Selka David
CHARACTER PLAYER
Kellid (Human) Medium Female 59" 120 Ibs  dark brown hazel light brown
RACE & LA SIZE GENDER HEIGHT WEIGHT HAIR EYES SKIN
17 Neutral Green Faith Icestair, Realm of the Mammoth Lords
AGE ALIGNMENT DEITY HOMELAND & BACKGROUND OCCUPATION
ancuaces: common, Hallit, Druidic
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Call Cold (Su): channel energy to heal creatures of cold type (6/day)

MARK A 1J TO SHOW A CLASS SKILL. CLASS SKILLS WITH RANKS GAIN A +3 TRAINED BONUS.
* SKILL CAN BE USED UNTRAINED ¢ ARMOR CHECK PENALTY APPLIES

or to command creatures of cold type (as command undead)

Nature Sense (Ex) - +2 Knowledge (nature) & Survival

Wild Empathy (Ex) - improve attitude of wild animal

Racial Traits: Storied Scars +1 Diplomacy w/ Kellids
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FEATS & SPECIAL ABILITIES FEATS & SPECIAL ABILITIES

NAME USES/DAY USED NAME USES/DAY USED

Selka is a druid of the Green Faith, a group that is dedicated

to preserving nature and is not allied to any particular deity.

Selka is a member of the Slothjaw Following, a Kellid Tribe

and is adept at melee and ranged combat with hide armor, shield & spear.
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0 Create Water - Creates 2 gallons/level of pure water. Conjuration
Detect Magic - Detects spells and magic items within 60 ft. Divination
Flare - Dazzles one creature (—1 penalty on attack rolls). Evocation
Guidance - +1 on one attack roll, saving throw, or skill check. Divination
Know Direction - You discern north. Divination
Light - Object shines like a torch. Evocation

Mending - Makes minor repairs on an object.

Transmutation

Purify Food and Drink - Purifies 1 cu. ft./level of food or water.

Transmutation

Read Magic - Read scrolls and spellbooks. Divination
Spark - Ignites flammable objects. Evocation
Frostbite - Target takes cold damage and is fatigued. Conjuration
Calm Animals - Calms 2d4 + level HD of animals. Enchantment
Charm Animal - Makes one animal your friend. Enchantment
Commune with Birds - You can ask birds a question. Divination
Cure Light Wounds - Cures 1d8 damage + 1/level (max +5). Conjuration
Endure Elements - Exist comfortably in hot or cold regions. Aburation

Entangle - Plants entangle everyone in 40-ft. radius.

Transmutation

Ice Armor - suit of armor made of ice w/ hardness 0 and 30 hit points.

Transmutation

Pass without Trace - One subject/level leaves no tracks.

Transmutation
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Read Weather - You can forecast the weather at your location for the next 48 hours.| Divination
Snowball - Ranged touch delivers 1d6/level cold damage (max 5d6) and might stagger a foe.| Conjuration
Speak with Animals - You can communicate with animals. Divination
Summon Nature's Ally | - Summons creature to fight. Conjuration
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