
Agent Name:                                                               Code Name or Alias: 

Profession:                                                                   Nationality:   

Sex:              Age:              Education: 

STATISTICS SCORE     ×5 WHAT OTHERS NOTICE

Strength                                    

Constitution                                    

Dexterity                                    

Intelligence                                    

Power                                    

Charisma                                    

DERIVED ATTRIBUTES  MAXIMUM CURRENT

Hit Points (HP)                             

Willpower Points (WP)                             

Sanity Points (SAN)                             

Breaking Point (BP)   

INCIDENTS OF SAN LOSS WITHOUT GOING INSANE

Violence:   o   o   o  adapted       Helplessness:   o   o   o  adapted

BONDS SCORE

                                                                              

                                                                            

                                                                            

                                                                            

                                                                            

                                                                          

                                                                          

MOTIVATIONS AND MENTAL DISORDERS

 

 

 

 

 

o  Accounting (10%)           

o  Alertness (20%)         

o  Anthropology (0%)        

o  Archeology (0%)        

o  Art (0%):                                          

o  Artillery (0%)          

o  Athletics (30%)        

o  Bureaucracy (10%)          

o  Computer Science (0%)          

o  Craft (0%):                                      

o  Criminology (10%)          

o  Demolitions (0%)          

o  Disguise (10%)          

o  Dodge (30%)          

o  Drive Auto (20%)          

o  Drive Heavy Machine (10%)          

o  Firearms (20%)          

o  First Aid (10%)          

o  Forensics (0%)         

o  Heavy Weapons (0%)         

o  History (10%)         

o  HUMINT (10%)         

o  Law (0%)         

o  Medicine (0%)         

o  Melee Weapons (30%)         

o  Military Science (0%): 

                                                         

o  Navigate (10%)         

o  Occult (10%)         

o  Persuade (20%)         

o  Pharmacy (0%)         

o  Pilot (0%):                                      

o  Psychotherapy (10%)         

o  Ride (10%)         

o  Science (0%):                                 

o  Search (20%)        

o  SIGINT (0%)        

o  Stealth (10%)        

o  Surgery (0%)        

o  Survival (10%)        

o  Swim (20%)        

o  Unarmed Combat (40%)        

  Unnatural (0%)        

Foreign Languages and Other Skills:

o                                                        

o                                                       

o                                                       

o                                                       

o                                                       

o                                                       

o                                                       

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

http://delta-green.com


PHYSICAL INJURIES AND AILMENTS

Has First Aid been attempted since your last injury?     o yes: only Medicine, Surgery, or long-term rest can help further

ARMOR AND EQUIPMENT

Body armor reduces the damage of all attacks except Called Shots and successful Kill Damage.

  BASE  ARMOR KILL KILL 
WEAPON SKILL % RANGE DAMAGE PIERCING DAMAGE RADIUS SHOTS

                                                                                                                                                         

                                                                                                                                                        

                                                                                                                                                        

                                                                                                                                                        

                                                                                                                                                        

                                                                                                                                                        

                                                                                                                                                       

PERSONAL DETAILS AND NOTES
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WORK PERFORMANCE AND NOTES

o excellent      o good      o unsatisfactory

What brought you to Delta Green? Why do they trust you and ask your help? Why do you agree to it despite the risks?

SPECIAL TRAINING  SKILL OR STAT  TRAINED?

_____________________  _________________ o Y   o N

_____________________  _________________ o Y   o N

_____________________  _________________ o Y   o N

_____________________  _________________ o Y   o N

_____________________  _________________ o Y   o N

_____________________  _________________ o Y   o N
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	Name: Special Agent                          Cornwell
	Alias: 
	Profession: Federal Agent (FBI)
	Nationality: U.S.
	Sex: 
	Age: 39
	Education: Law degree; master's degree in behavioral psychology; FBI training
	STR: 11
	CON: 12
	DEX: 11
	INT: 13
	POW: 13
	CHA: 12
	STRx5: 55%
	COx5: 60%
	DEXx5: 55%
	INTx5: 65%
	POWx5: 65%
	CHAx5: 60%
	STR Notes: 
	CON Notes: 
	DEX Notes: 
	INT Notes: Intuitive
	POW Notes: Diligent
	CHA Notes: 
	Bond 1: Current (third) spouse:
	Bond 2: First spouse and 2 kids:
	Bond 3: 
	Bond 4: 
	Bond 5: 
	Bond 6: 
	Bond 7: 
	Bond Score 1: 12
	Bond Score 2: 12
	Bond Score 3: 
	Bond Score 4: 
	Bond Score 5: 
	Bond Score 6: 
	Bond Score 7: 
	Motivation 1: Motivation: Figuring people out.
	Motivation 2: Motivation: Protecting the American people.
	Motivation 3: Motivation: Following the law whenever possible.
	Motivation 4: Motivation: Rooting out dangerous conspiracies.
	Motivation 5: Motivation: New romance.
	HP Max: 12
	WP Max: 13
	SAN Max: 60
	HP: 
	WP: 
	SAN: 
	BP: 52
	Violence 1: Off
	Violence 2: Off
	Violence 3: Off
	Helplessness 1: Off
	Helplessness 2: Off
	Helplessness 3: Off
	XP: Off
	XP 2: Off
	XP 3: Off
	XP 4: Off
	XP 5: Off
	XP 6: Off
	XP 7: Off
	XP 8: Off
	XP 9: Off
	XP 10: Off
	XP 11: Off
	XP 12: Off
	XP 13: Off
	XP 14: Off
	XP 15: Off
	XP 16: Off
	XP 17: Off
	XP 18: Off
	XP 19: Off
	XP 20: Off
	XP 21: Off
	XP 22: Off
	XP 23: Off
	XP 24: Off
	XP 25: Off
	XP 26: Off
	XP 28: Off
	XP 29: Off
	XP 30: Off
	XP 31: Off
	XP 32: Off
	XP 33: Off
	XP 34: Off
	XP 27: Off
	XP 35: Off
	XP 36: Off
	XP 37: Off
	XP 38: Off
	XP 39: Off
	XP 40: Off
	XP 41: Off
	XP 44: Off
	XP 45: Off
	XP 46: Off
	XP 47: Off
	XP 48: Off
	XP 49: Off
	XP 50: Off
	Skill: 
	Skill 2: 50
	Skill 3: 
	Skill 4: 
	Skill 5: 
	Skill 6: 
	Skill 7: 
	Skill 8: 40
	Skill 9: 
	Skill 10: 
	Skill 11: 80
	Skill 12: 
	Skill 13: 
	Skill 14: 50
	Skill 15: 40
	Skill 16: 
	Skill 17: 50
	Skill 18: 
	Skill 19: 40
	Skill 20: 50
	Skill 21: 
	Skill 22: 90
	Skill 23: 50
	Skill 24: 
	Skill 25: 50
	Skill 27: 
	Skill 28: 
	Skill 29: 40
	Skill 30: 80
	Skill 31: 
	Skill 32: 
	Skill 33: 30
	Skill 34: 
	Skill 35: 
	Skill 36: 50
	Skill 37: 
	Skill 38: 
	Skill 39: 
	Skill 40: 
	Skill 41: 
	Skill 42: 60
	Skill 43: 
	Skill 45: 
	Skill 46: 
	Skill 47: 
	Skill 48: 
	Skill 49: 
	Skill 50: 
	Skill 51: 
	Skill Type: 
	Skill Type 2: 
	Skill Type 3: 
	Skill Type 4: 
	Skill Type 5: 
	Skill Type 6: 
	Skill Type 7: 
	Skill Type 8: 
	Skill Type 9: 
	Skill Type 10: 
	Skill Type 11: 
	Skill Type 12: 
	Injuries: 
	Equipment: Kevlar vest (3 armor points) worn under clothes (can be noticed with an Alertness test). FBI badge and identification card, medium pistol (9mm) in a belt holster, two spare magazines in a belt pouch, tactical flashlight (useful out to 50 meters), handcuffs in a belt pouch, encrypted smartphone, windbreaker jacket with "FBI" on the back, police-band radio (worn on belt) with earpiece and throat microphone, small evidence kit. A light pistol (snub-nose .38 revolver) in an ankle or small-of-the-back holster for backup. A couple of boxes of spare 9mm and .38 ammunition (50 bullets each).  You can take the pistols on a civilian airplane if make arrangements ahead of time using your FBI identification.
	Personal Notes: Choose your gender, name, and details of your Bonds.  Despite years of psych training, the research and clinical work left you cold. It wasn't the kind of problem-solving you craved. Then you befriended a neighbor who was an FBI agent and everything clicked. You didn't join right away. You wanted to be ready for the fast track. So you went to law school and then applied. They took you right away.  You're one of the Bureau's best interrogators. Nobody reads people like you do, or is so good at convincing witnesses and suspects to cooperate, or is as good at unraveling conspiracies and black markets.  A couple of years ago you spent extensive time undercover investigating a dangerous militia group. It was a hard experience, and it exposed you to something unnatural, something terrible and supernatural. When it was over your second marriage was ruined, your SAN was down, and you knew more about the Occult and a lot more about heavy weapons. You and the Handler should decide the details.  When it was over, a few fellow agents asked you to join them in a secret task force. Ostensibly counterterrorism, it is actually dedicated to stopping unnatural incursions and saving others from exposure to them. What did it cost you to agree to sign up?
	Weapon: Unarmed
	Weapon Skill: 60
	Weapon Range: 
	Weapon Damage: 1D3
	Weapon Armor Piercing: 
	Weapon Kill Damage: 
	Weapon Kill Radius: 
	Weapon Shots: 
	Weapon 2: Medium pistol (9mm)
	Weapon Skill 2: 50
	Weapon Range 2: 15 m
	Weapon Damage 2: 1D10
	Weapon Armor Piercing 2: 
	Weapon Kill Damage 2: 
	Weapon Kill Radius 2: 
	Weapon Shots 2: 15
	Weapon 3: Light pistol (.38)
	Weapon Skill 3: 50
	Weapon Range 3: 10 m
	Weapon Damage 3: 1D8
	Weapon Armor Piercing 3: 
	Weapon Kill Damage 3: 
	Weapon Kill Radius 3: 
	Weapon Shots 3: 6
	Weapon 4: Pistol butt
	Weapon Skill 4: 50
	Weapon Range 4: 
	Weapon Damage 4: 1D4
	Weapon Armor Piercing 4: 
	Weapon Kill Damage 4: 
	Weapon Kill Radius 4: 
	Weapon Shots 4: 
	Weapon 5: 
	Weapon Skill 5: 
	Weapon Range 5: 
	Weapon Damage 5: 
	Weapon Armor Piercing 5: 
	Weapon Kill Damage 5: 
	Weapon Kill Radius 5: 
	Weapon Shots 5: 
	Weapon 6: 
	Weapon Skill 6: 
	Weapon Range 6: 
	Weapon Damage 6: 
	Weapon Armor Piercing 6: 
	Weapon Kill Damage 6: 
	Weapon Kill Radius 6: 
	Weapon Shots 6: 
	Weapon 7: 
	Weapon Skill 7: 
	Weapon Range 7: 
	Weapon Damage 7: 
	Weapon Armor Piercing 7: 
	Weapon Kill Damage 7: 
	Weapon Kill Radius 7: 
	Weapon Shots 7: 
	First Aid: Off
	Work Performance notes: 
	Work Performance Excellent: Off
	Work Performance Good: Off
	Work Performance Poor: Off
	Training yes 1: Yes
	Training 1 no: Off
	Training yes 2: Off
	Training no 2: Off
	Training yes 3: Off
	Training no 3: Off
	Training yes 4: Off
	Training no 4: Off
	Training yes 5: Off
	Training no 5: Off
	Training yes 6: Off
	Training no 6: Off
	Special Training 1: Lockpicks
	Special Training 2: 
	Special Training 3: 
	Special Training 4: 
	Special Training 5: 
	Special Training 6: 
	Special Training skill 1: DEX
	Special Training skill 2: 
	Special Training skill 3: 
	Special Training skill 4: 
	Special Training skill 5: 
	Special Training skill 6: 


