
CharaCter reCord SheetCharaCter reCord Sheet

alchemy	 int
animal	empathy	 cha
appraise	r	 int
balance	r	 dex*
bluff	r	 cha
climb	r	 str*
concentration	r	 con
craft	r	 int
decipher	script	 int
diplomacy	r	 cha
disable	device	 int
disguise	r	 cha
escape	artist	r	 dex*
forgery	r	 int
gather	information	r	 cha
handle	animal	 cha
heal	r	 wis
hide	r	 dex*
innuendo	 wis
intimidate	r	 cha
intuit	direction	 wis
jump	r	 str*
knowledge	 int
knowledge	 int
knowledge	 int
knowledge	 int
listen	r	 wis
move	silently	r	 dex*
open	lock	 dex
perform	r	 cha

pick	pocket	 dex*
profession	 wis
read	lips	 int
ride	r	 dex
scry	r	 int
search	r	 int
sense	motive	r	 wis
spellcraft	 int
spot	r	 wis
swim	r	 str†
tumble	 dex*
use	magic	device	 cha
use	rope	r	 dex
wilderness	lore	r	 wis
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