Tlocassa
(Tloh-CAH-sah)

Synopsis

Tlocassa is a smal, out-of-the-way planet, which, due to its cloudy atmosphere, has
remained relatively isolated in the galactic community for eons until recent times. Its
citizens, a society of purple-skinned bipeds, shun most technology, but make up for such
deficiencies through the use of powerful magic. Tlocassans believe their magic flows out of
their religion, and most if not all Tlocassans are devout followers of Bromire, the state
religion. This faith has provided them with over a millennium of peace and happiness,
though it has also depleted their military and halted any technological progress. Recent
events, however, have begun to raise doubts among the popul ace about the very foundations
of their beliefs and principles.

Physical Description

The intelligent inhabitants of Tlocassa are bipedal in physiology and physique, though there
are some significant differences. The typical Tlocassan is between 5 and 6 feet tall, with no
noticeable differences in height ad weight between male and femae Tlocassans. The
typical Tlocassan matures quickly, being able to walk and comprehend language by the age
of three months. The average Tlocassan lives to the age of 45, with the oldest surviving
Tlocassans being about 55. Perhaps the most noticeable distinguishing characteristic of
Tlocassans is the purplish tinge of their skin. This tinge varies from a light violet in some
individuals (primarily those who live nearest the poles) to a dark royal purple in those who
live nearest the equator. (This tinge is an environmental rather than a genetic factor;
increased exposure to sunlight catalyzes the production of a hormone that affects the skin
coloration.) The eyes of Tlocassans are blue, varying from a very light ice blue to a dark,
almost black, blue. They tend to have dightly heavy frames, with large hands but dightly
smaller facial features (eyes, noses and ears) than might be expected. Tlocassans tend to
have light blonde hair, amost yellow. While male Tlocassans are able to grow facia hair,
most often they are clean-shaven.

Sociological Profile

"Machines make us weak, both individually and as a people. When we depend on metal
monsters to do our work for us, our bodies grow weak, and our minds turn against our
fellow man. Jealousy, murder, lies...these are the products of minds supposedly freed by
what is in fact a new slavery to technology. And when we avert our minds to this evil,
feding it to be the ultimate good, we turn away from all that is good; we turn away from
Nature, from truth, and from Bromtre." -- excerpted from the 15" Sermon of Szet Heilrix
Trogge.

A vigitor to Tlocassa would instantly note two things about Tlocassan society: their
overwhelming partiality to the use of magic over the use of technology, and the almost
universal devoutness of the Tlocassans to their Bromtre religion. As any Tlocassan will
quickly explain, the former characteristic flows from the latter, as a central tenet of Bromtre
is the shunning of technology in favor of magic. Tlocassans as a whole, and individually,
are peaceful and patient, but will not look favorably on those who try to sway them from
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their beliefs.  Technology in general — basically, anything electronic or more advanced — is
considered to be “evil”; in fact, a common Tlocassan way to denigrate someone or
something is to compare them to something technological. Doing so, however, is
considered to be a severe insult, and, thus, Tlocassans will only do so rarely.

Tlocassan society is, generally, much more tactile-oriented than others. While others might
say, “I see what you mean” or “I hear what you're saying,” Tlocassans commonly express
understanding using words like “1 feel”. Furthermore, Tlocassans often will almost instantly
gain a “feeling” about a person if they can actually touch them. When Tlocassans were
introduced to such technological devices as hand-held communicators, they were not overly
impressed, and still tend to avoid communications in any method other than direct palm-to-
palm meetings.

Family Structure

Outside of the church that binds all of Tlocassa together, the familial unit is the centrd
organizational institution of Tlocassans. Tlocassan women give birth to only one child at a
time; in al of Tlocassan history, only one multiple birth (twins) has been recorded.
Tlocassan families tend to have two or three children, and the children remain with the
family until they are married, usually around age 12. Most marriages are arranged, although
the idea of marriage for love is not unheard of. Incestuous relationships are forbidden.
(Thisis based on Code #5 (see Religion, below), which indicates that “the relatives of both”
bride and groom are present at a wedding. Because of that phrase, interpreters have
determined that bride and groom should not be related.) Courtship is common, although
brief (usually less than six months), even between couples in a pre-arranged marriage. It
usually consists of exchanges of objects from nature (such as flowers) and the presentation
of cantrip-like spells. The idea of divorce is a foreign concept, as Tlocassans believe that
their spouses are chosen for them by fate, and to reject that selection would be a deep sin.

Tlocassans tend to spend much time with their family. For instance, all meas of the day
(typically two or three) are eaten together. Typically, there is not much fanfare to these
meals, except on special occasions (such as birthday celebrations, when additional guests,
such as the neighbors, the local Tloka, etc., are invited). The typical Tlocassan fare is rather
ordinary. However, for large feasts, such as on The Day of Noruél and Yurana, more
elaborate meals are prepared. A common celebratory feast might consist of roasted Hredel
with Rupleberry dressing, served along with some Reitz, a fermented frosty beverage.
(Hredel is a large oxentlike beast. Some Hredel are used for transportion and pulling carts,
but they are also raised by farmers for food. Rupleberries are small, sweet yellow or red
berries that are found wild al over Tlocassa, typically on hillsides.)

Tlocassan naming conventions flow from their religion. All members of the same family
will share a common last name. Females lose this last name upon marriage, when they
assume the last name of their husband. The first name of Tlocassans indicates the day on
which they were born, as each day of the three hundred and thirty-six day Tlocassan year is
associated with two famous Tlocassans from history (one mae, one female). These
Tlocassan first names are varied, bu female names aways end in a vowel, while mae
names always end in a consonant.
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Government/Crime and Punishment

Bromtre ties the planet together politically, even though the geographical structure of the
planet separates Tlocassans into one hundred ard fourteen loose “nations’. Most people
owe alegiance first to the religion, then to their family, and, only when pressed, will claim
fedty to a particular country. And, as wars between nations have not occurred in 1200
years, the nation-system is nominal at best. Still, each nation does have its own reigning
monarch who gets his or her position from the Church Leadership (the Szet Council).
Governments are in charge of maintaining loose police forces in the nation to enforce the
government’s laws, although crime is low because of the mora codes of the Church, and
because magical detection spells are common enough that it would be difficult to “get away
with” acrime. Wrongdoers found guilty by government courts are sentenced to community
or church srvice, or imprisoned for terms commensurate with the nature of the crimes.
There has been a recent push for the banishment of the most serious and recalcitrant
criminals, now that a magical means for such exile has been developed. As of yet, that
option has not been entertained. The religious codes are upheld by separate church courts,
see the “Religion” section for details.

The government also oversees the guild system, making sure that fair values are charged for
goods and services. Finally, each nation’s government maintains a small standing army,
mostly for show. (Different nations speciaize in different troops; for example, Nyimbo's
rangers typically win planetary archery tournaments, while no nation’s cavalry could hope to
out-perform that of Grazil.)

Religion
Tlocassan society is dominated by its religion. Tlocassan historians tell us that the planet
was, a millennia or two ago, much more technological than it is now, but aso in much more
disaray. Crime was rampant, wars commonplace, disease abundant, and corruption
omnipresent. Then, 1239 years ago, in the small town of Mahil, in central Drazic, a brother
and a sister, twins, were born. They were named Noruél (Nor — oo — EL) and Y urana (Y oo-
RAH — nah). Asthey grew, these two siblings performed what many saw as great miracles,
and brought a message of faith in a philosophy caled Bromtre (BRAWM - treh), which,
loosely trandated, means "The Way". Norué and Yurana were hailed as prophets, and,
through a peaceful yet strident conversion process, over the next few centuries the entire
planet was converted to their message and a strong belief in Bromtre. The twins greatest —
and fina — act, known as the Kijra (Keg — RAH), was to modify the entire Tlocassan
atmosphere to its present state through the use of a very powerful spell. The atmosphere
became a very cloudy orange, obscuring vision of the universe to those on its surface and
amost totaly hiding the planet’'s surface from those looking down (or electronically
scanning) through it. The atmospheric change had an immediate effect on Tlocassan
society, as the new state was completely non-conducive to the use of electronic or
technological equipment. The Tlocassans who wished to determine the nature of the
atmosphere were unable to do so: al of the technical equipment they would use to perform
such an analysis was now inoperable. After an additional hundred years of turmoil as
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citizens adapted away from technology and learned to harness their magical abilities,
Tlocassan society seftled into the pattern which continued for the next millenia or so, up
until the Krembla incident (see Off-World Policy).

Bromtre in general, and the Kijra, specifically, has been a mixed blessing for the Tlocassans.
For one thousand years after the Kij ra, the planet has known only peace, and, if not complete
prosperity, at least generalized happiness among the entire population. Indeed, this
amosphere has staved off many invasions in the past, as would-be colonizers have ether
passed by the planet or suffered equipment failure attempting to penetrate through the cloud
barrier. However, the atmospheric changes permanently prevented any further development
of technological devices, and those that were there have been relegated to non-working
relics in universities and museums. While some have advocated that these technological
“monstrosities’ be destroyed outright, others have explained that only by viewing the evils
of machinery can one understand the beauty of Bromtre.

The Codes of Bromitre, written by the prophets and church founders over 1000 years ago,
covers al the central tenets of the religion. It has been modified on occasion by a
unanimous decision of the Szets but for the most part it has remained indistinguishable from
its original form All followers of Bromtre are provided, as part of the Ringleid (ROONG-
leed) ceremony, with a copy of the codes. Copies of the codes are among the most treasured
possessions of a Tlocassan, and many are very ornamental (illuminated manuscripts using
gold rather than ink, etc.) Oaths sworn by followers of Bromtre holding these codes are
considered inviolate. Furthermore, the “Recitation of the Code of Bromtre” forms the
central portion of the midday Bvere (see below) ceremony, and all followers are expected to
know the code by heart by the time they reach age 8.

The codes themselves are not completely known to those outside of the religion, however,
some are more obvious. There are 13 rules of Bromtre, which are listed below. (Of these,
the first eight were written by the Twin Prophets, the remaining were added over the course
of the next 1,000 years by the Szet Council, with the most recent addition (the 13" code)
coming only within the past 30 years.) Interpretation of this text is a contentious issue,
however, and the Church leadership has spent centuries debating the exact nature of the
meanings of some of the codes.

The Codes of Bromtre

(1) It is blasphemous to use items created by, or utilizing, technology. All of Tlocassan’'s
desires can be fulfilled through the use of magic. Magic is provided to us by Nature,
whereas technology can only be a poor replica of what was originally created, sinceitisa
creation of a creation of Nature.

(2) Bromtre is found in all things natural and all things created by nature. To defile nature
isto defile Bromtre.

(3) Itis dtrictly forbidden for a true believer to contribute in any way towards the killing of
any other follower of Bromtre,

(4) Nor shall one steal any property from a follower of Bromtre.

(5) Marriage shall be between a man and a woman, both followers of Bromtre, and both
having reached at least the age of 10, and shall be sanctified in a Tromjat before the
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relatives of both. The unification of two soulsis a unification of both and not a subj ection of
either.

(6) It isforbidden to sever what Bromire has brought together.

(7) The physical manifestations of the love between a married couple are sanctified acts,
and to enact this love in situations outside of the bonds of matrimony is a transgression
against the word of the Prophets.

(8) The spirit of Bromtre possesses many forms, but a true follower worships the spirit and
not the form. [Note: Code interpreters have taken this to mean that there is no central deity
of the religion.]

(9) While the body is mortal, the soul is eternal, and the souls of all followers of Bromitre,
having lost their physical constraint, are truly united with Nature, and glorified through all
wor ship.

(10) The nourishment of Bromtre comes only to the prepared soul. To receiving the
blessings of nature, the body must be pure and the soul must be cleansed.

(11) Before any nourishment of the body, followers must pray for the nourishment of the
soul.

(12) The hour when the sun is above the Central Trémjat shall be considered sacred, and all
followers will spend that hour in devotional worship.

(13) For those who do not believe in the glory of Bromtre, the devoted will be patient,

expressing through their perseverance the ultimate truth.

Those accused of serious infractions of the Code of Brdmire are summoned before ad-hoc
church courts composed of no less than 5 other followers of Brémtre and presided over by a
church official of at least the Brastrat (see below) ranking. Unlike governmental
regulations, crimes against the church or its codes may face the severe pendty of
“dismissal,” permanent exclusion from the rites, services, and protection of the church.
Such criminals are branded on the left cheek (a white scar is left behind), and, while these
individuals are gill allowed to function in Tlocassan society, they spend most of their lives
as socia pariahs. They are not allowed to enter into any Trémjat, and can no longer be
considered a “follower.” Once dismissed, there is no chance of reconciliation with the
church. Dismissal is an exceptionally harsh, but incredibly rare, punishment. There is a
high rate of suicide among the dismissed.

Every city and town on Tlocassa has at least one Tromjat (TROHM-jat), or temple, at or
near its center. Each day during the hour when the sun is above the Central Tromjat, built
on the birthplace in Mahil of Noruél and Y urana, all work ceases as every Tlocassan attends
Midday Bvere (BVEER) in their loca Tromjat. If Tlocassans are not able to attend Bvere
because of their curent location, they will still stop whatever they are doing and silently
pray for one hour, usually while grasping and staring at the Feurlo, (FY OOR-law) a small
wooden disk with a picture of a sunrise engraved on one side, and a carving of the faces of
Noruél and Y urana on the other. Followers of Broémtre believe that it is through such prayer
that they are “nourished” by Nature, which provides them with enough energy (both
physical and magical) to perform whatever tasks are required of them for the next 24 hours.

The church is hierarchical, with one central council of 13 Szets (Zehts) meeting at times at
the Central Tromjat to determine church policy. (The council votes in one of their members
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to be the Great Szet, the leader of the church. Once appointed, the Great Szet holds this
position for life)) These church policies are then distributed downward through various
layers of the church structure (144 Fleurno (FLOOR-naw) report to the Szets each Fleurno
oversees 13 Or-brastrats (OR BRAHS-rahts), who each in turn oversee 13 Brastrats
(BRAHS-rahts), each of whom oversee 13 Tlokas (tuh-LO-kuhs). Each Tloka oversees the
operations of aparticular Tromjat.

The church is fundamental to most of the important events in a Tlocassan’s life, from birth
to death. Bromtre continues to be a universal religion among Tlocassans, with all
Tlocassans undergoing the Ringleid ceremony within 3 months of birth. (At this ceremony,
they are brought to the village Tromjat, touched by the Tloka and another church official
(usually aTromjatmage), blessed by a magical spell, and provided with a copy of the Codes
of Bromtre.) Marriage ceremonies take place in the local Tromjat of the bride. The
relatives of both are invited to witness the service, as the officiating Tloka sanctifies the
bonds. The formal procedure is rather elaborate, and contains such elements as the groom
carrying the bride one way over a pool of water, followed by the bride carrying the groom
the other way. (Since males and females are typically built about the same, this isn't
difficult for either.) At the end of the ceremony, the witnesses often are invited to cast spells
(of a restorative and/or celebratory nature) at the bride and groom. Upon the death of a
follower of Bromitre, if resurrection is not successful, a funeral ceremony is held, attended
by the friends and family of the deceased, as well as other members of the local Bvere
congregation. A church officiant, usualy, though not always, a Tloka, oversees the rite,
usually sermonizing on the 9" Code of Bromtre. The ceremony is held is the most natural
setting available — a clearing, field of flowers, grove, hilltop, etc. There, the body is
cremated, and the ashes are given to the next of kin, who then sprinkles them over a natural
setting appropriate to the deceased (lakes, rivers or fields are most often used.) As can
clearly be seen, the religion is essential to Tlocassan existence.

However, recent events over the past 200 years or so have caused some divisions among
both the population as a whole and the Szet council. Debate has raged over such things as
the need to adhere so strictly to the original doctrines (particularly the shunning of
technology) the place of Tlocassans in the universe, and the stance towards other races (see
Off-World Policy, below). For the most part, the Szet council has taken an official hard-
line stance towards these matters, insisting upon strict adherence to al doctrines, but this has
become difficult to enforce, particularly as Tlocassans travel off the planet and away from
the Tlocassan atmosphere and religious centers.

Bromtre has also been making some inroads among other races in the galaxy. Tlocassan
missionaries have been actively converting those they meet to the beliefs of Bromtre, to
varying degrees of success. Doing so, however, is chalenging, and these missionaries have
often had to “modify” the codes and even the Ringleid ceremony in some ways to
accommodate the races being converted or the situation on the ground. The Szet council
seems for the moment to be allowing these modifications to occur without comment, so long
as they are not flaunted publicly on Tlocassa proper.

Military
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Being shielded for eons by its atmosphere, and having not fought a serious internal war in
over amillennium, the military forces of Tlocassa leave much to be desired. The leadership
is schooled, but has no practical experience in war. Most of their "battle" experience is a
result of regional, national, and international tournaments in which representatives of
various nations compete in challenges of skill. The troops themselves are small in number,
(though the Church could field a large militia if needed), and are both ill trained and
inexperienced. Technologicaly, of course, they have not advanced beyond rudimentary
hand-held short and long-range weapons, though their armies are populated with and
supplied by magicians. The magica nature of the weapons does make up for the lack of
training on the wielder’s part, to some extent, boosting accuracy and damage, or, in rare
cases, causing successful hits by the weapons to inflict uniqgue magical effects (e.g.
paralysis, burning, etc.).

In addition to the forces maintained by each nation, the church also maintains and trains its
own elite forces, which are used pimarily to guard the church’s representatives as they
travel off-world. In addition to being better trained and equipped (though still suffering the
same lack of experience as national militias), the elite church troops boasts a stronger
magical presence, and most of the members of the Norud (Nor — OOD), asit is caled, are
said to be able to cast spells unknown to any other citizen of Tlocassa. It is said that the
Norud in particular has been gearing up, trying to learn as much as possible about the tactics
of other races’ militaries. Recently, the church has attempted to integrate some Norud
members into the militaries of other planets so that the Tlocassans can gain some real
military experience.

Science and Technology

Over one thousand years ago, Tlocassa was a technologically advanced society, capable of
creating weapons of mass destruction, supersonic transportation, computers, etc. While the
knowledge of this technology is till studied (at a theoreticaly level only) by some, Bromtre
gtrictly forbids the use of technology, and al of the devices of years past have either
deteriorated beyond recognition or have been relegated to curiosity museums. To outsiders,
the Tlocassans might seem backward. This is not true — Tlocassans are familiar with
advanced scientific principles and can comprehend levels of technology much higher than
they use. They have simply chosen to forgo the technology route in their daily lives.
Furthermore, their magic is powerful and alows them to do many of the tasks that
technology might accomplish for them, so many see no reason to waste their energies in the
unnatural creation or employment of devices that are prone to breakage and disrepair.

Magic

Magic is prevalent in the life of Tlocassans from the day they are born. For example, one of
the simplest and earliest spells that a Tlocassan learns is the “purify” spell, which will
restore any food source, making even a decaying side of Hredd (Hredel being an ox-like
mammal commonly raised on Tlocassan farms) edible. (Hence Tlocassans fedl there is no
need for refrigeration, etc.) Different versions of the purify spell also serve to clean dishes,
sweep floors, etc. Young Tlocassans are often scolded by their parents if they choose to fix
their beds using manual means rather than by casting the purify spell.
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Most Tlocassans have high magical potential, yet they find that they are unable to perform a
great amount of spells unless they spend the sacred hour of the Tlocassan day in prayer.
Additionally, some Tlocassan spells require objects created from the plants grown in the
sacred groves outside of the Central Tromjat in order for the spell to operate correctly.

Every Tlocassan has magical potential, although the degree to which it is exhibited differs
from individual © individual. Some use it smply to aid them in their daily tasks, while
others depend on their spells for their livelihood. Like so much else on Tlocassa, magic is
taught under the auspices of the church. New spells are constantly being researched,
particularly by the Tromjatmages, church workers who have devoted their lives to the
pursuit of new magic. While the particulars of a few powerful spells are kept from the
populace, most are disseminated quickly throughout the populace, with those who can
perform a spell learning it with ease. To manage this dispersion of knowledge, local Tlokas
often serve either as teachers or as overseers of teachersto all who worship at their Tromjat.
Upon mastering a spell, Tlocassans often display their knowledge by wearing emblems on
their clothing or jewelry. (Each spell has a particular color associated with that spell.)

Tlocassan magic can be said to have severa branches or emphases, though Tlocassans
possess spells from one, several, or all branches. One branchinvolves spells that purify and
cleanse, both the environment and the body and soul. Spells here include the purify spell
described above, spells that cure wounds and disease, spells meant to pacify one's emotional
state, tire one's body and even, at the highest levels, rejoin souls to their bodies. A second
branch of Tlocassan magic includes spells that enhance the effects of items, including
weapons, wielded. A third branch alows for divinationtype spells, alowing users to
determine past events, bu not the future. Finally, there is one spell, known but to a few
Tlocassans who have devoted their lives to Bromtre and the use of this spell. This is the
“Archof Bromtre” spell, which has alowed the Tlocassans to explore the galaxy without the
use of spacecraft.
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SPELLS
Spell Name (Base Description
Level)

Prerequisite(s) (if

applicable)
Spellsof Tlocassan Origin
Arch of Bromtre (12) Perhaps the most rare and physically draining spell in the entire 15 (see
Tlocassan grimoire, the Arch of Bromtre allows the caster to open up a desc-

Prerequisite: Magical | one-way portal between afixed location, the Central Tromjat on ription)
Genius merit, True Tlocassa, and another, unfixed location anywhere in the galaxy. To cast

Faith merit, Endurance | the spell, the caster must be able to describe the coordinates of the

of at least 16. unfixed location to a GM (GM’s may modify the spell roll based on this

description), or must be physically at that location. The GM will make
the spell roll, determining the result in secret — in some cases, a portal
will appear, however, the portal may not connect the correct two
intergalactic locations. The Arch will be opened for aperiod of timein
minutes equal to the amount of battery points placed into the spell
(minimumof 15), or it will remain open until that number of characters
moves through the portal, whichever comes first'.

Casting this spell isincredibly draining to the caster: after the Arch
closes, the caster’ s statistics are all reduced to 1. The caster will be
unable to perform most tasks (including walking or even eating,
although talking is possible for brief periods of time) for a period of
days after the casting of the spell equal to the amount of individuals that
pass through the portal. (In the past, these side effects were much worse,
and lasted for much longer; recent spell modifications have lessened,
but not completely negated, this effect.)

Note that when the spell is cast, characters on one side of the portal can
not view the other side of the portal. (Many of the earliest Arches on
Tlocassa were misdirected, and the travel ers through these gates found
themsel ves transported into the vacuum of space.)

Blessings of Bromtre This spell was developed by the Tlocassan armies, and was used 3 (see

9 immediately before tournaments to improve the quality of itemsused in desc-
these engagements. Successfully casting this spell on atarget item will ription)

Requires material temporarily improve either the bonusto AS, bonus to DS, or

component (Jessup’s construction points of that item for a period of minutes (or rounds) equal

unguent) to the spell roll. The caster determines which particular effect is

improved. The effect isimproved numerically by the amount of battery
points placed into the spell, minus 3. (Thus, if seven battery points are
placed into the spell, a caster may choose to improve aweapon’s AS by
7-3 = 4 points.)

To cast this spell, the caster must first anoint the item with 2 ounces of
Jessup’ s unguent.

! For the purposes of this spell, assume that afully laden pack animal will take one minute to move through the
Arch.
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Spell Name (Base
Level)

Prerequisite(s) (if
applicable)

SPELLS
Description

Spells of Tlocassan Origin

Fortitude of the
Prophets (9)

Prerequisite: Blessings
of Bromtre (14)

To cast this spell, the object must be brought into a Trémjat or other
Bromtre-sanctified location. After laying the object on an altar (objects
must therefore be able to fit on the altar), the caster will begin a series of
chants and gesticulations. If the spell is successfully cast, a bright red
light will immerse the object for one minute, after which, the object will
be permanently magically enchanted. The exact effect of the
enchantment is determined by a GM, but will depend on the nature of
the object, the success of the spell roll, and the amount of battery points
placed into the spell. Itiscommon for the spell effect to be asimple
addition to the construction points, or the bonusto AS or DS that an
object gives; however, in rare circumstances, enchanted objects may
receive unusual effects.

If the spell roll fails, the object enchanted is prevented from ever being
further enchanted by any caster of this spell. Furthermore, if anitem
has been enchanted by this spell, the target spell roll required islowered
by two for each enchantment on the item.

(see
desc-
ription)

Guidance of the
Prophets (12)

Requiresthe Acute
Touch merit. Requires
material component
(fruélynn)

Casting thisdivination spell requires the caster to undergo an elaborate
ritual, touching the target object on no less than 15 occasions while
chanting prayers and burning 3 ounces of the Tlocassan herb fruélynn.
When performed correctly (and a successful skill roll is made), the spell
providesinformation to the caster about an object’ s history. (It does not
indicate anything about future events.) The response of the prophetsis
not always quick, and characters, at times, have not received answers to
the questionsfor up to two hours after the casting of the spell. Still, the
spell has been used by Tlocassans for some time to determine such
things as causes of death, innocence or guilt of criminals, and whether
or not a particular individual was at alocation within the past 24 hours.

Healing Winds (8)

Prerequisite:
Restoration of the Body
(14)

A rare Tlocassan spell, the Healing Winds are summoned forth by a
caster to heal the wounds of all living beings within a 20 foot radius of
the caster. Thewinds, sparkling with flashes of purple, gold, and green,
surround the bodies of those in the area, restoring an amount of life
pointsto each equal to the spell roll of the caster. Unlike Restoration
of the Body, this spell does not discriminate between followers of
Brémtre and non-followers, and it works upon Stelik.

To cast this spell, the caster must concentrate/pray for two minutes. If
cast in combat, the caster is unable to do anything but concentrate for
oneround, and will be able to cast the spell on the following round.
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SPELLS
Spell Name (Base Description
Level)

Prerequisite(s) (if
applicable)

Spells of Tlocassan Origin
Noruél’sWarming (15) | Tlocassans originally developed this spell for heating food, creating hot 3
water, or heating metal to make it flexible when creating items. Casting
this spell will cause a non-living metal object touched by the caster no
larger than 1 cubic foot in volumeto radiate intense heat. The object
will heat slowly — raising about 20°F per minute, until it reaches a
temperature of 400 °F. Once the object has reached this maximum
temperature, it will remain at this temperature for an amount of minutes
equal to the spell roll. If any character touches the object onceitis
hotter than 150°F, they will sustain a burn, taking two points of damage,
and having a2 in 6 chance of receiving a scar in the place touched.
Flammabl e objects that touch this object have a2 in 6 chance of igniting
for every minute they are in contact with the object.

Pacification of the Spirit | Successfully casting this spell allows the caster to immediately engage 2 (see

(12) in acharm-type mental combat with atarget character or NPC. During desc-
the mental combat, the caster’s Mental Prowessisincreased by an ription)

Prerequisite: amount equal to the spell roll. During this combat, the target may fight

Purify (16) back using any means at his or her disposal, including fleeing.

Once the target’ s willpower islowered to zero or less, however, the
character will be pacified— any commands given to that character
through other charm-type mental commands will be permanently
removed, and any emotions (whether induced by charms, artistic
expressions, or any other means) will be removed. Thetarget will feel
“at peace” for aperiod of minutes (or rounds, if in combat) equal to the
amount of battery points placed into the spell at the beginning of
combat. Note that the mental combat this spell initiates does not allow
the caster to issue any ordersto the target; it simply placates the target
character, preventing them from acting violently for the period of time
that character is“at peace”. (Such characterswill be able to defend
themselves during this period of time using whatever means they desire;
however, they will be unable to take any offensive actions in combat
during this period.)

Purification of the Body | To cast this spell, acaster must touch the target living being the spell is 4
(20 being cast on. If successfully cast, the target’ s body will glow white for

10 minutes, during which any one particular disease or poison (of the
Prerequisite: caster’s choosing) will be removed from that target’ s system. Only one
Restoration of the Body | such spell may be cast on a particular target at atime: attempting to cast
(12 a second such spell on the target whilethefirst is still operating will

immediately cancel both spells! For followers of Brémitre, this spell
will, in addition, restore two life points to the targeted character as soon
asthe spell iscast.
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SPELLS
Spell Name (Base Description
Level)

Prerequisite(s) (if
applicable)

Spells of Tlocassan Origin

Purification of the Soul | Thisrare Tlocassan spell can be used to exorcise agents that have taken 8
(20) control of an individual’s mind, body and/or soul. Casting this spell

requires agreat deal of time: a special ceremony must be performed,
Prerequisite: lasting for approximately 15 minutes. (A GM, who may modify the
Purification of the skill roll based on the circumstances, must attend the ceremony.) When
Body (14) successfully cast, the spell will remove the agent from the body.

Depending on the spell roll made, the agent may be permanently killed,
banished from the area, or the agent may attempt to re-possess another
body taking part in the ceremony (under no circumstances, however,
may the agent immediately re-take the body from which it was
exorcised.) Please note that this spell does not counteract charm-type
mental attacks.

Purify (16) This is the most rudimentary of Tlocassan spells, and one which all 1
Tlocassan mages possess. A successful spell roll (only one attempt is
permitted per target object) will restore any food or drink source to an
edible condition, removing any poisons, toxins, biological
contaminants, or other sources of contamination from the object. Note
that spell rolls are subject to GM modification depending on the nature
of the contaminated object. A successfully cast spell will restore up to
three servings of food or drink.

Restoration of the Body | Tlocassans have developed this healing spell to compensate for the lack 2
(12) of medical technologies on their planet. Casting this spell requires that

casters touch the target living? being that they are trying to cure, and
Prerequisite: that they maintain concentration for one minute (or round, if in combat).
Purify (16) Successfully casting this spell will cause the caster’ s handsto glow

white for a period of one minute (or round, if in combat), during which
the target will be healed. If the target is afollower of Bréomtre, the
target will be restored an amount of points equal to the spell roll; if the
target isnot afollower, the target will receive a number of points equal
to half the spell roll (round up). If the target is Stelik, only two points
may be restored under any circumstances, and only if the spell roll
succeeds. This spell may only be cast once per hour per target by a
given caster, and it does not remove the source of injury; it simply
removes some or all of the damage caused to that point by the source.
(For example, if a character has been shot with a poison arrow, doing 3
points of damage immediately, and one point of damage for every round
afterwards, the spell will remove damage done by both the arrow and
the poison, but it will not remove the arrow, nor will it prevent the
poison from continuing to take away further life points.)

2 |f atarget hasless than zero life points, the spell has no effect on the character.
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Spell Name (Base
Level)

Prerequisite(s) (if
applicable)

SPELLS
Description

Spells of Tlocassan Origin

Restoration of Vision
(10)

Prerequisite:
Restoration of the Body
(12)

This spell may be cast on one target character within 10 feet of the
caster. Successfully casting the spell will restore lost sight for that
character, whether that lossis due to blindness, poor vision, sensitive
eyes, or any other cause. (The spell is completely ineffective against any
character who has not had their vision impaired.) Characters who have
had their vision restored will be able to see as if they had normal vision.
The practical effect of this spell isto temporarily raise the accuracy of
the target by the amount it has been lowered by the impairment (for
example, by 25 for a character affected by blindness.) The spell’s
duration is not permanent; it will only last for an amount of minutes (or
rounds, if in combat) equal to the successful spell roll. This spell may
only be attempted once every eight hours on a particular target.

Reunification of the
Body and Soul (11)

Prerequisites: Spirit
Awareness merit,
Restoration of the Body
(15)

This spell may be cast on any one corpse, so long as at least 51% of that
corpseis present in one cohesive piece. The spell level is modified as
follows:

Corpse dead one hour to eight hours: -2

Corpse dead over eight hours: -6

Corpseis of afollower of Bromtre: +2

Only two attempts at this spell may be made per caster per day, and
casters may not resurrect more than one character per day. When
successfully cast, the air around the body beginsto glisten green, gold,
and white. If the soul (i.e. the player) iswilling to be re-joined to the
body, the character isresurrected (unless that character has died already
on two separate occasions) and will have one life point. Characters that
have been resurrected in this manner will suffer asif they had the flaw
amnesiafor aperiod of 2 hours following their resurrection.

Character’ s bodies resurrected in this fashion will suffer the flaws the
characters had before their death, and may have additional flaws (GM
determination) based on the condition of their corpse at the time this
spell was cast.

Wearying of the Spirit
(13)

I'n order to cast this spell, the caster must concentrate for one minute (or
one complete round) prior to casting the spell. Successfully casting the
spell will affect all target characters or NPC’ s within aten-foot radius of
the caster, including the caster. All such characters will temporarily
lose an amount of endurance points equal to the amount of magical
battery points placed into this spell on top of the base battery cost of the
spell. (E.g. Freya Blomgrup casts this spell, placing 5 battery points
into the spell. Her spell roll isa 9, meaning that all characterswithin a
10’ radius of Freya will immediately lose 3 (5— the 2 base points = 3)
points of endurance.)

2 (see
desc-
ription)
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SPELLS
Spell Name (Base Description
Level)

Prerequisite(s) (if
applicable)

Spells of Tlocassan Origin

Yurana's Cleansing This common Tlocassan spell is used by the Tlocassans to restore order (See

(20) and cleanliness to agiven target non-sentient object. The amount of descrip-
battery points needed for the spell to work will depend upon the size of tion)

Prerequisite: the target object:

Purify (16) 5 square feet or less— 1 point

5-20 square feet — 2 points

20-70 square feet — 4 points

70-150 square feet — 6 points

A successful spell roll creates a caster-defined effect (invisible servants,
cleansing wind and rain, light of purity, etc.) The spell will affect the
target by removing from it any grime, dirt, signs of wear (targeting an
itemthat needs repair will restore one construction point to it; further
cleansing spellswill not add to that effect), etc. The particular caster-
designed effect may have no in-game effect aside from the cleansing
described above.

Art and Recreation
Art is highly respected by Tlocassan society. Nobles, and, especialy, the church, serve as
financial patrons to many artisans. Both sets of patrons often commission artists to depict
(either through song, literature, paint, sculpture or architecture) events from the past and
illustrate the greatness of the patron institution. Sometimes, such propagandizing is not as
predominant, and in such works of art, the expression of Tlocassan talent surely rivals those
of other great civilizations.

For the masses, the primary visible forms of artistic expression are the architecture of the
loca Tromjat (generations of workers often spend their lives in the construction of these
buildings) and the theatrical presentations of local and traveling troupes. These theatrical
guilds typically charge a few brazips admission for an evening’s entertainment, consisting
usually of some form of circus acts combined with a play or two. These plays typically tell
stories of the past, often revolving around the lives of Noruél and Yurana, or illustrating
tales that the Great Prophets told.

Tlocassans do not have any sports per se, but military pageants (archery competitions,
cavary races, etc.) often attract large crowds. Additionally, many Tlocassans are great
lovers of games of chance and strategy. Although participation in gambling is officialy
forbidden by the tenets of Bromitre, (it being seen as a violation of the fourth code,) many
Tromjats organize their own gaming nights for the entertainment of the local populace.

Economics
Tlocassan economics can be seen as a combination of nascent capitalism and socialism.
Local and national governments do their best (which is not very good) at overseeing that
every citizen is employed at a useful task, and that goods and services are offered at rates
that all can afford. Under this system, however, most Tlocassans (except for the nobles and
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the Szets and Fleurnos of the Church) are relatively poor, though few if any are truly
indigent.

Since most Tlocassans have no formal education, most serve as farmers, woodsmen,
hunters, smiths, animal trainers, merchants, etc., and gain their education from their parents
and through guild-sponsored “apprenticeship” programs. Elementary education is provided
to the small number of Tlocassans who make up the “middle” class, while nobility and some
deserving students are admitted to larger Theologica Seminaries, where most of the
research, magical and otherwise, of the planet is undertaken. Graduates from such
institutions typically gain employment in the upper echelons of the church. The church,
however, through its bureaucracies, etc., employees approximately one third of the
Tlocassan working popul ation (those between the ages of 20 and 55).

As an emerging capitalistic ecoromy, there are no large business corporations on Tlocassa.
Most "businesses’ are family or individually owned, trading locally. Interplanetary trade is
a new phenomenon, and one which, to date, has only been engaged in on a very small basis
by the church hierarchy or by the few merchants with connections to the Szet council.

(Most other races would not even consider dealings with the Tlocassans as “trade’ but
simply as an exchange of gifts. For example, a Tlocassan delegation on Ghurgha presented
the Ogaru with a bolt of cloth, a cask of Tlocassan reitz (a mildly alcoholic beverage) and a
crate of various gems from the Tlocassan planet. While these objects were worth quite a bit
on Tlocassa, the Tlocassans received only room and board for a six-month period for them.)
There are various guilds set up by merchants, smiths, etc., that begin to resemble
corporations or labor unions, but these are small, very factional, and don’t as of yet represent
agreat presence in the typical Tlocassan lifestyle.

Up until approximately 300 years ago, Tlocassan economics was barter-based. Several
nations, however, introduced national currencies, and this idea took hold and spread over the
entire planet. With the discovery of other worlds, the church pressed for ore worldwide
currency among al Tlocassans, the brazip (BRAH-zeep), which has become the standard
unit of currency. Brazips come in only one denomination, a thick single bronze octagonal
coin; although there are four different designs in use a the present time, all are considered to
be of equa value.

Off-World Policy
As a combined result of their remote location, the protection of their atmosphere as well as
some incredibly good luck, for most of their history, Tlocassans believed that they were the
lone intelligent race in their universe. Indeed, this belief was a foundation upon which
Bromtre rested. Thus, the Krembla incident (described below) was a mgor shock to the
planet, and one that seems to have atered Tlocassan history immeasurably.

TheKrembla incident: Two hundred and thirty- nine years ago, a Thish Wan spaceship was
exploring the Tlocassan sector of the universe. The crew of the ship sent an exploratory
shuttle into the Tlocassan atmosphere. Immediately, the ship began to malfunction as the
amosphere interfered with ship instrumentation, and the ship crashed on the planet’'s
surface, outside the city of Krembla on the isle nation of Vreda. Local authorities, as well as
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the church, immediately investigated the craft. The pilot and crew had perished, and most of
the ship was destroyed, but recovery teams were able to find, among other things, some
navigational charts, pinpointing the locations of other inhabited planets.

The Krembla incident had two immediate and profound impacts upon Tlocassan society.
First, it shattered the belief that the Tlocassans were alone in the universe, forcing many to
question (for the first time) the tenets of Bromtre, and second, it provided the Tlocassan
church with the locations of other races.

With the recent discovery of other worlds out there, Tlocassan society, or at least the
hierarchy of the church, have been incredibly interested in space travel. As their religion
forbids the building of spaceships (and besides, the atmosphere would interfere with
electronics), most of the research has gone into magical teleportation gates. About one
hundred and twenty years ago, the Great Szet developed a very costly, very draining spell
that briefly opens up a Portal to other planets. Since that time, slightly nore than fifteen
portals have been successfully opened (there were many, many failures), allowing
missionaries, diplomats, and others to visit other worlds. It is through these visits that
knowledge of the other planets and civilization has been increased and disseminated to the
Tlocassan population. (Many Tlocassans, however, are unable to fully understand the
descriptions brought back unless something tactile— an item belonging to a foreign race, for
example — is brought back as well. In fact, many so-called "missionaries’ have been
inadvertently accused of thievery when attempting to do just that.) One group which
returned from a mission to the Jannsky Mining Colony, returned with two non-Tlocassans.
Thisincident was the first (and, to date, the only) visit to Tlocassa by aliens, a Clarin named
Arryn Orator Prime, and an Ogaru named Dag Hagro. Both of these individuals went on to
live long and productive lives on Tlocassa, and became converts to Bromire. They also
became the closest things to “celebrities’ that Tlocassa has ever known, and their readiness
to talk to the inquisitive Tlocassans did much to improve the general populace’ s willingness
to continue the exploration of the nearby solar systems through portal missions.

Officially, al of these trips have been undertaken in the hopes of converting the citizens of
other planets to Bromtre. Unofficialy, however, the church hierarchy has been split into
four different camps, each with their own additional motivation for sponsoring these trips.
All missionaries to other planets have the stated purpose of expanding the religion to other
worlds and races. Most Arch-Travelers, however, have other objectives aswell. Some view
their cause as the bringing of the principles of, if not necessarily the belief in, Bromtre to all,
extending peace and the reverie of Nature to the warring factions of the universe. Others
seek to form or expand trade agreements where possible, realizing, of course, that most
“unnatural” objects will be forbidden on Tlocassa. (Some merchants, however, are
attempting to convince the Szets that the Arch may serve as a powerful rapid-delivery
system for goods from one end of the universe to others. They have suggested that the Arch
of Bromtre be used to transport goods from one planet to another, with Tlocassa serving as
the “middle man.”) A great magjority of the Arch-Travelers see their purpose as learning as
much as they can as quickly as they can about the other races. Many have a particular
interest in learning about the technologies and magic of other races, either so those abilities
can be duplicated by Tlocassan magic, or to know what the Tlocassans might face in the
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future. Tlocassans as a whole realize that the latest chapter in their civilization, the chapter
that began with the Krembla incident and has now lead them into contact with the myriad of
races in the universe, is one from which they can not turn back. Now that other races know
of their existence, they can no longer depend on their Kijra atmosphere for potection.
Tlocassans recognize that it is only a matter of time before one of these races develops a
way to penetrate that holy shield, and Tlocassa needs to be prepared for that day when it
arrives. The great debate, among the church hierarchy, and among al Tlocassans, is how
will they modify their culture to adapt to the changing situation in the universe.

Costuming Hints
The skin of Tlocassans is purple, in varying tinges. Most Tlocassans are dressed very
plainly, in robes, tunics, vests, and similar items, usually in plain colors (beige, gray, brown,
black, and white being the most popular.) However, Tlocassans often adorn themselves
with chains of multi-colored beads. They are aso quite fond of headwear, which are aso
predominantly plain colored with multi-colored bead adornments. These beads represent the
spells known by the Tlocassan, as follows:

Archof Bromtre.................. Roya Purple Purification of the Soul ........ Red-Orange
Blessings of Brontre.......... RPink PUMTY o, Yellow-Green
Fortitude of the Prophets....Dark Red Restoration of the Body......... Light Blue
Guidance of the Prophets....Burgundy Restoration of Vision........... Aquamarine
Healingwinds...........c.c..... Blue Reunification of the

Noruél’sWarming.............. Red Body and Soul.................... Dark Blue
Pacification of the Spirit .....Yellow Wearying of the Spirit .......... Blue-Violet
Purification of the Body......Dark Green Yurana sCleansing.........c.ccoeveueeene Green

All followers of Brémtre carry a Feurlo on their person, either in a pouch on their waist or
on achain around their neck.

Tlocassa’ s Geogr aphy

The planet is characterized by large continental islands relatively evenly spaced over
approximately half of the planet's surface area. The intelligent inhabitants of Tlocassa are
found on all of these continents, though their largest cities are primarily near the coastlines.
The other important characteristic of the planet is the orange, cloudy upper atmosphere
which covers the planet, obscuring vision of the universe to those on its surface and almost
totally hiding the planet’s surface from those looking down (or electronically scanning)
through it. Indeed, this atmosphere has staved off many invasions in the past, as would-be
colonizers have either passed by the planet or suffered equipment failure attempting to
penetrate through the cloud barrier.

While occasiona strong storms do affect the coastlines, for the most part, the Tlocassan
climate is temperate, though perhaps a bit colder than other civilized beings might be used
to. There are many forests covering large sections of the planet, providing shelter to fauna
as well as wood, which is the primary building material and source of heat for the
Tlocassans. Water, too, is plentiful. While many of the oceans are salt water, the continents
themselves have both large lakes and rivers containing fresh potable water. There is aso
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aufficient farmland to provide for the small population. Ores and mineras are low, and
more advanced energy sources (such as blue coal, ail, uranium, etc.) are not plentiful, but
the Tlocassans have managed to survive without them for centuries.

Tlocassans are primarily an urban society; 75% of the Tlocassan population of 2,600,000
lives in the towns and cities that dot the coastlines of the various continents. An additional

18% of the society live in what could be termed the “suburbs’ of those cities, and only a
meager 7% (primarily farmers and herders) livein rural areas. Only about 50 Tlocassans are
currently known to live off the planet.

Typical Tlocassan Merits, Flaws & Skills

Mandatory* Merits: Magical Potential.

Mandatory* Flaws: Mana Recharge Required, Strict Moral Code.

Typical Flaws. None.

Typical Merits: Acute Touch, Magical Genius, Sense of Purpose, True Faith.
Typical Skills: None. Note: Mechanical Aptitudeis rarely taken.

* Please note that very little in this game is truly mandatory. If a player can justify why his
or her character does not have a merit or flaw which is “mandatory” for characters of this
race, a GM may alow the player not to take that particular flaw or merit. However, the GM
might also suggest that the player might be better served by selecting another race.

You Could Be
A Tlocassan missionary, working to convert all alien races you encounter to Bromtre.
A governmental ambassador, secular in nature, representing one of Tlocassa's
continental nations. Y ou might have been sent to gather information and to explore
trade and/or military alliances with other planetary civilizations.
Any member of either of these individua’s “support staff,” sent to help the missionary
or ambassador, but aso having aims/goals of you own. As such, you may till be with
the original team, or you may have set off on your own for any number of reasons (only
survivor, loss of faith, etc.) Examples of such support staff include:

o A Tromjatmage, a church worker who specializes in the research, development
and instruction of spells. You hope to learn more about the magic of alien
civilizations.

o A staff member also hired by the church or government to engage in planetary
espionage, attempting to determine as much as possible about the other planets.

o Anordinary Tlocassan, in any of several common trades, chosen to accompany
the missionary/ambassador for some plausible reason.

0 An artisan, chosen to accompany the delegation in order to assist in the
persuasion of foreign civilizations through the use of your talents.

o0 A knight, archer, or other member of a Tlocassan’s national army, sent to
accompany the delegation and serve as protection, bring back information about
other planet’s military capabilities and intentions, and/or possibly train alongside
other nation’s troops.

o A member of the Norud, serving as the primary bodyguard for the missionary.
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Appendix: The Days of the Tlocassan Y ear

There are no weeks or months in the Tlocassan calendar. Days are referred to smply by the two names associated
with that day. Thus, Day 38 is referred to as “The Day of Uma and Grisgrik,” etc. The only Tlocassan holiday —
the most holy day of al followers of Bromtre—isthe first day of the year, The Day of Yuranaand Norudl. Grand
celebrations are held in Tlocassan homes, and, in addition to the normal Bvere, Tlokas conduct services three other
times during the day. In addition to this holiday, each Tlocassan celebrates his or her birthday, usually along with
their family, although occasionaly, al Tlocassans born on that day in a particular locality will have ajoint

celebration.

Day FemaeName MaeName Day FemadeName MaleName Day FemaeName Male Name
1 Yurana Noruél 38 Uma Grisgrik 75 Latra Klaufin
2  Frudi Bvyl 39 Nimeu Prestan 76 Ingo Dweirken
3 Vilithi Svooran 40 Destla Qix 77 Bzindu Lingstrond
4 Jenno Matvic 41 Ophrina Umbert 78 Strali Ozgig
5 Criana Waireht 42 Loruni Merom 79 Vondra Wadg
6 Holinu Meplom 43 Vilsi Wentrist 80 Estru Drgs
7 Nixi Trinimar 44 Luka Egvolt 8l Laéstra Muervlix
8 Ciretli Hamtlok 45 Klari Y uranaven 82 Pemble Ryolf
9 Lunessa Mesouran 46 Mdurosa Laérton 83 Klusti Isorg
10 Alegri Oe€let 47 Fditha Giledn 84 Fritzi Citsel
11 Bianu Grisen 48 Hundrana Osrist 85 Nida Gretz
12 Mida Horst 49 Pleri Nus 86 Hamna Nuven
13 Doalinga Reifzlin 50 Jogila Draskwid 87 AHriga Etrich
14 Wilfru Zodnik 51 Aghda Bris 88 Ygda TI&fil
15 Eorgi Crasfnin 52 Podki Betran 89 Wwali Lirser
16 Vimlara Tinbras 53 Ursuma Frenz 90 Cninga Blist
17 Ufdia Loantes 54 Sifia Recnant 91 Zortsu Urkvolt
18 Liéni Revic 55 Tlinga Strogmor 92 Glisto Shaalog
19 Ritsa Ysién 56 Badsa Armweld 93 Dilga Rutger
20 llianu Svaros 57 Kima Husen A Lezana Aethem
21 Siligri Jophtor 58 Emro Zlivich 95 Uralla Hix
22 Gresda Nubelen 59 Yttri Mishek 9% Pridi Wal
23 Frugoru Blumvoc 60 Csilli Epin 97 Clirino Bixflin
24 Niriza Komnor 61 Osta Cris 98 Tradja L Ustren
25 Philopia Harthab 62 Grutza Lugan 99 Nuotzi Reif
26 Egressa Cnorest 63 Nemina Rowenn 100 Fela Gigrix
27 Ulga Lathem 64 Veada Emrig 101 Yitza Tslir
28 Rieda Krunk 65 Frenzla Jusfritt 102 Iqidia Xurist
29 Olidei Zewinor 66 Lolfs Petor 103 Strisu Poépim
30 Stringre Ansen 67 Blinga Ikbrom 104 Ugisti Junson
31 Thrisa Bahr 68 WEégru Umbern 105 Jlya Hjamar
32 Vawna Kronguél 69 Dilora Agthvig 106 Qidia Svisuts
33 Hadi Trandex 70 Quistra Tlufien 107 Veada Draksen
34 Lerinka Osvig 71 Ruldo Svgrid 108 Brieni Vingret
35 Endfi Torvist 72 Mendi Hjolm 109 Ofstro Reizbras
36 Wadla Brostrem 73 Xuli Querin 110 Walgri Masvic
37 Tlosa Kifel 74 Hevgla Vawn 111 Gurla Wamsenor
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Day FemadeName MaeName Day FemadeName MaeName Day FemadeName MaeName
112 Renimi Betruédl 160 Zama Gexyl 208 Ola Ugtran
113 Klautra Eyulf 161 Vuortzi Krengal 209 Baéna Xdic
114 Aésto Nurt 162 Betrana Tamgart 210 Ulrika Molax
115 Hundra Crim 163 Gynti Aetheldyn 211 Keanu Hitrow
116 Ecrina Untrip 164 Orndo Virtzen 212 Fosta Quimbel
117 Molani Fjost 165 Lacna Eéflgig 213 Tero Cnupron
118 Zoti Osiél 166 Utini Wrothmar 214 Efglini Nariél
119 Dmdo Heilrix 167 Ruthla Jingtritz 215 Jaana [dmist
120 Gridli Brapvic 168 Kluri Nuflen 216 Neemo Wolg
121 Nidli Mlikros 169 Curina Glister 217 Wenke Faén
122 Zingro Indrest 170 Vople Riglar 218 Drgstra Molgaard
123 Vriga Qestral 171 Yenika Laestrin 219 Tiéli Boel

124 Eikla Frinzel 172 Edu Viglar 220 Zeniwa Per

125 Krinda Svalank 173 Pikla Reifel 221 Vendda Uosukainen
126 Osa Ochvigt 174 Wurtzle Hinsen 222 Ess Klaven
127 Holmfru Wrothmir 175 Tanida Snilsar 223 Nide Tuomas
128 Riquda AErvam 176 Fremzi Cuvnor 224 Ljano Hannikainen
129 Yanimo Nidic 177 Milo Urtuél 225 Fonja Birestrem
130 Noruda Drilom 178 Xigi Mitzelen 226 Athredi Salminen
131 Tringi Revbert 179 Itmida Tsotlar 227 Jorina Forsgard
132 Jifsgtrana Lirs 180 Qeno Drinimar 228 Smoli Lax

133 Blimessa Csn 181 Damegerta Kirgart 229 Rdithu Sokvist
134 Poéto Krunkel 182 Hormali Osvic 230 Azra Ansel
135 Flibi Grootz 183 Sedta Finvel 231 Tove Melander
136 Lilora Peer 184 Noli Qylten 232 Erja Dahlen
137 Imbresu Eyolf 185 Agrda Ifglad 233 Kdja Hagby
138 Cinesa Josfix 186 Jurina Bosrich 234 Yolinga Gronlund
139 Bido Eigric 187 Kénra Vgsel 235 Arida Holm
140 Hida Mivic 188 Renima [tnust 236 Jeyla Patrik
141 Mliki walf 189 Ole Pk 237 Utrana Krin

142 Sraexi Ilianust 190 Schoubye Bratsic 238 Pulano Arksund
143 Grida Quentror 191 Juha Kigar 239 Edwina Rudilf
144 Ahuma Crixmir 192 Eéva Ragvic 240 Siéno Mdin
145 Jirini Urthur 193 Noona Vurtigern 241 Waléna Skoddenheim
146 Pozi Xan 194 Hundri Lestrod 242 Zolati Engkvil
147 Yida Stremlet 195 Kiuru Glist 243 Durinu Jagerstal
148 Tuomo Petvic 196 Ylipaavaniemi Sié@mest 244 Obbi Thors
149 Dirita AEgrig 197 Hanna Eisvic 245 Rofstru Orstrand
150 Nido Freytzer 198 Nummea Wic 246 Ipozi Wel

151 Ubrimu Ogvdd 199 llpo Jessup 247 Freya Granquist
152 Etrima Jalin 200 Saarni Telgart 243 Muldra Maal
153 Quoda Végir 201 Jussla Y animor 249 Tanidlu Aasvold
154 Hendaa Drasdyn 202 Els Aethred 250 Kada Westring
155 Razda Letrinkrod 203 Klara Vlast 251 Qitara Edholm
156 Loénia Ris 204 Agnieszka Zagrid 252 Vlana Jens

157 Carliéna Hjilmir 205 Gerda Ogavd 253 Bzinda Sydow
158 Idinu Nids 206 Tuoma Din 254 Garstino Ornsby
159 @sna Barost 207 Hriva Qidjir 255 Lingi Garsten
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Day FemadeName MaeName Day FemadeName MaeName Day FemadeName MaeName
256 Toda Anstrom 283 Minara Dartik 310 Ulora Cryn
257 Ndia Keulemans 284 Cloxele Drasmel 311 Pabu Ryd

258 Hedvi Rikard 285 Bolinu Alterklev 312 Coko Jelian
259 Cwolu Murn 286 Onja [brinal 313 Fdiéna Tagritz
260 Xita Vadglit 287 Kristoriano Fremzel 314 Tuomi Yr

261 Eéro Fremzuél 288 Fadshi Rominor 315 Wolstra Eklundh
262 Verta Zarkel 289 Ursolo Neminastiél 316 Gainga Kénraél
263 Oglana Cdrin 290 Nulla Fetzmin 317 Bidlu Ansom
264 Ysini Ipozit 291 Thiéri Juran 318 Zrina Stenius
265 Ule Drastred 292 Etlanu Reifweir 319 Raino Geet
266 Bida Nedmir 293 Doru Padminimur 320 Drgsa Nulist
267 Silfi Anders 294 Ovgiti Epsc 321 Naitli Volangrab
268 Hivgrina Ubrad 295 Lestro Lor 322 Hirbli Ischor
269 Xolu Yevglar 296 Bzindaru Wiljonist 323 Seawu Qalbérn
270 Quemoro Svedjetun 297 Xelora Cagikled 324 Meroma Danegert
271 Edmuna Klar 298 Moniélle Wold 325 lbrina Ogved
272 lrini Banin 299 Kagsa Merimer 326 Xana Wrothmor
273 Cedame Kast 300 Qaprana Fulist 327 Vuli Meblom
274 Mitza Nulist 301 lgaru Aaronstél 328 Olenko Asyn
275 Sess Xylier 302 Mdina Karsrud 329 Lddli Zlot

276 Ursmana Ornitz 303 Hijdli Xinbograd 330 Fixi Friberg
277 Girlada Tién 304 Eblano Bezinder 331 Nolinka Bavic
278 Wifo Agclimar 305 Ymina Gynt 332 Ana Osgic
279 Panmli Hrinainen 306 Jarino Ljungberg 333 Zlotki Eisvich
280 Daédriino Qualreskor 307 Rimini Unaél 334 Jmirina Walgor
281 Jubju Hjal 308 Aethedri Hildevig 335 Rilifi Urtmob
282 Romino Sciamor 309 Kda Pefhil 336 Edia Krignel
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