
NURSE MAXINE LITTLEWOOD

28 HUMAN (BRITISH) FEMALE 5 FT 4 IN 120 LBS

GREY WHITE BLACK

SAVING LIVES, INDEPENDANCE, ADVENTURE

INTELLECT

NURSE
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Bone Setting +30 2 102

Climbing +0 2 60

Dodge +20 2 80

First Aid (d20 Heal) +30 3 112

Herbology +15 2 87

Investigation +30 2 102

Knife Use +30 2 90

Languages (Spanish) +30 2 102

Languages (German) +30 1 82

Languages (French) +30 1 82

Medicine +30 1 82

Pistol Use +30 2 90

Poison +30 2 102

Sewing +30 1 70

Stealth (Movement) +0 2 60

Surgery +30 3 112

Targeting (Pistol) +30 2 90

Targeting (Knife) +30 2 90

Intellect Proficiency 4 +12

Small Mirror .3 Flashlight .1

Ether (4 pt) .5 Sewing Kit .5

Makeup Case .5 Shoes, Leather .6

Medical Bag 4 Lighter .3

Purse 1 Nurse Uniform .4

Charm Bracelet : Use 1 Charm for 1 Karma; 10 Charms

$102

See Next Page
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STILTED GIRDLE -0
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CLOTHING -0

Bowie Knife +0 +0 3 2d6 1 mele .5 lb

.45 Pistol +0 +0 1 5d12 7 40 y 1911 .45 cal semi auto 1 lb

22



Background
Maxine Littlewood was one of 12 children in the Littlewood household just outside
York in Strensall Village. Her father was an Army Doctor and she had always dreamt
of going to school and follow in his footsteps. Not so for a woman of this age.
Instead, when she was old enough she left for America. In Texas, she enrolled at
A&M where she met Dr. Kennedy. She had a tough life paying for school herself and
when Dr. Kennedy offered her a job in Wayside as his nurse and student, she jumped
at the chance. Over the past six years, Maxine has learned a great deal and grown
quite fond of the good Doctor despite his strange penchant for archeology. For the
past few days he has kept a patient in the basement and earlier this night he came
up in a panic and told her to go fetch help. He looked as though he had been
mauled by a wild animal. He stayed there as Maxine fled to the only place she
coudl think of. The Buellah Bronco, a local pub. Surely the sherriff or someone
could help?

1 CHAMELEON 3 PTS/TURN PERSONAL T WOLVESBANE 1 THIS SPELL IS A LESSER VERSION OF INVISIBILITY, SINCE IT LEAVES A

SHAKY OUTLINE OF THE CASTER. IT WILL NOT MASK SMELL OR SOUND.
HOWEVER, EXCEPTIONAL VISION, LIKE SEEING HEAT SOURCES, WILL BE

BLOCKED. IF SOMEONE IS ACTIVELY SEARCHING FOR THE CASTER AND THE

CASTER IS NOT MOVING, THERE IS ONLY A 35% - THE CASTERS WIS PER-
CENTILE MODIFIER OF DETECTION. IF THE CASTER MOVES THIS CHANCE IS
DOUBLED. THIS SPELL WILL ALSO GIVE A +15 TO DEFENSE STAT WITH A +5
EVERY 2 RANKS.

1 MEND I 2 PTS TOUCH T,G WOLVESBANE 1 MEND I WILL MEND NON-MAGICAL ITEMS WHEN THEY ARE BROKEN. THE

CASTER MUST JOIN THE BROKEN PIECES TOGETHER (IF THEY CANNOT BE
JOINED I.E. POUNDED TO DUST, IT CANNOT BE MENDED) THEN ENACT THE

SPELL. AN ITEM MAY BE MENDED IN THIS MANNER 10 TIMES BEFORE THE

MATTER BECOMES TOO THIN TO MEND AGAIN. DAMAGE TO ARMOR MAY

BE REPAIRED IN THIS MANNER. ITEMS MAY ALSO BE RENDED TO DUST.
THE CASTER MAY REND UP TO A VOLUME EQUAL TO 1 CUBIC FOOT PER
RANK.

1 HEAL I 1 PT/3 FP TOUCH T,G WOLVESBANE 1 HEAL I IS THE BEGINNING OF THE MOST SOUGHT AFTER FORMS OF MAGIC,
HEALING. EVERYBODY NEEDS HEALING BUT THIS SPELL MAY BE USED TO
INFLICT DAMAGE AS WELL. THIS SPELL, HOWEVER, WILL NOT MEND BONES

PROPERLY OR REMOVE ARROWS. THUSLY, IT STILL TAKES THE SKILLS OF
BONE SETTING AND SURGERY TO USE THIS SPELL FOR ANYTHING BUT THE

MOST BASIC OF INJURIES. FOR EXAMPLE, IF THE BONE IS BROKEN AT A 90
DEGREE ANGLE, YOU MUST SET IT BEFORE HEALING IT OR IT WILL MEND

IMPROPERLY. IF THIS SPELL IS REVERSED IT DOES 3 FORTITUDE POINTS OF
DAMAGE FOR EVERY SPIRIT POINT SPENT. THE REVERSE HEAL CAUSES THE

FLESH TO ROT.

1 HEAL II 1 PT/5 FP TOUCH T,G WOLVESBANE 2 AS WITH HEAL I BUT REVERSE IS FOR 5 FP PER SPIRIT POINT SPENT.

1 HEAL III 1 PT/7 FP TOUCH T,G WOLVESBANE 3 AS WITH HEAL II BUT REVERSE IS FOR 7 FP PER SPIRIT POINT SPENT.

1 NEUTRALIZE POISON 6 PTS TOUCH T,G,S WOLVESBANE 4 THE CASTER MAY NEUTRALIZE THE POISON IN THE FOOD OR DRINK

BEFORE INGESTION OR AFTER A PERSON HAS BEEN AFFECT BY IT. THEY

MUST TOUCH THE PERSON AFFLICTED OR THE SUBSTANCE WHICH THEY

WISH TO NEUTRALIZE. THE CASTER WILL BE PROTECTED FROM CONTACT

POISONS FOR THE DURATION OF THE SPELL. THIS SPELL WILL NOT MAKE

ROTTEN FOOD EDIBLE OR NEUTRALIZE BIOLOGICAL AGENTS. IF A PERSON
EATS ROTTEN FOOD THEY WILL NEED A CURE DISEASE SPELL. THE SUB-
STANCE USED IN THIS SPELL IS SOME BAKING SODA.


