
The Cryptid Containment Corp

Character Sheet
Name: Dr. Pamela Drake the Analytical Biologist . 

History: With a degree from Harvard in Wildlife Biology, Dr. Drake started her 
career studying bear populations in the North Western U.S. It was on one of her long 
term studies that she encountered something that she never thought real: a Bigfoot. 
She attempted to write an academic paper on the topic, but the CCC got to her first. 
Now she tries to understand the biology of creatures of myth.

Personality: A meticulous thinker, analyzing every detail before making 
decisions. Her calm demeanor and logical approach to problem-solving make 
her a trusted adviser among most of the teams she is assigned to. She 
struggles when having to make hard choices when there is little data to draw 
on.

Key Words: 
• Biology

• Wildlife

• Psychedelics

• Harvard Connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count



The Cryptid Containment Corp

Character Sheet
Name: Dr. Ernest McDonald the Optimistic Folklorist. 

History: Dr. McDonald has made his career studying the myths and legends of 
native peoples across North America. It wasn’t til he saw a Thunderbird that he 
realized there was more to this than myth. With that knowledge he was able to make 
some discoveries that frankly terrified him, and led to the death of a colleague at the 
hands of a chupacobra. The CCC came calling soon after.

Personality: Ernie is an optimist, seeing the good in people and situations 
even during the most challenging times. His positivity is infectious at times, 
causing those around him to stay hopeful even during the worst missions. This 
manages to mask the worst of the almost crippling bouts of depression he 
suffers.

Key Words: 
• Folklore

• Mythology

• Investigation

• Connections from his Books

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count
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Character Sheet
Name: Amy Scarborough the Callous Hunter. 

History: Amy took over the family business of high end hunting guides from her 
father when she was only 19. Since then she has built a reputation as one of the best 
hunters and trackers in North America. It was while investigating the death of her 
father that she had her first encounter with a Bigfoot. Rumors from fellow hunters 
led her to the CCC, instead of the other way around.

Personality: Amy is a born explorer, and visiting new areas is her greatest 
passion. Her curiosity and adaptability enable her to survive in whatever 
environments she finds herself in, and she is always seeking to broaden her 
horizons. Years of hunting have made her a bit callous to the fragile nature 
of life however.

Key Words: 
• Hunting Rifles, Shotguns

• Tracking

• Gun Repair 

• Outdoor guide connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count



The Cryptid Containment Corp

Character Sheet
Name: Dr. Luke Rawls the Kind Parapsychologist

History: ANot everything can be explained by mainstream science, as Dr. Rawls 
can attest. He started working on studies of psychics and ghosts, before expanding 
into the world of cryptids. It was all academic however, until the day that he was 
abducted by a UFO. His memories are hazy of that time, and he refuses to talk about it, 
but CCC investigators recruited him soon after.

Personality: Luke radiates empathy and compassion, always lending a 
listening ear and offering thoughtful advice to those in need. His nurturing 
nature extends to his love for animals, stemming from time working for a 
animal shelter. He struggles with making the hard choices that this job 
sometimes calls for however.

Key Words: 
• Ghosts

• Psychics 

• Cryptids 

• Ghost Hunting Connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count



The Cryptid Containment Corp

Character Sheet
Name: Cptn. Emory Terrance the Charismatic Army Officer 

History: Captain Terrance served three tours in Iraq before retiring to open his 
own security consulting firm. The CCC hired him upon learning about just what he 
saw in the desert that prompted him to retire. Since then he has been one of the 
primary team leads for the CCC, running missions for them, primarily in the 
Southern and Southwestern Districts. During down time he trains field agents on 
small arms.

Personality: Emory is a charismatic leader, who commands attention with 
his presence and communication skills. He excels in high-pressure situations, 
thriving on challenges that demand strategic thinking. He struggles in his 
day to day life though without the structure the military provided.

Key Words: 
• Small Arms

• Security Systems

• Martial Arts

• Army Connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count
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Character Sheet
Name: Dr. Rachel Begay the Sarcastic Physicist.  

History: AA Navajo scientist, she has built a career on practical applications of 
physics, forsaking the ‘foolishness’ her shaman grandfather taught her growing up. 
A successful life in academia stretched out before her. But a trip home led to a 
terrifying encounter with a skinwalker, and only her grandfather was able to save 
her. Now she works for the CCC, and is primarily focused on researching parallel 
worlds and alternate realities. 

Personality: She is a pragmatic realist, known for her sharp wit and no-
nonsense attitude. Despite her straightforward demeanor, which makes her 
difficult to work with at times, her loyalty and unwavering support for her 
loved ones make her a dependable friend. 

Key Words: 
• Physics

• Astronomy 

• Applied Physics

• Shaman Grandfather.

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count



The Cryptid Containment Corp

Character Sheet
Name: Danny Redmond the Eccentric Tech guru. 

History: Danny is an expert in almost anything technical. At age 9 he built his 
first computer. At 15 he was accepted to MIT. At 16 he dropped out to launch a 
startup that created the technology that most of our cameras today use. A hostile 
takeover of his company at 19 ended with him broke. During this time he became 
obsessed with an encounter he had with a being he calls the Ghost in the Machine. 
Chasing it through the darker parts of the web eventually led him to the CCC.

Personality: Danny is always on the cutting edge of technology, 
constantly developing new apps and gadgets. A total night owl, they are 
prone to latching onto esoteric conspiracy theories. Tupac is still alive, they 
insist to any who will listen

Key Words: 
• Computers

• Conspiracy Theories

• Camera Systems

• Hacker Connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count
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Character Sheet
Name: Dr. Albert Twain the Aging Anthropologist. 

History: With a long career as a professor winding down, he thought to 
retire to pen a few books. Having spent every summer for the past three 
decades doing archaeological digs across Arizona and Nevada, he had a 
wealth of stories, and retirement would give him the time to write them up at 
last. A chance encounter with some sort of… wolf thing... changed those 
plans. This led him to a meeting with Dr. Drake, who connected him with the 
CCC. Retirement would have been boring anyway.

Personality: Al has a wealth of knowledge about historical events and 
loves sharing fascinating stories from the past. At times his mind wanders, 
lost in the past,  causing him to become distracted.

Key Words: 
• Archaeology

• Anthropology

• Linguistics

• Academic Connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count



The Cryptid Containment Corp

Character Sheet
Name: Jaz Billhook the Quiet Machinist. 

History: Jaz spent most of their youth homeless and sleeping out of cars. A 
distant uncle was able to get them into trade school, which has led now to a 
long career as an expert welder, machinist, and engineer.  Whatever you need 
built, modified, or driven they can handle it. One such drive led to them total a 
mustang against the body of a not-deer. When the CCC clean up team arrived, 
Jaz signed up.

Personality: Jaz is highly introverted and very intellectual, finding 
solace in technical books and deep conversations. Though quiet, they are very 
observant, often noticing and understanding issues that others may 
overlook. They struggle with trusting their team members, due to lingering 
trauma from their youth.

Key Words: 
• Hunting Rifles, Shotguns

• Tracking

• Gun Repair 

• Outdoor guide connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count



The Cryptid Containment Corp

Character Sheet
Name: Steven Armstrong the Driven Police Detective.

History: A former police detective for the city of Atlanta, Steven was born into 
poverty and policing was his way out. Refusing to ever return to the trauma of his 
youth, he used that fear of poverty to fuel his need to succeed. He had his sights set 
on one day being a Captain, or maybe even Commissioner, which for a poor kid like him 
would have been an incredible feat. Instead, he ‘retired’ after encountering and 
killing a giant alligator near the scene of a murder in the sewers. Then came the CCC. 

Personality: Steven (never Steve) is an intensely driven person. He is 
obsessed with a relentless pursuit of excellence in everything he does. He is 
the type who is more apt to power through obstacles, rather than find 
alternate solutions.

Key Words: 
• Policing

• Investigation

• Deduction

• Police Connections

Want to do a thing? Roll 2d6:

• 2-6 = Failure.

• 7-9 = Success, with a cost.

• 10-12 = Success.

If a roll is related to a character's Key Words, 
add +1 to your roll. Double sixes are a critical 
success, double ones are a critical failure.

-1 to 
roll

-2 to 
roll

-3 to 
roll Dead

Wound Count


