
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:                                                McMurtry
	Alias: 
	Profession: Security contractor; ex-Navy SEAL
	Nationality: U.S.
	Sex: 
	Age: 44
	Education: High school; SEAL training
	STR: 13
	CON: 13
	DEX: 12
	INT: 11
	POW: 12
	CHA: 8
	STRx5: 65%
	COx5: 65%
	DEXx5: 60%
	INTx5: 55%
	POWx5: 60%
	CHAx5: 40%
	STR Notes: Strong
	CON Notes: Athletic
	DEX Notes: 
	INT Notes: 
	POW Notes: 
	CHA Notes: Cold-eyed
	Bond 1: Veterans Administration psychologist:
	Bond 2: 
	Bond 3: 
	Bond 4: 
	Bond 5: 
	Bond 6: 
	Bond 7: 
	Bond Score 1: 8
	Bond Score 2: 
	Bond Score 3: 
	Bond Score 4: 
	Bond Score 5: 
	Bond Score 6: 
	Bond Score 7: 
	Motivation 1: Motivation: Dog.
	Motivation 2: Motivation: Protecting your friends.
	Motivation 3: Motivation: Serving your country.
	Motivation 4: Motivation: Destroying threats to your people.
	Motivation 5: Motivation: One-night stands.
	HP Max: 10
	WP Max: 14
	SAN Max: 65
	HP: 
	WP: 
	SAN: 
	BP: 56
	Violence 1: Yes
	Violence 2: Yes
	Violence 3: Yes
	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: 60
	Skill 8: 
	Skill 9: 
	Skill 10: 
	Skill 11: 
	Skill 12: 40
	Skill 13: 
	Skill 14: 70
	Skill 15: 
	Skill 16: 
	Skill 17: 60
	Skill 18: 30
	Skill 19: 
	Skill 20: 50
	Skill 21: 
	Skill 22: 30
	Skill 23: 
	Skill 24: 
	Skill 25: 60
	Skill 27: 60
	Skill 28: 50
	Skill 29: 20
	Skill 30: 40
	Skill 31: 
	Skill 32: 40
	Skill 33: 
	Skill 34: 
	Skill 35: 
	Skill 36: 
	Skill 37: 
	Skill 38: 50
	Skill 39: 
	Skill 40: 50
	Skill 41: 50
	Skill 42: 60
	Skill 43: 
	Skill 45: 20
	Skill 46: 20
	Skill 47: 20
	Skill 48: 
	Skill 49: 
	Skill 50: 
	Skill 51: 
	Skill Type: 
	Skill Type 2: 
	Skill Type 3: Special Operations
	Skill Type 4: Small Boats
	Skill Type 5: 
	Skill Type 6: Foreign Language: Pashtun
	Skill Type 7: Foreign Language: Urdu
	Skill Type 8: Foreign Language: Arabic
	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). .357 magnum revolver with three speed-loaders. (Remember: Taking the Aim action for a turn adds +20% to hit and uses only one shot in the following attack.) Vicious-looking combat and survival knife. Unlicensed and illegal MP5SD fully automatic submachine gun with built-in suppressor and four extra magazines in a lead-lined aluminum case. Unlicensed and illegal military-grade night-vision goggles. First-responder medical bag (adds +20% to four First Aid rolls). Basic camping gear (adds +20% to Survival for three days). Handheld GPS.
  None of the weapons can be legally taken on a civilian airplane.
	Personal Notes: You retired from the Navy as a chief petty officer and team leader after nearly 20 years of pursuing and killing terrorists. You always succeed at Sanity rolls triggered by inflicting or suffering violence.
  An extremely violent encounter with the unnatural brought you to Delta Green. You and the Handler decide the details. The experience increased your Occult skill and reduced your SAN and Charisma. When it was over you were glad to retire. 
  But then three high-ranking JSOC officers called you into a private meeting and inducted you into another program, ostensibly part of the War on Terror but dedicated to stopping unnatural incursions and saving people from exposure to them. As a civilian your life has not been much more peaceful than as a SEAL.
	Weapon: Unarmed
	Weapon Skill: 60
	Weapon Range: 
	Weapon Damage: 1D3+1
	Weapon Armor Piercing: 
	Weapon Kill Damage: 
	Weapon Kill Radius: 
	Weapon Shots: 
	Weapon 2: .357 revolver
	Weapon Skill 2: 60
	Weapon Range 2: 20 m.
	Weapon Damage 2: 1D12
	Weapon Armor Piercing 2: 
	Weapon Kill Damage 2: 
	Weapon Kill Radius 2: 
	Weapon Shots 2: 6
	Weapon 3: MP5SD
	Weapon Skill 3: 60
	Weapon Range 3: 50 m.
	Weapon Damage 3: 1D10
	Weapon Armor Piercing 3: 
	Weapon Kill Damage 3: 
	Weapon Kill Radius 3: 
	Weapon Shots 3: 30
	Weapon 4: ...5-round burst
	Weapon Skill 4: 
	Weapon Range 4: 
	Weapon Damage 4: 
	Weapon Armor Piercing 4: 
	Weapon Kill Damage 4: 10%
	Weapon Kill Radius 4: 1 m.
	Weapon Shots 4: 
	Weapon 5: ...10-round burst
	Weapon Skill 5: 
	Weapon Range 5: 
	Weapon Damage 5: 
	Weapon Armor Piercing 5: 
	Weapon Kill Damage 5: 10%
	Weapon Kill Radius 5: 2 m.
	Weapon Shots 5: 
	Weapon 6: Combat knife
	Weapon Skill 6: 60
	Weapon Range 6: 
	Weapon Damage 6: 1D6+1
	Weapon Armor Piercing 6: 3
	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: Yes
	Training no 2: Off
	Training yes 3: Off
	Training no 3: Off
	Training yes 4: Yes
	Training no 4: Off
	Training yes 5: Off
	Training no 5: Off
	Training yes 6: Off
	Training no 6: Off
	Special Training 1: SCUBA gear
	Special Training 2: Parachuting
	Special Training 3: The black market for guns
	Special Training 4:   and heavy weapons
	Special Training 5: 
	Special Training 6: 
	Special Training skill 1: Swim
	Special Training skill 2: DEX
	Special Training skill 3: 
	Special Training skill 4: CHA
	Special Training skill 5: 
	Special Training skill 6: 


