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Weapons Table

Weapon Notes
Hand-to-Hand Weapons

Brass Knuckles v generic

Club generic

EF-issue Nightstick EF issue

Staff generic

Minbari Fighting Pike Minbari staff
Small Knife (slash) generic

(stab) -

(thrown)

Large Knife (slash) generic

(stab)

Sword (slash) generic

(stab) _

Coutari (slash) Centauri sword
(stab)

Katak (slash) Narn sword

(stab)

(Con%l))at Knife (slash) multifunction combat knife
sta

U-Tech Stun Baton Human stun baton
Pistols

W&G Model 10 Human civilian PPG pistol
Auricon EF-7 EF issue PPG pistol

Kalat Avenger
Tromo Handgun
Sha'ann PP Weapon
Coleman .22 -
Coleman Magnum
U-Tech Stinger II
Auricon EF-7

Narn military issue PPG pistol
Cent. military issue PPG pistol
Min. military issue PPG pistol
Human civilian slug pistol
Human civilian slug pistol
Human civilian stun gun

EF issue PPG pistol

e : ; ; .
Coleman Magnum - 14 ol 4 Human civilian slug pistol
* Does no serious damage, but causes a stun check as if hit with 14 Impact Damage.
Carbines

Wesson Rattler
Browning EF-G26

*Damage as grenade type.

EF issue submachinegun
EF issue grenade launcher

Longarms

W&G Model 21
Auricon EF-PR
Wesson Sportsman
Shotgun
Bow
Auricon EF-PR
Auricon EF-749/AC
Browning EF-492
Wesson Enforcer

Human civilian PPG rifle .
EF issue PPG rifle

Human civilian slug rifle
generic Human

generic

EF issue PPG rifle

EF issue heavy machinegun;-1 to Init.
EF issue slug rifle

W&G EF-52 . 1 8 - F " F R 00 EF issue assault rifle

*0 but-a +2 if set up on its bipod.

Grenades

D-21 : & ; EF issue fragmentation grenade
S$-30 : s @ A

*Does little serious damage, but causes a stun check and immediate impairment as if hit with 12 Impact Damage.

Armor Notes
Armor

W&B Armored Jacket

Coleman EF Riot Jacket EF issue
Coleman EF Riot Helmet EF issue

Talak Military Gear

Royal Guardsman Combat Jacket
Minbari Military Caste Jacket
Coleman EF Riot Jacket

Coleman EF Riot Helmet
Coleman EF Riot Shield

Coleman MA-6 Body Armor ; EF combat issue
KR-4/BS Hostile Environment Armor .EF combat issue

*Select a hex, the shield protects a 5 hex vertical row centered on that hex and a 3 hex vertical row on each side of
the middle row. Note that in order for the shield to move, the arm using it must move so the diagram should be
adjusted as needed.

Hostile Environment Equipment

Narn military issue
Centauri military issue
Minbari military issue
EF police issue

EF police issue

EF police issue

EnviroCom FBL-42/JR Space Suit EF issue -
EnviroCom GN-339 Biological EF issue
Anti-contamination Suit

EF issue

EnviroCom RE-698 Radiation Suit

3

EF issue heavy repeating PPG;-1 to Init.




Attributes and Ty;;ical Values by Species

Cultural Human Narn Minbari Centauri
Charm 6 4 5 4
Finesse 6 4 4 6
Presence 4 6 ! 5
Xenorelation 5 3 3 4
Mental
Intelligence 5 3 6 6
Insight 5 43 i 4
Wits 2 4 4 5 6
Perception 4 4 6 4
Psionics 0 0 0 0
Physical
Strength 4 6 5 4
Agility 5 5 5 5
Endurance 4 6 4 5
Coordination 5 5 5 4

AttributeValue Key Psionics Equivalent

0 _ e fundane ' .|| |

1 Very inept, or unable P1 or P2

2 Inept 3

3 Mediocre . P4

4 Adequate - S

5 Average e

6 Good . T

7 Adroit P8 or P9

8 Excellent : . PID. 1

9 Incredibly apt and able PllorBi2

Martial Arts Maneuvers

Absorb Blow: When the character makes a stun check in combat, a successful
use of this maneuver adds 3 to his or her Random Modifier in determining
whether or not the character is stunned.
Blind Fighting: The use of this maneuver precedes a conventional combat
action. If the martial arts task check is successful, the combatant suffers no
IJenalty for fighting in darkness this action, and may act as thou%(h ina
ighted area. This does not mean that the character can see in the dark, only
that he or she senses and tracks the movements of the attacker.
Block/Hold: The use of this maneuver follows an block of Normal or better
success. If the martial arts task check is successful the character automatically
.grapples with and gains a hold over the attacker.
Disarm: The use of this maneuver follows an attack of Normal or better
success. The attack does no damage, but a Significant or better success with
" the maneuver causes the opponent to lose his or her weapon and any
remaining actions in the current round of combat.
Enhanced Defense: The use of this maneuver follows any defensive action
(successful or not). If the martial arts task check is successful, the defender
gains automatic Initiative over the attacker the next round.
Flat Hit: The use of this maneuver follows an attack with a bladed weapon
of Normal or better success. If the martial arts task check is successful,
gamage done by the attack is treated as Impact damage instead of Cut
damage.
Harnglock: The use of this maneuver follows an block of Normal or better
success. If the martial arts task check is successful, one quarter of the
inflicted damage (round down) is applied to the attacker or the item that
caused the damage.
Increased Damage Hit: The use of this maneuver follows an attack of
Normal or better success. If the martial arts task check is successful, increase
the damage of the attack: by 2 for a Normal success; 3 for a Significant
success; and 5 for a Critical success.
Jump Kick: This is a flying attack that, successful or not, requires some
room to attempt and automatically gives Initiative over the attacker to the
target next round. If the attack is successful, make the martial arts skill
check after the task check for the attack—on a Normal success or better add
4 to the damage from the attack.
Multiple Attack: The use of this maneuver precedes a conventional combat
action. If the martial arts task check is successful, the combatant may make
multiple attacks this round: one additional attack on a Normal success; up
to two on a Significant success,
and up to three on a Critical success. For each additional attack made,
however, subtract 2 from the Damage resulting from each.
Multiple Defense: The use of this maneuver precedes a conventional
combat action. If the martial arts task check is successful, the combatant
may perform multiple defensive actions this round: one additional defense
on a Normal success; up to two on a Significant success, and up to three on
a Critical success. Nerve/Vital Strike: The use of this maneuver follows an
* attack of Normal or better success. If the martial arts task check is successful,
this attack does 2 Damage less than usual, but increases the victim'’s
Immediate Impairment by 3.
Parry/Attack: The use of this maneuver follows a parry of Normal or better
success. If the martial arts task check is successful, the defender may
immediately make an attack on the attacker. Note that the attacker has
already used an action during the round, and may not be able to defend.
Pull Off Balance: The use oigthis maneuver follows a parry of Normal or
better success. If the martial arts task check is successful, the attacker may
not act other than to defend in the next round of combat, and defends at
a-2 penalty.
Rapid Strike: The use of this maneuver follows an attack of Normal or
* better success. If the martial arts task check is successful, the attacker may
immediately make a second
identical attack.

SKILL LIST (with Specialties)

Acrobatics: Climbing, Contortion, Gymnastics, Zero-G
Maneuvering. ‘

Acting: Theater, Film, Voice.

Acumen: Veracity, Attitude, Emotion.

Anthropology: Archaeology, and by individual culture.
Athletics: Jumping, Running, Swimming, Throwing, and by
specific sports.

Art: Graphic Design, and by specific media.

Biology: by Kingdoms within a particular biosphere.
Business: Economics, Management, Marketing, Operations,
Ethics.

Combat, Armed: Strike, Parry.

Combat, Martial Arts (specify one school): varies.
Combat, Ranged: Handgun, Longarm, Autofire, Rocket Launcher,
Semi-Automatic.

Cooking: by types of cuisine.

Dancing: by types of dance.

Diplomacy: Dulcification, Ingratiation, Inquiry, Obfuscation,
Persuasion, and Protocol by Culture.

Driving: Cars, Trucks, Motorcycles, Armored Vehicles.
Engineering, Aerospace: Aerodynamics, Structural Design,
Plasma Engine Design, Jump Engine Design, Payloads.
Engineering, Chemical: Alloys, Ceramics, Explosives, Fuels,
Plastics, Applications, Weaponry.

. Engineering, Civil: Urban Design, Planetary Structures, Orbital

Structures, Applications.

Engineering, Electrical: Device Design, Systems Design, Power
Systems Design, Computer Systems Design,

Device Applications, System Applications, Military Equipment.
Engineering, Mechanical: Internal Combustion Engines,
Robotics, Mechanical Applications, Military Equipment.
Engineering, Military: Demolitions, Fortification, Entrenchment,
Applications.

Management: Organization, Resources, Coordination.
Gambling: by game.

Geography: Interstellar, Star System, Planetary, Region.
Geology: by planet type and regional type.

Hiding: Disguise, Concealment, Shadowing, Sneaking, Ambush,
Camouflaging, Lurking.

History: by area, culture and time period, EA Military.
Instruction: by Race.

Investigation: Research, Forensics, Case Management.
Language (specify one language): Comprehension, Speech,
Writing.

Law: by legal system.

Mathematics: Geometry, Trigonometry, Statistics, Calculus.
Medical, Biotech: by Race, Weaponry.

Medical, Diagnostic: by Race.

Medical, EMT: by Race.

Medical, Pharmaceutical: by Race.

Medical, Psychiatry: by Race.

Medical, Surgery: by Race.

Metalworking: Structural Design, Construction/Repair,
Ornamentation.

Music: Composition by style, Performance by instrument.
Navigation, Aerospatial: Atmospheric, Insystem, Hyperspace.
Navigation, Planetary: Ground, Water.

Philosophy: by school of thought.

Physics: Quantum, Mechanical, Optical, Nuclear, Hyperspatial.
Piloting: Atmospheric Fighter, Atmospheric Shuttle, Atmospheric
Transport, Fighter, Shuttle, Transport/Escort.

Religion: Texts by sect, Ceremonies by sect.

Savvy: Underworld, Politics by culture, High Society, other
specific subcultures, Military Enlisted, Military Commissioned.
Sculpture: by medium. :
Shiphandling: Freighter/Liner, Escort, Capital Ship, Orbital
Station.

Sleight-of-Hand: Juggling, Prestidigitation, Pick-Pocketing.
Software Design: Authoring, Repair, Hacking.

Strategy, Ground: Theater, Global, by military doctrine.
Strategy, Space: Intrasystem, Intersystem, by military doctrine.
Survival: Life Support by environment, Foraging by environment.
Tactics, Troop: by military doctrine, Offensive, Defensive,
Covert.

Tactics, Space Combat: by military doctrine, Offensive,
Defensive, Covert.

Telepathy: Scanning, Blocking, Broadcasting.

Tracking: by environment.

Weapons Systems: Ship, Planetary, Orbital, Vehicular.
Writing: Expository, Poetry, Prose.
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’I‘ask Resolutlon Interpretatmn ‘ ; S : ! S
The degress of success or failure of a task attempt depends ; : Task Difficulty Levels/Optional Levels
- on how much the roll was made or mlssed by: : _— - ; o

X

Ranged Attack Difficulties

upto 5m 6-10m 11 25m 26 - 50m 51 - IOOm_ 101 250m  250m+
. Easy . Average' Tiidky ' Difficult o Ven i Dift. Next;/lmp ~ Miraculous
Average Difficult Very Dif F Next/Imp eracu[ous —

Tricky = Very Diff. Next/Imp. Miraculous : eaaan e

Average Tricky  Very Dif \Next Imp. e
. Basic ~  Averdge  Tricky = Difficult Nery Diff. ct/Ir Miraculous
[ Trivial Easy ~ Basic Average Trlcky Dif icult Very Diff
Damage Tables b
- g ' |mmediate Efffects &, o
z : . %i‘@ ; Aim Point
I ‘ ; B‘?xﬁagclxtint ‘Damage } : [Eei:rs?ﬁttion- Die
\—Ma inal Success
“(made by 0 or 1)
count out two hexes,
-2 to Damage
Normal Success

(made by 3 or 4)
count out one hex

Significant Success
(made by 4 or 5)
_aim point hit

Crmcal Success
(made by 6 or more).
aim point hit,
+2 to Damage

‘ Top Result } Stun Number
e - Bottom Result p Imm. Impair.

Final Effects

I ‘ BEVIET-CH B |
f w Location

Head
(1)

Torso

.~ Vitals/Groin
4or5)

Arm
(Gor7)
Thigh
@Bor9)

Le _
(l_Ogoer)

Hand/Foot
(12,13, 14, 15)

w Dam. Type

& N

Impact - =0
_ Burn g L
PP I

4 Bl

Heal Time ) 1
Decline Time 2




[ )
b . [ J
P ] = T T ———
-~ ‘w9§¥§t?§.; T
£¥§¥.§$§i& L ‘
: e e R :
M . mEmITLTaRess L RRRLEER LI L R
3 . b LEE B L i Al e
o E e s o . L
§ — . i e mm
- o il . §wzf§?§”MM£_w i W .
“ = s = s Jf@mw@mmW%$x
= e S . o o ‘%$@w¥§ﬁﬁw.
i e = —r—— = W
=| b S PSR &@Eﬁaﬁﬁaﬂz, - Lmnea e
iy B i S— it it *& C g i
- . o
; i wﬁ e = e
. —— e o
be e = . o
; i @ - . - i
: - T I L T e J 5
o il ,Kiggigéizigﬁﬁiii& e&%@ﬁ&é&i%;;.ar%&éi%&@ @ e w
o S PRS2 e o i 0 g i i e R i y e i ol R i W“E_&@ @%«c
- o - T e e B — . T
i ik i i R L = ?2@,’%*& g b
4 & ...;a.ai%&ssae%&iﬁ.r&v == b
L . o o L o R
d P e xv.hﬂmaéevsx.@x T e . R
i i s AR G -
. . "
i o ) o e R s ol i
i Sl i — -
s o T IS F— g e EE
s 00 i TR = s E ]
. R A . =i o o
o NS il ) i o
o o e 8 s g e ] e ’
L ] | s oy ~+
o R i C Qm
e - - i | — e e
@aw&@&,@&&%&ﬁ@,*& e i i o o %Hﬂ i
.*%ﬁ&i@l&mééwa& oy T ey i o
&“.wét@g@;@r&%@av& ...,g,.,;z,:.xmw,?w??apﬁ%., ; B B . .
@&UWﬁ%*w«@&?ﬁ§t®¢wt§%£%ﬁa‘§f&aﬁrféﬁﬁf§g§Mﬂmﬂm&wEEﬁ 2 Ll i -
L %#&#.%I%*%.f%i@# :s»4%3“?3?.%&,9%«.,:}@*1%‘1%;., ! i i - i
[ e EEE ..v.r»nﬁu..?:.&%&@.%“.v?%giwéVuvxw@v,aa# T Mw
e i M " 2
} % - . B M O [ S——— L = -
T : K R e Em? : -
= - | I - - Ma‘é»» - «%WWMW@@ i www e M.Mw.% BB - W,
. ! - e J;:ée:; L .\@%&é#%xz%&;&!&@._& .
i _ . - i C i B %M@%%
i = s et - e -
. — o ) o i i
s S  uh o HOR — L i 3
N O oI fwvmﬁﬁgﬁw5$5%m@ﬁ . o : .WW@&
- o ’ ) : 1 () sy
- | e : o - 855Ul
5 B ﬁ i - o . ; i
. | - — 1 S lRgsessse
S e - P T 2 Jna W hE G
RSP - N, , B T T T R
= T = - . = gﬁ@t&u&;wi&§@@wu§¥§wfm@
TSI | | TOPRTSRY : &@é%*&*ﬂ%%%”@%&%@%&&& o
e o £M FEEE e &&%&%&%#i%ﬁwm
T - A - " ;
. @k%i@i%&%*@.é. — J = il
Wt f@&&a@awﬁﬁsﬁiwwwaHW§$§&§§%WWﬂxf. e ¢% w e
T ISR G -
B LY A A
. i % o
..... - e B EEY - E; - Eg _._ !
m " . Mu i o 4ﬂ_&mL=mEEQMwWMM NMW.%‘ . g S B B e T J o= e = E_ E_
aiifling, e I i o b W e e 5 : e " 4 @
i : e B e ;%s&%@@%ﬁﬁm@m@§ ,
soppe el y ; i — T g v g i =
*%*@i%w.mmmwm@%&v«wxwv . .&&wf R Lﬁmw:, N.qu» — .
£l e b ﬁ@ﬁtf$¢@@mwhm=n=um® e o o i
i i ¥ I e = - B i ]
- T Jh.v Hx WEpulaey - o Mw e e } N ] JUaW0ojaAaq
&Qm@%wﬁziwéwwmm_ﬁu& o e - IW;W a.?&;é?iﬁ%?ﬁ%{, S & - : 7
cwmmpEER T T e S ) e o : o ~
. o »*&ﬁ%&f%%&&a,k;a: . I s TR e 4
@MWMNMWMWMMMQ%:%&??&?uc&?ﬂavw_. x*mwlv‘w”m_._.m_mﬂM“w«w*_m&mmw.ﬂ_@._‘_mxﬁwwsi 3 S -
ATt T T L Pl PR T T | N -
GaEEk R - Bl e g v - - b =i
M&a@&&aé§wh@m@§&t@ew~mww%mwwwwaéw=;zzygg§€§. e _ S M¢$¢&g -poouppugy- -
e % . - s nﬁ¢§,.§ﬁm,\.w __ SO IEIOU] OB ‘ %M.ﬁ.&x&ﬁ@&é%%«&&wm -
e ammERET W M. . = &« o B Ll . e &m&?
%i%ﬁ%&&.,ﬁ o o b AUV EI G o ome e e ‘.»eﬂ@*@‘&w o ety
: A e Y ° -aliey
e e .*@%& ! ——— & a
i o R - s o
Ees . - ) .
& - - &
.mn.alm__u_m‘
GanEGEEREET T

&»*%@1@%%%%*%*@*

. . a
gt R
e e s

Cmamend . paEe

6y @R amae Ty

g




-
e

e
e
o

Bae v
L1
?«35&?""
Cuad

wEaE
o

‘e

S

el e e e

CHARACTER RECORD

J
L
W e
a5 e i e 5 W

S
e B B L R T
o

Profession

CULTURAL ATTRIBUTES

@ (i

FORTUNE POINTS

|
L
.

MENTAL ATTRIBUTES

@ rinesse
@ Ficsence
@D ):norciation
@D ineliigence
G insignt
(. s
@ reiceprion

|

o

- HIT LOCATION TABLE

&8
o
P
R
ww4§
-
a0
B

i
L
£

e R

%!“’**
%3&0&‘@

. s oaes
%a&ﬁﬁ

t Hormal Success

PHYSICAL ATTRIBUTES

O siengih
S ity

e

Crifical Success [+2 Dam)

sionificant Success

sHBE g eRE T

Lomemom o B
caEes g B R

b B
e i

B

i

e
ters. ©

L

i
'

)

L

=

) (

B

O coodination

DERIVED ATTRIBUTES-

@ cndurance
@ Toughness

@ (nitiative
G :esoive

0@-ﬁ&$3@¥&¥&

L

#
]z
4

=

@ =
@@ﬁﬁ%miﬁ@s?i

s

BABVLON 5 namie
T and «

Eif G =
photecopy for personal use.
mammhﬁeyg@%ﬁ%%ﬂms ]
el e G

e o

. Permission gral
s
SR

amEEEE
Bad ] Lieueri®il L wie

T
s ke o B

i
L

Nt

G B

Rt
o

=ﬂ;&#§f@$&%@?$ﬁ§m&c

i

)

%

i
¢
oo
fi&uéf

;;)%«eé%ﬁ"‘g%

TR T
4

: e
wEe RS




= -
ey

S P










and spaceships, men and WOmen have
dreamed of excitement and dlscovery .

just over the border of the known.

After the acquisitioh of interstellar

technology from the Centauri, the pos-

sibilities offered by the vast number of

unknown worlds and alien races proved
to be a powerful lure to the questing

nature of Humanity. The Alllance found

no shortage of volunteers to head out
into the unknown. Pioneers looked for

the unknown and corporations looked
for profitable mmerals and trade pos-
sxbllmes

EarthGoV regulated

heav:ly _
Quantlum 40 and its sale within EA ¥

| _boundaries in those early years, con- ¢
__trolling the expansion ,of the Alllance

Jumpgate is built that is connected to
the beacon network, allowing other
ships to follow and fully explore the-:

- system

Need}ess to say, with sucha random
method of exploration losses were
high, as hyperspace took its toll on the
ships that were sent out, but even

‘knowing the risks, men and women
volunteered. The geography of hyper
space around Sol is very dxfflcult e
_rain, which was part of the reason thaf- '

the Centaun and other younger
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The League Reunification

The League of N@ﬂ"‘Ahgned Worlds
was formed. for” mutual protection,/but
_ after-thé Dilgar were defeated in 2032,
it atrophied. There seemed to I;,efhttie'
need for League; the Centauriwere no
longer taking over worlds, the Dilgar
were gone and there were no imminent
threats to the member worlds. Every-
one was more concerned with going
home and licking their own wounds,
and for the moment things were almost
peaceful The meénber races began to
drift off in separate directions. Diplo-
matic relations laﬁsed treaties foun-
dered, and the races each began mak-
ing their own pacts (or wars) with each
other and the Centauri and Narn. The
advent of the Earth- Mmbarn War, how-
evar, convinced many/that peace was
not an indefinite state. If even one of
the major races could come so close to
_ destruction, then the smaller ones
~ could certainly use some help/

Eanth Alliance in 2248. Not long after,
a flurry of activity began within the
worlds of the League, which continues
into the 2250’s. The League is trymg to
beéome areal organization again, a dif-
ficult. task after so many years of ne-
glect. Sonie-of its members, however,

will to go to great lengths to preserve
it. The Abbai and the Pak'ma‘a have

;}%‘-‘The Minbari surrendered to the

emerged as the leaders in this effore

The Pak'ma’ra, despite the reputation
earned by their intimidating appear-
ance and repulsive eating habits, are a
noble and helpful race (aithough some
~ say they just want more access to alien

bodies). Although the Abbai appear
fairly self-sufficient, no one is certain
why they believe the League to be so

L

gl
it
-
o

s
s

____1mpm‘f”ant A trader who visited their
" world recently reported that there
seems to be a massive construction

project going on under one of their
oceans, but she wasn't allowed close
enough’ o get a good look. There are
also rumors of pollution problems in-
terfering with the Abbai’s ocean-farm-

ing. : T

o ?

Obstacles to Reunification

Part of the reason that-the reunifi-

cation is so difficulti is that many of the

member raceshave begun squabbling
amongst themselves. The Abbai have
emerged as mediators in many of these

disputes, but they can't solve all of the

problems.

tentioned race, but they have a love of
politicking and territory-gain. They're
constantly shifting alliances, forming
new treaties a:gamst percewed enemies

“‘-‘v-‘..

bhng over the precise locatmn of thelr'

‘borders; some outposts change hands
-as..0ften as once a year. The most

fought-over outpost is XD73, a station
on a seemingly idyllic world-a small
planet with, eddly enough, no faunato
speak of, despite ideal surface candi-

tions. It's taking quite a blt of damage.,-

from the fighting.

Even some of those races who aren t'_‘ -
flghtmg are reluctant to re-activate the

League at first, T he Markab are friendly
enough, and highly moralistic, but they

like their privacy. For a long tlme*"thgy
didn’t want to involve themselves in the -

reunification process. No amount of

cajoling was able to draw them out. In

2254 they fmally did come back mto

The Brak;rx are a relatlve%y well in-

-~




T —
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e
T

the plcture saying that thelr gods had
~ told.them the time was right to join mﬁ 22535
with the ‘other races. Not only have they

‘taken up memB"’E‘r&hlp in the League, Durmg the 22505 the League fmally _

. butthevarealso sendl?i"g“”amhassadors completes the reunification, but not
~ to live on other worlds, a Fr“dﬁmg without problems. In an odd way, it is
_ they've avoided in the past. They're ©hce agam the.Humans who save the

~ spreading themselves as far and wxde Leagu

4.\.“‘.

. as possible.

~ or take overly long routes in order to

e
i

)f"

#

."V,A’ i

A

_aren’t trustworthy. The Hyach are of-

~need fo regulate it. Because

 Then there are those who are too
far removed to be regular members.
Some people wonder how the Drazi,
who were instrumental in recruiting the
Humans during the Dilgar War, have
held onto several colony worlds while
sandwiched between the Narn and
Centauri. Their treaties with Narn and
Centauri Prime allow them to keep their
independence, but they must pay high
tariffs to cross Narn or Centauri space,

make League meetings. . {
- t

ther races, like the Hyach, just

ten being accused of using teiepathy
to cheat or invade someone’s privacy.
A race with an unusually high resis-
tance to telepathy, they do not see_ﬁgny»-‘
-of this

other races hire them1to do jobs other
telepaths won't. “This puts them at odds
witha number of races, and they tend

Hyach were terrxtornall acqulslf’l‘"{fe
they would be a force- fo be reckoned
_with. As it is, they-don’t. have mtch in

‘ the way»ofa fleet. But they haven't told

anyone about thefassive cave systems
near some of their cities, or the work
that goes on there. Great numbers of
~~Hyach work beneath the surface of their—
world, toiling away on large Space
ships.

_____

Early in the ~?:Itﬂtz».a\rf;ie the League
keeps up relations with the Centauri in
_order to keep the peace, but those” e- ;
“lations don’t always go well. The
Centaurimake off with two Brakiri colo-
l‘llES’ﬁﬁ‘aL:iT:laAbbal outpost in 2250. T}he
Minbari don t wantto get involved, and
the Humans are still recovering from
their war thhe Mlnbarl The Na}rn
won'’t help anyone w1tt}but payment,
and in fact the League has the same_ '
problem with the Nary?that they have
. with the Centauri. Tpe Narn annex a
Gaim colony during this tlf-le and at-
tempt to take two outposts {one Abbal -
one Hyach). The Brakiri a bassador is
very anxious to get their research
colony back from/ ,;&Te Centauri, wh§le
. he doesn't care atall about the agricul-
tural colony. His people have some
important expenmen«é going on. |

Everyor rees, at least in theory,
that the Lg e 15 necessary But the
‘League jﬁst can't seem to get it back

_""to avoid larger empires like the Alliance y}ogether Finally, in 2254 after the djs-

who have strict laws on telepathy. If the._ f

appegraﬁce of Babylon 4, the Humans
approach the League for monetary sqp
port for Babylon 5. Among them, they
are able to raise almost as much morfey
as the Narn do, and the guarantee of
an advisory seat on the Bab,y}on Coun-
cil for that money. £ives them that fi-
nal incentive 1o begin regularly meet-
‘ing-again, and Babylon 5 gives them a
more central venue. After years of
work, the task of reuniting the League
seems to have succeeded.
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'I“hé (.Zen'taurum and the Royal Court
on Centauri Prime has been the seat of

Centauri government ever since the

founding of the Republic. The center
of power and politics and the oldest
city on the planet, it is the heart of the
vast network that was once the mighty
Lion of the Galaxy. Even today, Centauri
Prime is a vast center of trade and com-
merce, as the extensive jumpgate net-
work laid by the Centauri in the old
days remains one of the best transit
systems around.

Although the Centaurum was
founded by the famlies who fought for
the Centauri race the hardest during the
war with the Xon, the Noble Houses
over time have become at the same time
the most unifying and most divisive
force in the Republic. Together the
Nobel Houses had the drive and ambi-
tion to take the Centauri to the stars,
but once they got there they began to
squabble over who should rule each.
At first, this was not a significant fac-
tor, as any arguments were minor com-
pared to the good of the whole Repub-
lic, but over time it began to build and
fester. By the time the revolts began,
the Noble Houses were so divided that
they could not effectively cooperate.

When the Republic’s decline began,
the Centaurum tried to send forces to
quell the rebellions on the worlds in
revolt, but politics-such as Houses who
had no desire to send forces to help
their rivals-muddied the process as the
Republic collapsed.

Now, with the Narns at their doors
and their empire falling into ruin, the
Centauri have become a race desper-
ate to hold onto what is left. And much
of what is left to the Noble Houses is
the division that started the decline.
Many of the Houses have centuries-old

rivalries with each other. Even those

who are friendly with each other are

_divided as to what to do about the cur-

rent sttuatlon

of course, since the Cenaturum is
largely an advisory body, the Emperor

makes the decisions. Emperor Turhan
assumed the throne in 2221 after the
death of his father. Turhan’s reign

marked a change in the policy of the
Republic toward her former slave races.
He held that it was better to stop the
attacks to retake hostile alien worlds
and concentrate on those worlds where
Centauri alone held dominance. The
best way to restore the Republic, he
held, was to rebuild the internal struc-
tures that maintained it in the old days.
This policy, while unfavorable, has
never been overturned by the required
three-quarters of the Centaurum, so
while it has many opponents in the
Royal Court, it is the wisdom of the
Emperor and current policy.

Turhan's policies have been work-
ing. Since he assumed the throne,
losses to renegade worlds have slowed
(with the Narn being the only real con-
tinuing threat), several peace treaties
have been signed with rebel worlds,
and two have even become legitimate
Centauri protectorates. In addition,
trade and tourism has been on the rise,
With no fear of conquest other races,
including the economically rich Hu-

‘mans, have been very eager to trade

with the Centauri and visit their worlds.
The rich history of the Centauri is
unique among races, and now-to the
chagrin of many-that history is draw-
ing the riches of other worlds.

The Centaurum, as always, is full
of plots and schemes. House Turhan is
allied with Houses Malachi, Tavastani,
Jaddo and Coriola, a backing which is
strong enough to keep the Emperor’s
policies from being overturned. Prime

Minister Malachi oversees the meetings

of the Centaurum, as well, allowing him
to keep the agenda geared toward the
peaceful restructure of the remaining

-
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worlds of the Republic. The Opposition
is led by Houses Rotta, Madrin, Refa,
Stassa and Brenna. Sonto Rotta is one
of the most outspoken men in the
Centaurum, and is a fierce advocate for
regaining control of the worlds that the
Centauri took by their divine rights,
especially the Narn world.

The issue of the Narn is central to
most of the struggles currently going
on in the Centaurum. The Narns are
more than just a renegade race: they
are the race most responsible for the
rebellions, and are the race who are still
the most active against the Republic.
Turhan’s policy of reparations for
Centauri occupation of the Narn
homeworld has only strengthened the
Opposition, and rumors of plans for
foul play begin to circulate.

When the heir dies in 2252, Turhan
is devastated. Convinced that one of his
enemies was behind it he attempts to
prove malice or conspiracy, but the
accident that killed his son was just
that-an accident. During this investiga-
tion, his single-mindedness toward the
goal of finding someone to blame for
his loss draws his attention away from
the duties of state and Malachi is left
to run most of the government. Al-
though a capable governor, Malachi
does not hold the political sway that
Turhan does, and during the next
months of 2252 the Centaurum begins
to take a more hostile stance against
the Narns, which precipitates the Narn
attacks in Quadrant 27 and 37.

All the while, the other
 Houses begin to groom their
candidates for Emperor, for
popular gossip says that it
is only a matter of time

before the demoralized
Turhan dies or resigns the
throne. The current mood
in the Centaurum is fre-
netic. Decorum keeps the
members from actively
campaigning for the nex
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Emperof, but everyone knows that time
will soon catch up with Turhan, and the
backroom maneuvering is in full swing.

Assassination attempts in 2253 and

2254 expose a link between House

Madrin and the Narns, removing the
House from the Cenaturum and dishon-
oring them. The discovery of this
treachery seems to revitalize Turhan,
and he returns his attention to the Re-
public. During this time, he also begins
to bring in more outside influence,
signing unprecedented agreements
with the Humans, Drazi, Brakiri and
Pak’'ma’ra for trade and tourism. More
and more aliens begin to be seen on
Centauri Prime, which increases rev-
enues and the general attitude of the
citizenry, but further divides the
Centaurum. Turhan begins to follow a
plan of his own, that only he under-
stands.




Id, the fleets of the
blic ranged far and wide
uling over one hundred

1s. Those days are long
we remembered. Aside from
of Centauri Prime itself, the

public still encompasses a
of colonies on distant worlds.
| of the Galaxy has some of its
ft, and it intends to keep a
teely grip on it's remaining posses-
sions.

Turan Dutpost

Quadrant 27 is one of the most im-
portant strategic locations of the
Centauri Republic, situated on the bor-
der between Centauri and Narn space.
It was not always so. Once, Quadrant
27 was known more for its economic
importance than any military value.
Early Centauri spacefarers entering the
system named the eighteen planets af-
ter several of their gods, with the name
“Turan”, god of mineral wealth, given
to the sixth. A rocky ball with no atmo-
sphere to speak of, the surface of the
planet constantly bathes in raw solar
radiation. Were it not for the enormous
mineral wealth that the planet has to
offer, no one in his right mind would
have set foot on the rough surface of
Turan.

As it happened, Centauri geologi-
cal surveys showed that the planet con-
tained huge amounts of many of the
minerals and metals most crucial to the
Centauri Republic’s continual expan-
sion including the rare and precious
Quantium-40. A series of major mining
colonies were established on the world
in what were the 1650’s on Earth.

Over the next 400 years the min-
eral wealth of Turan supported a ma-
jor part of the Centauri industrial base,
supplying materials for both war and
peace. Several domed cities were
erected on the planet’s surface to house
the workers needed to mine and refine
the bounty of Turan. The planetary
population topped out at over 15 mil-
lion, and Turan was considered of vital
importance to the safety of the Repub-
lic. Until the mines went dry, that is.
Even the vast mineral reserves of Turan
had a limit it seemed.

After almost half a millennium of
bolstering the might of the Republic,
Turan began to fade. Over the next hun-
dred years, most of the population
moved on to other worlds as one by
one the major Centauri mining con-
cerns left for greener pastures. Even-
tually all that remained was the first of
the domed cities placed on the planet,
the planetary seat of Belesarious.

Named for the Noble House that has
overseen the Centauri presence in
Quadrant 27 for the majority of its ex-
istence, Belesarious houses the remain-
ing population of the system. House
Belesarious has controlled Turan for the
last three hundred years. The current
house leader is Furan Belesarious, and
all is not well under his rule. In 2245
he had the Death Dream that Centauri
are sometimes afflicted with, and his
mind is no longer quite sound in its
wake. Without his strong leadership,
the younger generation of House
Belesarious began to struggle for con-
trol of the family.

Throughout the late 40’s and early
50's Furan's three sons, Julal, Martek
and Bido, unsuccessfully attempted to
position themselves for the presumed
inevitable death of their father. The
family kept this struggle quiet, for if
the Emperor were to hear of it, he would
doubtless strip the House of its hold-
ings. Turan seemed destined to be a
backwater until the Republic began its
inexorable contraction to its current

size.
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After the withdrawal from Narn, the
Turan outpost has taken on new impor-
tance as one of the guardians of the
border with the Narn. The major
Centauri interest in the system is now
military, and a large portion of the
populace are either members of the
Military Guard, or are employed by the
Guard in support roles. A garrison fleet
of ships are based on and serviced from
Turan station. The remaining popula-
tion is made up of a variety of beings
from many backgrounds. Poor or dis-
graced Centauri nobles live out their
days in what remains of their holdings.
Prospectors attempt to eke out a living
mining the meager remains of Turan's
former largess. Some attempt to sal-
vage valuables left behind in the other
abandoned domes of the planet, and
some just come to Turan to be forgot-
ten.

In 2253 a surprise Narn attack
heavily damages the Belesarious dome,
and most of the population not killed
in the attack quickly exits the system
by whatever means possible. House
Belesarious holds on until 2255, when
even the deluded Furan Belesarious can
see that there is no alternative. By 2256
Quadrant 27 and Turan are in Narn pos-
session.

Immolan V

One of the few colonies that can be
inhabited without the use of domes or
terraforming, the Republic’s Immolan
V is very much like Earth. With a wide
variety of climates, anything from arc-
tic to tropical can be found on its globe.
The temperate regions that span most
of the planet are the most common cli-
mates, however. These regions are well
known for their mild heat, which many
races consider to be almost perfect
weather. '

When Humanity and other races
began to show interest in Centauri his-
tory and culture, they began to request
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visas to visit the older colonies like Beta
[ and Immolan V. The Republic, seeing
an opportunity for economic and po-
litical gain, opened up Immolan for visi-
tors, proudly displaying the relics of
the glory days of the Republic. Immolan
has enjoyed a long and rich history as
part of the mighty Lion of the Galaxy.

As more and more visitors began
arriving, the Centauri turned this thriv-
ing testament to their glory into a
beauty for all to see. All over the colony
one can find Centauri men and women
in full-dress (or not-so-full-dress as the
case may be), re-enacting important
events in their history or past lifestyles
in centuries-old temples, meeting halls,
baths and mansions. This display of the
sometimes overly rich and flamboyant
culture draws in tourists from many
different worlds.

Immolan V does not cater only to
those interested in Centauri history. To
do that would be to turn away those
who have no interest in such matters.
The entire colony is riddled with every
form of entertainment imaginable. With
tourism being its main source of in-
come, most of the planet’s resources
go towards that industry so there are
always new and exciting places to go.
Large amusement parks, theaters, gam-
bling halls, red-light districts, fine res-
taurants of all kinds and museums are
just some of the major attractions that
can’t help but be noticed on a journey
there.

It is a very successful colony, with
travel and accommodations for tourists
accounting for a good portion of the
Centauri economy. However its busi-
ness has dropped off recently due to
the tensions between the Centauri Re-
public and other races, notably the
Narn. With off-worlder activity on the
decline some of the attractions have
begun to orient towards more contem-
porary entertainment targeted directly
at Centauri, who given their habits will
most certainly always visit colonies
such as Immolan V.




. economic expansion.
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The rulmg bod-y of Narn is called
the Kha'ri. The Kha'ri is divided up into
eight different levels or Circles of
power. The most powerful is the First
Circle, which also has the fewest num-

ber of members. As the Circles ap-
~ proach the Eighth Circle the power
wanes and the number of members in-
creases. Currently there are two main
political factions in the Narn govern-
ment that have the most power; the Lib-
eral faction, and the Guardian faction.

The eight members of the First
Circle of the Kha'ri are the rulers of the
entire Narn populace. While the First

Circle gives the appearance of beinga

unified body with clearly defined goals,
the reality is quite different.

The Liberal factlon lead by Coun—
selor T'Bar, favors free trade and urges
that military conquests be replaced by
: T'Bar and his
supporters wish to learn from other
~races and to use trade to enrich the

Narn people and to expand access to
useful technologies. One of the stron-
. gest supporters of the Liberal faction

_ is Ambassador Ta'Kal, the senior envoy
to the Minbari. Ta'Kal's recent efforts
to open greater trade between the Narn

and the Minbari, as well as Ambassa-
dor G'Kar’s extremely profitable cam-
paign of weapons sales to the Earth
Alliance during the Earth-Minbari war,

have enriched the Narn economy and
aided the technological advancement
of the Narn worlds. Currently, the Lib-

eral faction is the dominant factlon m-:

Narn politics.

Members of the leeral factlcm are _'
keenly aware that their success hmges:
on continuing to increase the prosper-

ity of the Narn people. Narn who in-
_crease trade with other races or who
_are instrumental in peaceful]y obtain-

_ ing new technological devices or infor-

_other races.

~_mation for the Narn people can receive
special rewards from the Kha'ri. .
_ the Liberal faction of the Kha'ri often
send specnal agents, sometimes dis-
guised as tourists, off-world to observe

alien factories and other potentially

useful sites in an effort to peacefully,

if secretly, learn the scientific and tech-

nological secrets of the other races.

While most such agents are Narn, the
Liberal faction also occasionally em-
ploys Humans as agents. -

The opposing faction is the GUafd«
ian faction, lead by Counselor G'Ron.

Memories of the Centauri occupation

are foremost in the minds of G'Ron and
her supporters. The memories of loved
ones lost in the Independence War drive

a deep distrust of other races. G'Ron
does not oppose trade and other peace-

ful contact with the other races, but she

‘and her supporters feel that such trade
should be directed by military neces-

sity and the need to learn strategic se-
crets about all races near the Narn
sphere of influence.

try to enslave the Narn population if
given the chance. Many of the mem-

bers of the Guardian factmn dzstrust-

both the Mlnbarl and the Humans and

the recent rise of anti-alien propaganda

on Earth has been taken as evidence

that the Humans are a potential threat
to Narn independence. Unofficially, a
number of conservative-minded Narn
have gained both wealth and status by
selling information on anti-Narn or anti-
alien actzvmes among Humans and
Recordings of anti-Narn
speeches, xenophobic pamphlets, and
‘similar material have great propaganda
~ value to the Guardian faction. -
Almost all members of the Second L
Circle were friends and comrades of
members of the First Circle during the

Independence War. The members of the
Second Circle are tied to their superi-

ors through bonds of friendship and
personal loyalty, as well as a sense of

" Alsa

_Essentially, the
Guardians maintain that any of the
technologically advanced races might

e



leaving the appearance of unity amdng
the members of the First Circle.

Each member of the Third c1rcle is
a semor Ambassador to one of the other

major races or governments. Most
‘members of the Third Circle are mem-
 bers of the Liberal faction due to their

frequent contact with aliens.

While the Narn do not have an es-
tablished military tradition, the recent

~occupation of Narn has meant that the
members of the Fourth Circle - the mili-
_ tary leadership - are highly respected
and command more power and author-
ity than their status would otherwise
_indicate. Currently, the Narn military
. runs more by the charisma of the indi-

vidual members of the Fourth Circle

~ than by any established chain of com-

mand. When the present members start
to retire, observers expect the structure

~_ of the Narn military command to_-
. change dramancally .

The Fifth and Sixth Clrcles of the
Kha'ri are largely made up of ambitious

Narn too young to have served in the
Independence War, which ended in
2214. Currently, there is considerable
resentment by some of the members

of these circles towards what they re-
gard as the archaic policies of the older
members of the upper circles of the
Kha'ri. Many of the members of the
Fifth and Sixth Circles regard the high

level of military spending and the un-
~ ceasing plans to conquer even strate-
 gically worthless Centauri worlds as a
- waste of both time and resources. Most
of these continental and regional offi-

cials never served in the military and
see increasing the prosperity of the

~various Narn worlds - not avoiding en-
slavement - as their primary duty. The
support of these officials is one of the
many reasons for the current domi-

nance of the leeral factlon m the

_ Kha'ri.

duty to the entire Narn people. Most
_ of the true political mflghtmg in the

Kha' ri takes place in the Second Circle,
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: The Seventh and Elghth Clrcles are

_posts given to senior scholars and reli-

gious officials who have distinguished
themselves in their knowledge and de-
votion. Similar in many ways to Jew-

‘ish Rabbis or Muslim Qadi, the mem-
bers of the Seventh and Eighth Circles
...possess a great deal of subtle power.

In time of crisis or change, skillful,

‘dedicated scholars can interpret the

holy books of the past in a manner
which applies directly to the current
problems. Selecting only the wisest
and most knowledgeable scholars to
join the ranks of the Kha'ri insures that
most such judgments are based on a

sincere belief in the works of the proph-
ets or a devotion to the greater good of

all Narn. Any hint that such decisions
were made for purely partisan pur-
poses would result in the immediate
disgrace and possible execution of the
offendmg scholar

 The other great duty of the final two

circles is to control the education of
- young Narn. The directives of the Sev-

enth and Eighth Circles are felt in ev-
ery school and by every tutor on the

Narn worlds. All current members of
the Seventh and Eighth Circles are old

enough to remember the Centauri oc-
cupation, though very few of them
fought in the Independence War. Sev-
eral of these scholars are extremely eld-
erly. When these scholars die or step
down, their replacements are likely to
be young enough to have been raised
in the freedom of the modern Narn re-
gime. Some worry that these younger
scholars will not have the dedication
of purpose necessary to uphold the
strict standards of Narn law and mo-

rality. Other, younger, scholars look

forward to having the chance to empha-
size the writings of the more peaceful

- G'Ston over the writings of the more

warlike prophets, G'Lan and G'Quan.
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The Narn Imperialist Period:
Voleskar and Mrunari

In the past five decades, since their
race was liberated from subjugation by
the Centauri, the Narn have embarked
on a series of conquests of systems and
worlds bordering their home system.
Despite suffering under the Centauri
yoke for more than a century, the Narn
have engaged in an expansionistic
policy which sometimes involves the

enslavement of other worlds and races,
particularly those which are former
Centauri holdings - a hypocritical, bul-

- lying attitude which has not endeared
 them to other sentients.

However, their reasons for doing
this are far different from those of their

_hated former masters. Whereas the

. Centauri conquered other races and

worlds out of a spirit of "manifest des-
tiny” and militaristic expansion, the
Narn have taken over planets in sys-
tems surrounding their homeworld pri-
marily in an effort to provade them-
selves with a “defensive zone” to pro-
tect Narn against her enemies. The

conquered planets and systems also

provide them with valuable raw mate-
rials and resources that are not avail-
able on Homeworld.

Vmeshaf

One of the first Narn conquests was

the Voleskar system, in Quadrant 17.
Known to the Narn simply as “Colony

Q17,” Voleskar 1V is a former Centauri
colony which the Narn have wrested

from their enemies. Voleskar IV is an
“archipelago world,” but not in the
~ ocean planet sense that that term usu-
ally signifies. Rather, Voleskar IV is a

world of blétéaﬁs ri'sin:g"out .of a densely

forested, mist-filled lowlands which
have so far proven uninhabitable and
v1rtuai1y impenetrable. Mountains rise .

up out of these so-called “Mist Jungles,”
and their flattened, mesa-like tops form
islands in a sea of jungles and mists.

Some of these plateaus are thousands

of square miles in area, and several are
occupied by sizeable lakes and rivers
(which, in some cases, cascade off the
edge of their plateau in spectacular,
miles-long waterfalls).

The Narn conquered Voleskar lV n

2236, and did so for two reasons. First
and foremost, they wished to take the
world away from the Centauri, for
whom it served as a valued military
base and listening post from which to
spy on Narn. By denying the Centauri
this military asset, the Narn not only

weakened their enemies, but also
~strengthened the defensive bulwark

around Narn. Due to its location,
Voleskar IV is an ideal listening post

for any race that might want to spy on

the Narn or the Centauri. The Mist

Jungles, while largely impenetrable, are
an ideal hiding place for a spies and

small facilities. However, getting onto
Voleskar IV undetected and maintain-
ing such a group of spies could prove
difficult.

The second reason for the Narn con-

-_quest is that Voleskar IV provides valu-
able natural resources. The plateaus
_often contain rich ore deposits. Some

geological surveys have even found
minute traces of Quantium-40 deep in
the planet’s crust, but these deposits

could only be mined from the Mist
. Jungles, which have defied most at-
tempts to clear them or establish out-
_ posts within them. On the other hand,
Voleskar IV has at least one significant
liability: a lack of arable land. Almost
all of the colony’s food has to be im-

ported, and in a war it would be vul-

nerable to a blockade. The Centauri left
alive on Voleskar IV after the Narncon-
quest have been ens’ia"v_ed_. Repoxj;'s:-t_hat. -
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have reached other worlds indicate that
they are being treated very cruelly.

 However, among these slaves rumors

circulate of a group of Centauri “free-
dom fighters’-warriors who escaped
into the Mist Jungles and have managed
to survive there. These rumors are
true. Despite the odds, this group has
managed to survive the lethal fauna
(and sometimes even flora) of the Mist
Jungles. The group’s goal is to end Narn

rule of the planet, and they work to-
wards this goal by freeing as many

Centauri slaves as possxble

‘Liberating Voleskar IV from the

- Narn could be a series of adventures
~ for some PC groups.

mistreatment of Centauri natives are

true; they are in effect being worked

and/or tortured to death slowly. The

. Centauri government might attempt to
destabilize Narn rule and free the
~world, or might sponsor an outright

military assault on Voleskar IV - if it
feels it can do so without being de-
tected or starting an outright war w1th
the Narn

~ Mrunari

f The Mrunari system, including its
one inhabitable world, Mrunari Il is

located in Quadrant 32. It is a former
Gaim colony. However, all Gaim on the
world were either killed during the Narn
conquestin 2239, or committed suicide
thereafter (Narn scientists speculate
that the Gaim race is a primitive “hive

~ mind” of some sort, and that the Gaim
of Mrunari Il were ordered to suicide

by their queen). The Narn have taken

~ steps to obliterate all traces of the Gaim

from the world. However, they have
not succeeded. Anthropologists from
Earth and other civilizations would very
much like to study some of the Gaim
ruins that dot the wilder parts of the
planet.

Mrunari Il is a valued Narn colony '_

because it has an abundance of arable
land. Given the condition of

The reports of

Homeworld after its century-long oc-
cupation by the Centauri, any planet
that the Narn can devote to growing
food is an important territory. Enemies
of the Narn could strike at their food

supply by attacking Mrunari Il indi-

rectly - for example, by arranging for
substantial portions of the crops grown
on the planet to be infected with rusts
or fungi, or to somehow poison them
and make them unfit to eat. Similarly,
spies could learn a great deal about
Narn logistical capabilities and supply
chains by observing first-hand the
economy of Mrunari Il.

About half of the surface of Mrunari

1l is covered by oceans and other bod-

ies of water, and some Narn entrepre-

neurs hope to create a profitable tour-

ist trade on Mrunari I which would ca-
ter to their fellow Narn (and other
sentients) who enjoy sailing and fish-
ing. A vacation there might even ap-
peal to a large array of people. The cli-
mate on Mrunari Il is pleasant, there
are many natural vistas to enjoy, and

_ the fishing and hunting are superb.

However, the Narn will be very suspi-
cious of any group that does not have
at least one Narn in it, will allow no
Centauri onto the planet, and will keep
a close eye on any vacationers (much

to the chagrin of the travel agents who

arranged the trip, no doubt).

The Narn have taken extensive
steps to fortify and protect Mrunari Il
against encroachment by the Centauri,
the Gaim, or other races. There is a
large military garrison on the planet,

and at least one of the Narn heavy space
cruisers is usually in-system or within
one quick jump. The communications

and reconnaissance net established
around Mrunari Il and in the Mrunari
system is similarly elaborate.
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Minbari are a united people peaceful
- and reclusive, yet swift to avenge in-
sult. Like many well-known facts it has
little to do with the truth. The Vorlons
- say that truth is a three-edged sword.

“truth is a weapon to be wielded spar-
ingly, and only with no other options.
The religious caste believes that the

- truth is a seed to be planted, nurtured, -
and protected from harm. The work-

“ers know the truth on]y as.a precnous

- resource. All would say that the pro-

cess of knowtng a thing creates the un-
- knowable. A Minbari does not lie, ex-
. cept to save the honor of anotherl but

withholding the truth is not the same

' - as lying, and digging for the truth with
the Minbari is like trying to empty the

‘Sahara. with a beach shovel durmg a

sandstorm o _rule the Grey Council with the agree- - S
~ ment of the Council of Caste Elders, the
"]E GUVEmﬂ]Em next tier of the government. The Coun-

o gty of Caste Elders is composed of nine

: Over a thousand years ago the
 Minbari extsted ina state of near con-

. stant warfare, as the warriors fought
. amongst themselves and with the reli-
 gious, leaving the workers to eke out -
an existence in between. 'Their civili-

enough to ‘be known today if i
'was not for two things; a great

- race knownonly' ,
. ows-, and the ¢

Valen Valen used ‘the
desperate times to weld
. o ithe. dtsparate parts of
v Mlnbarl society together

It is a well- known fact that the_'

The Mmban warrior caste says . that.

unifymg enemy: _a;mysterieust

fthelr greatest' leader &

-'mto the smgle whele{

that most percelve today He dld not
~ however, solve the problems of Minbari

soc:ety -he merely ordered them : away.

Such was his presence, and such was
_their need, that the Minbari’ accepted
- this, and have conttnued to accept this

for the last thousand years

The structure of the Minbari gov—:.
ernment parallels its society. The 0
planet is ruled by the Grey Councxf Ay

group rarely seen by its own people,

and almost never by outsiders. The
Grey Council consists of three members
from each caste, selected for life (al-
though a member can be expelled bya _
vote of seven of the remaining eight
members). The council is lead by the

Chosen One, who was originally Valen,

‘and can in theory be of any caste, al- =

‘though is most of,‘ten‘ of the religious.
- Prior to the Earth-Minbari war the Cho-
sen One was Dukhat, A new Chosen

‘One has not been selected yeéti as:
_Minbari tradition demands that a ten
cycle (about 14 Standard year) period:
of mourning be observed. The Chosen
~guides the council’s deliberations, and -~
makes certam decisions of an opera-

’f{u},lgs :?“H' b Tﬁﬂt b "82{*{ ZZM g O
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tlonai nature, He or she ‘may only over-' S

‘members from each of the three castes, -
_generally one from each of the clansof =

‘that caste. The council is largely cer-

_emonial, and is left over from the days. |
_before Valen created the Nme and-the 00 :

One of the Grey Council to unite the =~

‘zation might not have survived I ng :.geople The 1mplementat10r_t of the

Each of the castes ongmally had mn

‘major cIans that encompassed ali caste :
members,' Over the centunes some of,‘«




¥, i
id ashamed that they nearly destm redan
breadh of‘ propnety .'A Human scholar entzre cwllizatmn during ‘th madness“_‘
.mously, When it comes to ne’ver for_""Mmbar has become somé.'wha"t more.:' e
. getting, the Mmbarl make the average',jDPen to outside visitors;, although VEEY: .t
. elephant look like an amnesiac.” It is few humans have visited yet. Almost
' no surprise that relations between dif- N0 aliens are allowed outside of the

. ferent castes then are even more prob—' capital city of Yedor. Many of the
e lemanc b : . younger Minbari are beginning to think

el ; BlHas . ;f_; . more of themselves, and less of how
: bl : they may serve society, and many plots

2 _I]WIsmﬂ ﬂf HES[IUITES .: : : have begun to be laid, and to hatch...

Valen ended the cycle of confllct-f
" over resources b’y the Mmbarl by usmg. _
Ranie aIl castes into sharmg
: '-f-.i_,f:everythmg Cities which
. .| usedtobe contmlled by one
. Caste or another were now |
gconsxdered joint terrltory, i
'managed by a F'hurs, a multi- |
. purpose word that in this
. case means “rnayor chosen:
by the Council of Caste El-
~ders. The military resources,
. . before almost excluswely
controlled by ‘the Warrior
. caste, were divided amongst
. all three castes.. While in
- times of conflict the Warriors
. ‘would coordinate, each of
. the three castes had direct
D aecess 10, and  control over,
... onethirdof the Minbari mili-
TR R TR 1 L mlght preventing any
.. single caste from attempting
. to take control by force of ' e
”__jarms Actua} contml _restedim the

-;'ﬁ'om 'hat caste ik












_are conf ned to their orbztmg ships or 0_-;
the trader’s station in orbit, but a few do
_ get to visit the Directorate’s Visitor's City,
built for mterplanetary commerce '

retreated to thmr wor]d tta lle then" weunds
and wait for a better opportunity. Although
relatlveiy isolationist over the next few de-
cades, they maintained limited trade rela-

. -tion-s:Wiith other systems and kept abreast

The O §85’fﬁ§

The Alliance’s l'ustory with the Ch’ Ionas

has been more confrontational than that of

the Koulani, but like the Koulani, the first
meeting between the Alliance and the
Ch’lonas was violent.

The Ch'lonas is a race that hates the
unknown. Their philosophy teaches that it

is better to face a known enemy than to trust

a stranger to be an ally. This has made their
history a fierce one. The Ch'lonas were
barely beyond their iron age when the
Centauri discovered them. They greeted the
aliens with open suspicion and near-hostil-

_ity, but the Centauri’s superior technology
- easily enslaved the Ch'lonas after the con-
. tact. Ch'lon was a Centauri world on the
edge of the Republic for about ten years

before the combination of their remoteness

and their determination allowed them to
become one of the few races that ever broke
- ___away from the Republic.

The Centauri were able to get away with

or destroy very few of thenr technologlcalj
n Ch'lc  penalty avai able under their laws Charac-

of galactic news. The revolts on Narn and
other worlds followed by the formation of

the League gave them known allies, and
they came out of their shell, becoming one

of the founding League members. When the
Earth-Minbari War weakened Earth, they
again saw the charice to take the Q-40 rich
system that eluded them almost a century
earlier. Believing that the human race was
doomed, they decided to take the system
before one of the other nearby races did.
The effort again failed, and after the war
was over the Ch'lonas, faced with intense
diplomatic pressure, resigned from the

- Leapue.

Now the Ch’lonas share an odd relation-

ship with the Alliance. They are still on the

EA's border, which means that trade rela-
tions are open, but they are also under
Earthforce's careful eye. Groups of EF per-
sonnel are sent to Ch'lon on a regular basis

as goodwill envoys, but they are little more
than spies. The Ch’lonas, likewise, harass

EA ships passing through their space, treat-
ing any illegal activity with the maximum
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