Narn Character
Starting Narn Ambassador.
Member of the Kha'Ri.
G'Kar gains +2 Intrigue while he
is the target of an Intrigue conflict.
G'Kar is the Nam Regime's ambassador 1o Babylon §
A veteran of his planat’s war of Tharation,
he harbors a graat hatrad for the Centaur and a thirst for vengeance.

¥ Despite his anger, GKar has his own
code of honor that may be his savalion.

DQuadrant 14

Narn Location

Location's Military may only be used to oppose
conflicts targeting this location.

Rotate Quadrant 14 as an action to add a construction
token to this card. Each time you sponsor a fleet,
remove all construction tokens from Quadrant 14.

Each token removed reduces the cost for you fo
sponsor that fleet by 2 (to a minimum cost of 0).

The Narn have built a colony on a planet
in Quadrant 14, near the Centaur border

The colony is home o 250,000 Nams M
Should the Centaun move aganst the Nam, ‘ b ’

Cuadrant 14 is a kkely target

Narn Character
While ready, you may choose to withdraw a
Namn fleet that is being attacked from a
conflict. If this is done, the fleet inflicts and
receives no damage. The Nam fleet is no
longer participating in the conflict.
Rotate Na'Kal when this effect is used.

War Le-ane*l‘h‘ﬁamm commanding
officer of the Narn star cruiser G'Tok
He is resourceful enough to escaps from Centaun .
attack, bul also may be afrald to commit his ship 8
o battie if the odds are against him,
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All of your fleets gain +2 Mi
mueygumm gntam ﬂeen?sw
Your tension toward the Centauri
counts as power.

Gain +2 influence whenever
you conquer a Centauri location.

“The wheel turns, does & not, Ambaseador?
= G'Kar fo Londo

Narn Character

While ready, you may negate
any event being played.

Discard Ja'Doc when this effect is used.

Being in the nght piace at the right tme
can be extremely usaful — oritcan get you klled.

Narn Character

Narn Ambassador’s Assistant.
Na'Toth may replace Ko'Dath.

Na'Toth replaced Ko'Dath as G'Kar's aide
Fierce even for a Nam, she has swom to avenge
ihe deaths of family members by “Deathwalker”

Her duties often take her back o homeworid,
which may be dangercus

@
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Narn Ambassador’s Assistant.

KoDath is Gar's first ambassadorial aide on Babylon 5
She is ii-tempered even for a Nam, and ssems
1o have lttie interest in‘anything olher than work
She should be carefl arcund arkocks ..

Narn Character
Representative of the Kha'Ri.
Cannot become an Inner Circle character.
Rotate to reduce the cost of the next |
Narn character you sponsor this turn by 2.
Your influence rating is increased |
by +1 while you contral Kha'Mak.

Kha'Mak is a liaison for the Kha'Ri, the Nam rufing council
He is a contact G'Kar may use o gain
the Kha'Ris approval for drastic actions, such as 11
the attempted assassination of fhe Centaur emperor '

Narn Agent

Multiple.

The Nam can handly be called a subtle people,
but even the Nam Regime has iis intrigues
Rivalnes within Nam culture can easily tum deadly,
and the tradition of Shon'Kar requires lethal vengeance
Nam are fiercely loyal and not easily tumed.
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Narn Character Narn Character

Rotate Ta'Lon while one of your characters
Multiple. Multiple. is the target of an Intrigue conflict.
That character gains +4 Intrigue.

With Nam more than 12 lighl-years away from Babylon 5, Having survived a century of Centaur occupation, A Nam fighter pilot, Ta'lon was captuned by a Streib ship
Ambassador G'Kar must rely on diplomatic couriers the Mam miltary have become fierce and aggressive warmiors bet fread with the halp of feflow capiive: John Sheridan,
tocany sensiive items, data crystals and documents Expecta Mam capiain b be extramely loyal g Assigned as a bodyguard to councilor Na Far

G'Kar's orders come from the Kha R, to his people, and to be willing lo sacrifice himself < * he chose to stay on Balrdon 5 fo assist G'Kar T
fhe Nam ruiing body and his ship to protect Nam civilians, and work for the cause of freedom,

— —_ — - —

Narn Homeworld Colonial Fleet

Neutral Character Narn Location Namn Fleet

Mercenary. Narn Homeworld,

) ill su opose ; Location's Military may only be used to Multiple.
. G‘“i‘s“;fc'{;?;‘g Ff:;nw%r ;va, nﬁ:r,: ,z,ﬂ g oppose confiicts targeting this location. Can only participate
the most influence during the tum. Whenever you gain influence in conflicts targeting you

; % from a conflict, rotate this location
N'Grath cannot become an Inner Circle character. to gain +1 additional influence. unless you are at war.

: Many Nam colonies ane on the border
They ensiaved the native with Centauri space, and have changed hands

WS,

I depleted s natural resounces. during the conflicts between those two empires.

Although free for decades, the planet wil 10 The Nam fleat must be on the alert b
never again be the forest world tionce was. o protect its termtories.

=

Deep Space Fleet Expeditionary Fleet

il — —

Narn Fleet Narn Fleet Narn Fleet

If you have tension toward another
race at 5, you may rotate this fleet
Multiple. Multiple. to attack any fleet from that race.

Fleets from that race
may attack this fleet in return.

The Nam Regime has deployed deep space ships The Nam Regime has deployed deep space ships Having survived Centatri occupation,
that may be sent to investigate planets that may be sent to investigate plarets the Nam in recent yoars
or other phenomena that may pose a threat or other phenomena that may pose a threat have grown miitant and aggressive.
A Nam war cruiser sant to ZHa'Dum 5 A Namn war cruiser seni fo ZHa'Dum = They have been known to attack Centaun ba]
in early 2259 never retumed in early 2259 never refumed colonies and claim them as their own.
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Picket Fleet

Hnmewnrld Fleet

Flrst Battle Fleet

Narn Fleet Narn Fleet
Can only participate Multiple.
in conflicts targeting you Can only participate
unless you are at war, in conflicts targeting you.
Warships i the Nam homeworid fieet Nam warships do not have ariificial gravity,
The Nam heavy dreadnought is a Mak'Aroan class cnsiser are ysually deploved in a defansive posture, 5o their crews must be strapped into their chairs while in combat
It has two 500-gigawatt G'nath kaser cannons. - The mHary wil send this defense fieet The star cruisers have the abiity to create &
Its maximum linear frust is 109 Megachoths. q on an atlack mission only a! greal risk, B their own jump points, which provides the tactical 2
z: and on! st"e po{t,mm gain is great. advantage of surpse atfack { )

Second Battle Fleet Book of G’ [Juan Energy Mines

Narn Fleet Enhancement

Namn Fleet Narn Character Enhancement
Limited.
Target character gains +2 Diplomacy All fleets attacking or being attacked
and +1 Leadership while by the target fleet suffer 1 point of damage
enhanced by this card. before the attack is resolved.
Character gains a Destiny Mark.

Mam warships fight baliles in tandem with support fighlers. :
e mk  C The: Nam use cusiom-designed energy mines
The Book of G Q"f S . hw . Tm{ F L h,,‘w' pecp at long range ko initiate most fleet engagements l
was writhen by the greal revolulionary G'Quan Though not often lethal in and of themselves, they are
| a useful method of “softening up” an enemy feel

The: fighters, however, do not have the abiity
{1 D’ A when the Shadows cocupsed Nam 1,000 years age.

to create their own jump points, so they must
enter or exit yperspace through
a jump paint created by crusers

E uphrntes 'I'reutg l

Bﬂrﬂ'er ﬁ'a:d |

Fleet Support Base l

Military Conflict
Unique. Target the'lNa

Location Enhancement
Target another faction. Only the following cards can r the Centa
F participate in this conflict: One fleet from you and Centaurifension ij N [
your target, and'leaders for those fleets. characters gain +2 cy while
iati in this confiiet. If succasSl Ialﬁraaegdm
+1 influence, and gains +1 additional inflience for

| If this confiict is uncontested,
the target loses 1 influence.
each 10strength mwmmmm

If you win by 5 or more, gain +1 influence.
IF it fails, the cther race gains both these benefils.

Tensions between your two races increase by 1.
The Euphrates Treaty i3 one small 8i8p in ending the hosbikies
A 5 ubiic:and the Nam. m

Military fieets deploy support bases 1o act as supply depats,
ications 5 Many worlds on the berder between the Centaun Republic
between ihe Centatn Reg
and the Nam Regime have changed hantds over the last cenfury, s oot o4 on Blbyion 5 bek e
with Jefy Sinclair achig &6 medelon

Istening posts and communications relays |
‘E ’[ Both star powers claim the right to these planets,

Target one of your locations.
Rotate this enhancement to repair
up to 4 total points of damage
from any combination of fleets you control.

Although they don't pose a direct milary threat,
they are important farpets that an enamy

may destroy o disrupi a foe.

Best printed 'to fit' A4 on 160gsm paper or thicker, and cut using a paper guillotine
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Bunboat Dlp!nmacg I Kldunpping |

Military Conflict

Target another race. If successiul, players of that
race lose 1 influence, and you gain +1 influence if
you win by 5-9, or +2 influence if you win by 10 or
more. If unsuccessful, exchange recipients of these
effects. If one or more fleet attacks occur, Babylon 5

loses 1 influence and all players’ tensions grow
by 1 toward the race of the fieet that first attacked

Target one character,

suffers damage ‘equalio the amount
by which you Won the conflict.
If you fail, your amhassadwgms qum
Thanks to the tacit support of the Shadows,
the Centaur war maching is numerically superior o #s enemies.

Although Centaur and Nem technalogy s roughly comparable,
Mam forces are being atirited bacause of the Shadows.

Diplomacy Conflict

If successful, this card beenmes
a faction enhancement for you,
which reduces all damage
your characters sufferwhen
attacked during an Intrigue conflict by 2.

With Babylon 55 secu-ty forces depleted due fo the deportaiion
of lh.* & symipethatc taihe Night
GKa- voluntasls his Nan RoWeEs 10 senve.

This has an Lr:s-.‘t".lrﬂ ffect o the Centes aboard Babylon 5.

Declaration of War I

Requires a tension of 5
toward the target race,
Rotate your ambasgsador.
Your race and the target race are atwar.

They have crossed the fine we cannat albow them to cross

As a result, two hours ago my govemment of ficlally declared war...
Cur hope for peace is over . We are now al war, We are now al war.

~Ambassador G'Kar
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Diplomacy Conflict

Target a faction of another race. Characters of your

two races apply double Diplomacy during
resolution, Your target may choose (at initiation) to
allow Military to support and oppase this conflict.

If successful, gain +1'influence, and if you win

by 5 or more your target loses 1 influence. If

unsuccessful, exchange recipients of these effects.

A galactic power is only as sirong a5 its peaple,
If an opponent can find a weak ik in the chain of command,
diplomatic advantag e is i result,

Declaration of War I

Requires a tension of 5
toward the target race.
Rotate your ambassador.
Your race and the target race are at war.

They have crossed the line we cannol allow them to cross
As a result, two hours ago my govemment of ficlally declared war...
Cur hope for peace is over . We are now al war, We are now al war
—Ambassador G'Kar

If you win the conflict, that character

ict. Tpncm

ncrease by 1 Baby!on!ihm1 mm
If uncontested, your targetloses 21

Gain +1 influenee if you win

the conflict by 10 nmm

Auﬁdsncmscstﬂiﬂhm .
can upp!»moppcw it lmawmm

Target character gains
+2 Leadership for this tum.
Target character gains an ad-c_llﬁonal +1
Leadership for each Destiny'Markheihas.

Legend has it dt wchad{,as;'oﬂn{:b&e Bt theyre not.
With adva

provided by

Rotate your ambassador to'sponsor or
promote a character at a costreduced
by half the ambassadorigiDiplomacy.

aliances ;.1 their %.:_.,p-v‘
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For the Good of All

For each of your characters or fleets
that is neutralized this turn,
and for each Destiny Mark you have,
you gain +2 influence to use
on the next turn‘only.

This influence does not count toward power.

Nams are easily provoked to anger and viokence.
Even Ambassador G'Kar has trouble keeping his peopie in line.
Should his prestige diminish, G'Kar may no longer be able
to control them and they may choose to follow someone else.

Level the Playing Field

& a.ﬁunmﬁdﬁﬂ'-

Al
L

Event

Target character or fleet may apply its highest
ability to support or oppose.ane.conflict of
your choice (no matter which ability would

normally be appropfiate.)

The future belongs 1o telepaths. And |intend
to make sure that future happens, one way
of the other. - Baster

' -.ﬂawmﬁﬂﬂ-

dﬂmﬁ
sl

Event

Target character or fleet may apply its highest
ability to support or oppose.one.conflict of
your choice (no matter which ability would

normally be appropriate.)

The future belongs 1o telepaths. And | intend
to make sure that fulure happens, one way
of the oiher, - Baster 1.

Target character gains
+2 Diplomacy for the l‘um
In addition, he gains +1,Diplon
for each Destiny Mark

Popular support is necessary for any great leader,
Words are holow without the
widespread backing of the masses.

On a confined station such as Babyion 5,2 mass
uprising w:Jd quickly lead 'c r.hfm and bloodshed.

Event

Target character or fleet may apply its highest
ability to support or oppose one.conflict of
your choice {no matter which ability would

normally be appropriate.)

The future belongs to telepaths. And ! intend
to make sure that fulure happens, one way
ar the other. - Bester 1.

Target character gains +2 Intrigue
for the rest of the.durn,

for each Doom Ma

Babylon 5's Downbelow hides the station’s crifinal slement
Alooss organized crime elemant
functions in the station's darker recesses.
I'huy can influence what happens topside
"\_ more public areas, such as the Zocalo,

Lost Aftermath
Target ambassador loses 2 Diplomacy.

"Al right, siraight up...
“Whether you're found innoGant or guity,
Ifthis goes to rial you'll nave fo step down
a5 commanding officer of Babyicn 5, probably permancnily.”
— Gurevers Corey

Intrigue Participant Aftermath

Target a participant character,

Two influence must be applied each time the
character is readied, or he remains rotated.

Babylon 5's infemal scanners are sensitive enough
to detect a radiation source inside the station

It requires some reprogramming ko efiminete
normal heat and cther radiation Sources.
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REfugees

Won Military Aftermath

Play after a war conflict.

Target player loses 1 influence,
and Babylon 5 gains 1 influence.

(Discard this aftermath after play.)

Babylon 5 is nevtral temilory for the seitlement
of disputes between the various races
Its commeand staff may decide
o offer sanctuary 1o victims of war,
which will gain mﬁuem with the afflicted race.
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The initiator must have won the conflict by at
least 5 strength and must have neutralized at
least 5 Military strength of fleets with attacks.

Target ambassador gains +1 Dlpbmacy

P P ——————

iner Pnlitlcs

Target an ambassador after his faction
captures alocation.

The ambassador galns

ideolog
carsermilitary officers share the commen.
Tollowing orders without question, e\aﬁ‘gﬁ death.
Agrualmlm leader is often respwﬁll ‘
 evenbyancd enem;.
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Never Again

m Agenda
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