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L] Aeronautische Systeme (01%) L] Funker, Sonar (01%) L] L]
L] Ansehen (15%) [ Geschichte (05%) L] L]
L] Archiologie (01%) Handwerk/Kunst (05%) [ ] Okkultismus (05%) [ Taktik (01%)
[] Autofahren (20%) L] [l Orientierung (10%) [] Tauchen (01%)
[ ] Bibliotheksnutzung (20%) [l [l Organisieren (10%) L] Telefonie (01%)
L] Buchfithrung (05%) [ ] Horchen (20%) L] Pionier (15%) [ ] Theologie (05%)
L] Charme (15%) [] Hypnose (05%) [l Psychoanalyse (01%) L] (berleben (01%)
L] Chirurgie (01%) L1 Improvisieren (25%) [ ] Psychologie (10%)
L] Comptografie (01%) [ ] Institutskunde (01%) [ ] Rechtswesen (05%)
Cthulhu-Mythos (00%) ['] Kaschieren (10%) [l Reiten (05%) Uberlebenskunst (10%)
L] Darbieten (05%) L] Klettern (20%) [ ] Sabotage (05%) L]
L] Einschiichtern (15%) []  Kommando (05%) [ ] Schadensbegrenzung (15%) E
| Elektrische Reparat. (10%) L] Kriminaltechnik (05%) [l SchlieBtechnik (01%) L] Uberreden (05%)
L] Erste Hilfe (30%) [ Kryptografie (019%) L] Schweres Gerit (01%) [ ] Uberzeugen (10%)
L] Fallschirmspringen (01%) [ ] Mechanische Reparat. (10%) [ ] Schwimmen (20%) [ ] Unterrichten (10%)
[ ] Falschen (01%) L] Medizin (01%) [] Seilnutzung (10%) [ ] Verborgen Bleiben (20%)
L] Finanzkraft (00%) [ Militardoktrin (05%) [ ] Skifahren (05%) L] Verborgenes erkennen (25%)
L] Folklore (05%) Muttersprache (BI) [ ] Spionage (01%) [ ] Verhalten im Gelinde (05%)
[ ] Fotoauswertung (01%) [¥] L] Sprengen (01%) L] Verkleiden (05%)
Fremdsprache (01%) [ ] Naturkunde (10%) L] Springen (20%) L] Werfen (20%)
i Naturwissenschaft (01%) L] Spurensuche (10%) L] Werte schatzen (05%)
] [l Anthropologie Steuern (01%) Zielaufkldrer (05%)
L] El Mathematik (BIx2%) = Kettenfahrzeuge (10%) ]
L] Funker (01%) =l Meteorologie (10%) L] Motorrad (15%) ]
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