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 RULES OF ENGAGEMENT 
 
 
Agent's Code 
 
The paranormal, no matter how cute and fuzzy it may seem, can not be allowed to exist. The 
only permanent secret is the dead kind...  
 
Human beings must not be allowed to know the Truth, not because we don't want them to, but 
because they can't handle it. You will present yourself as a "Federal Agent," independent 
journalist, etc... anything but a DG Agent.  
 
Your job is to protect the citizens of the United States from paranormal threats. Minimal loss of 
innocent life should be forefront in your mind at all times. We're the good guys... 
 
 
Disposing of Evil 
The main concern of Delta Green teams is the disposal of high level evil and the mandatory secrecy 
they must maintain to keep the unbelieving public from the edge of insanity. 
 
Delta Green Regulations 
Rules for the teams are simple and direct . There are no guidelines for methods of operation or books 
of procedure. Each Delta Green agent knows there are 6 basic rules to be followed at all times. 
 
RULE 1: Deny everything.  
RULE 2: Don't get caught. 
RULE 3: Don't leave evidence.  
RULE 4: Use violence only when necessary.  
RULE 5: Cover your tracks.  
RULE 6: Make them believe a rational explaination for the bizarre or fantastic.  
 
If You're Caught 
Delta Green will not legally aid the agents in any direct way that will jeopardize their secrecy or 
operations. Information is sent to agents on a limited basis. 
 
 
Ten tips for successful Ops 
 
1. Always have a safe house  
No, staying at your mother's house during an Op is not safe.  
 
2. Always use code names  
Your real name leaves traces that some people with bad intentions might  
follow.  
 
3. Always use coded communications  
DG gave you that pre-pay cellphone, now use it.  
 
4. Come up with a cover  
Make sure the cover is verifiable for at least 36 hours under official inquiry.  
 
5. Come up with an alibi  
If you're going to say you are door-to-door salesmen, than get some  
appropiate identification from DG.  
 
6. Come up with a plan  
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A bad plan is better than no plan.  
 
7. Stick to that plan for at least 12 hours  
It is not good to start improvising 10 minutes into the plan.  
 
8. Check out the local Green Box or create one if there is none  
Future agents will be very grateful.  
 
9. The magic word of today is "rentacar"  
If you need to be mobile than get a rental car. Do not use your own car (see  
rule #1 and #2)  
 
10. Celebrate life  
Celebrate life the night before the Op starts officially as it might be the  
last time you can do it. 
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 PLAYERS HANDBOOK 
 
 
Skills 

A number of new skills have been added through the Delta Green sourcebooks and the new Keeper's 
Companion.  Players can always create new skills as they see fit.  This could be anything from a Play 
Pac-Man skill to a Look Like A Bad-Ass Mofo skill.  Base chance will almost always be 01%. New 
skills can be learned either as a hobby or through training. 

Combined Skills 
Stealth  (10%)  - Sneak, Conceal and Hide combined 
Awareness (25%) - Listen and Spot Hidden combined 
Brawling (30%)  - Fist/Kick/Headbutt combined (also covers the use of improvised weapons 
such as a broken bottle etc.) 
Handgun (20%)  - Handgun/Submachine Gun combined 
Rifle (25%)  - Rifle/Shotgun combined 
Influence  - replaces the Contacts skill (see chapter Influence for examples) 

A new PC starts with: 
1 skill at 70% 
2 skills at 60% 
3 skills at 50% 
4 skills at 40% 
Base chance is included 
 
Expressing Character STATS in words 

It can be a little bit vague sometimes when you're staring at a set of character stats to really get a 
quick image of what the character or NPC is like... 

(STR 12, CON 9, SIZ 10, DEX 15, APP 14, INT 16, POW 13, EDU 17) - would you be able to give a 
snapshot of this person in a few words? 

Always remember that 10 is the human average, and therefore anything from 10-12 is fairly ordinary 
as far as people go. 

Some players get in a huff if they don't roll up characters with lots of 17's and 18's. This is ridiculous. 
Some of the best roleplaying I have seen has come from players with characters that are average - 
with one strong STAT or one weak STAT. 

STR & SIZ, look at the difference between these two stats. If STR is the same as SIZ then we can say 
the character is neither fat or toned. If the STR is more than 2 points higher than SIZ then we could 
say the character is toned, and with a higher difference, very toned, wirey hard physique, etc. If the 
SIZ is higher than STR, then it means the character has more body mass than muscle and yup, you 
guessed it, you're gonna have to call them fatty. I normally associate a person's SIZ to thier weight in 
British Stone ( multiply by 6 for kg's) 

POW, this stat is sometimes overlooked by Call of Cthulhu players who are fixated on magic points - 
POW does have a much more day-to-day impact in GAME. This is charisma and animal magnetism. 
Characters with really low POW will have really low social impact and may even be considered cold, 
arrogant, egocentric, aloof or even hostile. Characters with high POW will come across as potential 
warm, certainly charming - keep their INT in mind before you start calling them urbane. An character 
with POW 17 can be very charming but with an INT of 6 this illusion lasts until he opens his mouth and 
speaks. 
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DEX, a low DEX would indicate the character was clumsy, or walked awkwardly with heavy feet and 
wooden movements, a high DEX could give a character those fluid, cat-like movements that stealthy 
players like to have. 

INT, is the difference between your character being of average intelligence, or dropping down to the 
low's of George Bush or the heights of Einstein. 

EDU, can be easy to classify, with (6-9) left school early, (10-11) finished school at 16'ish, (12-13) 
finished school at 18'ish, (14) low grade degree, (16) average degree, (18) top degree, (19) post-grad 
qualification, (20) Doctor, (21) Professor.  
 
Game Mechanics 

Some additional rules to flesh out the mechanics behind the game... 

Left or Right handed, or ambidextrous 
Roll 1d12 and 1d6. If the d6 scores less than d12, the character is right handed. Otherwise they are 
left handed. If the score on both dice are the same, then the person is ambidextrous. 

Max Carrying Capacity = STR x 6kg’s 
This is the absolute maximum the character can carry. 

Encumbrance Penalty Threshold = Max Carrying Capacity x 0.33 kg’s 
This is the maximum you can carry before your DEX is reduced by 50% 

Maximum Dead lift Capacity = Max Carrying Capacity x 1.3 kgs 
This is the maximum you can lift in a one-off burst of STR. You can hold this weight (or any weight 
within 50% of this) for a period of time equal to 3 combat rounds, after this time you must roll under 
your CON on 1d20 every round, otherwise you drop the weight. Note: rolling a ‘20’ is always an 
automatic failure. If you are carrying more than your Max Carrying Capacity, your movement is 
reduced to 1 metre per round.  

Walking Endurance = CON x 2 miles 
This is the maximum distance you can walk before Endurance Rules kick in. 

Sprint Speed = (STR + DEX) / 4 metres per combat round. 

Sprint Endurance = Con x Sprint Speed. 
This is the maximum distance you can sprint before Endurance Rules kick in. 

Running Speed = Sprint Speed x 2/3 
This is running / jogging 

Walking Speed = Sprint Speed x 1/3 
The time used for rest periods is incorporated into this value. 

Running Endurance = Con x 1 mile 
This is the maximum distance you can run before Endurance Rules kick in. 
 

Combat 

The Combat Round 
 
1. Number of Actions 
A PC can do a number of actions equal to his DEX / 4 rounded down (average 3). 
He can do these actions and move up to 4 metres (walking). A PC can run 8 metres in a round but 
this costs him one action and a -10% penalty to any skills that round.  
The rate of fire (roF) of a firearm counts as actions (e.g. a .22 handgun has a RoF of 3 so it costs three 
actions to shoot three bullets).  
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At the start of each combat round each player receives Action Cards (see addendum: Action Cards) 
equal to his actions. 
 
2. Determine Strike Sequence and Rank 
Each player rolls a D6 and adds the result to the PCs DEX. If a PC has a readied firearm he rolls a 
D10 (instead of a D6) and adds the result to the PCs DEX. The total score determines the strike rank 
for that round. 
 
Each combat round the agents can do one action on his strike rank. After the action the player turns 
the corresponding Action Card face down to show which action the agent has done and how many 
actions he has still left. 
 

Precision aim 
Can be used with any firearm and not just rifles, and involves doubling the point-blank and base 
ranges by taking one extra round to aim.  During that extra round, the character cannot dodge or parry.   

Aimed shots  
Can either be made with precision aim or by taking an unaimed shot. To take such a shot, the user 
makes only one attack in the round, no matter how many shots/actions his weapon normally entitles 
him. The agent than fires at half his DEX, presenting the extra time needed for steady aiming. Roll the 
attack normally. If the die roll was equal or less than half the user´s normal chance to hit, then it struck 
the target in the chosen area. If the roll was greater than half the user´s normal skill, but still under his 
normal skill, the target is hit in a random location. A result higher than the skill level is a miss. 

Autofire Rules 
A Burst counts as one attack for Dodging it. If you don't have the ammo for the amount of bullets rolled, 
you only fire the remainder of your ammunition.  
Actions and Bonuses 
Three Round Burst: +5% accuracy, 1d3 bullets strike target. (1 Action) 
4 round Really Short Burst: +5% accuracy, 1d4 bullets strike target. (1 Action) 
6 round Short Burst: +5% accuracy, 1d6 bullets strike target. (2 Actions) 
8 round Sort-of-Medium Burst: +/-0% accuracy, 1d8 bullets strike target.  (2 Actions) 
10 round Medium Burst: -5% accuracy, 1d10 bullets strike target. (3 Actions) 
12 round Rock and Roll: -10% accuracy, 1d12 bullets strike target. (3 Actions) 
20 round Long Burst: -15% accuracy, 1d20 bullets strike target. (or 1d10  
with Walking Fire) (All Actions) 
100 round Spray and Pray*: 1/2 skill accuracy, 1d100 bullets strike target.  
(or 1d20 with Walking Fire) (All Actions) 
 
Walking Fire rules: For each bullet used to "walk" the burst onto a target, add +1% to hit. Also, the 
amount of bullets striking the target is lowered to 1d20 for Spray and Pray, and to 1d10 for Long 
Bursts. This is a tradeoff of ammunition for accuracy.  

*Spray and Pray (to hit with 1d100 rounds) is restricted to weapons with huge rates of fire like a Squad 
Support Machinegun or a Gatling. Spray and paint with Assault Rifles and SMG's maxes out at around 
2d20.  

EXAMPLE: agent SERGE (Machine Gun: 50%) is firing with his M-60 which has a 100 round belt of 
ammo in a box at a fleeing cult leader, Mr. Layne. He walks does a long burst (-15%) and walks 20 
rounds at him (+20). He rolls vs  
50+5=55% and scores a hit. Mr. Layne is struck with 1d10=7 rounds and crumples into a bloody heap 
of death and shredded meat. Agent SERGE has expended 27 rounds of ammunition from his box/belt 
of 100. He's got 73  
rounds of death dealing 7.62 NATO left over to inflict carnage onto his enemies.  
 
Suppressive fire  
Can be used to reduce the chance-to-hit of other characters.  Take your chance-to-hit, and subtract 
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the amount you want to modify the chance-to-hit of the target(s) in either that round or the next 
(depending on the DEX scores of those involved).  Suppressive fire can only be used with automatic 
weapons, and will require significant bursts, with the amount of bullets according to GM discretion 
(usually around 10 bullets).  The number and/or position of targets that can have their chance-to-hit 
reduced by suppressive fire is also according to GM discretion.  The modifier for suppressive fire is 
cumulative, so getting pinned down by heavy fire can make firing back virtually impossible.  However, 
a character can choose to throw off the suppressive fire modifier entirely by standing up to it, but the 
amount modified by suppressive fire is then added rather than subtracted.  Suppressive fire can also 
work against suppressive fire, but we'll deal with that if it happens. 
EXAMPLE:  Agent Hernandez fires her MAC-10 submachine gun at the four pygmys firing at her and 
her comrades.  Her Machine Gun skill is the base chance of 40%, and she decides to devote 30% of 
that to suppressive fire.  Three of the pygmys are on one side of the parking lot, while the fourth is at 
the other side; so, the GM decides that Agent Hernandez can only put down suppressive fire on the 
three packed togather, and that she will need to fire at least 10 shots. 
Hernandez's DEX is lower than the three speedy pygmys and they fire first, missing their rolls.  She 
then  fires 10 shots, rolling an 11.  Since her chance-to-hit was modified to 10% (40-30), she would 
have missed them all, but one dedicated little bastard decides to brave the fire.  With him, her chance 
-to-hit was 70% (40+30), so Hernandez not only hits him but as she also rolled double she impales 
him.  He is killed, and the two surviving pygmy's will have -30% to hit in the next round. 
 
 
Hit Locations 

Damage 
Every time a character is hurt by a sword cut or burn or other form of physical trauma, he is said to 
take damage. Damage is described by the interchangeable terms, damage points, or rolled damage. 
In the course of an agent´s career, a character can expect to take damage from many different 
sources. Everything, including cuts, weapon concussions, burns, falls from trees, bear bites, and water 
inhalation, can cause damage to the enterprising character. 
Damage points are subtracted from hit points. Except in special cases, the damage points are 
subtracted from both the character's total hit points and the hit points in a hit location (see Hit 
Locations section below). If a character is reduced to 1 or 2 total hit points, he is unconscious. When a 
character is reduced to -10 hit points, he is dead. 
When a character loses hit points through damage, the player marks off the hit points on the character 
sheet. In this way, he can keep track of individual damage results, and know when his character dies 
or goes unconscious.  

Hit Locations 
As stated previously, the recipient of damage will usually take 
damage in a hit point location as well as his total hit points. The hit 
point location is the area of a body which the damage actually affects. 
The body is divided into six possible hit locations. 
To determine the location hit, roll a D10 and apply the result to the 
appropriate Hit Point Location Table (or consult the Hit Location 
diagram on the GM's screen).  

Hit Points per Location 
Each hit point location has a certain amount of hit points, depending 
on the total hit points of the character.  
The exact points per location is found through the following formulae: 
points per leg, and head = 1/3 total hit points 
points in chest and abdomen = 4/10 total hit points 
points per arm = 1/4 total hit points 
 
Always round fractions up. For your convenience, approximate points 
per location for almost any humanoid are given in the Humanoid Hit 
Points per Location Table. 
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Humanoid Hit Points Per Location Table 
location total hit points 
 01-03 04-06 07-09 10-12 13-15 16-18 19-21 
each leg 1 2 3 4 5 6 7 
chest 2 3 4 5 6 8 9 
each arm 1 2 3 3 4 5 6 
head 1 2 3 4 5 6 7 

 
The total hit points of all the locations will add up to more than the hit points of the character, but when 
the character has taken -10 hit points of the character, he is dead. It is possible that no area of the 
character's body will be totally disabled, but he will still be dead (i.e., bled to death, effects of shock, 
etc.) 
Thus, as shown on the Hit Points per Location Table, a character with total hit points of 14 would have 
5 points in each of his legs, 6 points in his chest, 4 points in each of his arms, and 5 points in his head. 
This is a total of 29 points, but 24 points of damage will kill him. 
 

Damage Results 
An individual hit location can take damage beyond the actual hit points in the location. The effect of 
damage to one hit location is different than damage to a different one. The severity of the damage also 
has different effects, depending on the location. If a location receives as much as or more than twice 
the normal location´s hit points the location is crippled. 
Damage Points Equal to or in Excess of Normal Hit Points in the Location 

Leg: The limb is useless and the character will fall, not doing anything else that melee round. He may 
fight from the ground during following melee rounds. The inherent disadvantages of fighting from the 
ground are explained in the Combat chapter. 
Chest: The character falls and is too busy losing blood to do anything that melee round. He will lose 
one additional hit point at the end of each melee round after he receives the damage unless he makes 
a roll of his CON times 5 for that round. He may fight or perform other actions while flat on his back if 
the Constitution roll is equal to his CON or less, but then he will lose another hit point. He cannot move 
until healing or First Aid is used to bring him back up to positive hit points in the location. 
Arm: The limb is useless and anything not attached to the arm is dropped. The character may 
continue to stand and fight with whatever limbs are left to him. 
Head: The character falls unconscious. He will lose one additional hit point at the end of each melee 
round after he receives the damage in which he does not make a roll of his CON times 5 until he is 
healed back up to positive hit points in the location. He will be unconscious until healed, or until he 
dies. 

Limb Location Receives as Much as or More Than Twice the Normal Location's Hit Points 

A character cannot take more than twice the possible damage points in an arm or leg. At this point the 
limb is severed or irrevocably maimed. Further blows to that limb will not affect the hit points of the 
limb or the total hit points of the character. 
Thus, if a 4 point limb is hit for 9 damage points, the limb will only take 8 points of damage, as will the 
character's total hit points, but the limb is totally useless. 
A character who is so damaged from a blow is in shock, and can do almost nothing until healed. He 
can try to heal himself or use First Aid, or crawl away from the scene. 

Head Hit for as Much as or More Than Twice the Normal Points in the Location 
If the head receives damage equal to or more than twice as much damage points as hit points in that 
location, the character is unconscious and helpless and will automatically lose 1 hit point per melee 
round until First Aid is used successfully or he is healed with magic. If the entire damage is done with 
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one blow of a slashing weapon or animal bite or claw, the head is severed and the character is dead 
instantly. 

Chest or Abdomen Hit for as Much as or More Than Twice the Normal Points in the Location 
If the chest or abdomen receives damage equal to or more than twice as much damage points as 
there are normally hit points in that location, the character is helpless and can do nothing but sit or lie 
there until he is healed or dead. He will lose 1 further hit point every melee round that he does not 
make a CON times 5 roll.    Thus, if a character with a 4 point abdomen and a total of 12 hit points is 
hit for 9 points in the abdomen, he is helpless, and will become unconscious after two rounds of not 
making the CON times 5 roll.  

Note that this chart is for humans only.  Some creatures will have different HP for locations, and some 
will have no effect for hit location at all.  Take the second digit of a successful attack roll to determine 
what location was hit.  A specific location can be targeted by using an aimed shot. 
 

Death 

When a character's HP reaches zero or less, they are dying.  Until their HP returns to 1 or more 
through healing, they suffer from the following: 

• They lose 1 HP per round.  This can be cumulative with a crippled torso, and can be stopped 
by stabilizing the wound. 

• They must roll against CONx5 to stay conscious. 

• They cannot act unless they make a seperate roll against CONx5. 

If a character reaches -10 HP at anytime, they are dead.  If they are successfully attacked (all attacks 
on unconscious targets are automatically successful, unless the roll causes a malfunction) while at 
zero or less HP, they are dead.  Player characters may be allowed a few actions to carry out some 
kind of heroic death, but they are definitely going to die.   

Wounds may be stabilized by performing a successful First Aid, Medicine, or Surgery roll on the 
victim.  Only one roll is required to stabilize a patient, so multiple rolls are not needed for multiple 
wounds. 
EXAMPLE: Our unfortunate pygmy has been shot again, this time by Agent Peterson with a 9mm 
handgun.  He takes 3 points of damage to the head, not enough to cripple it ("a flesh wound") but 
enough to drop his HP to -2.  Since the pygmy is actually the leader of the gang and an important 
NPC, he doesn't just die, but he will soon without medical attention. 

With a CON of 9, the pygmy rolls 1d100 against 45 for CONx5, and succeeds with a roll of 30.  
He remains conscious.  The pygmy is hardcore, so he decides to keep fighting.  He has to roll againt 
CONx5 again to perform an action, and fails with a roll of 60; his arm trembles and then falls to the 
ground as he tried to raise his gun. 

The next round, the pygmy loses 1 HP.  He also loses another 1 HP because of the sucking 
chest wound.  His total HP is now -4, still far from the -10 that would guarantee his death.  
Unfortunately for him, Father Vesper walks up, gives an abbreviated last rites, and shoots him.  A roll 
still must be made for malfunction, but since it's not 99 or 00, the shot hits.  Damage is irrelevant, as 
any attack made on someone below 1 HP automatically kills.  The pygmy is now deceased, an ex-
pygmy, a well-and-truly dead pygmy. 

 
 
Healing 

A crippled injury requires Surgery to heal.  All other injuries can heal regularly (assuming they do not 
require stabilization), but the character's HP can never rise to their normal HP minus the damage 
caused by that crippled injury.  Healing is as follows and is cumulative (calculated in the First Week 
and Each Week After column):  

TREATMENT IMMEDIATE USE FIRST WEEK EACH WEEK AFTER 
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Natural Healing no effect +1D3 HP +1D3 HP 

First Aid +1D3 HP per wound no effect no effect 

Medicine +1D3 HP per wound +2D3 HP +2D3 HP 

  

Ballistic Armor 

Characters in Delta Green have easy access to "bullet-proof vests," and anyone with money that has 
never been convicted of a felony can buy ballistic armor off the rack.   

Most ballistic armor is hot to wear and restricts motion.  Wearing it modifies the Climb, Dodge, Jump, 
Swim, and Throw skills and all unarmed, melee and ranged weapon attacks and parries.  The Armor 
Points of ballistic armor defend against all attacks, and can only be degraded by area effect attacks.  
The Armor Points of ballistic armor are only half their Amor Points against knives and fists.  
Any impale roll against a vest automatically gets past ballistic armor and doesn't take a penalty.  Note 
that this armor is only good for what it covers, so hit locations to the limbs or head can negate its use. 

 Level I vests are practically non-existent, because better vests have been made that are just 
as light.  Still, they provide 6 Armor Points and are -0% to applicable skills.  These vests can be easily 
concealed underneath a jacket or coat, requiring Spot Hidden to notice. 

 Level II vests are the standard form of bulletproof vests used by police officers everywhere.  
They provide 8 Armor Points and are -5% to applicable skills.  Nowadays, some Level II vests are 
light enough to be concealable under a jacket or coat, also requiring Spot Hidden to notice. 

 Level III vests and suits are reinforced with hard plates that can stop rifle bullets.  They 
provide 10 Armor Points and are -10% to applicable skills.  They are not concealable. 

 Level IV suits are just like Level III armor but thicker, the kind used by bomb squads.  They 
provide 12 Armor Points and are -15% to applicable skills.  They are definitely not concealable unless 
you paint them white and go out dressed like the Michelin Tire Man for Halloween. 
  

Skill Training 

Skill Training 
Experience is often the best teacher, but it is not the only teacher available. Instruction in a skill from 
an experienced master can also increase a person's ability. Unfortunately, a certain instructor can be 
wrong for a particular student, no matter how good at the skill either one already is, and a student can 
actually lose some of his hard-won expertise by being exposed to an inappropriate instructor, even 
when the instructor has been very good for others. 
 
Procedure 
A character can learn through training by getting instruction from someone better at the skill than he is 
(usually a non-player-character, but not always). Each skill takes a different sort of teacher and costs 
different amounts of time to learn, and these individual amounts are described in the following 
chapters. High ability training can take a lot of time. 
 
Amount of Increase 
Because of the risky nature of instruction, a character will not necessarily improve through training. At 
the end of the training session indicated in the skill description, the player will make a roll for the 
character of 1D6-2. The maximum increase will be 4%, and there is a chance that he will learn nothing 
(2 - 2 = 0) or even lose some skill knowledge (1 - 2 = -1). The player does not need to make an 
experience roll first, as training will always allow an increase roll. 
 
Limits of Training 
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A player may want his character to train in some skills indefinitely, expecting the law of averages to 
bring him up over 100% eventually. In this way he can get better in relative safety, though it may be 
expensive in time and goods. 
To some extent, this is possible. However, most skills need field experience to achieve mastery. All 
but the various Lore skills have a training limit of 75%. 
 
Training Time 
The training time for a skill is hours equal to the character's percentile ability with the skill for learning 
1D6-2 percentiles more of a skill. Thus, time to learn increases as you know more, because the 
remaining material takes more time to study due to its difficulty. 
 

 
Agent Johnson is 32% in Spot Hidden. He goes to a teacher for instruction, and 32 hours of training 
later, he can gain a 1D6-2 percentile increase in his Spot Hidden skill.  

 
 
Time for Training 
Life in this world is a constant struggle, certainly for players in the Occult Underground. There is little 
time for instruction, as the instructors are busy helping their pupils survive. Thus, only 20 hours in any 
week are available for training. This may be split up among as many courses of instruction as the 
character can find to be instructed in, subject to the gamemaster's discretion. 
 
Cost 
Besides the time it takes, students must compensate the instructor for the time he takes with them. 

Characteristics Increase 
Another way in which a character may be improved is through increasing his characteristics. This can 
affect his various skills and generally better his chance of survival. However, as with any program 
which attempts to build up bodies through exercise, there are risks to be taken. 
POW can be increased through a form of experience; STR, CON, DEX, and APP through training. INT 
and SIZ cannot be increased at all, except through magical means. 
POW Gain Rolls 
When an adept's magic points have been matched against a target's magic points on the Resistance 
Table, the attacker's POW, the source of magic points, has a chance of altering. There is no alteration 
if the Resistance Table gave a 95% or better success chance, but any chance less than that allows a 
possibility of increase. 
 To determine if the POW has altered, subtract the current value of the characteristic from the adept's 
maximum possible rolled POW (18) plus his minimum rolled POW (3), (a total of 21). Multiply the 
result by 5 and try to roll that number or less on D100. If successful, add the result of a 1D3-1 roll to 
the character's current POW. This can result in no gain for the POW (1 - 1 = 0).  
   

 
 
Agent Johnson has a POW of 16. He needs to roll (21-16)X5=25% or less on D100.  

 
 
Characteristic Increase Through Training 
Some gamemasters may allow characters to train up their characteristics. Only four characteristics 
can be affected by training: STR, CON, DEX, and APP. 
 
Finding Instructors 
Anyone who has used Research (see below) to increase his characteristics can train someone else. 
Likewise, anyone who has been trained by another may train those who need training. However, no 
one may train anyone to increase his characteristics to more points than he has gained through 
research or training himself. 
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Agent Johnson has had his CON trained and it has increased by two points. He then trains Agent 
Smith, but he can only train Smith to increase his CON by two points. However, Smith cannot even 
increase that far, as shown below.  

 
 
Limits on Training Increase 
Increase through training for STR and CON is limited by the highest value of the character's STR, 
CON, or SIZ. If the highest value of the three is a SIZ of 14, for instance, then neither STR nor CON 
can be increased past that number through training. 
 

 
Agent Smith has a SIZ of 9, a CON of 12 and a STR of 13. Since his SIZ is the lowest characteristic of 
the three, it has no effect on training his CON and STR. His STR, of course, cannot be raised, but his 
CON can be raised one point to equal his STR.  

 
 
Increase through training for DEX and APP is limited to half again the character's original 
characteristics, rounding all fractions up. 
 

 
Agent Smith has a DEX of 15 and an APP of 17. He can increase his DEX up to 23 through training 
since half of 15 rounded up is 8. He can increase his APP to 26 through training.  

 
 
Methods of Increase Through Training 
When allowed, a character may attempt to train up his characteristics. At the end of a training period, 
the player rolls 1D3-1. The result is added to the characteristic which was being trained. 
 

 
Agent Smith, getting increased DEX training from Agent Johnson, rolls a 1 on D3 (1 - 1 = 0). This 
means he does not gain any DEX.  

 
 
Time Needed 
Training to increase a characteristic takes a number of hours based on the current characteristic 
points, just as training a skill depends on the current skill percentile. In this case, the number of hours 
is based on the current characteristic multiplied by 5. Cost in hours is always based on the current 
value of the characteristic. 
 
The Trainer 
Only player-characters who have increased characteristics though training may train other player-
characters to increase their characteristics. Thus, initially, a player-character must go to a non-player-
character to receive characteristic increase training. A character may only increase another's 
characteristic by the amount his original characteristic increased. 
 

 
Agent Smith wants to help Agent Gemler increase his DEX. Gemler's DEX is 13. After much 
application, Smith's DEX has been raised to 16, having gained one point over his original total of 15. 
Because his DEX has been increased through training, he can train Gemler, but he can only increase 
Gemler's DEX by one point, since his own training has increased his DEX by only one point, from 15 
to 16, after one false start.  

 
 

Research 
Any skill or characteristic which can be increased through training can be increased through research. 
Research is a process of self-help. Some form of research is possible for any trainable skill or 
characteristic. 
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Time for Research 
Research takes exactly the same time to accomplish as training, one hour for each percentage point 
of experience the character has. 
 
 
 
Successful Research 
Because a character does not have a source of instruction during research, his player must make an 
experience roll, just as he would if the character was learning from experience, after the minimum time 
period for the research. For increasing a characteristic, multiply the characteristic times 5 to find the 
needed roll. The roll result must be above this number of D100, with the usual benefit for experience 
bonus. 
 
If the research is successful, meaning that the character actually found something new and different to 
increase his skill or characteristic with, a standard training increase roll of 1D6-2 (or 1D3-1 for a 
characteristic increase) is attempted and the result is added to the skill or characteristic There is still a 
chance for decrease in skill because the new information or practice might provide misinformation or 
bad habits. As with training, the maximum to which any skill can be raised through research is 75%. 
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 SANITY: EFFECTS AND DESCRIPTIONS 

 
Effects of sanity loss 
 
1 point loss: Discomfort, slight confusion, dislike.  
2 point loss: Fright, confusion, disgust.  
3 point loss: Panic, disorientation, loathing.  
4 point loss: Nausea, stupefaction, utter hatred.  
5 point loss: Temporary insanity as per standard rules.  
1/5 current Sanity: Indefinite insanity as per standard rules.  
 
 
Temporary insanity in hostile situations 
 
When an agent goes temporarily insane while he is in a hostile situation he reacts in one of four ways: 
 
Dice result (1D10)  Effect 
1-4 Flees! A fleeing agent is panicked and moves as fast as possible 

away from the thing or event that caused the panic. If unable to flee, 
he freezes as below. The fleeing character can defend himself as 
normal, but cannot attack. 

5-6 Freezes! A character who freezes in the face of horror cannot move or 
act. He is considered prone. The character automatically unfreezes if 
struck, injured or even touched by anything. The character may make 
a POWx3 roll to unfreeze if someone shouts at him or otherwise tries 
to snap him out of the momentary stupor. When the character 
unfreezes, he may act normally thereafter. 

7-9 Fights! The agent runs in a frenzy towards the psychological event that drove 
him mad and engages it in close combat, unheeding his own safety or those 
of others.  

10 Suicide! The character sees no way out and prefers suicide to living with the 
knowledge of the psychological event that drove him mad. He tries to kill 
himself the easiest or fastest way possible. If he survives this attempt at 
suicide he becomes paralyzed. 

 
Roll a D10 to determine the duration of the temporary insanity. When an agent loses 5 or more 
insanity and goes temporarily insane, it is easiest to use the single-digit dice of the sanity roll to 
determine the result.  
 
A character with the ‘Mental Resolve’ edge may make a POWx3 roll to roll again on the table. 
 
 
The Panic roll 
 
A Panic Roll is required when the character is suddenly confronted by immediate danger. The danger 
does not have to be supernatural, but must be a threat right now. Immediacy is the essence of panic. 
 
When a character makes a Panic roll he needs to roll his POWx5 or below. If the character fails the 
Panic Roll roll on the ‘Temporary insanity in hostile situations’ table above but reroll a result of 10 . 
 
Sample Panic Rolls: 
The character hears a gunshot 
A car drives straight towards the character 
A figure suddenly looms out of a dark alleyway 
The character takes 10 or more points of damage in one round 
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The character is suddenly attacked by a knife-wielding maniac 
The character is trapped in a burning building 
Someone shoots at the character 
A large explosion happens near the character 
The character finds himself caught in a crossfire 
The character is chased by a hideous monster 
The character is chased through a dark maze by an even more hideous monster 
 
 
Facing One’s Fears 
 
A character who has already encountered a particular horror before may declare that he is facing his 
fear before encountering it again. Choosing to Face One’s Fears is a full-round action. The character 
loses 1d4 sanity points, but also gains a +10 bonus to the first Sanity roll caused by the monster or 
situation. 
 
 
Sublimation 

Sanity can be increased through game rewards, psychiatric treatment, and sublimation.  Sublimation 
is any obsessive activity that the character uses to mentally distance themselves from the events and 
knowledge harming their sanity.  This activity can be anything from addictive behavior like hard 
drinking, casual sex, or gambling to simply compulsive behavior like frequent hand-washing or always 
wearing the same color tie.  Nevertheless, the activity must always be obsessive. 

Engaging in sublimation increases Sanity by 4d4 points.  The benefit is Sanity is one-time only but the 
character can choose multiple sublimation activities.  So engaging in a drunken weekend can add 
4d4 to SAN, but following it up with another bout of drinking next weekend does nothing for SAN, and 
never will ever again. 

While sublimation cannot be repeated, the obsessive behavior certainly will be.  The character is now 
addicted to that behavior, and will continue to engage in it as the player sees fit.   

The character can only wean themselves off their obsession through a grueling recovery process that 
takes a toll on their Sanity, losing half as many SAN points as they gained when they first started the 
behavior.  This means that the more reassuring the behavior, the more addictive it has become. 

Sample obsessive activities: 
Addiction, mild: The character needs a fix or a drink regularly, and can go a maximum number of 
days equal to his CON/3 before entering withdrawal. He suffers a −10% penalty to his skill checks 
while under the affects of his particular poison. When in withdrawal, the character must make a 
POWx3 each day to be able to function. If the Roll fails, the character has a -20% penalty to all his 
skills until a new fix is gained and will suffer periods of nausea. 
Addiction, severe: As mild addiction, but the character needs a daily dose of whatever he is addicted 
to. He can go a maximum number of days equal to his CON/5 before entering withdrawal.  
Amnesia: The character blocks out the memories of whatever caused the trauma. The character must 
make a INTx3 to recall any memories. The character automatically loses 1D4 sanity points as the 
repressed memories flood back if he encounters the source of his amnesia again. 
Depression: The character loses hope for the future, or ceases to attach emotional importance to 
certain aspects of life. He must make a POWx3 roll to motivate himself each day, otherwise he will 
stay in his home. If dragged out, he suffers a −10% penalty to all attack rolls and skill checks. Oddly, 
the morale penalty does not apply to Sanity rolls. The character simply does not care enough to be 
particularly bothered. 
Obsession: The character becomes obsessed with something, investing strong emotional bonds in it 
or gaining a sense of security from possessing it. The object of the obsession could be a sentimental 
trinket of some kind, or it could be something the character insists can protect or shield them from 
danger (such as a crucifix or good luck charm). The character must keep the object of her obsession 
with her at all times. She frequently checks to see if the item is on her person, and absent-mindedly 
fondles the item in times of stress. If the item is removed from the character, she becomes frantic and 
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suffers a −10% penalty to all attack rolls and skill checks until the object is returned or the disorder is 
removed. 
Obsessive-Compulsive Disorder: The character develops a set of rituals and nervous responses that 
he must perform. This unsettles people around him, giving the character a −10% penalty to all 
Appearance-based checks. If the character is prevented from performing his rituals, he suffers a 
−15% penalty to all his skill checks. 
Sociopathy (can be taken multiple times): A dangerous disability, a character who becomes 
sociopathic slowly loses the emotional capacity to connect with anything he experiences or is 
involved in. The character suffers 2 points of permanent Appearance drain each times he chooses 
this sublimation activity as his emotions deaden and he stops caring about the world around him. A 
character who’s Appearance drops to less than 6 becomes an incurable sociopath and the character 
is taken over by the Keeper.  
 
Sanity Descriptions 
 
You begin to grow restless as you loses Sanity. You won't understand what's wrong, but you won't be 
able to keep still, fidgeting non-stop. Temporary insanity causes you to babble incoherently with 
terror. Indefinite insanity leaves you with amnesia, unable to understand how you came to be where 
you are. At zero Sanity, you are overcome by a suicidal mania, taking your life by either crashing a 
car or throwing yourself of the roof of a building. 
 
NOT FOR CELL LEADER 
You become more irritable as you lose Sanity, but reserve your ire for your superior(s), since 
superior(s) got you into this mess. If temporarily insane, you suffer hysterical outbursts of anger 
directed at your superior(s), berating their incompetence, dishonesty, and sloth. If indefinitely insane, 
you become convinced that A cell and your cell leader are somehow the events and that steps must 
be taken to stop them. At zero Sanity, you attempt to murder any superior you see. When you run out 
of superiors, everyone starts to look like a superior. 
 
As you lose Sanity, you suffer from an inability to focus. You become especially distracted in the 
presence of any smokers, or by open flames, seemingly becoming stupefied by the fire until it is 
extinguished. Temporary insanity causes you to obsessively insist that fire is the only way to deal 
with the problems. You attempt to obtain or create Molotov cocktails or other incendiary weapons. 
Indefinite insanity results in pyromania, which manifests in a conviction to burn everything to the 
ground. Once your Sanity has reached zero, you try to commit suicide by immolating yourself. 
 
As your Sanity slips, you become angry over the slightest confrontations, snapping and cursing even 
at superiors. You become more enraged if put on report for bad behavior. If temporarily insane, you 
single-mindedly attack the (apparent) cause of your Sanity loss, ignoring the safety of others. If 
indefinitely insane, you become incoherent, unable to communicate with anyone. Any loss of Sanity 
thereafter provokes a violent reaction. At zero Sanity, you are just a rabid dog, uncommunicative and 
homicidal. 
 
As your Sanity drains away you become preoccupied with your appearance. You continuously check 
your eyes, gums, and complexion, convinced that you look sick. Temporary insanity results in 
panicked flight. Indefinite insanity brings hallucinations that your skin, particularly your face, is 
peeling and flaking off, causing you to seek first aid. Permanent insanity causes you to believe that 
you have withered away like a corpse. In such a state, you become intensely phobic about letting 
people see you, fleeing scrutiny and hiding your face. 
 
Initial Sanity loss causes you to become paranoid about some (imaginary) missing items. You get the 
unreasonable idea that strangers or friendlies connected with your cell are here to investigate you. 
Temporary insanity results in paranoia; you suspect all around you of being part of the current threat. 
Indefinite insanity causes you to become obsessed with burning down the building or surroundings 
to cover up any mistakes you might have made. You will slip away from the group to accomplish this, if 
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able. Later, you begin to worry that someone knows about mistakes you made in the past, and you will 
take similar steps to cover the tracks of that mistake. At zero Sanity, you believe that your cell 
members are here to rub you out, and that you have got to kill them first. 
 
As you lose Sanity, you become more and more arrogant, prone to open insubordination of your 
superiors and condescension of your cohorts. If suffering from temporary insanity, you throw a fit, 
raging against the stupidity and incompetence of all around you and accusing everyone else of getting 
you into this mess. If indefinitely insane, you disconnect from whatever is happening around you, 
wandering away and babbling all about the idiots in your life. At zero Sanity, you become stupefied, 
curling up like a fetus, totally unresponsive to the world. 
 
 
FEMALE ONLY 
After your first Sanity loss, you become easily offended by any contact with men. You perceive verbal 
exchanges as come-ons and physical contact as unwanted advances. All this (perceived) attention 
makes you very anxious. Temporary insanity causes you to flee in panic, looking for a safe place to 
hide. If indefinitely insane, you become phobic about any physical contact with others. As your 
Sanity slips toward zero, you become horrified by any physical contact with anything: people, clothes, 
the floor, water, and even your own skin. 
 
Sanity loss causes you to become more and more jumpy (particularly in the dark) as you begin to feel 
afraid for no explainable reason. Temporary insanity results in hallucinations that provoke 
thoughtless panic. If armed, you may fire at any movement. Indefinite insanity causes you to believe 
that the darkness is closing in on you; you attack or flee from nearby shadows. At zero Sanity, you 
become catatonic with fear whenever in the absence of light. 
 
As your Sanity erodes, you become more aggressive and short-tempered, likely to start  or join any 
fight that might break out. Temporary insanity causes you to faint dead away following a short 
screaming fit. If indefinitely insane, you instigates violent and lasvicious attacks on females. At zero 
Sanity, a naked you stalks and attacks anyone you encounters. 
 
You begin to feel uncomfortable and irritated for no explainable reason as you begin to lose Sanity. If 
you go temporarily insane, you become catatonic for about 10 minutes. Once you snap out of it, you 
deny that it ever happened. If you become indefinitely insane, you become enraged at the PC of the 
player sitting to the right of you, attempting to beat the person to death for no other reason than he 
"always hated his/her face". If reduced to zero Sanity, you fall into a near catatonic stupor, engaging 
in clumsy acts of self-mutilation unless restrained. 
 
 CELL LEADER ONLY 
Your early Sanity loss manifests as paranoia about your authority being undermined. You react angrily 
to any questioning of your decisions, becoming even more a martinet than usual. Temporary Sanity 
loss causes you to deny anything unusual is going on. Contradictions will be met with hysterical 
accusations of insubordination. With higher or indefinite Sanity loss, you become convinced that your 
cell members are mutinying. You arm yourself with weapons and attempt to kill the mutineers. 
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 EDGES AND HINDRANCES 
 

= typically suited for DG agents 
F = typically suited for DG friendlies 
 
 
Edges 

Combat Edges 
Double Shot:  2 shots at once, same target, point blank range only, Shooting –20% per shot. Cost: 20 
skill points 
Improved Double Shot: Requirements: Double Shot. as Double Shot, but no –20% modifier. Cost: 20 
skill points 
Quick Draw: Roll under DEX x 2 to draw and shoot pistol in Shooting phase melee round. Cost: 20 
skill points 
Enclosed Area training:  +20% Hide and +10% Parry in enclosed areas (tunnels, houses); foes 
subtract 10% from ranged attacks. Cost: 20 skill points 
Close Fighting:  Parry +10% in hand-to-hand combat. Cost: 5 skill points 
Improved Close Fighting: Requirements: Close Fighting. Fist/Punch +10%, Parry +10% vs weapons 
dagger-sized. Cost: 10 skill points 
Dirty Fighter:  Extra 1D4 damage bonus in melee. Cost: 15 skill points 
Eagle Eyes:  Double the distance for point blank range. Cost: 20 skill points 
 

Background Edges 
Brave:  +10 San for Sanity checks. Cost: 15 skill points 

Renown:  +20% Credit Rating with those who've heard of the character (specify). Cost: 10 skill points 
Natural Swimmer:  +20% to Swim; +1 yard swimming Pace; holds breath +50% Con tests Resistance 
Table. Cost: 10 skill points 
Contacts: The character knows important people in a specific field of expertise (specify). Cost: 15 skill 
points 

Influence: The Contacts Edge is about who the character knows; Influence is about who knows--
and fears and respects--the character. This can represent the character’s high standing in an 
organization, people who owe the character favors, or any situation that gives the character a little 
weight to throw around. The character’s Influence is rooted in a specific social sphere or set of 
circumstances (the character is a police detective, lieutenant governor, district manager for an Oil 
Company, etc.) and the character have to decide where the character’s influence lies when the 
character take the Edge. In situations where the player can bring the character’s Influence to bear, the 
character gain a +10% to +30% Credit Rating bonus. The exact bonus is up to the Keeper and 
depends on just how much influence the character have in the situation. 
So let's say the player’s character, a special agent for the FBI, is digging into a forty year old murder. 
He gets a +30% Credit Rating bonus when he calls down to records and tries to persuade the hostile, 
overworked clerk to find and pull the files for him. But when he calls Sheriff Redneck in Lower Podunk 
to get the old lady's body exhumed, he gets only a +10% or +20% bonus--his influence is still worth 
something, but law enforcement officers are notoriously territorial. Cost: 15 skill points 
Alert:  +15% Spot Hidden; +2 Dex vs surprise. Cost: 10 skill points 
Brawny:  +1 Con and +1 to Damage rolls. Cost: 15 skill points 
Fearless:  May reroll once per session a Sanity roll. Cost: 15 skill points 
F Linguist: EDU x 3 chance to communicate and recognize languages similar to those he already 
speaks. On an Idea roll at –20%, he can understand or be understood when discussing simple 
subjects after only a few minutes exposure to the language. Cost: 15 skill points 

F Occultist: Requirements: INT 12 or higher, Occult 35% or higher, History 20% or higher, R/W 
foreign language 20% or higher. An occultist devotes his life -- or at least his leisure time -- to studying 
the occult. He is familiar with many of the traditions of occultism and is likely to have heard of or be 
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able to research many different aspects of occultism. He is given +20% to all Occult rolls, and to any 
Idea or Knowledge rolls with occult implications. Cost: 15 skill points 

Hardened: Requirements: Current Sanity lower than 50, one phobia at power 12 or higher (e.g. 
psychopathic disorder). The character has had too much combat experience and are therefore a few 
bullets short of a full clip. Anyway you slice it, the character has already been through worse than 
anything he’s seen in combat. Add +2 to Con rolls and reroll Sanity rolls versus dead bodies, 
mutilation, stench of death, killing people etc. (not versus the preternatural). Cost: 10 skill points 
Inspiring Voice: Characters with this Quality have commanding, attention-grabbing voices that inspire 
others, and lend them a ring of authority. This Quality grants the character a +20% bonus to any 
Social Tasks or Tests to command, inspire, or lead others. Cost: 20 skill points 

Mental resolve: The character may make a POWx3 roll to roll again on the ‘temporarily insane in a 
hostile situation’ table. 
 

Weird Edges 

Weird Edge - Dream: Every other in-game night roll under POW.  If successful the character has had 
a precognition. Roll a D100 and write down the result. The character may switch this result with any 
dice result rolled in the next 12 hours after the character woke up, but after that time the effect 
disappears. Cost: 10 Sanity points  
F Library: If the character has access to his library, the character gets +20% on Investigation and 
Knowledge related rolls. Depending on the nature of the library, the character might be able to take all 
or some of it with the character (packing a few books into the trunk of the his car or the back of the 
character’s van, downloading a database to his laptop). However, if the character divide his library, it 
provides only a +10% bonus. Likewise, if the character’s library is damaged but not destroyed (by a 
fire, explosion, shootout, plumbing leak, or some other such disaster to which agents are prone) the 
character’s Library bonus drops to +10%. The character doesn't have to buy the Edge again to raise 
the bonus back to +20%, but the character does have to spend a little time and energy (how much is 
up to the Keeper) rebuilding the character’s collection, files, or whatever. Cost: 15 skill points, Weird 
Edge (Occult Library): 10 Sanity points 
 

 F Mentor: A mentor is a very special kind of contact. A mentor can provide information, education, 
and support. He can also provide cryptic plot hooks and be a general source of irritation or outright 
danger. The character should work with Keeper to design an appropriate mentor. If the character 
wants to be anal about it, the player can build the character’s mentor like an experienced PC, statting 
him out with starting points, then levelling him up with 100 extra skillpoints. If a DG agent takes this 
Weird Edge the mentor can either be a high-ranking official in his alphabet soup agency or an 
experienced (ex)DG agent. Cost: 15 skill points, Weird Edge (Occult Mentor): 10 Sanity points 
 
 
Hindrances 
 
Ailin' (Major):  -2 Con vs Con tests. Bleeds an additional hitpoint when reduced to below 0 hitpoints. 
Add: 15 skill points 
Bad Hearing:  -40% Listen (Minor). Add: 15 skill points 
Bad Eyesight (correctable with glasses): Without glasses the character has -20% to combat skills and 
Spot Hidden to see something more than 5 feet away. Add: 10 skill points 
Weak-Willed:  Roll under INTx2 or give away character secrets and party plans when asked forcefully. 
Add: 10 skill points 
Heavy Sleeper:  -40% Idea to wake and roll under CONx2 to stay up late / not fall asleep on watch. 
Add: 10 skill points 
Lying Eyes:  Others get +40% to Psychology to see if character is lying. Add: 10 skill points 

Nightmares:  Every other in-game night roll under Current Sanity or lose 1 San. Add: 15 skill 
points 

Thin Skinned:  All wounds to character are increased by 1. Add: 15 skill points 
Arrogant:  must search out and dominate / humiliate most dangerous opponent in combat. Add: 10 
skill points 
Squeamish:  -10 SAN when making Sanity tests. Add: 15 skill points 
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Code of Honor: The character keeps his word and acts like a gentleman. Add: 15 skill points 
Loyal: The character tries to never betray or disappoint his friends (family, colleagues, cell 

members) Add: 10 skill points 
Vow: The character has made a pledge to himself, a group (DG), a deity, or a religion. Add: 10 

skill points 
Emotional Problems (Compulsive): The character feels compelled to do something on a constant basis, 
finding it difficult not to do so, even when they do not necessarily need to, or have more pressing 
matters to attend to. The character must pass a POWx3 Test when trying to resist their compulsion, 
inflicted at the Keeper's discretion. The cost of the Compulsion depends on how difficult  
it can make things for the character. Compulsive cleanliness or gambling may only be worth 10 skill 
points, compulsive lying or stealing, 20 skill points, and so on. 
Emotional Problems (Flashbacks): In situations of great stress, or prompted by appropriate stimuli, the  
character has a 20% chance of experiencing flashbacks, reliving a past traumatic event in their heads 
for D10 Turns. While experiencing these flashbacks, the character is generally incapable of action, but 
may make a POWx3 test each Turn to snap back to reality. Additionally, strong stimuli, such as violent 
shaking, pain, loud noises, a friend's yelling, etc. may snap the character out of their flashback with a 
POWx1 test. Of course, it is often such stimuli that caused the flashback in the beginning. Add 30 skill 
points 
Emotional Problems (Phobia): Characters with this Drawback suffer from an unreasoning fear of 
something, beyond any normal capacity it might have to cause fear, if indeed it is frightening at all. 
When faced with the object of their phobia, the character must make a POWx3 test, or suffer a -10% 
penalty on all their actions for 2 Turns. The phobia should be roleplayed, and its cost depends on how 
common the subject of the phobia is, and how much it could impede the character's life. A minor 
phobia, such as fear of the number 13, would only be worth 10 skill points; a common phobia, such as 
heights, arachnids, etc. is worth 20 skill points; a phobia of blood, enclosed spaces, or fire might be 
worth 30 skill points; a phobia of darkness, or open spaces, might be worth 40 skill points.  
Indebted: This Drawback indicates that the character owes someone something, and will be called 
upon to repay that debt sometime, bit by bit, or all at once. The value of this Drawback depends on 
what the character owes, and to whom. For example, owing a local loan shark $5,000 if the character 
has no income, might be worth 20 skill points, whereas owing a malevolent Demon your life  
might be worth 100 skill points. If the character fails to repay her debt, the individual owed attempts to 
gain recompense by one means or another. Even if the debt is repaid (at least in the mind of the 
character), the lender may seek to extract more . . . 
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 COMMUNICATIONS 
 
Everything you need to know about communications within the Delta Green organization.  
 
Email 
 
Email is the primary means of communications between agents and friendlies in Delta Green. When 
an agent needs to contact agents outside their cell, they send an email with the code name of that 
agent in the address of the message. The email is routed through multiple anonymous computer 
servers and automatically encrypted with PGP, which is currently unbreakable against known human 
methods (although this may soon change after recent advances in quantum computing). A PGP key is 
required to be kept on the computer involved, so all email communication is done over DELTA 
GREEN-enabled notebook computers that are rigged to efficiently destroy both the key and all records 
of email communication should the computer be compromised. The other danger is that the servers 
themselves will be physically compromised, so the locations of these servers are a closely- guarded 
secret of A-Cell and no one agent or friendly knows the locations of all the servers. This means that 
the system can still operate even if some of the servers are compromised. 
 
Phone 
 
While email is used for most communications between cells, the telephone is still the most common 
means of intercell communication. Telephone communications are not as secure as Delta Green's 
email system, as they are more susceptible to surveillance devices. Still, telephone contact is more 
practical for coordinating operations and is sometimes the only contact possible in remote locations, 
where internet access is impossible but satellite phones like those used in the Globalstar. 
 
Each Delta Green agent and friendly are issued at least one pre-paid phone card with unlimited calling 
time. These cards come in a variety of different brands like GetInTouch, WizardPhone, StepItService, 
and FullCall; but, in fact, all the cards are issued by a single company, Remote Data Incorporated. The 
cards are sold through non-franchise convenience stores to immigrant populations on the east and 
west coast of the United States. Remote Data deals with other companies to manufacture and 
distribute the cards, and they have no contact with these companies except by phone. Based in the 
Cayman Islands, Remote Data is outside the jurisdiction of American law enforcement, and its 
financial and ownership information is not available the public. All attempts to access the records of 
Remote Data are rebuffed with the utmost courtesy, and even if their offices were compromised in 
some way, the company keeps no records of its telephone transactions. To the outside world, Remote 
Data is simply another company dealing in the sale of pre-paid phone cards to immigrants, and that 
does account 99% of their business. 
 
The other 1% are phone communications between Delta Green personnel. Along with their phone card, 
every agent and friendly are given a phone number for the primary contact in their cell and another 
number with which to contact A-Cell in an emergency. The primary contacts in each cell also have 
numbers for the primary contact of the cells above and below them (ie. Agent FRED has phone 
numbers for Agents ERNIE and GERTRUDE). Every individual has a different set of numbers, and 
they will only work when used with that individual's card(s). 
 
Agents dial the 1-800 number of their card, type in the card's code number, type in a non-existent area 
code, and dial either the local number for communicating with friendlies or type the code name of the 
desired agent into the telephone keypad. The connection is then sent through an automated central 
telephone router where it is automatically encrypted and swept for most types of listening devices. Any 
irregularity results in the standard recorded error message that states the call cannot be completed as 
dialed. Records of the user's call only show the 1-800 number to Remote Data. 
 
The telephone routers exist in a rented warehouse in New Jersey, owned and operated by a local 
organized crime family that has a vested interest in keeping the warehouse secure. Law enforcement 
has come close to raiding the location of the routers before due to criminal activity taking place there 
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unrelated to Remote Data operations, but A-Cell's contacts in the FBI Organized Crime Task Force 
has consistently tipped them off and the routers have always been moved in time. 
 
Snailmail 
 
While email and phone communications suffice for most situations, there are times physical data and 
evidence has to be shared between Delta Green cells. It should also be remembered that even 
satellite phones with global coverage still lack connection in certain regions like sub-Saharan Africa, 
the Arctic, and Antarctica. The mail is sometimes the only alternative. 
 
The most common use for mail communications is the distribution of Green Box keys. The procedure 
is to inform the primary contact in a cell of the location of the Green Box through email or phone 
communications, and either FedEx them the key or leave the key in an airport or railway locker with a 
combination lock. This way, even if the mail is intercepted, it will still be difficult if not impossible to 
determine the location of the Green Box. 
 
Files, evidence, and other physical information can also be distributed through the mail between cells, 
but this is extremely dangerous, as the mail can always be intercepted and the information lost. 
Whenever possible, such items are either delivered in person by a Delta Green agent acting as courier 
or left in a Green Box as a form of dead letter drop. 
 
Internet 
 
Delta Green has also set up a system to pass information over the web (here defined as WWW or 
FTP), but at the moment it is strictly used when other channels will not suffice. The system is mostly 
used to distribute advisories to all cell members. It is also sometimes used to invite a cell to a Night at 
the Opera, giving them directions where they can access more information on the case. Very rarely 
will the system be used to send files to agents and only in those situations where mail interception 
cannot be risked. Attempts have been made to scan tomes into electronic files and temporarily put 
them on a Delta Green web server for retrieval by approved agents, with middling results. 
 
Most of the web servers hosting the Delta Green network used to be physically located in Scandinavia 
(Finland in particular), but due to recent crackdowns, the servers are now distributed worldwide. No 
one server is used for very long by Delta Green, and though the general access system remains in 
place, virtually all files located on the network are one-use, that is available to be downloaded only 
once, hopefully by the agent intended to retrieve the files. Even the indefinite advisories uploaded to a 
server are wiped clean after a month of use, which is usually when Delta Green moves the network to 
another server. All servers are completely destroyed after one year in service, to prevent any remnant 
of data from lingering. Most of the servers are either manned by Delta Green agents in computer 
security occupations (ie. NSA)or are members of Delta Green "Tiger Teams" (p.60, Delta Green) who 
routinely test the security of non-operational servers in the network (filled with dummy files) and the 
encryption of the files (none of the Tiger Teams has access to view the files themselves). So far, none 
of the "Tiger Teams" have been able to break the security of either the servers or the files, though they 
bear eternal hope. 
 
DELTA GREEN-Enabled Notebook Computer 
 
Access to the Delta Green network is granted passively through newsgroup downloads made by the 
newsreader program on a DELTA GREEN-enabled notebook computer. On at least a weekly basis, 
the principal contact of a cell routinely downloads the headers of a newsgroup in the 
alt.binaries.pictures.erotica range based on the month in reverse alphabetical order (for example, 
a.b.p.e.lesbians for September, a.b.p.e.legs for October, a.b.p.e.latino for November, and so on). Any 
posts made by an user with initial DG (ie. Dan Greer, Darlene Gonzalez, etc.) are automatically 
retrieved by the newsreader and scanned for PGP-encrypted text stenographically inserted into the 
pornographic images (which are authentic). The PGP key is the same one used by the agent to read 
their email, so it is particular to them and can only be decrypted using their DG-enabled notebook 
computer. The text gives the address and password required to log onto the Delta Green network and 
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retrieve whatever files are waiting for them. The passwords are almost always one-use, requiring the 
agent to download and decrypt another password for each access. 
 
The DG-enabled notebook computer is not required to retrieve the stenographically-inserted text from 
the pornographic images and can be done from any newsgroup reader. The software on the DG-
enabled computer does make the process easier and quicker, especially for the layman. It also does 
not require the user to actually view the pornographic images, a feature implemented after the 
complaints of several female Delta Green personnel. There are standing passwords on each DG-
enabled notebook computer that are required to gain access to the Delta Green network, so actually 
accessing the network does require a DG-enabled computer. Each of these passwords is particular to 
every agent (or rather to each DG-enabled notebook computer assigned to that agent, as it is easy for 
another agent in a cell to take control of the computer if the principal contact agent is neutralized), so 
any attempt to access the Delta Green network from a non-DG-enabled computer initiates defensive 
countermeasures (see below), even if the network password is correct. 
 
Within each cell, the agent assigned as the primary contact is supplied with a DELTA GREEN-enabled 
notebook computer. These computers are regularly destroyed and replaced with a new model, so the 
computers remain current with recent technology and have the highest amounts of memory and 
processor speed available in consumer electronics. The latest model has two PCMCIA card slots, a 
DVD-ROM (to be replaced with DVD-RW when available), an internal modem, Ethernet card, a 100MB 
zip disk drive, and an IR port. The computers are supplied with two extra batteries. The computers are 
built on IBM, Dell, and Compaq chassis, but are ultimately similar in appearance and function. 
 
Within the computer, there exist two hard drives and two BIOS chips. One hard drive is used to run 
Windows 98 (new models are being developed to run Windows XP), because the vast majority of 
Delta Green agents are only casual computer users and are most familiar with the Windows 
environment. The software package includes office, graphic, and antivirus programs, as well as 
whatever law enforcement software the agent may be privy to in their regular job. 
 
The other drive runs what has come to be known as the Delta Green Operating System (DGOS), 
though there is no permanent documentation within the system that provides a name or references 
"Delta Green" in anyway. The only purpose of DGOS at this time is to provide a connection to the 
Delta Green Network (see Web Communications). This does not require a great deal of system 
resources, so very little is devoted to DGOS. FDISK reports the second hard drive as unformatted, 
which is useless if someone knows there is data on the disk but can avert attention during a cursory 
search. 
 
To initiate DGOS, the user inserts a flash memory card into one of PCMCIA slots (the agent is 
encouraged to keep this card in a protective liner in their wallet). They then boot the second drive by 
hitting the CTRL-ALT command during startup, and be prompted with a password. Rather than a 
password, the user must type in at least six characters (any six characters) and hit Enter in the next 
five seconds or the computer will initiate the self-destruct sequence. This sequence will also be 
initiated if the computer is not shut down properly or the case is opened in any way. 
 
The computer self-destructs through a powerful electromagnet with its own battery fitted over the 
DGOS hard drive. When security is compromised, the magnet is activated, wiping the DGOS hard 
drive. Older models had a thermite charge fitted to the DGOS hard drive until an incident where an 
agent was nearly compromised and indicted with terrorism during a routine airport security check. The 
Windows 98 drive, which is sealed from the magnet, continues to function properly even after security 
is compromised. 
 
Besides its security system, the DGOS consists of an email program and web browser for maintaining 
DG communications. The peripheral devices (disk drives, IR port) will not function within DGOS, nor 
will any serial or parallel port connection besides the modem and Ethernet card. A record of all emails 
sent is transmitted automatically to Tiger Teams, who monitor email traffic from DG-enabled notebook 
computers to addresses outside the Delta Green network. A similar record of web browsing is also 
sent, so users cannot cut-&-paste material into web-based email like Yahoo or Hotmail without the 
Tiger Team alerting A-Cell about this. Agents are firmly instructed to limit their email and web browsing 
on DGOS to the Delta Green network. 
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Files downloaded from the Delta Green network are tagged as either save or read-only files. Files that 
can be saved are allowed to be stored on the hard drive, while read-only files remain on the flash 
memory card, which is wiped with the end of every DGOS session. This information is further 
protected through the use of TEMPEST standard components. 
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 CLOUT 
 
Can Feds tamper with evidence in State police lockups? How much information are they cleared for 
with regard to satellite information? How about foreign travel to destroy a world-wide cult? 
Can Feds tamper with evidence in State police lockups? 
 
Not legally. Neither can the local police, for that matter, though it certainly does happen on (hopefully 
rare) occasion. If the evidence pertains to a federal investigation, federal agents may have access to it 
for the purpose of conducting tests or examinations or whatever, but the scope of such activity will be 
circumscribed so as to protect the evidence for eventual use at trial. The importance of maintaining the 
"chain of custody" is drilled into police investigators at every level, though certain representatives of 
the LAPD seemed to forget the rules, with very public consequences, a few years back. (Hint: if you 
find a bloodily murdered corpse and your techs have not yet inspected it, DON'T COVER IT WITH A 
BLANKET!) 
 
Criminal evidence lockers tend to be fairly isolated in police stations, but not always. I was at the 
NYPD evidence labs for a tour a few years ago, and the labs were overfilled from a recent massive 
bust so there were shrink-wrapped blocks of marijuana piled four feet high in the hallway. Only police 
personnel could get access to the halls, of course, but federal agents could easily get in as long as 
they say they are pursuing some legitimate investigation, and it's conceivable that important evidence 
could be easily accessible once you are inside the building proper and as long as you are wearing a 
name tag that says "I belong here".  
 
Note, by the way, that in the U.S. federal agents can NOT boss state or local agents around except 
under very specific circumstances; consider them parallel organizations, each with its own jurisdiction 
and authority. Of course, when an investigation involves multiple agencies (kidnapping, for instance), a 
federal agency may be designated the "lead" agency for that investigation, in which case its officers 
may direct the activities of the state and local police. But that's not an automatic thing, and the state 
and local police sometimes don't particularly care to be directed by the feds. 
 
How much information are they cleared for with regard to satellite information etc? 
 
Federal law enforcement officers will probably not have easy access to satellite imagery, though I 
could conceive of a well-connected official placing calls to get weather or commercial satellite images; 
military or intelligence satellite imagery, under the purview of the NRO, may be much more impossible 
to obtain. As described in DG, federal law enforcement officers have a totally different set of 
"Secret/Top Secret" clearances and regulations than intelligence or military personnel. 
 
How about foreign travel to destroy a world-wide cult? 
 
Some federal agencies conduct foreign travel all the time: the CIA and the State Department, 
obviously, and some in the Departments of Justice and Treasury. The DEA and the Customs Service 
are most likely to be traveling abroad. The FBI traditionally has traveled infrequently (WW2-era 
operations in Latin America notwithstanding), because their mandate allows only domestic operations. 
An FBI "legat" (legal attaché) can be found in your larger US embassies. But in recent years FBI 
agents have gone abroad much more often as advisors, particularly to the former Soviet Union. The 
U.S. Marshals service are the official Interpol liaison for the United States, and they are charged with 
transporting international fugitives back to the US; recently the Marshals brought one of the World 
Trade Center bombers back after CIA and FBI and local agents captured him in Egypt. But as you can 
see, federal law enforcement agencies have tight restrictions on their international operations. Delta 
Green agents from the FBI or other law enforcement agencies would be better served to obtain a 
military or CIA or State Department cover. 
 
And will Delta Green give them experimental weapons, or bail them out of jail? 
 
This is definitely a "Case Officers preference" question. In some Ops, DG will not have much in the 
way of experimental weapons, unless the agents steal something Grey-related from NROD agents.  
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Getting bailed out of jail: I would say that if DG can do it through a legitimate cover, then cool. But if 
doing so would elicit questions likely to lead to a Delta Green cell, then the imprisoned players may be 
SOL. "Do not jeopardize compartmental security." 
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 RESOURCES 
 
What kind of resources, like survival kits, safe house and tradecraft, would DG have established over 
the years?  
 
it's a safe assumption that we have the resources you'd expect of any intelligence agency--since we 
have members in most of them who access to those resources. We just have to be careful about using 
them. 
 
But aside from those second-hand resources, we do have some primary resources at our disposal, 
generally safehouses of various types and locations. Several of these are gifts from former members. 
Others have been acquired by us, either by erasing a safehouse asset from the records of a legitimate 
agency and appropriating it--they'll never miss one here and there--or by buying them outright. 
 
This raises the question of funding. The simple answer as to our funding corresponds to the erased-
asset technique I just described, only we apply it to the countless offshore bank accounts set up for 
countless intelligence operations by various agencies (U.S. and foreign) over the last five decades. 
We've appropriated bank accounts formerly used for a variety of purposes: to fund French partisans in 
WWII, to hold profits from heroin smuggling during the Vietnam conflict, to pay for arms for the Contras, 
and so forth. So many secret accounts have been set up over the years that more than a few of them 
have simply dropped off the books of the agencies who set them up--often with substantial sums of 
money still present. We have a reserve of such accounts quietly acquired over the years. It's not a 
huge amount of money, but since we have little overhead, it goes a long way. Compound interest 
helps. 
 
As for equipment, this is largely at the discretion of the agents. Technology has proven so 
unpredictable in its application against our foes that we hesitate to recommend anything in particular 
as being essential. It's not like having crosses and garlic will protect you. We  recommend firearms 
(with the proper training) because so many otherwise unnatural phenomena are accompanied by 
hostile human collaborators; past that, who knows? On rare occasions we make a breakthrough, as 
with the chemical detection system developed for the Groversville incident, but sure enough, we 
haven't had a single instance of that system being applicable on even a single op since then. 
 
Recently, one of the largest DG operations ever in the continental United States has been going on in 
Chicago. The details are still pending, but despite a tremendous amount of weaponry and scientific 
specialization being brought to bear on a single foe, said foe is still acting with impunity. When M-60 
machine guns, claymores, white phosphorous grenades, and the most sophisticated and multi-
purpose surveillance equipment on the market fails utterly, my only useful advice on the subject of 
equipment comes down to packing a lunch and a good pair of running shoes. 
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 INFLUENCE 
 
Below are examples of how much influence his character has with a certain contact, based upon the 
amount of skill points he has put in that Influence skill. 
 
Government 
Examples: 
   10%. Trace utility bills. 
   20%. Fake a driver's license or birth certificate; Disconnect a small residence's utilities; Temporarily 
close a small road 
   30%. Fake a passport, green card, or death certificate; Close a public school for a day; Turn a single 
utility on a block on or off 
   40%. Initiate a phone tap; Fake land deeds 
   50%. Initiate or alter a movement for a city-wide program or policy; Rezone areas; Obliterate city and 
county records of a person 
   60%. Arrange a fixed audit of a person or business 
 
For reference, there are essentially three forms of government: Federal, State, Local (City/County), 
each "sub"-sphere an independent area of the others. Influence in one form of government does not 
carry over into another. 
 
Church 
Examples: 
   10%. Pass as a member of the clergy; Peruse general church records (baptism, marriage, burial, 
etc.) 
   20%. Track regular congregation members; Suspend lay members 
   30%. Open or close a single church; Look for the average church-associated hunter; Access to 
private archives of a church 
   40%. Discredit or suspend higher-level members; Manipulate regional branches 
   50%. Organize major protests; Access ancient church lore 
   60%. Access church relics or sacred items 
   70%. Use the resources of a Diocese . 
 
Churches have different denominations and are not associated with one another. For example, if you 
are trying to get marriage records from a Baptist Church, your character can’t do that if his influence is 
in the Catholic Church. Each denomination is considered a separate "sub" sphere. 
 
Finance 
Examples: 
   10%. Learn about major transactions and financial events; Learn real motivations for financial 
actions; Raise capital 
   20%. Trace an unsecured small account; Raise capital to purchase a small business 
   30%. Purchase a large business 
   40%. Manipulate local banking (delay deposits, credit alterations); Attempt to ruin a small business 
   50%. Control an aspect of citywide banking (shut off ATMs); Purchase significant control of a major 
company 
   60%. Spark an economic trend 
 
Remember that insider trading is still against the law and any attempt to do such will be subject to 
FCC charges. Influence beyond level 4 will be extremely restricted. 
 
Health 
Examples: 
   10%. Access a person's health records; Fake vaccination records; Get blood 
   20%. Access to some medical research records; Have minor lab work done; Get a copy of a 
coroner's report 
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   30%. Instigate minor quarantines; Corrupt results of tests or inspections; Minor alterations to medical 
records 
   40%. Acquire a body; Institute large-scale quarantines; Shut down businesses for "health code 
violations" 
   50%. Suggest special research projects; Have people institutionalized or released; obtain a license 
to practice medicine from the State Medical board. (This requires government contacts as well, 
preferably state) 
 
High Society 
Examples: 
   10%. Learn about performance events well before the public; Obtain hard-to-get tickets; Get invited 
to parties 
   20%. Track celebrities and luminaries; Be a local voice in the entertainment field. Discredit promising 
rising careers; Hobnob well above your station 
   30%. Minor celebrity status 
   40%. Appear on a major talk show; Ruin a new club, gallery, or other high-society gathering 
 
Who does your character know and how did they meet and what is the connection between them? 
With whom does he spend most of his time? Why is he so important to the social strata?  
 
Industry 
Examples: 
   10%. Learn about industrial projects and movements 
   20%. Have minor projects performed; Arrange small "accidents" 
   30%. Organize minor strikes; Appropriate machinery for a short time 
   40%. Revitalize or close down a small plant 
   50%. Manipulate large local industry 
   60%. Cut off production of a single resource in a small region 
 
Again, story is key here. Example: If you have contacts with every rice producer in the low country 
AND every grocery store supplier in the region (i.e. Agriculture Influence) not only does the Keeper 
want to know how, but why the heck you want to cut off the supply of rice in Charleston. 
 
Legal 
Examples: 
   10%. Get free representation for small cases 
   20%. Avoid bail for some charges; Have minor charges dropped 
   30%. Manipulate legal procedures (small wills, court dates); Get good representation 
   40%. Issue subpoenas; Tie up court cases; Have many charges dropped; Cancel parole 
   50%. Close down all but the most serious investigations 
 
Who are you lawyer friends? Do you have friends on the bar? Make it elaborate. NPCs can be allotted 
as necessary. 
 
Media 
Examples: 
   10%. Learn about breaking stories early; Submit small articles 
   20%. Suppress small articles or reports; Get hold of investigative reporting information 
   30%. Initiate news investigations and reports; Access media production resources 
   40%. Ground stories and projects; Write fake stories (local only) 
   50%. Broadcast fake local/state stories 
 
If you have contacts at one news station or newspaper that doesn't mean you can break the story at 
another station or paper. However, the media is highly competitive. If one station airs a sensational 
false story, another may want in on it and start investigating. That can be both bad and good for your 
plan, your inside contact. Note that for purposes of the campaign, Media Influence is tied to essentially 
one TV or Radio Station or Newspaper. Having leverage in one paper doesn't necessarily give you 
leverage in its cross town rival. 
 
Military 
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Examples: 
   10%. Gain access to non-secured parts of a military base 
   20%. Learn about local projects; Obtain military records 
   30%. Arrange for a court-martial of a minor officer; Obtain equipment from loosely-tracked 
inventories (ammunition) 
   40%. Access secure facilities; Hear about major operations before the fact 
   50%. Borrow serious personal equipment 
 
Which Branch of the Military? How was the contact obtained? Higher levels of Influence here, (30% 
and up, generally means the Character has some level of Security Clearance. What did he do to get it? 
How did he get it? Or does his contact have the clearance? 
 
Occult 
Examples: 
   10%. Contact common occult groups and know their practices; Know some of the more visible occult 
figures 
   20%. Access resources for most rituals and rites 
   30%. Know the general vicinity of certain supernatural entities; Access very rare material 
components, or occult tomes and writings 
   40%. Research Rituals 
   50%. Access minor magical items or rare rituals 
 
Like Church, there are different systems of occult belief. If your character is a Wiccan, do not expect to 
obtain tomes or ritual items for Santeria. 
 
Law Enforcement 
Examples: 
   10%. Learn police procedures; Get police information and rumors; Avoid traffic tickets 
   20%. Have license plates checked; Avoid minor violations; Get "inside information" 
   30%. Get copies of an investigation report; Have police hassle, detain or harass someone 
   40%. Access confiscated weapons or contraband; Start an investigation; Have some serious 
charges dropped 
   50%. Institute major investigations; Arrange setups; Instigate bureau investigations; Have officers 
fired 
   60%. Close down an investigation; Paralyze departments for a time 
 
Note that this sphere is also sub divided into Local (city/county), State, and Federal sections. Influence 
in one does not necessarily give you pull in the others. Someone with State or higher Influence needs 
a good story to go with it. 
 
Politics 
Examples: 
   10%. Identify real platforms of politicians; Minor lobbying 
   20%. Meet smalltime politicians; Have a forewarning of processes and laws 
   30%. Sway or alter political projects (local parks, renovations) 
   40%. Enact certain minor legislation; Dash careers of new and minor politicians 
   50%. Get your candidate in a minor office; Enact more significant legislature 
   60%. Block the passage of bills; Suspend laws temporarily 
   70%. Usurp countywide politics 
   80%. Declare a state of emergency in a region 
 
Note that this sphere is also sub divided into Local (city/county), State, and Federal sections. Influence 
in one does not necessarily give you pull in the others. Someone with State or higher Influence needs 
a good story to go with it. 
 
Street 
Examples: 
 
   10%. Has an ear open for the word on the street; Identify most gangs and know their turfs and habits 
   20%. Keep a contact or two in most aspects of street life; Access smalltime contraband 
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   30%. Arrange some services from street people or gangs; Get pistols or uncommon melee weapons 
   40%. Mobilize groups of homeless; Have a word in most aspects of gang operations; Get hold of a 
shotgun or rifle 
   50%. Control a medium-sized gang 
 
 
Transportation 
Examples: 
   10%. Travel locally quickly and freely 
   20%. Track an unwary target if they use public transportation; Arrange passage safe from mundane 
threats (sunlight, etc.) 
   30%. Seriously hamper an individual's ability to travel 
   40%. Temporarily shut down one form of mass transit 
   50%. Reroute major modes of travel; Smuggle with relative impunity 
   60%. Extend control to nearby areas 
   70%. Isolate small or remote regions for a short period 
 
Note that it is much like the Industry Sphere, this sphere gets specialized as well, depending on the 
mode of transport used. 
 
Underworld 
Examples: 
   10%. Locate minor contraband 
   20%. Obtain pistols, serious drugs, stolen cars; Hire muscle to rough someone up; Fence minor loot 
   30%. Obtain a rifle, shotgun, or possibly SMG; Distribute contraband 
   40%. White-collar crime connections 
   50%. Hire a hitman or firebug; Fully supply local drug needs of a small area 
 
It is one thing to know a local pusher, it is another thing entirely to be able to call on a member of 
organized crime to do you a "favor". And remember, favors demand similar treatment. Once you are in, 
you can't get out. 
 
University 
Examples: 
   10%. Access to low-level university resources; Get records up to the high school level 
   20%. Know a contact or two with useful knowledge or skills; Minor access to facilities; Fake high 
school records; Obtain college records 
   30%. Faculty favors; Cancel a class; Fix grades; Discredit a student 
   40%. Organize student protests and rallies; Discredit faculty members 
   50%. Falsify an undergraduate degree 
   60%. Arrange major projects; Alter curriculum; Free run of facilities 
 
Note that Influence here is restricted to a chosen college/ Tech School. Again, pull in one University 
doesn't necessarily carryover to the others. 
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 PROCEDURES 

 
The Crime Scene 
 
After you first pick up a case, the logical place to go is to the scene of the crime. Even if you have no 
idea what happened or whether any case exists at all, the scene of the crime may contain clues to get 
you thinking in the right direction. 
 
The following is a list of observations you should try when in a jam: 
Where is the crime scene? Is it a residence, business front, etc.? Is the location significant? Look for 
any patterns involving multiple crime scenes. Note any similarities between them. Are they all on a 
trolley line? Near a bank?  
Take note of neighbors for further questioning.  
Before you even enter, take note of any signs of forced entry.  
Was there a struggle? If so, what weapons were involved?  
Is anything (valuable or otherwise) missing? Does it seem that the crime scene was tossed while the 
perpetrator searched for something? Did he find it? What was left behind that normally would be stolen 
(a burglar that steals paperwork but doesn't even touch a victim's wallet must have some higher 
motive...)  
Look for trace evidence. Note any attempts to cover up evidence by the perpetrator.  
Does the crime seem well-planned, or was it sudden and disorganized?  
 
 
The corpse (if indeed one exists) 
 
It takes a strong will to examine a body, but it's a necessity to solving key components of a case such 
as manner of death, modus operandi, time of the crime, etc. 
 
Was the corpse intact, mutilated, or missing?  
Was the body moved or concealed in any way?  
How did they die? Was the manner similar to that of other victims?  
When did they die (this involves a fair degree of medical knowledge)?  
Are you sure you can positively identify the victim?  
Note the position of the body in a sketch, this will help you reconstruct the crime.  
 
Suspects and Witnesses 
 
These two groups of individuals are often one and the same or inevitably tied together. Consider the 
following when interviewing suspects and witnesses. 
 
What is the person's relationship to the crime/victim? Are they a neighbor, coworker, or relative? Are 
they friendly or hostile to you and the victim?  
Does this person have a reason to lie? Could they be involved even if they claim to be a witness?  
Do they have a credible alibi?  
What motives would they have for involvement? The most common motives are greed, vengeance, 
and to cover up another crime or fact...  
What do the official police records tell you about the person?  
Is this person emotionally involved with the crime? Sometimes we see things in black and white when 
we've undergone a traumatic experience, other times things are hazy for a few days. Sometimes we 
bend the truth to suit our preconceived ideas or suspects...  
Re-question any witness/suspect you feel was holding out on you earlier. Sometimes people have bad 
memories that come back over time. Give them a way to contact you. Often, a suspect will get sloppy 
when you repeatedly hound them as they begin to think that you're on to them (such was the case with 
the intrepid Inspector Colombo).  
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When all else fails: canvass the town. Hangout in seedy areas. Pay a friendly visit to those with prior 
records (many crimes are by repeat felons). Hang signs, talk to street people, and so on. Sometimes 
witnesses are too nervous or lazy to come forward and say they saw something. They might talk if 
prodded along though.  
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 ADDENDUM: LIST OF FEDERAL AGENCIES 
 
 

Agency Department Description Page in 
DG/CD 

Foreign Agriculture Service DoAg Providing information on world agriculture. DG 241 
Office of Export Enforcement, 
Intelligence Division (OEE) 

DoC Preventing export of sensitive technology or 
goods to hostile governments 

DG 245 

Armed Forces Medical Intelligence 
Center 

DoD Providing medical intelligence – only 
intelligence analysis, no R&D 

DG 246 

Defense Intelligence Agency (DIA) DoD Coordinating intelligence from all military 
intelligence branches, responsible for military 
attaches. 

DG 247 

Defense Investigative Service DoD Providing personnel security checks and 
counterintelligence for the DoD 

DG 248 

Defense Mapping Agency DoD Provides map & mapping intelligence DG 249 
National Reconnaissance Office (NRO) DoD Operating satellites, working closely with NSA; 

most secretive agency, officially acknowledged 
only in 1995 

DG 250 

National Security Agency (NSA), AKA 
No Such Agency 

DoD Providing Elint and Comint; codebreaking; not 
allowed to operate in the US without 
supervision of the FBI; largest federal agency, 
very secretive. 

DG 251 

Central Security Service DoD Providing communication security & unified 
communication system for the DoD 

DG 251 

US Space Command DoD Directing all military activities in space DG 252 
US Special Operations Command  DoD Coordinating special forces & special 

operations 
DG 254 

US Army Medical Research Institute for 
Chemical Warfare 

DoD Provide defense against chemical weapons, 
both for military and civilian agencies 

CD 418 

Intelligence Directorate DoE Analysis of foreign countries' nuclear plans & 
technologies 

DG 256 

Center for Disease Control and 
Prevention (CDCP, often CDC) 

DoH Protecting public health by analyzing and 
fighting diseases; extensive R&D facilities 

DG 257 

Drug Enforcement Agency (DEA) DoJ Enforcing Federal anti-narcotic laws; extensive 
undercover activities, cooperating with DoD on 
occasion 

DG 261 

Federal Bureau of Investigation (FBI) DoJ Enforcing federal laws, investigate crimes that 
cross state lines, counterintelligence; 
Psychological Crimes Division hunts serial 
killers; mandate over kidnapping and bank 
robbery; prime counter-terrorism agency 

DG 262 

Immigration and Naturalization Service 
(INS) 

DoJ Enforcing immigration & naturalization laws DG 263 

Office of the Attorney General DoJ Prosecuting federal crimes DG 264 
US Marshals Service (federal 
marshals) 

DOJ Transporting criminals, apprehending fugitives, 
federal courts & prisons security 

DG 265 

US Coast Guard DoT Enforce maritime law, sea-borne search & 
rescue operations 

DG 268 

Army Intelligence and Security 
Command (INSCOM) 

DotA Providing military intelligence and 
counterintelligence service to the Army. 

DG 242 

Criminal Investigations Command (CIC) DotA Criminal investigations within the Army, good 
relations with DoJ. 

DG 242 

Air Force Intelligence  DotAF Largest of the military intelligence 
departments.   

DG 240 

Office of Special Investigations (OSI) DotAF OSI provides criminal investigation and 
counterintelligence services for Air Force 
Intelligence 

DG 240 

Environment Protection Agency (EPA) DotI Preventing pollution, control toxic waste Dg 258 
National Park Service DotI Protect, preserve and manage national parks DG 259 
US Fish and Wildlife Service DotI Enforce fishing and poaching laws DG 260 
Office of Naval Intelligence (ONI) DotN Providing intelligence for the Navy DG 266 
Marine Corps Intelligence (MCI) DotN Providing Intelligence for the Marine Corps DG 266 
Naval Intelligence Service (NIS) DotN Providing criminal investigation & 

counterintelligence services for the Navy 
DG 266-7 

US Marine Security Guard Battalion DotN Protect US embassies and personnel abroad CD 419 
Bureau of Alcohol, Tobacco and 
Firearms (ATF) 

DotT Enforce laws relating to alcohol, tobacco, 
firearms and explosives; also investigates 
arson and explosions 

DG 269 

Financial Crimes Enforcement Network DotT Preventing economical crimes, especially DG 270 
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money laundering 
Internal Revenue Service, Criminal 
Investigation Division 

DotT Investigate tax evasion  DG 271 

US Custom Service  DotT Prevent smuggling DG 272 
US Secret Service DotT Protecting the President, cabinet members, 

and their families; fight counterfeiting, credit 
fraud, and computer crime 

DG 273 

Federal Research Division, Library of 
Congress 

Legislative 
branch 

Compose "open source" material for federal 
agencies from the library of Congress 

DG 274 

Securities and Exchange Commission 
(SEC), Division of Enforcement 

Legislative 
branch 

Enforce federal securities laws DG 275 

US Postal Inspection Service  Postal 
Service 

To ensure safe delivery of mail in the US DG 279 

Central Intelligence Office (CIA) POTUS Coordinate intelligence from all intelligence 
services; analyze data and prepare it for the 
National Security Council.  May not operate in 
the US. 

DG 276 

National Security Council (NSC) POTUS Advise the president on matters of national 
security 

DG 277 

Bureau of Intelligence and Research 
(INR) 

State 
Department 

Provide analysis and research - mostly from 
open sources - for the State Department 

DG 278 

Bureau of Diplomatic Security State 
Department 

Protecting US diplomats abroad and foreign 
diplomats in the US 

CD 421 

 
DG=Delta Green main book 
CD=Countdown accessory 
 
DoD=Department of Defense 
DoJ=Department of Justice 
DotAF=Department of the Air Force 
DoAg=Department of Agriculture 
DotA=Department of the Army 
DoC=Department of Commerce 
DoE=Department of Energy 
DoH=Department of Health and Human Services 
DotI=Department of the Interior 
DotN=Department of the Navy 
DoT=Department of Transportation 
DotT=Department of the Treasury 
POTUS=Office of the President Of The United States 
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 ADDENDUM: FIREARMS 

 
Handguns 
 

 
 
Beretta 9 MM Automatic 
Base chance to hit : 20% 
Damage  : 1d10 
Range   : 20 yards 
Attack per round : 3 
Capacity  : 17 bullets 
HP resisting attack : 8 
Malfunction  : 99 
 

 
Beretta 22 MM Automatic 
Base chance to hit : 20% 
Damage  : 1d8+1 
Range   : 15 yards 
Attack per round : 2 
Capacity  : 8 bullets 
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HP resisting attack : 8 
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Malfunction  : 99 
 

 
Buckman Mark 22 MM Automatic 
Base chance to hit : 20% 
Damage  : 1d8 
Range   : 13 yards 
Attack per round : 2 
Capacity  : 8 bullets 
HP resisting attack : 8 
Malfunction  : 95 
 

 
Buckman Mark 22 MM Automatic B 
Base chance to hit : 20% 
Damage  : 1d8+1 
Range   : 13 yards 
Attack per round : 2 
Capacity  : 9 bullets 
HP resisting attack : 8 
Malfunction  : 95 
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Colt 45 MM Automatic 
Base chance to hit : 20% 
Damage  : 1d10+2 
Range   : 15 yards 
Attack per round : 1 
Capacity  : 7 bullets 
HP resisting attack : 8 
Malfunction  : 00 
 
 

 
Colt 45 MM Automatic B 
Base chance to hit : 20% 
Damage  : 1d10+1 
Range   : 20 yards 
Attack per round : 1 
Capacity  : 8 bullets 
HP resisting attack : 8 
Malfunction  : 00 
 

 
Schofield 45 MM Revolver 
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Base chance to hit : 20% 
Damage  : 1d10+2 
Range   : 15 yards 
Attack per round : 1 
Capacity  : 6 bullets 
HP resisting attack : 10 
Malfunction  : 00 
 

 
Schofield .38 Revolver 
Base chance to hit : 20% 
Damage  : 1d10 
Range   : 15 yards 
Attack per round : 2 
Capacity  : 6 bullets 
HP resisting attack : 10 
Malfunction  : 00 
 
 
 

 
 
Schofield 32 MM Revolver 
Base chance to hit : 20% 
Damage  : 1d8 
Range   : 15 yards 
Attack per round : 3 
Capacity  : 6 bullets 
HP resisting attack : 10 
Malfunction  : 00 
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Colt  Anaconda 44 MM  Magnum Revolver 
Base chance to hit : 20% 
Damage  : 1d8+1d3 
Range   : 20 yards 
Attack per round : 1 
Capacity  : 6 bullets 
HP resisting attack : 10 
Malfunction  : 00 
 

 
Colt Phyton .357  Magnum Revolver 
Base chance to hit : 20% 
Damage  : 1d8+ 1d4 
Range   : 20 yards 
Attack per round : 1 
Capacity  : 6 bullets 
HP resisting attack : 11 
Malfunction  : 00 
 

 
Derringer 25 MM Automatic 
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Base chance to hit : 20% 
Damage  : 1d6 
Range   : 3 yards 
Attack per round : 1 
Capacity  : 3 bullets 
HP resisting attack : 5 
Malfunction  : 00 
 

 
 
Derringer 22 MM Revolver 
Base chance to hit : 20% 
Damage  : 1d4+1 
Range   : 3 yards 
Attack per round : 1 
Capacity  : 3 bullets 
HP resisting attack : 5 
Malfunction  : 00 

 
 
Rifles 
 

 
Marlin 444 Lever action Carbine 
Base chance to hit : 25% 
Damage  : 2d6 
Range   : 50 yards 
Attack per round : 1 
Capacity  : 6 bullets 
HP resisting attack : 8 
Malfunction  : 98 
 
 

 
Marlin .22 Bolt action Carbine 
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Base chance to hit : 25% 
Damage  : 1d6+2 
Range   : 30 yards 
Attack per round : 1 
Capacity  : 6 bullets 
HP resisting attack : 9 
Malfunction  : 99 
 
 

 
Marlin .30 Lever action Carbine 
Base chance to hit : 25% 
Damage  : 2d6+3 
Range   : 50 yards 
Attack per round : 1 
Capacity  : 6 bullets 
HP resisting attack : 9 
Malfunction  : 99 
 
 
 

 
Springfield M1A  .30 Carbine 
Base chance to hit : 25% 
Damage  : 2d6+4 
Range   : 110 yards 
Attack per round : 1/2 
Capacity  : 8 bullets 
HP resisting attack : 11 
Malfunction  : 00 
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1863 C.S. RICHMOND RIFLE, .58 CAL. 
Utilizing 1855 Rifle Musket parts taken from the Harpers Ferry Arsenal, the Confederacy manufactured 
this long arm at the Richmond Armory in Richmond, VA.  Similar in design to the 1861 Springfield, the 
Richmond Musket utilized a different rear sight, brass buttplate and a brass forend cap.  The unusual 



Delta Green Players Handbook  Version 1.2 

1855 style lockplate is marked 1863 C.S. Richmond, VA. Bbl. Length: 40"; O.A.L.: 56"; Weight: 10 lbs. 
4 oz.; Rec. Bullet: .58 Cal. Minie. 
 
Base chance to hit : 15 % 
Damage  : 1d6+1 
Range   : 30 yards 
Attack per round : 1 
Capacity  : 1 bullets 
HP resisting attack : 5 
Malfunction  : 75 
 
 
 
Shotguns 
 

 
Beretta Semi Automatic 12 Gauge Shotgun 
Base chance to hit : 30% 
Damage  : 4d6 / 2d6 / 1d6 
Range   : 10 / 20 / 50 yrd 
Attack per round : 1 
Capacity  : 5 rounds 
HP resisting attack : 10 
Malfunction  : 99 
  
 

 
 
Beretta Semi Automatic 12 Gauge Shotgun Deluxe 
Base chance to hit : 30% 
Damage  : 4d6 / 2d6 / 1d6 
Range   : 10 / 20 / 50 yrd 
Attack per round : 1 
Capacity  : 5 rounds 
HP resisting attack : 10 
Malfunction  : 99 
 

 
Browning 12 Gauge semi automatic Shotgun 
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Base chance to hit : 30% 
Damage  : 4d6 / 3d6 / 1d6 
Range   : 10 / 20 / 50 yrd 
Attack per round : 1 
Capacity  : 5 rounds 
HP resisting attack : 10 
Malfunction  : 95 

 
Browning 12 Gauge semi automatic Shotgun  
Base chance to hit : 30% 
Damage  : 4d6 / 3d6 / 1d6 
Range   : 10 / 20 / 50 yrd 
Attack per round : 1 
Capacity  : 5 rounds 
HP resisting attack : 10 
Malfunction  : 95 
 

 
Browning 12 Gauge Pump action Shotgun  
Base chance to hit : 30% 
Damage  : 4d6 / 2d6 / 1d6 
Range   : 10 / 20 / 50 yrd 
Attack per round : 1 
Capacity  : 5 rounds 
HP resisting attack : 10 
Malfunction  : 00 
 
 
 

 
Published by arrangement with the Delta Green Partnership. The intellectual property known as Delta 

Green is ™ and © the Delta Green Partnership, who has licensed its use here.  

 

47



Delta Green Players Handbook  Version 1.2 

 
Submachine Guns 
 

 
 
AK 47  
Base chance to hit : 25% 
Damage  : 2d6 +1 
Range   : 90 yards 
Attack per round : 2 or burst 
Capacity  : 30 bullets 
HP resisting attack : 12 
Malfunction  : 00 
  
 

 
 
Colt M16A2 
Base chance to hit : 25% 
Damage  : 2d8  
Range   : 130 yards 
Attack per round : 1 or burst of 3 
Capacity  : 30 bullets 
HP resisting attack : 11 
Malfunction  : 97 
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Colt M203 w/grenade launcher 
Base chance to hit : 15% 
Damage  : 2d8  
Range   : 100 yards 
Attack per round : 1 or burst of 3 
Capacity  : 30 bullets 
HP resisting attack : 11 
Malfunction  : 95 
 
Grenade launcher 
Base chance to hit : 10% 
Damage  : as grenade 4d6/4yards 
Range   : 50 yards 
Attack per round : 1 
Capacity  : 2 bullets 
HP resisting attack : 11 
Malfunction  : 95 
 
 
 

 
 
Colt MT6700 
Base chance to hit : 25% 
Damage  : 2d8+1 
Range   : 130 yards 
Attack per round : 1 or burst of 4 
Capacity  : 30 bullets 
HP resisting attack : 11 
Malfunction  : 99 
 
 
 
 

 
 
Uzi SMG 
Base chance to hit : 15% 
Damage  : 1d10 
Range   : 40 yards 
Attack per round : 2 or burst 
Capacity  : 32 bullets 
HP resisting attack : 8 
Malfunction  : 96 
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Colt SMG 
Base chance to hit : 15% 
Damage  : 1d10+2 
Range   : 50 yards 
Attack per round : 1 or burst 
Capacity  : 33 bullets 
HP resisting attack : 8 
Malfunction  : 97 
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ADDENDUM: ACTION POINT CARDS 
 
Print out multiple sheets of these cards and glue them on stiff cardboard. At the start of each combat 
round give each player the number of cards equal to the number of actions his agent has. 
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ACTION POINT
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ACTION POINT

 

2 
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ACTION POINT
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6 
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ADDENDUM: DELTA GREEN SLANG 
 
 
23 - number with mystical/conspiratorial relevance 
 
A Cell - the coordinating cell of the Delta Green network 
 
Alphabet Soup - the US Govt. agencies and departments as a whole 
 
Crossing the Border - exceding in the use of force in the course of an operation; the basic premise 
for a Rhino 
 
Duck Soup - cleanup operation 
 
EBE - Extraterrestrial Biological Entity 
 
Five-O - the local police force 
 
FUBAR - Fouled Up Beyond Repair  
 
Glove Cleaner - person divulging snippets of Occults facts to the unaware 
 
Green Box - 1) back-up equipment depot; 2) a place where DG operatives meet, safe-house 
 
Meatpile (n. or adj.) - Used to describe a sight that is so gristly that it overwhelms at least one of the 
senses instantly.  
 
A Night at the Opera - a Delta Green operation 
 
9mm. Pension Plan - forced demise of a DG agent or friendly who's turning into a liability; calibre can 
vary due to personal tastes 
 
Norwegian - as an adjective, anything too public for its own good 
 
Playing Zeppo - the passive element in a cell, manning the mikes or acting as a backup 
 
Rhino - A situation that turned violent and ugly for no discernible reason. Refers to a famous fax joke 
that circulated in LAPD/LASD circles soon after Darryl Gates authorized use of a military surplus 
armored vehicle as a battering ram. The first three highly publicized uses of the battering ram did not 
result in the capture of any narcotics, leading the anonymous jokester to propose using drug-addled 
rhinos in place of the armored vehicle 
 
Shub-Wankalot - any generic Mythos deity 
 
St. Jude - patron saint of Delta Green 
 
Tome Rot - insanity induced by extensive perusal of Mythos tomes 
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ADDENDUM: OCCULT BOOKS TEMPLATE 
 
 

Occult Books 
 __________________________________________________________ 
  

One such sheet is required for a single book. 
  
Record of Occult Books possessed by thee Character 
  
Name of 
Book_________________________________________________ 
Language__________________________________________________
___ 
+% to Mythos or Occult Knowledge (specify which)________________ 
Spell 
Multiplier________________________________________________ 
Effect on Sanity______________ Difficulty_______________________ 
  
Time Required to Study__________________hours 
 
 
   
  

Record of Time spent in study 

 
Spells Listed within the Text 
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
__________________________________________________________
________________________________________________ 
  
Notes (such as time spent learning these operations) 
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ADDENDUM: CONTACTING CELL A 

 
 
 
ADDENDUM: TRADECRAFT SKILL 
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