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	Charname: Delores Brown
	Drive: Ennui - a lack of satisfaction with her current circumstances.
	Occupation: Journalist
	Occupational Benefits: Access to sources of information. Low-level contacts at local Police Station, public offices, etc. Press card can be useful in gaining access to places an ordinary citizen would not be able to access. 
	Description: 5 feet 6 inches tall of average build. An attractive face, surrounded by dark wavy hair.
	Build Points: 18 + 65.
	Pillars of Sanity: Despite her dissatisfaction with her job, Delores still believes that the public have the right to know the facts and is keen to expose anything that she thinks is being kept from them, be it corrupt politicians, cops on the take, mobsters racketeering, etc.  
	Sources of Stability: Support of her editor who shows belief in her even when she doesn't believe in herself.

Her roots on her parent's farm give her a solid upbringing a clear sense of her own moral standpoint.
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