINT (0%)

[0 HUMINT (10%) 50 | [J Stealth (10%)
[ Artillery (0%) [ Law (0%) 30 [J Surgery (0%)
[J  Athletics (30%) [0 Medicine (0%) [J  Survival (10%)
[J Bureaucracy (10%) 40 [J Melee Weapons (30%) 50 [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 60
[ Craft (0%): Unnatural (0%)

[ Navigate (10%) 40 Foreign Languages and Other Skills:
[J Criminology (10%) 40 [J Occult (10%) O
[J Demolitions (0%) [J Persuade (20%) 40 O
[] Disguise (10%) [J Pharmacy (0%) O
[J Dodge (30%) [J Pilot (0%): O
] Drive (20%) 50 O
[J Firearms (20%) 40 [J Psychotherapy (10%) (]

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
=
>
Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il () Unarmed 60 1d4
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
You serve and protect. Police officers walk the beat in
uniform. Deputy sheriffs answer to an elected law
enforcer and have jurisdiction over an entire county.
Detectives come in after the fact and put the pieces
together.
Bonus skill points: Add +20% each to any eight skills
(up to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
w
o

Please indicate why this agent was recru

ited and why the agent agreed to be recruited.

20. AUTHORIZING OFFICER

21. AGENT SIGNATURE
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Deputy Sheriff

		3 EMPLOYER: Sacramento County Sheriff's Department

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 14

		STRx5: 70

		STR DISTINGUISHING FEATURES: 

		CON: 12

		CONx5: 60

		CON DISTINGUISHING FEATURES: 

		DEX: 11

		DEXx5: 55

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 12

		CHAx5: 60

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 12

		BOND 2: 

		BOND 2 SCORE: 12

		BOND 3: 

		BOND 3 SCORE: 12

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 13

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 13

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 65

		CURRENTBreaking Point BP: 52

		12 MOTIVATIONS AND MENTAL DISORDERSPSYCHOLOGICAL DATA: 

		10 PHYSICAL DESCRIPTION: 

		Check Box1: Off

		Check Box2: Off

		Check Box3: Off

		Check Box4: Off

		Check Box5: Off

		Check Box6: Off

		Accounting 10: 

		Alertness 20: 60

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 40

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 50

		Firearms 20: 40

		First Aid 10: 30

		Forensics 0: 50

		Heavy Machinery 10: 60

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 50

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: 

		Military Science 0: 

		Navigate 10: 40

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 40

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: 

		Foreign Languages and Other Skills 1 Score: 

		Foreign Languages and Other Skills 2: 

		Foreign Languages and Other Skills 2 Score: 

		Foreign Languages and Other Skills 3: 

		Foreign Languages and Other Skills 3 Score: 

		Foreign Languages and Other Skills 4: 

		Foreign Languages and Other Skills 4 Score: 

		Foreign Languages and Other Skills 5: 

		Foreign Languages and Other Skills 5 Score: 

		Foreign Languages and Other Skills 6: 

		Foreign Languages and Other Skills 6 Score: 

		14 WOUNDS AND AILMENTS_2: 

		15 ARMOR AND GEAR: 

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: 

		SKILL b: 

		BASE RANGEb: 

		DAMAGEb: 

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: 

		SKILL c: 

		BASE RANGEc: 

		DAMAGEc: 

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: 

		SKILL d: 

		BASE RANGEd: 

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: 

		SKILL e: 

		BASE RANGEe: 

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 

		WEAPONf: 

		SKILL f: 

		BASE RANGEf: 

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: You serve and protect. Police officers walk the beat in uniform. Deputy sheriffs answer to an elected law enforcer and have jurisdiction over an entire county. Detectives come in after the fact and put the pieces together.

Bonus skill points: Add +20% each to any eight skills (up to a maximum of 80%).

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: 

		SKILL OR STATa: 

		SPECIAL TRAININGb: 

		SKILL OR STATb: 

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 






PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Epidemiologist

3. EMPLOYER 4. NATIONALITY
CDC - Emergency Operations Center
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 10 50 11
Constitution (CON) 10 50 11
Dexterity (DEX) 10 50 11
melligence (NT) | 17 | 85 E 11
Power POW) 14 70 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 §
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted

[J Accounting (10%) 50 [J First Aid (10%) [J Ride (10%)
[0 Alertness (20%) [0 Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%) Biology %0
[J Archeology (0%) [J Heavy Weapons (0%) [ Search (20%)
0 Art (0%): [J History (10%) ] SIGINT (0%)

(] HUMINT (10%) (] Stealth (10%)
[ Artillery (0%) [ Law (0%) 40 [J Surgery (0%)
[J  Athletics (30%) [0 Medicine (0%) [J  Survival (10%)
[J Bureaucracy (10%) 40 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) 40 [J Military Science (0%): [J Unarmed Combat (40%)
[ Craft (0%): Unnatural (0%)

[ Navigate (10%) Foreign Languages and Other Skills:
[0 Criminology (10%) [0 Occult (10%) ] Science (Chemistry) 50
[0 Demolitions (0%) [0 Persuade (20%) ] Science (Virology) 50
[] Disguise (10%) [J Pharmacy (0%) 40 [
[J Dodge (30%) [J Pilot (0%): O
[] Drive (20%) O
[J Firearms (20%) [J Psychotherapy (10%) O

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
=
=]
Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il (c) Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
You expand human knowledge in a field such as
biology, physics, or chemistry. When certain forms of
knowledge cause insanity and death, it's easy to
conclude that some hypotheses should not be tested
Bonus skill points: Add +20% each to any eight skills
(up to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
&
Please indicate why this agent was recruited and why the agent agreed to be recruited.
20. AUTHORIZING OFFICER 21. AGENT SIGNATURE

D D UN'TFE'ODRSA;ATES TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
315 AGENT DOCUMENTATION SHEET 11 38





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Epidemiologist

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 10

		STRx5: 50

		STR DISTINGUISHING FEATURES: 

		CON: 10

		CONx5: 50

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 17

		INTx5: 85

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 11

		CHAx5: 55

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 11

		BOND 2: 

		BOND 2 SCORE: 11

		BOND 3: 

		BOND 3 SCORE: 11

		BOND 4: 

		BOND 4 SCORE: 11

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 10

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 14

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 70

		CURRENTBreaking Point BP: 56

		12 MOTIVATIONS AND MENTAL DISORDERSPSYCHOLOGICAL DATA: 

		10 PHYSICAL DESCRIPTION: 

		Check Box1: Off

		Check Box2: Off

		Check Box3: Off

		Check Box4: Off

		Check Box5: Off

		Check Box6: Off

		Accounting 10: 50

		Alertness 20: 

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 40

		Computer Science 0: 40

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 

		Law 0: 40

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 40

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: Biology

		Science 0: 60

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Science (Chemistry)

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Science (Virology)

		Foreign Languages and Other Skills 2 Score: 50

		Foreign Languages and Other Skills 3: 

		Foreign Languages and Other Skills 3 Score: 

		Foreign Languages and Other Skills 4: 

		Foreign Languages and Other Skills 4 Score: 

		Foreign Languages and Other Skills 5: 

		Foreign Languages and Other Skills 5 Score: 

		Foreign Languages and Other Skills 6: 

		Foreign Languages and Other Skills 6 Score: 

		14 WOUNDS AND AILMENTS_2: 

		15 ARMOR AND GEAR: 

		WEAPONa: Unarmed

		SKILL a: 40

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: 

		SKILL b: 

		BASE RANGEb: 

		DAMAGEb: 

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: 

		SKILL c: 

		BASE RANGEc: 

		DAMAGEc: 

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: 

		SKILL d: 

		BASE RANGEd: 

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: 

		SKILL e: 

		BASE RANGEe: 

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 

		WEAPONf: 

		SKILL f: 

		BASE RANGEf: 

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: You expand human knowledge in a field such as biology, physics, or chemistry. When certain forms of knowledge cause insanity and death, it's easy to conclude that some hypotheses should not be tested

Bonus skill points: Add +20% each to any eight skills (up to a maximum of 80%).

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: 

		SKILL OR STATa: 

		SPECIAL TRAININGb: 

		SKILL OR STATb: 

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 

		3 EMPLOYER: [CDC - Emergency Operations Center]






PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Federal Agent

3. EMPLOYER 4. NATIONALITY
FBI - Criminal Investigative Division
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 10 50 13
Constitution (CON) 13 65 13
Dexterity (DEX) 10 50 13
Intelligence (INT) 12 60 %
Power POW) 14 70 5
Charisma (CHA) 13 65 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 §
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted

[J Accounting (10%) 60 [J First Aid (10%) [J Ride (10%)
[ Alertness (20%) 50 [J Forensics (0%) 30 [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) [J Search (20%) 50
0 Art (0%): [J History (10%) ] SIGINT (0%)

[0 HUMINT (10%) 60 | [0 Stealth (10%)
[ Artillery (0%) [ Law (0%) 30 [J Surgery (0%)
[ Athletics (30%) 50 [J Medicine (0%) [J Survival (10%)
[J Bureaucracy (10%) 40 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) 50 [J Military Science (0%): [J Unarmed Combat (40%) 60
[ Craft (0%): Unnatural (0%)

[ Navigate (10%) 30 Foreign Languages and Other Skills:
[J Criminology (10%) 50 [J Occult (10%) O
[[] Demolitions (0%) [0 Persuade (20%) 50 O
[] Disguise (10%) [J Pharmacy (0%) O
[J Dodge (30%) [J Pilot (0%): O
] Drive (20%) 50 O
[J Firearms (20%) 50 [J Psychotherapy (10%) (]

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
=
=]
Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il () Unarmed 60 1d4-1
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Many Delta Green Agents are federal law enforcement
officers, mostly from the FBI. Delta Green decided long
ago that federal agents have the optimum balance of
skills and mental stability needed to confront the
unnatural.
Bonus skill points: Add +20% to each of any six skills
(up to a maximum of 80%).
w
=
<§f 19.  SPECIAL TRAINING SKILL OR STAT USED
&
Please indicate why this agent was recruited and why the agent agreed to be recruited.
20. AUTHORIZING OFFICER 21. AGENT SIGNATURE

D D UN'TFE'ODRSA;ATES TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
315 AGENT DOCUMENTATION SHEET 11 38





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Federal Agent

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 10

		STRx5: 50

		STR DISTINGUISHING FEATURES: 

		CON: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 12

		INTx5: 60

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 13

		CHAx5: 65

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 13

		BOND 2: 

		BOND 2 SCORE: 13

		BOND 3: 

		BOND 3 SCORE: 13

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 12

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 14

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 70

		CURRENTBreaking Point BP: 56

		12 MOTIVATIONS AND MENTAL DISORDERSPSYCHOLOGICAL DATA: 

		10 PHYSICAL DESCRIPTION: 

		Check Box1: Off

		Check Box2: Off

		Check Box3: Off

		Check Box4: Off

		Check Box5: Off

		Check Box6: Off

		Accounting 10: 60

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 50

		Bureaucracy 10: 40

		Computer Science 0: 50

		Craft: 

		Craft 0: 

		Criminology 10: 50

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 50

		Firearms 20: 50

		First Aid 10: 

		Forensics 0: 30

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 60

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 30

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 50

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: 

		Foreign Languages and Other Skills 1 Score: 

		Foreign Languages and Other Skills 2: 

		Foreign Languages and Other Skills 2 Score: 

		Foreign Languages and Other Skills 3: 

		Foreign Languages and Other Skills 3 Score: 

		Foreign Languages and Other Skills 4: 

		Foreign Languages and Other Skills 4 Score: 

		Foreign Languages and Other Skills 5: 

		Foreign Languages and Other Skills 5 Score: 

		Foreign Languages and Other Skills 6: 

		Foreign Languages and Other Skills 6 Score: 

		14 WOUNDS AND AILMENTS_2: 

		15 ARMOR AND GEAR: 

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: 

		SKILL b: 

		BASE RANGEb: 

		DAMAGEb: 

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: 

		SKILL c: 

		BASE RANGEc: 

		DAMAGEc: 

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: 

		SKILL d: 

		BASE RANGEd: 

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: 

		SKILL e: 

		BASE RANGEe: 

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 

		WEAPONf: 

		SKILL f: 

		BASE RANGEf: 

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: Many Delta Green Agents are federal law enforcement officers, mostly from the FBI. Delta Green decided long ago that federal agents have the optimum balance of skills and mental stability needed to confront the unnatural.

Bonus skill points: Add +20% to each of any six skills (up to a maximum of 80%).

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: 

		SKILL OR STATa: 

		SPECIAL TRAININGb: 

		SKILL OR STATb: 

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 

		3 EMPLOYER: [FBI - Criminal Investigative Division]






PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Marine

3. EMPLOYER 4. NATIONALITY
United States Marine Corps
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 14 70 11
Constitution (CON) 15 75 11
Dexterity (DEX) 11 55 11
Intelligence (INT) 10 50 % 11
Power POW) 11 55 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 15 §
Willpower Points (WP) 11
Sanity Points (SAN) 99 55
Breaking Point (BP) 44
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted

[J Accounting (10%) [J First Aid (10%) [J Ride (10%)
[ Alertness (20%) 50 [J Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 40 [J Search (20%) 60
0 Art (0%): [J History (10%) ] SIGINT (0%)

(] HUMINT (10%) (] Stealth (10%)
[ Artillery (0%) O Law (0%) [J Surgery (0%)
[ Athletics (30%) 50 [J Medicine (0%) [J Survival (10%)
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) 50 [J Swim (20%) 40
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 50
[ Craft (0%): Land 40 Unnatural (0%)

[ Navigate (10%) 40 Foreign Languages and Other Skills:
[J Criminology (10%) [J Occult (10%) O
[[] Demolitions (0%) [0 Persuade (20%) 30 O
[] Disguise (10%) [J Pharmacy (0%) O
[J Dodge (30%) [J Pilot (0%): O
] Drive (20%) 40 O
[J Firearms (20%) 40 [J Psychotherapy (10%) (]

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
=
=]
Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
D
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il (c) Unarmed 50 1d4
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Governments will always need boots on the ground and
steady hands holding rifles. When war begins,
civilization gets out of the way. With the social contract
void, unnatural things creep in at the edges. There's a
reason Delta Green began in the military.
Bonus skill points: Add +20% each to any eight skills
(up to a maximum of 80%).
w
=
%f 19.  SPECIAL TRAINING SKILL OR STAT USED
w
o Hand grenades Athletics
Please indicate why this agent was recruited and why the agent agreed to be recruited.
20. AUTHORIZING OFFICER 21. AGENT SIGNATURE

D D UN'TFE'ODRSA;ATES TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Marine

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 14

		STRx5: 70

		STR DISTINGUISHING FEATURES: 

		CON: 15

		CONx5: 75

		CON DISTINGUISHING FEATURES: 

		DEX: 11

		DEXx5: 55

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 11

		POWx5: 55

		POW DISTINGUISHING FEATURES: 

		CHA: 11

		CHAx5: 55

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 11

		BOND 2: 

		BOND 2 SCORE: 11

		BOND 3: 

		BOND 3 SCORE: 11

		BOND 4: 

		BOND 4 SCORE: 11

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 15

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 11

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 55

		CURRENTBreaking Point BP: 44

		12 MOTIVATIONS AND MENTAL DISORDERSPSYCHOLOGICAL DATA: 

		10 PHYSICAL DESCRIPTION: 

		Check Box1: Off

		Check Box2: Off

		Check Box3: Off

		Check Box4: Off

		Check Box5: Off

		Check Box6: Off

		Accounting 10: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 50

		Bureaucracy 10: 30

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 40

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 40

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 40

		Navigate 10: 40

		Occult 10: 

		Persuade 20: 30

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 60

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 40

		Unarmed Combat 40: 50

		Unnatural 0: 

		Foreign Languages and Other Skills 1: 

		Foreign Languages and Other Skills 1 Score: 

		Foreign Languages and Other Skills 2: 

		Foreign Languages and Other Skills 2 Score: 

		Foreign Languages and Other Skills 3: 

		Foreign Languages and Other Skills 3 Score: 

		Foreign Languages and Other Skills 4: 

		Foreign Languages and Other Skills 4 Score: 

		Foreign Languages and Other Skills 5: 

		Foreign Languages and Other Skills 5 Score: 

		Foreign Languages and Other Skills 6: 

		Foreign Languages and Other Skills 6 Score: 

		14 WOUNDS AND AILMENTS_2: 

		15 ARMOR AND GEAR: D

		WEAPONa: Unarmed

		SKILL a: 50

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: 

		SKILL b: 

		BASE RANGEb: 

		DAMAGEb: 

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: 

		SKILL c: 

		BASE RANGEc: 

		DAMAGEc: 

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: 

		SKILL d: 

		BASE RANGEd: 

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: 

		SKILL e: 

		BASE RANGEe: 

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 

		WEAPONf: 

		SKILL f: 

		BASE RANGEf: 

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 
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		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: Governments will always need boots on the ground and steady hands holding rifles. When war begins, civilization gets out of the way. With the social contract void, unnatural things creep in at the edges. There's a reason Delta Green began in the military.

Bonus skill points: Add +20% each to any eight skills (up to a maximum of 80%).

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Hand grenades

		SKILL OR STATa: Athletics

		SPECIAL TRAININGb: 

		SKILL OR STATb: 

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 

		3 EMPLOYER: [United States Marine Corps]






PERSONAL DATA

STATISTICAL DATA

APPLICABLE SKILL SETS

DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE)

2. PROFESSION (RANK IF APPLICABLE)
Medic

3. EMPLOYER 4. NATIONALITY
United States Navy - Hospital Corps
5. SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
orFoOM>Oo__
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 11. BONDS SCORE
Strength (STR) 11 55 11
Constitution (CON) 12 60 11
Dexterity (DEX) 10 50
Intelligence (INT) 14 70 %
Power POW) 14 70 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 12. MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 §
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Violence [0 O O adapted Helplessness [0 O [0 adapted

[0 Accounting (10%) [ First Aid (10%) 60 | [0 Ride (10%)
[ Alertness (20%) 50 [J Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%) Biology 40
[J Archeology (0%) [J Heavy Weapons (0%) [ Search (20%)
0 Art (0%): [J History (10%) ] SIGINT (0%)

[0 HUMINT (10%) 40 | [0 Stealth (10%)
[0 Artillery (0%) [ Law (0%) [J Surgery (0%) 40
[ Athletics (30%) 50 [J Medicine (0%) 40 [J Survival (10%) 50
[J Bureaucracy (10%) 40 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%)
[ Craft (0%): Unnatural (0%)

[ Navigate (10%) 50 Foreign Languages and Other Skills:
[J Criminology (10%) [J Occult (10%) O
[[] Demolitions (0%) [0 Persuade (20%) 50 O
[] Disguise (10%) [J Pharmacy (0%) 40 [
[J Dodge (30%) [J Pilot (0%): O
] Drive (20%) 60 O
[J Firearms (20%) 40 [J Psychotherapy (10%) 40 (]

Check a box when you attempt to use a skill and fail. After the session, add 1 to each checked skill and erase all checks.






14. WOUNDS AND AILMENTS

(%]
w
=
=]
Z
Has First Aid been attempted since the last injury?2 [] yes: only Medicine, Surgery, or long-term rest can help further
15. ARMOR AND GEAR
Z
g Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.
=l 16, WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % | KILLRADIUS | AMMO
a
il (c) Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The Hospital Corps provides highly trained enlisted
medical personnel to Navy facilities and vessels and to
the Marine Corps. They are often embedded with
Marine units and forward deployed.
Choose any two from the following skills:
» Drive 60%
» Forensics 40%
» Navigate 50%
N » Psychotherapy 50%
<§t » Search 60% 19.  SPECIAL TRAINING SKILL OR STAT USED
w
o
Bonus skill points: Add +20% each to any four skills (up
to a maximum of 80%).
Please indicate why this agent was recruited and why the agent agreed to be recruited.
20. AUTHORIZING OFFICER 21. AGENT SIGNATURE

D D UN'TFE'ODRSA;ATES TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
315 AGENT DOCUMENTATION SHEET 11 38
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		17 PERSONAL DETAILS AND NOTES: The Hospital Corps provides highly trained enlisted medical personnel to Navy facilities and vessels and to the Marine Corps. They are often embedded with Marine units and forward deployed.

Choose any two from the following skills:
» Drive 60%
» Forensics 40%
» Navigate 50%
» Psychotherapy 50%
» Search 60%

Bonus skill points: Add +20% each to any four skills (up to a maximum of 80%).
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