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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 or Historian

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
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%) [ 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%) [ Search (20%)
] Art (0%): [J History (10%) 60 [] SIGINT (0%)

(] HUMINT (10%) (] Stealth (10%)
[ Artillery (0%) O Law (0%) [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%) [J Military Science (0%): [J Unarmed Combat (40%)
[ Craft (0%): Unnatural (0%)

[ Navigate (10%) Foreign Languages and Other Skills:
[] Criminology (10%) [0 Occult (10%) 40 ] Language 50
[J Demolitions (0%) [J Persuade (20%) 40 [J Language 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.
Choose any two of these skills:
» Archeology 40%
g » HUMINT 50%
<§t » Navigate 50% 19.  SPECIAL TRAINING SKILL OR STAT USED
i 0,
Tl > Ride 50%
» Search 60%
» Survival 50%
Bonus skill points: Add +20% to each of any eight 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Anthropologist or Historian

		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: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Language

		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.

Choose any two of these skills: 
» Archeology 40%
» HUMINT 50%
» Navigate 50%
» Ride 50%
» Search 60% 
» Survival 50%

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: [Select or Enter Employer Name]
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A Delta Green operative 1S missing from @ U.S. base in
Afghanistan. It's up to the players’ cgems——so\d‘\ers, spies of
academics Wit Delta Green clearance—fo find him betore
the disappearance draws the kind of attention that the
group cannof offord. Includes $ix readyo-play agents.

THE STAR CHAMBER

A Delta Green operation in Myanmar went disastrously
wrong. The players’ agents must interview the team
fesponsible- The action plays out from oné conflicting point of
view fo the next: The players must decide who is at fault an
who, if anyone, is telling the truth.

If we look 100 deeply info the roiling chaos of reality, chaos
may look back. The Olympian Holobeam Array has gone
offline in @ catastrophic POWer surge. Delfa Green has
reason fo suspect the worst. The players’ agents have nO
idea what they'll find when they arrive:

VISCID

Two days ago, cefired geneficist Tibalt Grieves and his
g'\r\h'iend died gruesome\y. ACDC specialist tound weirdly
Unidentifiable samples. When the sun rose: Grieves' body
began fo sMO der and disintegrate. When the players’
agents arfive: they may find that even death has @ haltlife.

MUSIC FROM A DARKENED ROOM

Places, like people, 9° wrong. In the last 50 years, 18
people have died of 1206 Spoonel Avenue, and you can
feel it. Neighbors stay away. In the hours that stretch like
taffy after two, NO one hears the music from ifs darkene
rooms. Will the players’ agents be ihe next to die?

NEED TO KNOW & HANDLER'S SCREEN

A 48-page quickstart rulebook has six characters and a
starter adventure: A sturdy, full-color game moderator's
screen features and useful tables and data 1 aid the
Handler and evocative arf 0 unsetile the players.



http://www.drivethrurpg.com/product/181675/Delta-Green-Kali-Ghati?affiliate_id=48458

http://www.drivethrurpg.com/product/200599/Delta-Green-Observer-Effect?affiliate_id=48458

http://www.drivethrurpg.com/product/228085/Delta-Green-Viscid?affiliate_id=48458

http://www.drivethrurpg.com/product/224323/Delta-Green-Music-From-a-Darkened-Room?affiliate_id=48458

https://shop.arcdream.com/collections/physical-products/products/delta-green-need-to-know-with-handlers-screen

http://www.drivethrurpg.com/product/189186/Delta-Green-The-Star-Chamber?affiliate_id=48458




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)
Soldier, 10th Mountain Division

3. EMPLOYER 4. NATIONALITY
U.S. Army
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 11
Constitution (CON) 15 75 11
Dexterity (DEX) 11 55 11
Intelligence (INT) 10 50 %
Power POW) 11 55 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 15 E
Willpower Points (WP) 11
Sanity Points (SAN) 99 55
Breaking Point (BP) 44
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

(] HUMINT (10%) [] Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 60 [J Medicine (0%) [J Survival (10%) 50
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 50
[0 Craft (0%): Land 5 Unnatural (0%)

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

ﬂ
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4
(b) Carbine 40 100 m 1d12 3 30
(c) Pistol 40 15m 1d10 15
(d) Grenade 80 20m 15% 10m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 30 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The 10th Mountain is a rapid-deployment force under
18th Airborne Corps.
Choose three from the following skills:
» Computer Science 40%
» Craft (choose one) 40%
» Demolitions 40%
» Foreign Language (choose one) 40%
» Heavy Machinery 50%
3 » Heavy Weapons 40%
<§t » Search 60% 19.  SPECIAL TRAINING SKILL OR STAT USED
Tl » SIGINT 40%
» Swim 60%
Bonus skill points: Add +20% each to any six 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Soldier, 10th Mountain Division

		3 EMPLOYER: U.S. Army

		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: 

		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: 60

		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: 30

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 40

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: Land

		Military Science 0: 40

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 30

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 50

		Swim 20: 

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 50

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 40

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 40

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 30

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: The 10th Mountain is a rapid-deployment force under 18th Airborne Corps. 

Choose three from the following skills:
» Computer Science 40%
» Craft (choose one) 40%
» Demolitions 40%
» Foreign Language (choose one) 40% 
» Heavy Machinery 50%
» Heavy Weapons 40%
» Search 60%
» SIGINT 40%
» Swim 60%

Bonus skill points: Add +20% each to 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: 






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)
Soldier, 1st Brigade, 1st Cavalry Division

3. EMPLOYER 4. NATIONALITY
U.S. Army
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 13 65 11
Constitution (CON) 14 70 11
Dexterity (DEX) 12 60 11
Intelligence (INT) 11 55 %
Power POW) 11 55 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 11
Sanity Points (SAN) 99 55
Breaking Point (BP) 44
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

(] HUMINT (10%) [ Stealth (10%) 30
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 50 [J Medicine (0%) [J Survival (10%) 50
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 50
[0 Craft (0%): Land 5 Unnatural (0%)

: 60
Mechanic [ Navigate (10%) 50 Foreign Languages and Other Skills:

[J Criminology (10%) [J Occult (10%) [
[J Demolitions (0%) [J Persuade (20%) =]
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
] Drive (20%) 50 O
[] 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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4-1
(b) Carbine 40 100 m 1d12 3 30
(c) Pistol 40 15m 1d10 15
(d) Grenade 70 20m 15% 10 m
(e} Flashbang 70 20m stun 10 m
(f) Combat knife 30 1d6 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The armored "IRONHORSE Brigade" -- 1st Brigade, 1st
Cavalry Division -- has a long history on the front lines,
going back to its early days as horse cavalry.
Choose one from the following skills:
» Artillery 40%
» Computer Science 40%
» Craft (choose one) 40%
» Demolitions 40%
g » Foreign Language (choose one) 40%
<§t » SIGINT 40% 19.  SPECIAL TRAINING SKILL OR STAT USED
&
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





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Soldier, 1st Brigade, 1st Cavalry Division

		3 EMPLOYER: U.S. Army

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 13

		STRx5: 65

		STR DISTINGUISHING FEATURES: 

		CON: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 11

		INTx5: 55

		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: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: Mechanic

		Craft 0: 60

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 50

		Firearms 20: 40

		First Aid 10: 30

		Forensics 0: 

		Heavy Machinery 10: 60

		Heavy Weapons 0: 40

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: Land

		Military Science 0: 40

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 30

		Surgery 0: 

		Survival 10: 50

		Swim 20: 

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 50

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 40

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 40

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 70

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 30

		BASE RANGEf: 

		DAMAGEf: 1d6

		ARMOR PIERCINGf: 3

		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: The armored "IRONHORSE Brigade" -- 1st Brigade, 1st Cavalry Division -- has a long history on the front lines, going back to its early days as horse cavalry. 

Choose one from the following skills:
» Artillery 40%
» Computer Science 40%
» Craft (choose one) 40%
» Demolitions 40%
» Foreign Language (choose one) 40% 
» SIGINT 40%

Bonus skill points: Add +20% each to any four 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)
Political Action Group (SAD/PAG)

3. EMPLOYER 4. NATIONALITY
Central Intelligence Agency - Special Activities Division
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 14
Constitution (CON) 10 50
Dexterity (DEX) 10 50
Intelligence (INT) 15 75 %
Power POW) 13 65 5
Charisma (CHA) 14 70 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

[ Navigate (10%) Foreign Languages and Other Skills:
[] Criminology (10%) [ Occult (10%) [] Language 50
[J Demolitions (0%) [J Persuade (20%) 50 [J Language 50
[] Disguise (10%) 40 [] Pharmacy (0%) [ Language 40
[J Dodge (30%) [J Pilot (0%): [E
[] Drive (20%) [
[] 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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The PAG works in foreign countries to "nudge" their key
government personnel towards decisions that benefit
the United States. The PAG has deep propaganda
experience and often uses open media sources to in
uence decision-makers and popular opinion. The PAG
specializes in gathering intelligence to use against anti-
U.S. personalities.
Bonus skill points: Add +20% each to any eight skills (up
Nl to a maximum of 80%).
%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'TEIODRSA;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: Political Action Group (SAD/PAG)

		3 EMPLOYER: Central Intelligence Agency - Special Activities Division

		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: 15

		INTx5: 75

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 14

		CHAx5: 70

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 14

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		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: 40

		Alertness 20: 

		Anthropology 0: 40

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 40

		Bureaucracy 10: 60

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 40

		Dodge 30: 

		Drive 20: 

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 40

		HUMINT 10: 50

		Law 0: 40

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Language

		Foreign Languages and Other Skills 2 Score: 50

		Foreign Languages and Other Skills 3: Language

		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: 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: The PAG works in foreign countries to "nudge" their key government personnel towards decisions that benefit the United States. The PAG has deep propaganda experience and often uses open media sources to in uence decision-makers and popular opinion. The PAG specializes in gathering intelligence to use against anti-U.S. personalities.

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)
Special Operations Group (SAD/SOG)

3. EMPLOYER 4. NATIONALITY
Central Intelligence Agency - Special Activities Division
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70
Dexterity (DEX) 10 50
Intelligence (INT) 11 55 %
Power POW) 13 65 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 15 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[] Alertness (20%) 60 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 50 [] Search (20%)
O Art (0%): O History (10%) [1 SIGINT (0%) 40

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

50

[0 Craft (0%): Land Unnatural (0%)

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

o
x
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Combat knife 50 1d6+1 3
(c) Carbine 60 100 m 1d12 3 30
(d) Pistol 60 15m 1d10 15
e} Hand grenade 70 20m 15% 10 m
(f) _Flashbang 70 20m stun 10 m
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The SOG is the CIA's elite paramilitary unit. SOG is
deployed to undermine the plans of the United States'
enemies before they come to fruition. SOG performs
demolition, destabilization, and extraction/rendition
missions. It acts clandestinely in concert with special
operations forces.
Bonus skill points: Add +20% each to any four skills (up
to a maximum of 80%).
w
pv4
(=4
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
o Parachute Dex
SCUBA gear Swim
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: Special Operations Group (SAD/SOG)

		3 EMPLOYER: Central Intelligence Agency - Special Activities Division

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 11

		INTx5: 55

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 15

		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: 50

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 

		Drive 20: 60

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 30

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 50

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 40

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 40

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Combat knife

		SKILL b: 50

		BASE RANGEb: 

		DAMAGEb: 1d6+1

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: Carbine

		SKILL c: 60

		BASE RANGEc: 100 m

		DAMAGEc: 1d12

		ARMOR PIERCINGc: 3

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 30

		WEAPONd: Pistol

		SKILL d: 60

		BASE RANGEd: 15 m

		DAMAGEd: 1d10

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 15

		WEAPONe: Hand grenade

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 15%

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Flashbang

		SKILL f: 70

		BASE RANGEf: 20 m

		DAMAGEf: stun

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 10 m

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: The SOG is the CIA's elite paramilitary unit. SOG is deployed to undermine the plans of the United States' enemies before they come to fruition. SOG performs demolition, destabilization, and extraction/rendition missions. It acts clandestinely in concert with special operations forces.


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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Parachute

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
Computer Scientist or Engineer

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 10
Constitution (CON) 10 10
Dexterity (DEX) 12 10
<
Intelligence (INT) 17 '<_(
[a)
Power (POW) 13 é
O
Charisma (CHA) 10 (@]
©)
9. DERIVED ATTRIBUTES MAXIMUM CURRENT 5 1:24 MOTIVATIONS AND MENTAL DISORDERS
>
Hit Points (HP) 10 L
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52

10. PHYSICAL DESCRIPTION

13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE

Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[0 Alertness (20%) [] Forensics (0%) [] Science (0%):
- 40

[J Anthropology (0%) [J Heavy Machinery (10%) Mathematics
[J Archeology (0%) [J Heavy Weapons (0%) [] Search (20%)
[0 Art (0%): [J History (10%) [J SIGINT (0%)

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

Electrician - [ Navigate (10%) Foreign Languages and Other Skills:

[] Criminology (10%) [ Occult (10%) ] Craft (Mechanic) 30
[0 Demolitions (0%) [ Persuade (20%) [ Craft (Microelectronics) 40
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
[] Drive (20%) [
[] Firearms (20%) [J  Psychotherapy (10%) =l

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
=
2
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 % | KILL RADIUS | AMMO
a
 (c)
(b)
(c)
(d)
(e)
(f
(g)
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.
Choose any four of these skills that you do not already
have:
N » Accounting 50%
%t » Bureaucracy 50% 19.  SPECIAL TRAINING SKILL OR STAT USED
0,
Tl > Craft (choose one) 40%
» Foreign Language (choose one) 40%
» Heavy Machinery 50%
» Law 40%
» Science (choose one) 40%
Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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 Scientist or 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: 

		Alertness 20: 

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 

		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: 

		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: 

		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: 

		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: 

		SKILL a: 

		BASE RANGEa: 

		DAMAGEa: 

		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.

Choose any four of these skills that you do not already have:
» Accounting 50%
» Bureaucracy 50%
» Craft (choose one) 40%
» Foreign Language (choose one) 40%
» Heavy Machinery 50%
» Law 40%
» Science (choose one) 40%

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: [Select or Enter Employer Name]






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)

Criminal
3. EMPLOYER 4. NATIONALITY
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 13 65 10
Dexterity (DEX) 15 75 10
Intelligence (INT) 10 50 % 10
Power POW) 10 50 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 10
Sanity Points (SAN) 99 50
Breaking Point (BP) 40
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

[ Navigate (10%) Foreign Languages and Other Skills:
[J Criminology (10%) 60 [J Occult (10%) &
[[] Demolitions (0%) [] Persuade (20%) 50 =
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) 40 [J Pilot (0%): B
] Drive (20%) 50 O
[] 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
=
2
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 % | KILL RADIUS | AMMO
a
 (c)
(b)
(c)
(d)
(e)
(f
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
So much is illegal that there are broad economies of
crime. This profile fits a hardened militant or a traditional
"black collar" criminal: pimp, burglar, extortionist, or
thug. If you want a white-collar criminal, choose
Computer Scientist or Lawyer/Business Executive and
make very risky decisions.
Choose two skills from:
» Craft (Locksmithing) 40%
N » Demolitions 40%
<§t » Disguise 50% 19.  SPECIAL TRAINING SKILL OR STAT USED
T > Foreigq Language (choose one) 40%
» Forensics 40%
» HUMINT 50%
» Navigate 50%
» Occult 50%
» Pharmacy 40%
Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Criminal

		3 EMPLOYER: 

		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: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 15

		DEXx5: 75

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 10

		POWx5: 50

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		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: 10

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 10

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 50

		CURRENTBreaking Point BP: 40

		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: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 60

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 40

		Drive 20: 50

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 

		Law 0: 20

		Medicine 0: 

		Melee Weapons 30: 40

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		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: 

		WEAPONa: 

		SKILL a: 

		BASE RANGEa: 

		DAMAGEa: 

		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: So much is illegal that there are broad economies of crime. This profile fits a hardened militant or a traditional "black collar" criminal: pimp, burglar, extortionist, or thug. If you want a white-collar criminal, choose Computer Scientist or Lawyer/Business Executive and make very risky decisions.

Choose two skills from:
» Craft (Locksmithing) 40%
» Demolitions 40%
» Disguise 50%
» Foreign Language (choose one) 40% 
» Forensics 40%
» HUMINT 50%
» Navigate 50%
» Occult 50%
» Pharmacy 40%

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)
FAST (Foreign-deployed Advisory Support Team)

3. EMPLOYER 4. NATIONALITY
Drug Enforcement Administration
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 12 60 10
Constitution (CON) 13 65 10
Dexterity (DEX) 12 60
Intelligence (INT) 13 65 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 13 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[] Alertness (20%) 50 [] Forensics (0%) 50 [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 30 [] Search (20%) 70
[0 Art (0%): [J History (10%) [J SIGINT (0%)

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

30

[0 Craft (0%): Land Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4-1
(b) Carbine 50 100 m 1d12 3 30
(c) Pistol 50 15m 1d10 15
(d) Grenade 70 20 m 15% 10 m
(e} Flashbang 70 20m Stun 10 m
(f) Combat knife 50 1d6 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The DEA's FAST Teams operate as paramilitary units in
far-flung areas of the world where narcotics are grown
and processed. Four are headquartered in Arlington,
Virginia. The fifth is permanently stationed in
Afghanistan.
Bonus skill points: Add +20% each to any three skills
(up to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
o Parachute Dex
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: FAST (Foreign-deployed Advisory Support Team)

		3 EMPLOYER: Drug Enforcement Administration

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 12

		STRx5: 60

		STR DISTINGUISHING FEATURES: 

		CON: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 13

		INTx5: 65

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 

		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: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 50

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 50

		Drive 20: 40

		Firearms 20: 50

		First Aid 10: 

		Forensics 0: 50

		Heavy Machinery 10: 

		Heavy Weapons 0: 30

		History 10: 

		HUMINT 10: 40

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: Land

		Military Science 0: 30

		Navigate 10: 30

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 30

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 70

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 30

		Swim 20: 

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 30

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 50

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 50

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 70

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: Stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6

		ARMOR PIERCINGf: 3

		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: The DEA's FAST Teams operate as paramilitary units in far-flung areas of the world where narcotics are grown and processed. Four are headquartered in Arlington, Virginia. The fifth is permanently stationed in Afghanistan.

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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Parachute

		SKILL OR STATa: Dex

		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)
Special Agent

3. EMPLOYER 4. NATIONALITY
Environmental Protection Agency
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OoF OM O Office of Criminal Enforcement, Forensics and Training (OCEFT)
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 13
Constitution (CON) 13 65 13
Dexterity (DEX) 10 50 13
luslibancaidy f- 212 [ 60 E 13
Power POW) 14 70 5
Charisma (CHA) 13 65 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

$
=
=
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
Agency badge and identification card, medium pistol (usually .40 or 9mm) in a belt holster, two spare magazines in a
belt pouch, tactical light, handcuffs in a belt pouch, Kevlar vest, windbreaker jacket printed with the name of the agency,
encrypted smartphone, police-band radio with earpiece and throat microphone, small evidence-collection kit. Maybe a
light pistol (usually a small-frame 9mm) in an ankle or small-of-the-back holster for backup. Additional equipment
usually carried in the agency car includes tactical body armor, Kevlar helmet, encrypted laptop with access to agency
networks, first aid kit, a portable fire extinguisher, crowbar, hammer, wrench, rebreather, hazmat suit, chemical sniffers
and sampling gear, sewer camera, photoionization detector, and either a light carbine (5.56 mm) with holographic sight
and two spare magazines or a pump-action shotgun with 40 spare rounds in boxes (half of them slugs).
5
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 % | KILL RADIUS | AMMO
a
(o) Pistol 40 15m 1d10 15
(b) Unarmed 60 1d4-1
(c) Carbine 40 100 m 1d12 3 30
(d) Shotgun (shot) 60 50 m 2d10 (double armor) 5
(e} Shotgun (slug) 40 75m 2d6 5
()
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The EPA's OCEFT contains the Criminal Investigations
Division (CID) as well as the National Enforcement
Investigations Center (NEIC). OCEFT is responsible for
criminal law enforcement and environmental forensics.
Choose one additional skill from this list:
» Science (Biology) 40%
» Science (Chemistry) 40%
» Science (Environmental) 40%
w
pv4
°<§f Bonus skill points: Add +20% to each of any eight skills | 19.  SPECIAL TRAINING SKILL OR STAT USED
Tl (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





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Special Agent

		3 EMPLOYER: Environmental Protection Agency

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: Office of Criminal Enforcement, Forensics and Training (OCEFT)

		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: 13

		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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 50

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 40

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 40

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 50

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		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: Agency badge and identification card, medium pistol (usually .40 or 9mm) in a belt holster, two spare magazines in a belt pouch, tactical light, handcuffs in a belt pouch, Kevlar vest, windbreaker jacket printed with the name of the agency, encrypted smartphone, police-band radio with earpiece and throat microphone, small evidence-collection kit. Maybe a light pistol (usually a small-frame 9mm) in an ankle or small-of-the-back holster for backup. Additional equipment usually carried in the agency car includes tactical body armor, Kevlar helmet, encrypted laptop with access to agency networks, first aid kit, a portable fire extinguisher, crowbar, hammer, wrench, rebreather, hazmat suit, chemical sniffers and sampling gear, sewer camera, photoionization detector, and either a light carbine (5.56 mm) with holographic sight and two spare magazines or a pump-action shotgun with 40 spare rounds in boxes (half of them slugs).

		WEAPONa: Pistol

		SKILL a: 40

		BASE RANGEa: 15 m

		DAMAGEa: 1d10

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 15

		WEAPONb: Unarmed

		SKILL b: 60

		BASE RANGEb: 

		DAMAGEb: 1d4-1

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: Carbine

		SKILL c: 40

		BASE RANGEc: 100 m

		DAMAGEc: 1d12

		ARMOR PIERCINGc: 3

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 30

		WEAPONd: Shotgun (shot)

		SKILL d: 60

		BASE RANGEd: 50 m

		DAMAGEd: 2d10

		ARMOR PIERCINGd: (double armor)

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 5

		WEAPONe: Shotgun (slug)

		SKILL e: 40

		BASE RANGEe: 75 m

		DAMAGEe: 2d6

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 5

		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: The EPA's OCEFT contains the Criminal Investigations Division (CID) as well as the National Enforcement Investigations Center (NEIC). OCEFT is responsible for criminal law enforcement and environmental forensics.

Choose one additional skill from this list:
» Science (Biology) 40%
» Science (Chemistry) 40%
» Science (Environmental) 40%


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: 






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)
Regional Office Specialist

3. EMPLOYER 4. NATIONALITY
Environmental Protection Agency
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 13
Constitution (CON) 11 55 13
Dexterity (DEX) 10 50 13
sliarcann g | o E 13
Power POW) 14 70 5
Charisma (CHA) 13 65 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 11 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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
Environmental monitoring equipment such as chemical sniffers and sampling equipment, government-issued laptop
computer, rebreather, Level B hazmat suit, and protected-toe boots.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
(f
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Regional EPA offices send inspectors, emergency
response personnel, and remediation engineers to
trouble sites.
Bonus skill points: Add +20% to each of 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'TEIODRSA;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: Regional Office Specialist

		3 EMPLOYER: Environmental Protection Agency

		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: 11

		CONx5: 55

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 14

		INTx5: 70

		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: 13

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 11

		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: 

		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: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 

		Forensics 0: 40

		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: Environmental

		Science 0: 60

		Search 20: 60

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Science (biology)

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Science (                          )

		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: Environmental monitoring equipment such as chemical sniffers and sampling equipment, government-issued laptop computer, rebreather, Level B hazmat suit, and protected-toe boots.

		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: Regional EPA offices send inspectors, emergency response personnel, and remediation engineers to trouble sites.


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: 






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)
Special Agent - Hostage Rescue Team

3. EMPLOYER 4. NATIONALITY
FBI
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 13 65
Dexterity (DEX) 11 55
Intelligence (INT) 10 50 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

0] HUMINT (10%) [ Stealth (10%) 70
[J Artillery (0%) [ Law (0%) 30 [] Surgery (0%)
[ Athletics (30%) 60 [J Medicine (0%) [J Survival (10%) 50
[J Bureaucracy (10%) [J Melee Weapons (30%) 50 [J Swim (20%) 50
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 60

50

[0 Craft (0%): Land Unnatural (0%)

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

o
x
=
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
Agency badge and identification card, assault rifle or carbine (5.56 mm) with laser sight and underslung flashlight, six
spare magazines in a chest rig, semi-automatic shotgun with six spare shells in a receiver mount, medium pistol
(usually .40, .45, or 9 mm), two spare magazines in a chest rig, tactical knife, flash-bang and tear-gas grenades, CED
pistol, pepper spray cannister, battering ram, Halligan forcible-entry tool, ballistic shield, tactical radio, earpiece, throat
microphone, flexible cuffs, tactical body armor, vest with agency identification, knee and elbow pads, gloves, helmet, re-
retardant balaclava, tinted goggles, assault webbing for magazines and grenades, hydration system (such as a
camelback), binoculars, high-power flashlight, and rappelling harnesses and equipment.
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4
(b) Tactical knife 50 1d6+1 3
(c) Carbine 60 100 m 1d12 3 30
(d) Shotgun (shot) 80 50 m 2d10 (double armor) 5
le) Pistol 60 15m 1d10 15
() Hand grenade 80 20 m 15% 10 m
(g) Flashbang 80 20m Stun 10 m
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
HRT and SWAT specialize in kinetic tactical know-how
and rapid takedowns in all types of environments. HRT
is a unigue SWAT force that specializes in anti-terror
operations.
Bonus skill points: Add +20% each to any four skills (up
to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
o Parachute Dex
Please indicate why this agent was recruited 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: Special Agent - Hostage Rescue Team

		3 EMPLOYER: FBI

		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: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 11

		DEXx5: 55

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: 

		Alertness 20: 60

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 30

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 50

		Drive 20: 40

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 30

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 50

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 70

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		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: Agency badge and identification card, assault rifle or carbine (5.56 mm) with laser sight and underslung flashlight, six spare magazines in a chest rig, semi-automatic shotgun with six spare shells in a receiver mount, medium pistol (usually .40, .45, or 9 mm), two spare magazines in a chest rig, tactical knife, flash-bang and tear-gas grenades, CED pistol, pepper spray cannister, battering ram, Halligan forcible-entry tool, ballistic shield, tactical radio, earpiece, throat microphone, flexible cuffs, tactical body armor, vest with agency identification, knee and elbow pads, gloves, helmet, re-retardant balaclava, tinted goggles, assault webbing for magazines and grenades, hydration system (such as a camelback), binoculars, high-power flashlight, and rappelling harnesses and equipment.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Tactical knife

		SKILL b: 50

		BASE RANGEb: 

		DAMAGEb: 1d6+1

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: Carbine

		SKILL c: 60

		BASE RANGEc: 100 m

		DAMAGEc: 1d12

		ARMOR PIERCINGc: 3

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 30

		WEAPONd: Shotgun (shot)

		SKILL d: 80

		BASE RANGEd: 50 m

		DAMAGEd: 2d10

		ARMOR PIERCINGd: (double armor)

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 5

		WEAPONe: Pistol

		SKILL e: 60

		BASE RANGEe: 15 m

		DAMAGEe: 1d10

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 15

		WEAPONf: Hand grenade

		SKILL f: 80

		BASE RANGEf: 20 m

		DAMAGEf: 

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 15%

		KILL RADIUSf: 10 m

		AMMO f: 

		WEAPONg: Flashbang

		SKILL g: 80

		BASE RANGEg: 20 m

		DAMAGEg: Stun

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 10 m

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: HRT and SWAT specialize in kinetic tactical know-how and rapid takedowns in all types of environments. HRT is a unique SWAT force that specializes in anti-terror operations.

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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Parachute

		SKILL OR STATa: Dex

		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)
Federal Agent

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 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 % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

[0 HUMINT (10%) 60 | [0 Stealth (10%)
[J Artillery (0%) [ Law (0%) 30 [] 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%) [J Military Science (0%): [J Unarmed Combat (40%) 60
[0 Craft (0%): Unnatural (0%)

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

$
=
=
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
Agency badge and identification card, medium pistol (usually .40 or 9mm) in a belt holster, two spare magazines in a
belt pouch, tactical light, handcuffs in a belt pouch, Kevlar vest, windbreaker jacket printed with the name of the agency,
encrypted smartphone, police-band radio with earpiece and throat microphone, small evidence-collection kit. Maybe a
light pistol (usually a small-frame 9mm) in an ankle or small-of-the-back holster for backup. Additional equipment
usually carried in the agency car includes tactical body armor, Kevlar helmet, encrypted laptop with access to agency
networks, first aid kit, a portable fire extinguisher, and either a light carbine (5.56 mm) with holographic sight and two
spare magazines or a pump-action shotgun with 40 spare rounds in boxes (half of them slugs).
5
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4-1
(b) Pistol 50 15m 1d10 15
(c) Carbine 50 100 m 1d12 3 30
(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.
Choose one additional skill from this list:
» Accounting 60%
» Computer Science 50%
g » Foreign Language (choose one) 50%
<§t » Heavy Weapons 50% 19.  SPECIAL TRAINING SKILL OR STAT USED
Tl » Pharmacy 50%
Bonus skill points: Add +20% to each of any six 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
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		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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 50

		Bureaucracy 10: 40

		Computer Science 0: 

		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: Agency badge and identification card, medium pistol (usually .40 or 9mm) in a belt holster, two spare magazines in a belt pouch, tactical light, handcuffs in a belt pouch, Kevlar vest, windbreaker jacket printed with the name of the agency, encrypted smartphone, police-band radio with earpiece and throat microphone, small evidence-collection kit. Maybe a light pistol (usually a small-frame 9mm) in an ankle or small-of-the-back holster for backup. Additional equipment usually carried in the agency car includes tactical body armor, Kevlar helmet, encrypted laptop with access to agency networks, first aid kit, a portable fire extinguisher, and either a light carbine (5.56 mm) with holographic sight and two spare magazines or a pump-action shotgun with 40 spare rounds in boxes (half of them slugs).

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Pistol

		SKILL b: 50

		BASE RANGEb: 15 m

		DAMAGEb: 1d10

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 15

		WEAPONc: Carbine

		SKILL c: 50

		BASE RANGEc: 100 m

		DAMAGEc: 1d12

		ARMOR PIERCINGc: 3

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 30

		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.

Choose one additional skill from this list:
» Accounting 60%
» Computer Science 50%
» Foreign Language (choose one) 50%
» Heavy Weapons 50%
» Pharmacy 50%

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: [Select or Enter Employer Name]






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)

Firefighter
3. EMPLOYER 4. NATIONALITY
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70 10
Dexterity (DEX) 12 60 10
Intelligence (INT) 10 g
a
Power (POW) 12 60 6
Charisma (CHA) 10 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted
[0 Accounting (10%) [ First Aid (10%) 50 | [0 Ride (10%)
[] Alertness (20%) 50 [] Forensics (0%) 40 [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 50 [] Search (20%) 40
[0 Art (0%): [J History (10%) [J SIGINT (0%)
(] HUMINT (10%) [] Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 60 [J Medicine (0%) [J Survival (10%)
[J Bureaucracy (10%) [J Melee Weapons (30%) ] Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%)
[0 Craft (0%): Unnatural (0%)
= 40
Electrician [ Navigate (10%) 50 Foreign Languages and Other Skills:
[] Criminology (10%) [ Occult (10%) ] Craft (Mechanic) 40
[J Demolitions (0%) 50 [J Persuade (20%) =]
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
] Drive (20%) 50 O
[] Firearms (20%) [J  Psychotherapy (10%) =l

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
Fire helmet with face shield and fire-resistant hood, turnout pants and jacket (Armor 4), leather boots, self-contained
breathing apparatus, heavily-insulated leather gloves, Personal Alert Safety System with GPS tracking, fire axe and
Halligan forcible-entry tool ("the Irons").
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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4
(b)
(c)
(d)
(e)
(f
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Your job oscillates between the tedium of maintaining
your gear, exhilaration when the alarm finally comes,
and the work of investigating a scene after the smoke
has cleared. If you're involved with Delta Green, you
clearly stumbled into something worse than a house fire.
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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Firefighter

		3 EMPLOYER: 

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		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: 14

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: Electrician

		Craft 0: 40

		Criminology 10: 

		Demolitions 0: 50

		Disguise 10: 

		Dodge 30: 

		Drive 20: 50

		Firearms 20: 

		First Aid 10: 50

		Forensics 0: 40

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		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: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Craft (Mechanic)

		Foreign Languages and Other Skills 1 Score: 40

		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: Fire helmet with face shield and fire-resistant hood, turnout pants and jacket (Armor 4), leather boots, self-contained breathing apparatus, heavily-insulated leather gloves, Personal Alert Safety System with GPS tracking, fire axe and Halligan forcible-entry tool ("the Irons").

		WEAPONa: Unarmed

		SKILL a: 40

		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: Your job oscillates between the tedium of maintaining your gear, exhilaration when the alarm finally comes, and the work of investigating a scene after the smoke has cleared. If you're involved with Delta Green, you clearly stumbled into something worse than a house fire.

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)
Foreign Service Officer

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 15
Constitution (CON) 10 50 15
Dexterity (DEX] 10 50 15
Intelligence (INT) 15 75 %
Power POW) 12 60 5
Charisma (CHA) 15 75 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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
Laptop, satellite phone, and smart phone with access to the State Department's unclassified system. Access to
classified reporting on your area of the world.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
You travel to strange lands, meet interesting people,
and try to get along with them. Odds are you work for
the State Department, though USAID, the Commercial
Service and the Foreign Agriculture Service also have
FSOs. Either way, you've had every opportunity to learn
exotic and deadly things; the kinds of things that qualify
you for Delta Green clearance.
Bonus skill points: Add +20% each to any eight skills (up
Nl to a maximum of 80%).
%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'TEIODRSA;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: Foreign Service Officer

		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: 15

		INTx5: 75

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 15

		CHAx5: 75

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 15

		BOND 2: 

		BOND 2 SCORE: 15

		BOND 3: 

		BOND 3 SCORE: 15

		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: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 40

		Alertness 20: 

		Anthropology 0: 40

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 60

		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: 40

		HUMINT 10: 50

		Law 0: 40

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Language

		Foreign Languages and Other Skills 2 Score: 50

		Foreign Languages and Other Skills 3: Language

		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: Laptop, satellite phone, and smart phone with access to the State Department's unclassified system. Access to classified reporting on your area of the world.

		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 travel to strange lands, meet interesting people, and try to get along with them. Odds are you work for the State Department, though USAID, the Commercial Service and the Foreign Agriculture Service also have FSOs. Either way, you've had every opportunity to learn exotic and deadly things; the kinds of things that qualify you for Delta Green clearance.

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: [Select or Enter Employer Name]






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)
Special Agent - Special Response Team

3. EMPLOYER 4. NATIONALITY
Immigrations and Customs Enforcement
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 13 65 10
Dexterity (DEX) 11 55
Intelligence (INT) 10 50 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

0] HUMINT (10%) 60 | [0 Stealth (10%) 40
[J Artillery (0%) [ Law (0%) 30 [] Surgery (0%)
[ Athletics (30%) 50 [J 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
[0 Craft (0%): Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4
(b) Carbine 50 100 m 1d12 3 30
(c) Pistol 50 15m 1d10 15
(d) Hand grenade 70 20 m 15% 10 m
(e} Flashbang 70 20m Stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The Special Response Team provides SWAT support
for ICE operations. SRT members are all volunteers,
most of whom have regular "day jobs" as agents in
other ICE divisions.
Bonus skill points: Add +20% each to any five 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: Special Agent - Special Response Team

		3 EMPLOYER: Immigrations and Customs Enforcement

		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: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 11

		DEXx5: 55

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 50

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 50

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 50

		Drive 20: 50

		Firearms 20: 50

		First Aid 10: 

		Forensics 0: 30

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 60

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 50

		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: 40

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 50

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 50

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Hand grenade

		SKILL d: 70

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: Stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: The Special Response Team provides SWAT support for ICE operations. SRT members are all volunteers, most of whom have regular "day jobs" as agents in other ICE divisions.

Bonus skill points: Add +20% each to any five 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)
Intelligence Analyst

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 11
Constitution (CON) 10 50 1
Dexterity (DEX] 10 50 1
Intelligence (INT) 18 90 %
Power POW) 13 65 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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

INJURIES

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

Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.

16. WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % KILL RADIUS AMMO

EQUIPMENT

(a) Unarmed 40 1d4-1

(b)

()

(d)

(e]

(f

(9)

17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY

In the FBI, NSA and CIA, there are those who gather
information and those who decide what it means. You
take information from disparate sources -- newspapers,
websites, informants, ELINT, and the assets developed
by case officers -- and figure out what it means. In short,
your job is the piecing together of unrelated knowledge,
a dangerous endeavor in the world of Delta Green.

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

1.9: SPECIAL TRAINING SKILL OR STAT USED

REMARKS

Please indicate why this agent was recruited 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: Intelligence Analyst

		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: 18

		INTx5: 90

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		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: 

		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: 

		Alertness 20: 

		Anthropology 0: 40

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 50

		Computer Science 0: 40

		Craft: 

		Craft 0: 

		Criminology 10: 40

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 40

		HUMINT 10: 50

		Law 0: 

		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: 

		Science 0: 

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Language

		Foreign Languages and Other Skills 2 Score: 50

		Foreign Languages and Other Skills 3: Language

		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: In the FBI, NSA and CIA, there are those who gather information and those who decide what it means. You take information from disparate sources -- newspapers, websites, informants, ELINT, and the assets developed by case officers -- and figure out what it means. In short, your job is the piecing together of unrelated knowledge, a dangerous endeavor in the world of Delta Green.

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: 

		Dropdown5: [Select or Enter Employer Name]






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)
Intelligence Case Officer

3. EMPLOYER

Select or Enter Employer Name

4. NATIONALITY

5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 14
Constitution (CON) 10 50 14
Dexterity (DEX) 10 50
Intelligence (INT) 14 70 %
Power POW) 14 70 5
Charisma (CHA) 14 70 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[] Alertness (20%) 50 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) [] Search (20%)
O Art (0%): O History (10%) [1 SIGINT (0%) 40

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

[ Navigate (10%) Foreign Languages and Other Skills:
[] Criminology (10%) 50 [ Occult (10%) [] Language 50
[J Demolitions (0%) [J Persuade (20%) 60 [J Language 40
[] Disguise (10%) 50 [J Pharmacy (0%) O
[J Dodge (30%) [J Pilot (0%): [E
] Drive (20%) 40 O
[] 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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4-1
(b)
(c)
(d)
(e)
(f
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
You recruit people to spy on their own countries for your
agency, probably the CIA. Your job is to develop foreign
intelligence sources ("assets"), communicate with them,
and keep them under control, productive, and alive. It's
a hard business because you must view everyone as a
potential threat, liar, or tool to further your agenda. If
your name came to the attention of Delta Green,
congratulations; you are now someone else's asset
g Bonus skill points: Add +20% each to any eight skills (up
<§i to a maximum of 80%). 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Intelligence Case Officer

		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: 14

		INTx5: 70

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 14

		CHAx5: 70

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 14

		BOND 2: 

		BOND 2 SCORE: 14

		BOND 3: 

		BOND 3 SCORE: 

		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: 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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 50

		Demolitions 0: 

		Disguise 10: 50

		Dodge 30: 

		Drive 20: 40

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 60

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 60

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 50

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Language

		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: 50

		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 recruit people to spy on their own countries for your agency, probably the CIA. Your job is to develop foreign intelligence sources ("assets"), communicate with them, and keep them under control, productive, and alive. It's
a hard business because you must view everyone as a potential threat, liar, or tool to further your agenda. If your name came to the attention of Delta Green, congratulations; you are now someone else's asset

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: [Select or Enter Employer Name]






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)
Lawyer or Business Executive

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 15
Constitution (CON) 10 50 15
Dexterity (DEX) 10 50 15
Intelligence (INT) 15 75 % 15
Power POW) 12 60 5
Charisma (CHA) 15 75 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Your tools are a computer and smartphone. You might
be moving millions of dollars, or bits of data, or both. Or
you might be a prosecutor, a defense attorney, or judge.
Choose four skills from:
» Computer Science 50%
» Criminology 60%
» Foreign Language (choose one) 50%
» Law 50%
g » Pharmacy 50%
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
[Tl Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Lawyer or Business Executive

		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: 15

		INTx5: 75

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 15

		CHAx5: 75

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 15

		BOND 2: 

		BOND 2 SCORE: 15

		BOND 3: 

		BOND 3 SCORE: 15

		BOND 4: 

		BOND 4 SCORE: 15

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 10

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 

		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: 40

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 60

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		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: 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: Your tools are a computer and smartphone. You might be moving millions of dollars, or bits of data, or both. Or you might be a prosecutor, a defense attorney, or judge.

Choose four skills from:
» Computer Science 50%
» Criminology 60%
» Foreign Language (choose one) 50% 
» Law 50%
» Pharmacy 50%

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: [Select or Enter Employer Name]






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)
Combat Camera

3. EMPLOYER 4. NATIONALITY
U.S. Marine Corps
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 12 60 12
Constitution (CON) 13 65 12
Dexterity (DEX) 11 55 12
Intelligence (INT) 12 60 %
Power POW) 12 60 5
Charisma (CHA) 12 60 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 13 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

Videography 2 0] HUMINT (10%) 50 | [0 Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 60 [J Medicine (0%) [J Survival (10%) 50
[J Bureaucracy (10%) 50 [J Melee Weapons (30%) 40 [J Swim (20%) 50
[[J Computer Science (0%) 30 [J Military Science (0%): [J Unarmed Combat (40%) 50
[0 Craft (0%): Unnatural (0%)

Electronics - [ Navigate (10%) Foreign Languages and Other Skills:

[J Criminology (10%) [J Occult (10%) [
[[] Demolitions (0%) [] Persuade (20%) 50 =
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
[] Drive (20%) [
[] 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
Camera or video camera, production and surveillance equipment.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4-1
(b)
(c)
(d)
(e)
(f
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Choose one from the following skills:
» Art (choose another) 50%
» Foreign Language (choose one) 50%
» Military Science (choose one) 50%
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

Please indicate why this agent was recru

ited and why the agent agreed to be recruited.

20. AUTHORIZING OFFICER

21. AGENT SIGNATURE

UNITED STATES

DD.: v = 356

TOP SECRET//ORCON//SPECIAL ACCESS REQUIRED-DELTA GREEN 2 2
AGENT DOCUMENTATION SHEET 1 1 3 8






		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Combat Camera

		3 EMPLOYER: U.S. Marine Corps

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 12

		STRx5: 60

		STR DISTINGUISHING FEATURES: 

		CON: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 11

		DEXx5: 55

		DEX DISTINGUISHING FEATURES: 

		INT: 12

		INTx5: 60

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		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: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: Videography

		Art 0: 50

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 50

		Computer Science 0: 30

		Craft: Electronics

		Craft 0: 30

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 40

		HUMINT 10: 50

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 40

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		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: Camera or video camera, production and surveillance equipment.

		WEAPONa: Unarmed

		SKILL a: 50

		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: Choose one from the following skills:
» Art (choose another) 50%
» Foreign Language (choose one) 50% 
» Military Science (choose one) 50%

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)
Force Recon

3. EMPLOYER 4. NATIONALITY
U.S. Marine Corps
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70
Dexterity (DEX) 12 60
Intelligence (INT) 10 50 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[] Alertness (20%) 60 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 50 [] Search (20%)
O Art (0%): O History (10%) [1 SIGINT (0%) 40

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

60

[0 Craft (0%): Land Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang” stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Force Recon detachments are light infantry units that
perform deep reconnaissance, intelligence gathering,
raiding, and forcible boarding/seizure operations.
Bonus skill points: Add +20% each to any four 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: Force Recon

		3 EMPLOYER: U.S. Marine Corps

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 50

		Drive 20: 60

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 60

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 60

		Surgery 0: 

		Survival 10: 60

		Swim 20: 50

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two “flash-bang” stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: Force Recon detachments are light infantry units that perform deep reconnaissance, intelligence gathering, raiding, and forcible boarding/seizure operations.

Bonus skill points: Add +20% each to any four 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)
Maritime Special Purpose Force (MPSF)

3. EMPLOYER 4. NATIONALITY
U.S. Marine Corps
5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70 10
Dexterity (DEX) 12 60
Intelligence (INT) 10 50 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

(] HUMINT (10%) [ Stealth (10%) 30
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 60 [J Medicine (0%) [J Survival (10%) 50
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) 50 [J Swim (20%) 60
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 60
[0 Craft (0%): Land 5 Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Rifle 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The Maritime Special Purpose Force supports larger
elements of the Navy, Marines and SOCOM with
high-firepower surgical insertion and raiding capabilities.
The MSPF is sometimes called upon for hostage
rescue.
Bonus skill points: Add +20% each to any four 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: Maritime Special Purpose Force (MPSF)

		3 EMPLOYER: U.S. Marine Corps

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 60

		Bureaucracy 10: 30

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 50

		Drive 20: 40

		Firearms 20: 60

		First Aid 10: 30

		Forensics 0: 

		Heavy Machinery 10: 50

		Heavy Weapons 0: 50

		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: 

		SIGINT 0: 

		Stealth 10: 30

		Surgery 0: 

		Survival 10: 50

		Swim 20: 60

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 40

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Rifle

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: The Maritime Special Purpose Force supports larger elements of the Navy, Marines and SOCOM with high-firepower surgical insertion and raiding capabilities. The MSPF is sometimes called upon for hostage rescue.

Bonus skill points: Add +20% each to any four 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)
Deputy U.S. Marshal

3. EMPLOYER 4. NATIONALITY
U.S. Marshals Service
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OoF OM O Tactical Operations Division/Special Operations Group (SOG)
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 13 65 10
Dexterity (DEX) 11 55
Intelligence (INT) 10 50 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4-1
(b) Carbine 50 100 m 1d12 3 30
(c) Pistol 50 15m 1d10 15
(d) Combat knife 50 1d6+1 3
e} Hand grenade 80 20m 15% 10 m
(f) _Flashbang 80 20m Stun 10 m
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The SOG is a highly trained, all-volunteer group of
deputy marshals that are on call to provide SWAT
support in emergencies.
Bonus skill points: Add +20% each to any six 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Deputy U.S. Marshal

		3 EMPLOYER: U.S. Marshals Service

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: Tactical Operations Division/Special Operations Group (SOG)

		STR: 14

		STRx5: 70

		STR DISTINGUISHING FEATURES: 

		CON: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 11

		DEXx5: 55

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 50

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 60

		Drive 20: 50

		Firearms 20: 50

		First Aid 10: 

		Forensics 0: 30

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 60

		Law 0: 30

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 50

		SIGINT 0: 

		Stealth 10: 40

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 50

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 50

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Combat knife

		SKILL d: 50

		BASE RANGEd: 

		DAMAGEd: 1d6+1

		ARMOR PIERCINGd: 3

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: Hand grenade

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 15%

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Flashbang

		SKILL f: 80

		BASE RANGEf: 20 m

		DAMAGEf: Stun

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 10 m

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: The SOG is a highly trained, all-volunteer group of deputy marshals that are on call to provide SWAT support in emergencies.


Bonus skill points: Add +20% each to 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: 






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)
Security Force Regiment

3. EMPLOYER 4. NATIONALITY
U.S. Marine Corps
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 13 65 10
Dexterity (DEX] 13 65 10
Intelligence (INT) 10 50 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

[0 HUMINT (10%) 30 | O Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 60 [J Medicine (0%) [J Survival (10%) 30
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) 50 [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 50
[0 Craft (0%): Land 5 Unnatural (0%)

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

$
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
5
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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The Security Force Regiment provides security at
high-value Navy facilities, such as those containing
nuclear submarines and nuclear weapons. It houses two
rapid response units, the Fleet Antiterrorism Security
Team (FAST) and the Recapture Tactics Team (RTT).
RTTs operate like SWAT units at particular facilities,
while FAST teams deploy around the world to augment
the defense of U.S. government installations.
Nl Choose two from the following skills:
<§t » Demolitions 40% 19.  SPECIAL TRAINING SKILL OR STAT USED
i 0,
[Tl » Foreign Language (choose one) 40%
» Heavy Machinery 50%
» Search 60%
» SIGINT 40%
» Swim 60%
Bonus skill points: Add +20% each to any six 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Security Force Regiment

		3 EMPLOYER: U.S. Marine Corps

		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: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 13

		DEXx5: 65

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		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: 14

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 60

		Bureaucracy 10: 30

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 40

		Firearms 20: 60

		First Aid 10: 30

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 40

		History 10: 

		HUMINT 10: 30

		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: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 30

		Swim 20: 

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 50

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: The Security Force Regiment provides security at high-value Navy facilities, such as those containing nuclear submarines and nuclear weapons. It houses two rapid response units, the Fleet Antiterrorism Security Team (FAST) and the Recapture Tactics Team (RTT). RTTs operate like SWAT units at particular facilities, while FAST teams deploy around the world to augment the defense of U.S. government installations.

Choose two from the following skills:
» Demolitions 40%
» Foreign Language (choose one) 40% 
» Heavy Machinery 50%
» Search 60%
» SIGINT 40%
» Swim 60%

Bonus skill points: Add +20% each to 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: 






DELTR GREEN

1. LAST NAME, FIRST NAME (AND ALIAS OR CODE NAME IF APPLICABLE) 2. PROFESSION (RANK IF APPLICABLE)

< . S
'g— Media Specialist
el 3. EMPLOYER 4. NATIONALITY
é Select or Enter Employer Name
g 5. ESEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OEOM D - -
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 14
Constitution (CON) 10 14
Dexterity (DEX) 10 14
<
Intelligence (INT) 15 75 '<_( 14
[a)
,i: Power (POW) 13 65 5
<
[SE Charisma (CHA) 14 70 8
< ©)
.% 9. DERIVED ATTRIBUTES MAXIMUM CURRENT 5 1:24 MOTIVATIONS AND MENTAL DISORDERS
2} >
-l Hit Points (HP) 10 L
o
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 [0 O adapted Helplessness [0 [ [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[0 Alertness (20%) [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) [] Search (20%)
] Art (0%): [J History (10%) 40 [] SIGINT (0%)
Journalism or Writing 2 0] HUMINT (10%) 40 | [ Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
E [J  Athletics (30%) [0 Medicine (0%) ] Survival (10%)
g [J Bureaucracy (10%) [J Melee Weapons (30%) ] Swim (20%)
g [[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%)
g [0 Craft (0%): Unnatural (0%)
< [ Navigate (10%) Foreign Languages and Other Skills:
[J Criminology (10%) [J Occult (10%) [
[[] Demolitions (0%) [] Persuade (20%) 50 =
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
[] Drive (20%) [
[] Firearms (20%) [J  Psychotherapy (10%) =l

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

INJURIES

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

Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.

16. WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % KILL RADIUS AMMO

EQUIPMENT

(a) Unarmed 40 1d4-1

(b)

()

(d)

(e]

(f

(9)

17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY

You might be an author, an editor, a researcher for a
company or any branch of the government, a blogger, a
TV reporter, or a scholar of rare texts. With the
unnatural, you've uncovered the story of a lifetime.

Choose five from the following skills:
» Anthropology 40%

» Archeology 40%

» Art (choose one) 40%

» Bureaucracy 50%

» Computer Science 40% 1.9: SPECIAL TRAINING SKILL OR STAT USED

REMARKS

» Criminology 50%
» Foreign Language (choose one) 40%

» Law 40%

» Military Science (choose one) 40%
» Occult 50%

» Science (choose one) 40%

Bonus skill points: Add +20% each to any eight 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Media Specialist

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Yes

		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: 10

		DEXx5: 

		DEX DISTINGUISHING FEATURES: 

		INT: 15

		INTx5: 75

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 14

		CHAx5: 70

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 14

		BOND 2: 

		BOND 2 SCORE: 14

		BOND 3: 

		BOND 3 SCORE: 14

		BOND 4: 

		BOND 4 SCORE: 14

		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: 

		Alertness 20: 

		Anthropology 0: 

		Archeology 0: 

		Art: Journalism or Writing

		Art 0: 60

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 

		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: 40

		HUMINT 10: 40

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		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: 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 might be an author, an editor, a researcher for a company or any branch of the government, a blogger, a TV reporter, or a scholar of rare texts. With the unnatural, you've uncovered the story of a lifetime.

Choose five from the following skills:
» Anthropology 40%
» Archeology 40%
» Art (choose one) 40%
» Bureaucracy 50%
» Computer Science 40%
» Criminology 50%
» Foreign Language (choose one) 40% 
» Law 40%
» Military Science (choose one) 40%
» Occult 50%
» Science (choose one) 40%

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: [Select or Enter Employer Name]






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)
Explosive Ordnance Disposal (EOD)

3. EMPLOYER 4. NATIONALITY
U.S. Navy
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 12 60 10
Constitution (CON) 13 65 10
Dexterity (DEX) 13 65
Intelligence (INT) 12 60 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 13 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

Electrician e [ Navigate (10%) 50 Foreign Languages and Other Skills:
[] Criminology (10%) [ Occult (10%) ] Craft (Mechanic) 40
[J Demolitions (0%) 60 [J Persuade (20%) =]
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
40

[] Drive (20%) [
[] Firearms (20%) [J  Psychotherapy (10%) =l

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
Mechanical and engineering tools, Personal Protective Equipment (PPE), hardened gloves and goggles, and a large
library on physical sciences, chemistry, and demolitions.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
EOD techs disarm all types of ordnance, including
improvised, chemical, biological, and nuclear weapons.
They are expected to forward deploy with any type of
unit, including special-operations forces. Navy EOD
techs are also elite divers.
Bonus skill points: Add +20% each to any six skills (up
to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
w
o SCUBA gear Swim
Please indicate why this agent was recruited 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: Explosive Ordnance Disposal (EOD)

		3 EMPLOYER: U.S. Navy

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 12

		STRx5: 60

		STR DISTINGUISHING FEATURES: 

		CON: 13

		CONx5: 65

		CON DISTINGUISHING FEATURES: 

		DEX: 13

		DEXx5: 65

		DEX DISTINGUISHING FEATURES: 

		INT: 12

		INTx5: 60

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 

		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: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 60

		Bureaucracy 10: 30

		Computer Science 0: 

		Craft: Electrician

		Craft 0: 40

		Criminology 10: 

		Demolitions 0: 60

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 30

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: Sea

		Military Science 0: 50

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 40

		Psychotherapy 10: 

		Ride 10: 

		Science: Meteorology

		Science 0: 40

		Search 20: 50

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 60

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Craft (Mechanic)

		Foreign Languages and Other Skills 1 Score: 40

		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: Mechanical and engineering tools, Personal Protective Equipment (PPE), hardened gloves and goggles, and a large library on physical sciences, chemistry, and demolitions.

		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: EOD techs disarm all types of ordnance, including improvised, chemical, biological, and nuclear weapons. They are expected to forward deploy with any type of unit, including special-operations forces. Navy EOD techs are also elite divers.

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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: SCUBA gear

		SKILL OR STATa: Swim

		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)
Hospital Corps

3. EMPLOYER 4. NATIONALITY
U.S. Navy
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 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 % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

[0 HUMINT (10%) 40 | O Stealth (10%)
[ Artillery (0%) [ Law (0%) [] 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%)
[0 Craft (0%): Unnatural (0%)

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

INJURIES

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
Portable medical tools and equipment.

Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.

16. WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % KILL RADIUS AMMO

EQUIPMENT

(a) Unarmed 40 1d4-1

(b)

()

(d)

(e]

(f

(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%

» Psychotherapy 50%

» Search 60% 1.9: SPECIAL TRAINING SKILL OR STAT USED

REMARKS

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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Hospital Corps

		3 EMPLOYER: U.S. Navy

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 11

		STRx5: 55

		STR DISTINGUISHING FEATURES: 

		CON: 12

		CONx5: 60

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 14

		INTx5: 70

		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: 

		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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 50

		Bureaucracy 10: 40

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 40

		First Aid 10: 60

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 40

		Law 0: 

		Medicine 0: 40

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 40

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 40

		Ride 10: 

		Science: Biology

		Science 0: 40

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 40

		Survival 10: 50

		Swim 20: 

		Unarmed Combat 40: 

		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: Portable medical tools and equipment.

		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: 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%).

		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)
Nurse or Paramedic

3. EMPLOYER 4. NATIONALITY
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 13
Constitution (CON) 10 50 13
Dexterity (DEX) 12 60 13
Intelligence (INT) 14 70 %
Power POW) 13 65 5
Charisma (CHA) 13 65 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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

INJURIES

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

Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.

16. WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % KILL RADIUS AMMO

EQUIPMENT

(a) Unarmed 40 1d4-1

(b)

()

(d)

(e]

(f

(9)

17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY

Medical professionals are on the front line when awful
things happen. Is that what brought you to the group's
attention?

Choose two from the following skills:
» Drive 60%

» Forensics 40%

» Navigate 50%

» Psychotherapy 50%

» Search 60%

1.9: SPECIAL TRAINING SKILL OR STAT USED

REMARKS

Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Nurse or Paramedic

		3 EMPLOYER: 

		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: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 14

		INTx5: 70

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		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: 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: 

		Alertness 20: 40

		Anthropology 0: 

		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: 60

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 40

		Law 0: 

		Medicine 0: 40

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 40

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: Biology

		Science 0: 40

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		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: 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: Medical professionals are on the front line when awful things happen. Is that what brought you to the group's attention?

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

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)
Physician

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 10
Constitution (CON) 10 50 10
Dexterity (DEX) 12 60 10
Intelligence (INT) 16 80 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Doctors are often the first to uncover signs of an
unnatural incursion, and the most valuable investigators
of its disastrous effects on humanity.
Choose any two of these skills that you don't already
have:
» Forensics 50%
» Psychotherapy 60%
» Science (choose one) 50%
¥l » Surgery 50%
(=4
<§f 19.  SPECIAL TRAINING SKILL OR STAT USED
[Tl Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Physician

		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: 12

		DEXx5: 60

		DEX DISTINGUISHING FEATURES: 

		INT: 16

		INTx5: 80

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		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: 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: 

		Alertness 20: 

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 50

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 60

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 60

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: Biology

		Science 0: 60

		Search 20: 40

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		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: 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: Doctors are often the first to uncover signs of an unnatural incursion, and the most valuable investigators of its disastrous effects on humanity.

Choose any two of these skills that you don't already have: 
» Forensics 50%
» Psychotherapy 60%
» Science (choose one) 50%
» Surgery 50%

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: [Select or Enter Employer Name]






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)
Pilot or Sailor

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 12 60 10
Constitution (CON) 11 55 10
Dexterity (DEX) 15 75 10
Intelligence (INT) 11 55 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

= 40
Electrician [ Navigate (10%) 50 Foreign Languages and Other Skills:
[] Criminology (10%) [ Occult (10%) ] Craft (Mechanic) 40
[J Demolitions (0%) [J Persuade (20%) =]
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
60

[] Drive (20%) [
[] Firearms (20%) [J  Psychotherapy (10%) =l

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
=
2
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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Air or sea, commercial or military, your duty is to keep
your passengers alive and craft intact. This can lead to
hard choices when your passengers put the vehicle in
danger. Or are you a drone operator, flying a Predator
from a thousand miles away? Either way, what op
brought you to the attention of Delta Green?
Choose two from the following skills:
» Foreign Language (choose one) 50%
Nl » Pilot (choose one) 50%
<§t » Heavy Weapons 50% 19.  SPECIAL TRAINING SKILL OR STAT USED
e : :
Tl > Military Science (choose one) 50%
Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Pilot or Sailor

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 12

		STRx5: 60

		STR DISTINGUISHING FEATURES: 

		CON: 11

		CONx5: 55

		CON DISTINGUISHING FEATURES: 

		DEX: 15

		DEXx5: 75

		DEX DISTINGUISHING FEATURES: 

		INT: 11

		INTx5: 55

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		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: 12

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 30

		Computer Science 0: 

		Craft: Electrician

		Craft 0: 40

		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: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 60

		Psychotherapy 10: 

		Ride 10: 

		Science: Meteorology

		Science 0: 40

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 40

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Craft (Mechanic)

		Foreign Languages and Other Skills 1 Score: 40

		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: 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: Air or sea, commercial or military, your duty is to keep your passengers alive and craft intact. This can lead to hard choices when your passengers put the vehicle in danger. Or are you a drone operator, flying a Predator from a thousand miles away? Either way, what op brought you to the attention of Delta Green?

Choose two from the following skills:
» Foreign Language (choose one) 50% 
» Pilot (choose one) 50%
» Heavy Weapons 50%
» Military Science (choose one) 50%

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: [Select or Enter Employer Name]






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)

Police Officer
3. EMPLOYER 4. NATIONALITY
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 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 % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 13 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

[0 HUMINT (10%) 50 | [0 Stealth (10%)
[J Artillery (0%) [ Law (0%) 30 [] Surgery (0%)
[J  Athletics (30%) [0 Medicine (0%) ] 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%)
[0 Craft (0%): Unnatural (0%) 60

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

$
=
=
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
Badge and identification card, reinforced Kevlar vest, duty belt, two spare pistol magazines in a belt pouch, folding
knife, hand cuffs with cuff key, flashlight, handheld radio, pen, and pocket notebook. Some departments require officers
to wear body cameras and audio recorders. Many officers carry a light backup pistol (usually a small-frame 9 mm) in an
ankle or under-shirt holster, extra pistol magazines, leather gloves, multitool, hemostatic gel, and emergency bandages
or self-applying tourniquet. A patrol car usually carries a police radio, boxes of spare ammunition, riot helmet and riot
baton, spike strips, flares, reflective vest to wear in traffic, evidence bags, traffic cones, blood-borne pathogen kit, fire
extinguisher, mounted laptop computer, driver's-license scanner, a stuffed animal or blanket to comfort a child, towels,
crowbar, various tools and bad-weather gear, clipboard, forms and paperwork, map books and reference books (drug
identification, HAZMAT codes, terrorism response), bottled water, energy bars, antibacterial gel, first aid kit, basic tools,
doorstops, chalk, batteries, and sunscreen.
5
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4
(b) Pepper spray 55 1m Stun
(c) CED pistol 40 4m Stun
(d) Collapsible baton 50 1d6+1
le) Pistol 40 15m 1d10 15
(f) Carbine 40 100 m 1d12 3 30
(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.
Choose one from the following skills:
» Forensics 50%
» Heavy Machinery 60%
N » Heavy Weapons 50%
<§t » Ride 60% 19.  SPECIAL TRAINING SKILL OR STAT USED
&
Bonus skill points: Add +20% each to any eight 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





		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Police Officer

		3 EMPLOYER: 

		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: 

		Heavy Machinery 10: 

		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: 

		Unnatural 0: 60

		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: Badge and identification card, reinforced Kevlar vest, duty belt, two spare pistol magazines in a belt pouch, folding knife, hand cuffs with cuff key, flashlight, handheld radio, pen, and pocket notebook. Some departments require officers to wear body cameras and audio recorders. Many officers carry a light backup pistol (usually a small-frame 9 mm) in an ankle or under-shirt holster, extra pistol magazines, leather gloves, multitool, hemostatic gel, and emergency bandages or self-applying tourniquet. A patrol car usually carries a police radio, boxes of spare ammunition, riot helmet and riot baton, spike strips, flares, reflective vest to wear in traffic, evidence bags, traffic cones, blood-borne pathogen kit, fire extinguisher, mounted laptop computer, driver's-license scanner, a stuffed animal or blanket to comfort a child, towels, crowbar, various tools and bad-weather gear, clipboard, forms and paperwork, map books and reference books (drug identification, HAZMAT codes, terrorism response), bottled water, energy bars, antibacterial gel, first aid kit, basic tools, doorstops, chalk, batteries, and sunscreen.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Pepper spray

		SKILL b: 55

		BASE RANGEb: 1 m

		DAMAGEb: Stun

		ARMOR PIERCINGb: 

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: CED pistol

		SKILL c: 40

		BASE RANGEc: 4 m

		DAMAGEc: Stun

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 

		WEAPONd: Collapsible baton

		SKILL d: 50

		BASE RANGEd: 

		DAMAGEd: 1d6+1

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 

		WEAPONe: Pistol

		SKILL e: 40

		BASE RANGEe: 15 m

		DAMAGEe: 1d10

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 

		AMMO e: 15

		WEAPONf: Carbine

		SKILL f: 40

		BASE RANGEf: 100 m

		DAMAGEf: 1d12

		ARMOR PIERCINGf: 3

		KILL DAMAGEf: 

		KILL RADIUSf: 

		AMMO f: 30

		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.

Choose one from the following skills:
» Forensics 50%
» Heavy Machinery 60% 
» Heavy Weapons 50% 
» Ride 60%

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)
Program Manager

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 15
Constitution (CON) 10 50 15
Dexterity (DEX) 10 50 15
Intelligence (INT) 15 75 % 15
Power POW) 12 60 5
Charisma (CHA) 15 75 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

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

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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b)
(c)
(d)
(e)
()
(g)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
You run an organization. Someone has to secure
funding, move resources, and make connections, and
that's you. You control a budget and are responsible for
how your program is maintained and where the money
goes. Organizations discover the most startling things in
their pursuit of profit or the public good.
Choose one from the following skills:
» Anthropology 30%
N » Art (choose one) 30%
<§t » Craft (choose one) 30% 19.  SPECIAL TRAINING SKILL OR STAT USED
[Tl » Science (choose one) 30%
Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Program Manager

		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: 15

		INTx5: 75

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 15

		CHAx5: 75

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 15

		BOND 2: 

		BOND 2 SCORE: 15

		BOND 3: 

		BOND 3 SCORE: 15

		BOND 4: 

		BOND 4 SCORE: 15

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 10

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 

		Bureaucracy 10: 60

		Computer Science 0: 50

		Craft: 

		Craft 0: 

		Criminology 10: 30

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 40

		HUMINT 10: 

		Law 0: 40

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: 

		Military Science 0: 

		Navigate 10: 

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 50

		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: 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 run an organization. Someone has to secure funding, move resources, and make connections, and that's you. You control a budget and are responsible for how your program is maintained and where the money goes. Organizations discover the most startling things in their pursuit of profit or the public good.

Choose one from the following skills:
» Anthropology 30%
» Art (choose one) 30%
» Craft (choose one) 30%
» Science (choose one) 30%

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: [Select or Enter Employer Name]






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)

160th Special Operations Aviation Reg't (Airborne)

3. EMPLOYER 4. NATIONALITY
U.S. Army
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 12 60 10
Constitution (CON) 11 55
Dexterity (DEX) 15 75
Intelligence (INT) 11 55 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 12 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

- 60
[0 Craft (0%): Air Unnatural (0%)
Electrician e [ Navigate (10%) 60 Foreign Languages and Other Skills:
[] Criminology (10%) [ Occult (10%) ] Craft (Mechanic) 40
[0 Demolitions (0%) [ Persuade (20%) [ Military Science (Land) 20
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
s 60

[1 Drive (20%) Helicopter 0
[] 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

o
=
=
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
Operations manuals and field manuals on repairing helicopter equipment, dog tags, assault carbine (5.56 mm) with
holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol
(usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two
smoke grenades, two “flash-bang” stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet,
tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone,
multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 40 1d4-1
(b) Carbine 40 100 m 1d12 3 30
(c) Pistol 40 15m 1d10 15
(d) Grenade 70 20m 15% 10 m
(e} Flashbang 70 20m stun 10 m
(f) Combat knife 30 1d6 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The 160th SOAR (A) consists of the Army's best-
qualified aviators and support soldiers. The "Night
Stalkers" provide a wide range of helicopter-borne
support for SOCOM, including high-risk attacks,
insertions, and reconnaissance
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
o Parachute Dex
SCUBA gear Swim
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: 160th Special Operations Aviation Reg't (Airborne)

		3 EMPLOYER: U.S. Army

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 12

		STRx5: 60

		STR DISTINGUISHING FEATURES: 

		CON: 11

		CONx5: 55

		CON DISTINGUISHING FEATURES: 

		DEX: 15

		DEXx5: 75

		DEX DISTINGUISHING FEATURES: 

		INT: 11

		INTx5: 55

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		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: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 50

		Bureaucracy 10: 30

		Computer Science 0: 

		Craft: Electrician

		Craft 0: 40

		Criminology 10: 

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 40

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: Air

		Military Science 0: 60

		Navigate 10: 60

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: Helicopter

		Pilot 0: 60

		Psychotherapy 10: 

		Ride 10: 

		Science: Meteorology

		Science 0: 50

		Search 20: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 50

		Unarmed Combat 40: 

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Craft (Mechanic)

		Foreign Languages and Other Skills 1 Score: 40

		Foreign Languages and Other Skills 2: Military Science (Land)

		Foreign Languages and Other Skills 2 Score: 20

		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: Operations manuals and field manuals on repairing helicopter equipment, dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two “flash-bang” stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 40

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 40

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 40

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 70

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 30

		BASE RANGEf: 

		DAMAGEf: 1d6

		ARMOR PIERCINGf: 3

		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: The 160th SOAR (A) consists of the Army's best-qualified aviators and support soldiers. The "Night Stalkers" provide a wide range of helicopter-borne support for SOCOM, including high-risk attacks, insertions, and reconnaissance

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: Parachute

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
4th Military Information Support Team (MIST)

3. EMPLOYER 4. NATIONALITY
U.S. Army
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 12 60 12
Constitution (CON) 14 70 12
Dexterity (DEX) 10 50 12
Intelligence (INT) 12 60 %
Power POW) 12 60 5
Charisma (CHA) 12 60 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 13 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[0 Accounting (10%) [ First Aid (10%) 30 | O Ride (10%)
[] Alertness (20%) 50 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) [] Search (20%)
O Art (0%): O History (10%) [1 SIGINT (0%) 40

[0 HUMINT (10%) 50 | [0 Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 50 [J Medicine (0%) [J Survival (10%)
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 50
[0 Craft (0%): Land 5 Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4-1
(b) Carbine 50 100 m 1d12 3 30
(c) Pistol 50 15m 1d10 15
(d) Grenade 70 20m 15% 10 m
(e} Flashbang 70 20m stun 10 m
(f) Combat knife 30 1d6 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
MISTs deploy into countries with active groups that have
ideologies hostile to the United States and work to
under- mine those ideologies through psychological
operations and material/monetary support of friendly
organizations.
Choose one skill from:
» Art (choose one) 40%
» Computer Science 40%
N » Craft (choose one) 40%
<§t » Foreign Language (choose another) 40% 19.  SPECIAL TRAINING SKILL OR STAT USED
&
Bonus skill points: Add +20% each to any eight 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: 4th Military Information Support Team (MIST)

		3 EMPLOYER: U.S. Army

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 12

		STRx5: 60

		STR DISTINGUISHING FEATURES: 

		CON: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 12

		INTx5: 60

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		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: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 30

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 

		History 10: 

		HUMINT 10: 50

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		Military Science: Land

		Military Science 0: 40

		Navigate 10: 40

		Occult 10: 

		Persuade 20: 50

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		Unarmed Combat 40: 50

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 40

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 50

		BASE RANGEa: 

		DAMAGEa: 1d4-1

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 50

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 50

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 70

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 30

		BASE RANGEf: 

		DAMAGEf: 1d6

		ARMOR PIERCINGf: 3

		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: MISTs deploy into countries with active groups that have ideologies hostile to the United States and work to under- mine those ideologies through psychological operations and material/monetary support of friendly organizations.

Choose one skill from:
» Art (choose one) 40%
» Computer Science 40%
» Craft (choose one) 40%
» Foreign Language (choose another) 40%

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)
720th Special Tactics Group

3. EMPLOYER 4. NATIONALITY
U.S. Air Force, 24th Special Operations Wing
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70
Dexterity (DEX) 10 50
Intelligence (INT) 12 60 %
Power POW) 12 60 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 12
Sanity Points (SAN) 99 60
Breaking Point (BP) 48
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[0 Accounting (10%) [ First Aid (10%) 50 | [0 Ride (10%)
[] Alertness (20%) 60 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 50 [] Search (20%) 60
O Art (0%): O History (10%) [1 SIGINT (0%) 50

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

60

[0 Craft (0%): Land Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The 24th Special Operations Wing houses a number of
Special Tactics Groups like the 720th. The 720th
conducts combat search and rescue missions, collects
intelligence, and calls in close air support or airstrikes
against enemy combatantsS all behind enemy lines.
Bonus skill points: Add +20% to each of any four skills
(up to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
& Parachuting Dex
SCUBA gear Swim
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: 720th Special Tactics Group

		3 EMPLOYER: U.S. Air Force, 24th Special Operations Wing

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 12

		INTx5: 60

		INT DISTINGUISHING FEATURES: 

		POW: 12

		POWx5: 60

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		CURRENTHit Points HP: 

		MAXIMUMWillpower Points WP: 12

		CURRENTWillpower Points WP: 

		MAXIMUMSanity Points SAN: 99

		CURRENTSanity Points SAN: 60

		CURRENTBreaking Point BP: 48

		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: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 60

		First Aid 10: 50

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 60

		SIGINT 0: 50

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: The 24th Special Operations Wing houses a number of Special Tactics Groups like the 720th. The 720th conducts combat search and rescue missions, collects intelligence, and calls in close air support or airstrikes against enemy combatants— all behind enemy lines.

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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Parachuting

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
1st Special Forces Group (Green Berets)

3. EMPLOYER 4. NATIONALITY
U.S. Army
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70
Dexterity (DEX) 10 50
Intelligence (INT) 10 50 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[] Alertness (20%) 50 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 50 [] Search (20%)
01 Art (0%): O History (10%) [1 SIGINT (0%) 40

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

60

[0 Craft (0%): Land Unnatural (0%)

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

$
=
)
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
©]
il () Unarmed 60 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
The Army's Special Forces Groups are light infantry
tasked with asymmetrical missions including
unconventional warfare, training friendly foreign troops,
reconnaissance, direct action, counterterrorism, and
search-and-rescue. Operational Detachment Delta,
called Delta Force, is designed to operate deep in
hostile territory and perform intelligence-gathering,
reconnaissance-in-force, direct military action, search
and rescue, and seizure of key installations.
w
4
°<§f Bonus skill points: Add +20% each to any six skills (up | 19.  SPECIAL TRAINING SKILL OR STAT USED
[Tl to @ maximum of 80%). :
Parachuting Dex
SCUBA gear Swim
Please indicate why this agent was recruited 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: 1st Special Forces Group (Green Berets)

		3 EMPLOYER: U.S. Army

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: 

		Alertness 20: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 40

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 40

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		Unarmed Combat 40: 60

		Unnatural 0: 

		Foreign Languages and Other Skills 1: Language

		Foreign Languages and Other Skills 1 Score: 20

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: The Army's Special Forces Groups are light infantry tasked with asymmetrical missions including unconventional warfare, training friendly foreign troops, reconnaissance, direct action, counterterrorism, and search-and-rescue. Operational Detachment Delta, called Delta Force, is designed to operate deep in hostile territory and perform intelligence-gathering, reconnaissance-in-force, direct military action, search and rescue, and seizure of key installations.

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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Parachuting

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
Intelligence Support Activity

3. EMPLOYER 4. NATIONALITY
U.S. Army
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70
Dexterity (DEX) 10 50
Intelligence (INT) 10 50 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

[] Accounting (10%) [J First Aid (10%) [J Ride (10%)
[] Alertness (20%) 60 [] Forensics (0%) [] Science (0%):
[J Anthropology (0%) [J Heavy Machinery (10%)
[J Archeology (0%) [J Heavy Weapons (0%) 50 [] Search (20%)
O Art (0%): O History (10%) [1 SIGINT (0%) 50

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

60

[0 Craft (0%): Land Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Operating under many code-names, ISA is composed of
special operators with extensive specialized training in
reconnaissance and intelligence gathering.
Bonus skill points: Add +20% each to any six skills (up
to a maximum of 80%).
w
=
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
& Parachuting Dex
SCUBA gear Swim
Please indicate why this agent was recruited 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: Intelligence Support Activity

		3 EMPLOYER: U.S. Army

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: 

		Alertness 20: 60

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 30

		Demolitions 0: 

		Disguise 10: 

		Dodge 30: 

		Drive 20: 40

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 50

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 50

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: Operating under many code-names, ISA is composed of special operators with extensive specialized training in reconnaissance and intelligence gathering.

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

		18 DEVELOPMENTS WHICH AFFECT HOME AND FAMILY: 

		SPECIAL TRAININGa: Parachuting

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
Raider Regiment

3. EMPLOYER 4. NATIONALITY
U.S. Marine Corps
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 15 75
Dexterity (DEX) 10 50
Intelligence (INT) 10 50 %
Power POW) 13 65 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 15 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

60

[0 Craft (0%): Land Unnatural (0%)

[ Navigate (10%) 50 Foreign Languages and Other Skills:
[J Criminology (10%) [J Occult (10%) [
[J Demolitions (0%) 40 [J Persuade (20%) 40 =]
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
[1 Drive (20%) Small Boat i 0
[] Firearms (20%) 60 [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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
Formerly the Marine Special Operations Regiment
(MSOR), the Marine Raiders are an asymmetrical anti-
terror unit that has the additional capability to operate on
its own in hostile environments. The Raiders have been
called upon to conduct hostage rescues, gather
intelligence, and train friendly forces.
Bonus skill points: Add +20% each to any eight skills (up
to a maximum of 80%).
w
pv4
(=4
%ﬁ 19.  SPECIAL TRAINING SKILL OR STAT USED
o Parachute Dex
SCUBA gear Swim
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: Raider Regiment

		3 EMPLOYER: U.S. Marine Corps

		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: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 15

		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: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 40

		Pharmacy 0: 

		Pilot: Small Boat

		Pilot 0: 40

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: Formerly the Marine Special Operations Regiment (MSOR), the Marine Raiders are an asymmetrical anti-terror unit that has the additional capability to operate on its own in hostile environments. The Raiders have been called upon to conduct hostage rescues, gather intelligence, and train friendly forces.

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: Parachute

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
SEAL

3. EMPLOYER 4. NATIONALITY
U.S. Navy Special Warfare Development Group (DEVGRU)
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 5 75 10
Constitution (CON) 14 70
Dexterity (DEX) 10 50
Intelligence (INT) 10 50 %
Power POW) 13 65 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 15 E
Willpower Points (WP) 13
Sanity Points (SAN) 99 65
Breaking Point (BP) 52
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

60

[0 Craft (0%): Land Unnatural (0%)

[ Navigate (10%) 50 Foreign Languages and Other Skills:
[J Criminology (10%) [J Occult (10%) [
[J Demolitions (0%) 40 [J Persuade (20%) =]
[] Disguise (10%) [J Pharmacy (0%) =
[J Dodge (30%) [J Pilot (0%): [E
[1 Drive (20%) Small Boat i 0
[] Firearms (20%) 60 [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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 60 1d4
(b) Carbine 60 100 m 1d12 3 30
(c) Pistol 60 15m 1d10 15
(d) Grenade 80 20m 15% 10 m
(e} Flashbang 80 20m stun 10 m
(f) Combat knife 50 1d6+1 3
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
DEVGRU and SEAL (Sea, Air and Land) teams are
exceptionally trained small units that execute
lightning-quick operations in all environment. These
teams specialize in high-risk anti-terror operations, and
hostage extraction, and are often involved in the most
sensitive missions. Where the Army's Special Forces
train to work with local forces and populations, the
SEALSs train strictly for combat.
g Bonus skill points: Add +20% each to any eight skills
<§i (up to a maximum of 80%). 19.  SPECIAL TRAINING SKILL OR STAT USED
o Parachute Dex
SCUBA gear Swim
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: SEAL

		3 EMPLOYER: U.S. Navy Special Warfare Development Group (DEVGRU)

		4 NATIONALITY: 

		Check Box7: Off

		Check Box8: Off

		Check Box9: Off

		SEX: 

		6 AGE AND DOB: 

		7 EDUCATION AND OCCUPATION: 

		STR: 15

		STRx5: 75

		STR DISTINGUISHING FEATURES: 

		CON: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 13

		POWx5: 65

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 15

		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: 50

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: Small Boat

		Pilot 0: 40

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 60

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 60

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 60

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 80

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 50

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: DEVGRU and SEAL (Sea, Air and Land) teams are exceptionally trained small units that execute lightning-quick operations in all environment. These teams specialize in high-risk anti-terror operations, and hostage extraction, and are often involved in the most sensitive missions. Where the Army's Special Forces train to work with local forces and populations, the SEALs train strictly for combat.

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: Parachute

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		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)
Scientist

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 10 50 11
Constitution (CON) 10 50 11
Dexterity (DEX) 10 50 11
laslinsnaiNit b 17| 85 E 11
Power POW) 14 70 5
Charisma (CHA) 11 55 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 10 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

(] HUMINT (10%) [] Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[J  Athletics (30%) [0 Medicine (0%) ] 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%)
[0 Craft (0%): Unnatural (0%)

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

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

INJURIES

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

Body armor reduces the dqmage of all attacks except Called Shots and successful Letha|ify rolls.

16. WEAPONS SKILL % | BASE RANGE DAMAGE ARMOR PIERCING LETHALITY % KILL RADIUS AMMO

EQUIPMENT

(a) Unarmed 40 1d4-1

(b)

()

(d)

(e]

(f

(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

Choose any three of these skills:

» Accounting 50%

» Craft (choose one) 40%

» Foreign Language (choose one) 40%
» Forensics 40%

» Law 40% 1.9: SPECIAL TRAINING SKILL OR STAT USED

REMARKS

» Pharmacy 40%

Bonus skill points: Add +20% each to any eight 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'TEIODRSA;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: Scientist

		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: 

		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: 

		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: 

		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

		Foreign Languages and Other Skills 1 Score: 50

		Foreign Languages and Other Skills 2: Science

		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

Choose any three of these skills:
» Accounting 50%
» Craft (choose one) 40%
» Foreign Language (choose one) 40% 
» Forensics 40%
» Law 40%
» Pharmacy 40%

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: [Select or Enter Employer Name]






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)
Soldier or Marine

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 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 % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 15 E
Willpower Points (WP) 11
Sanity Points (SAN) 99 55
Breaking Point (BP) 44
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

(] HUMINT (10%) [] Stealth (10%)
[J Artillery (0%) [0 Law (0%) [] Surgery (0%)
[ Athletics (30%) 50 [J Medicine (0%) [J Survival (10%)
[J Bureaucracy (10%) 30 [J Melee Weapons (30%) [J Swim (20%)
[[J Computer Science (0%) [J Military Science (0%): [J Unarmed Combat (40%) 50
[0 Craft (0%): Land 5 Unnatural (0%)

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

$
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
il () Unarmed 50 1d4
(b) Carbine 40 100 m 1d12 3 30
(c) Pistol 40 15m 1d10 15
(d) Grenade 70 20m 15% 10 m
(e} Flashbang 70 20m stun 10 m
(f) Combat knife 30 1d6+1 3
(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.
Choose three from the following skills:
» Artillery 40%
» Computer Science 40%
N » Craft (choose one) 40%
<§t » Demolitions 40% 19.  SPECIAL TRAINING SKILL OR STAT USED
i 0,
[Tl » Foreign Language (choose one) 40% e d Aot
» Heavy Machinery 50% aNgEEetes Sues
» Heavy Weapons 40%
» Search 60%
» SIGINT 40%
» Swim 60%
Bonus skill points: Add +20% each to any eight 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
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		1 LAST NAME FIRST NAME MIDDLE INITIAL: 

		2 PROFESSION RANK IF APPLICABLE: Soldier or 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: 

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 

		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: 

		SIGINT 0: 

		Stealth 10: 

		Surgery 0: 

		Survival 10: 

		Swim 20: 

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 50

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Carbine

		SKILL b: 40

		BASE RANGEb: 100 m

		DAMAGEb: 1d12

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 30

		WEAPONc: Pistol

		SKILL c: 40

		BASE RANGEc: 15 m

		DAMAGEc: 1d10

		ARMOR PIERCINGc: 

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 15

		WEAPONd: Grenade

		SKILL d: 70

		BASE RANGEd: 20 m

		DAMAGEd: 

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 15%

		KILL RADIUSd: 10 m

		AMMO d: 

		WEAPONe: Flashbang

		SKILL e: 70

		BASE RANGEe: 20 m

		DAMAGEe: stun

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Combat knife

		SKILL f: 30

		BASE RANGEf: 

		DAMAGEf: 1d6+1

		ARMOR PIERCINGf: 3

		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: 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.

Choose three from the following skills:
» Artillery 40%
» Computer Science 40%
» Craft (choose one) 40%
» Demolitions 40%
» Foreign Language (choose one) 40% 
» Heavy Machinery 50%
» Heavy Weapons 40%
» Search 60%
» SIGINT 40%
» Swim 60%

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: [Select or Enter Employer Name]






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)
Special Operator

3. EMPLOYER 4. NATIONALITY
Select or Enter Employer Name
5=SEX 6. AGE AND D.O.B. 7. EDUCATION AND OCCUPATIONAL HISTORY
OR:OMI e o
8. STATISTICS SCORE x5 DISTINGUISHING FEATURES 1505 BONDS SCORE
Strength (STR) 14 70 10
Constitution (CON) 14 70 10
Dexterity (DEX) 10 50
Intelligence (INT) 10 50 %
Power POW) 14 70 5
Charisma (CHA) 10 50 8
9. DERIVED ATTRIBUTES MAXIMUM CURRENT % 1:24 MOTIVATIONS AND MENTAL DISORDERS
Hit Points (HP) 14 E
Willpower Points (WP) 14
Sanity Points (SAN) 99 70
Breaking Point (BP) 56
10. PHYSICAL DESCRIPTION
13.INCIDENTS OF SAN LOSS WITHOUT GOING INSANE
Vio|ence> O O O adapted Helplessness [0 O [0 adapted

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

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

60

[0 Craft (0%): Land Unnatural (0%)

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

o
=
=
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
Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines
in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two
fragmentation hand grenades, two smoke grenades, two“flash-bang" stun grenades, combat knife, flexible cuffs,
tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with
earpiece and throat microphone, multitool, compass, field dressing, and GPS.
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 % | KILL RADIUS | AMMO
a
() Unarmed 60 1d4
(b) Combat knife 50 1d6+1 3
(c) Carbine 60 100 m 1d12 3 30
(d) Pistol 60 15m 1d10 15
e} Hand grenade 80 20m 15% 10 m
(f) _Flashbang 80 20m Stun 10 m
(9)
17. PERSONAL DETAILS AND NOTES 18. DEVELOPMENTS WHICH AFFECT HOME AND FAMILY
As part of a force like the U.S. Army Rangers, you
volunteered for a more difficult path than other soldiers.
You've spent years in the most grueling training on the
planet, and now serve on the most dangerous missions
around.
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
o Parachute Dex
SCUBA gear Swim
Please indicate why this agent was recruited 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: Special Operator

		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: 14

		CONx5: 70

		CON DISTINGUISHING FEATURES: 

		DEX: 10

		DEXx5: 50

		DEX DISTINGUISHING FEATURES: 

		INT: 10

		INTx5: 50

		INT DISTINGUISHING FEATURES: 

		POW: 14

		POWx5: 70

		POW DISTINGUISHING FEATURES: 

		CHA: 10

		CHAx5: 50

		CHA DISTINGUISHING FEATURES: 

		BOND 1: 

		BOND 1 SCORE: 10

		BOND 2: 

		BOND 2 SCORE: 10

		BOND 3: 

		BOND 3 SCORE: 

		BOND 4: 

		BOND 4 SCORE: 

		BOND 5: 

		BOND 5 SCORE: 

		BOND 6: 

		BOND 6 SCORE: 

		MAXIMUMHit Points HP: 14

		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: 

		Alertness 20: 60

		Anthropology 0: 

		Archeology 0: 

		Art: 

		Art 0: 

		Artillery 0: 

		Athletics 30: 60

		Bureaucracy 10: 

		Computer Science 0: 

		Craft: 

		Craft 0: 

		Criminology 10: 

		Demolitions 0: 40

		Disguise 10: 

		Dodge 30: 

		Drive 20: 

		Firearms 20: 60

		First Aid 10: 

		Forensics 0: 

		Heavy Machinery 10: 

		Heavy Weapons 0: 50

		History 10: 

		HUMINT 10: 

		Law 0: 

		Medicine 0: 

		Melee Weapons 30: 50

		Military Science: Land

		Military Science 0: 60

		Navigate 10: 50

		Occult 10: 

		Persuade 20: 

		Pharmacy 0: 

		Pilot: 

		Pilot 0: 

		Psychotherapy 10: 

		Ride 10: 

		Science: 

		Science 0: 

		Search 20: 

		SIGINT 0: 

		Stealth 10: 50

		Surgery 0: 

		Survival 10: 50

		Swim 20: 50

		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: Dog tags, assault carbine (5.56 mm) with holographic sight, targeting laser and sound suppressor, six spare magazines in a chest rig, medium pistol (usually .40, .45, or 9 mm) in a holster, two spare magazines in a chest rig, two fragmentation hand grenades, two smoke grenades, two "flash-bang" stun grenades, combat knife, flexible cuffs, tactical body armor, Kevlar helmet, tactical light, goggles or sunglasses, night vision goggles, military-band radio with earpiece and throat microphone, multitool, compass, field dressing, and GPS.

		WEAPONa: Unarmed

		SKILL a: 60

		BASE RANGEa: 

		DAMAGEa: 1d4

		ARMOR PIERCINGa: 

		KILL DAMAGEa: 

		KILL RADIUSa: 

		AMMO a: 

		WEAPONb: Combat knife

		SKILL b: 50

		BASE RANGEb: 

		DAMAGEb: 1d6+1

		ARMOR PIERCINGb: 3

		KILL DAMAGEb: 

		KILL RADIUSb: 

		AMMO b: 

		WEAPONc: Carbine

		SKILL c: 60

		BASE RANGEc: 100 m

		DAMAGEc: 1d12

		ARMOR PIERCINGc: 3

		KILL DAMAGEc: 

		KILL RADIUSc: 

		AMMO c: 30

		WEAPONd: Pistol

		SKILL d: 60

		BASE RANGEd: 15 m

		DAMAGEd: 1d10

		ARMOR PIERCINGd: 

		KILL DAMAGEd: 

		KILL RADIUSd: 

		AMMO d: 15

		WEAPONe: Hand grenade

		SKILL e: 80

		BASE RANGEe: 20 m

		DAMAGEe: 

		ARMOR PIERCINGe: 

		KILL DAMAGEe: 15%

		KILL RADIUSe: 10 m

		AMMO e: 

		WEAPONf: Flashbang

		SKILL f: 80

		BASE RANGEf: 20 m

		DAMAGEf: Stun

		ARMOR PIERCINGf: 

		KILL DAMAGEf: 

		KILL RADIUSf: 10 m

		AMMO f: 

		WEAPONg: 

		SKILL g: 

		BASE RANGEg: 

		DAMAGEg: 

		ARMOR PIERCINGg: 

		KILL DAMAGEg: 

		KILL RADIUSg: 

		AMMO g: 

		17 PERSONAL DETAILS AND NOTES: As part of a force like the U.S. Army Rangers, you volunteered for a more difficult path than other soldiers. You've spent years in the most grueling training on the planet, and now serve on the most dangerous missions around.

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: Parachute

		SKILL OR STATa: Dex

		SPECIAL TRAININGb: SCUBA gear

		SKILL OR STATb: Swim

		SPECIAL TRAININGc: 

		SKILL OR STATc: 

		SPECIAL TRAININGd: 

		SKILL OR STATd: 

		SPECIAL TRAININGe: 

		SKILL OR STATe: 

		SPECIAL TRAININGf: 

		SKILL OR STATf: 

		3 EMPLOYER: [Select or Enter Employer Name]





