UE .|- Agent Name:

Schell,Ph.D. Code Name or Alias:

Profession: Astrophysicist

GREEN

Nationality:

Age:_ 39 Education: P-D.in astrophysics
STATISTICS SCORE x5 WHAT OTHERS NOTICE BONDS SCORE
Strength 9 45 Spouse: 11
Constitution 12 60% Parents: 11
Dexterity 14 70% Nimblefingers Ex-spouse: 11
Intelligence 15 75% Focused Fellow survivorsof asharedrauma: 11
Power 12 60%
Charisma 11 55%
DERIVED ATTRIBUTES MAXIMUM CURRENT
Hit Points (HP) 11 MOTIVATIONS AND MENTAL DISORDERS
Willpower Points (WP) 12 Motivation: Discovery.
Sanity Points (SAN) 48 Motivation: Learningaboutextraterrestrialife.

36

Breaking Point (BP)

INCIDENTS OF SAN LOSS WITHOUT GOING INSANE

Violence: 1 1 [ adapted

Helplessness: 1 A [ adapted

Motivation: Guardingagainsthe fragility of life.

Motivation: Seeingwith perfectclarity.

Disorder:Amnesia(seebackof sheet).

SKILLS

4 Accounting (10%)
[ Alertness (20%)

1 Anthropology (0%)
[ Archeology (0%)
0 Art (0%):

a Artillery (0%)
A Athletics (30%)
(1 Bureaucracy (10%)

d Computer Science (0%)
Q Craft (0%): Lens-Making

40
40
60
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First Aid (10%)
Forensics (0%)

Heavy Weapons (0%)
History (10%)
HUMINT (10%)

Law (0%)

Medicine (0%)

Melee Weapons (30%)
Military Science (0%):

1 Science (0%): Astronomy

70

[ Search (20%)

1 SIGINT (0%)

[ Stealth (10%)

1 Surgery (0%)

[ Survival (10%)

0 Swim (20%)

[ Unarmed Combat (40%)
Unnatural (0%)

1 Criminology (10%)
d Demolitions (0%)
(4 Disguise (10%)

d Dodge (30%)

([ Drive Auto (20%)

1 Drive Heavy Machine (10%)

A Firearms (20%)

U 0JJ oo d

N

40

10

Foreign Languages and Other Skills:

Navigate (10%) 50 O SciencePhysics 50
Occult (10%) 70 g ScienceChemistry 50
Persuade (20%) g ForeignLanguage: 40
Pharmacy (0%) a
Pilot (0%): g ForeignLanguage: 40
Psychotherapy (10%) 0
Ride (10%) QO

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.
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PHYSICAL INJURIES AND AILMENTS

scan for more

Has First Aid been attempted since your last injury? [ 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
WEAPON SKILL% RANGE DAMAGE

Unarmed 40 1D3

ARMOR KILL
PIERCING DAMAGE RADIUS SHOTS

KILL

PERSONAL DETAILS AND NOTES

Chooseyour gendername anddetailsof your Bonds.

You wereawell-regarded/oungastronomeon theway to great
thingswhenlt Happened.

To thisdayyou can'tremembethedetails;in factyou don'tmuch
wantto. It costyou alargeamountof SAN andleft you shakerand
scarredln fact,anytime youlosel SAN or more,you mustmake
a Sanityroll to resistblankingout andforgettingwhatcausedhe
loss.

But sometimegou haveflashesof insight, thingsyou didn't
know you knew.Whatevethappenedit boostedyour Occultskill
andgaveyou alittle knowledgeof the Unnatural theterrible
inhumantruthsof theuniverse.

And sincethenyou'vebeenin contactwith afew secret
governmentgentsvho werethere(perhapsomeof your fellow
Agentsnow), who savedyour life andaregratefulto you for
savingtheirs.Fromtimeto time theyaskyouto helpthemuncover
andstopunnaturaincursionsandsaveothersfrom exposurdo
them.You andthe Handlershoulddeterminevhy you sayyes.

WORK PERFORMANCE AND NOTES

1 excellent

0 good 1 unsatisfactory

SPECIAL TRAINING

SKILL OR STAT TRAINED?

ay

ay

ay

ay

ay

ay

anN
anN
anN
anN
anN
anN

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