Bring MetheHead of L eto Atreides

"Our immediate concern is our family atomics. WWe must get them befor e the Harkonnens can
search them out."
"Not likely they'll be found,” she said, "the way they were hidden."
"It must not be left to chance.”
- Paul Atriedes and the Lady Jessica, speaking immediately after the Harkonnen
invasion of Arrakis

In the face of these facts, oneis led to the inescapable conclusion that the inefficient Bene
Gesserit behaviour in this affair was a product of an even higher plan of which they were
completely unaware!

- Report on Bene Gesserit Motives and Purposes

Player Characters

This game is designed for between three and eight player characters from the pregenerated
selection provided elsewhere. The characters Belloc, Captain Julius Alvarez and the Reverend
Mother Eleanor Alexandria must be included amongst the player characters. Guild Agent
Zeist is not suitable for this scenario. All of the other characters are optional.

The Military Option

The player characters provided are designed to give the maximum possible variety and
options for your players. If your players prefer military style operations, you may wish to
consider some adjustments. Under the military option, the characters will act along the lines
of amercenary commando team in the pay of the Bene Gesserit, in which case the only two of
the four approaches described below that are redlistically open to them are the smuggler and
covert ones. In this context you can still use Daniel Napier and Captain Julius Alvarez as
player characters. Matthias Lem could act as atactical advisor or as the unit commander.
Other characters should be Ginaz or former Sardaukar mercenaries, one of whom should be
working for the Tleilaxu, although not a Face Dancer, as in amilitary context this latter fact
would have to be concealed and a Face Dancer cannot maintain a disguise for a sufficient
length of time. Doctor Bolivar could act as medic for alarge group.

Briefing

The action begins on the homeworld of the Bene Gesserit, Wallach IX. The current year is
10,192. The player characters meet for the first time under atransparent plasteel dome on the
edge of a snow-covered forest near the sea. The small pale sun is barely visible in the misty
grey sky. Inland rise snow-topped mountains, and towards the shore it is possible to make out
the scattering of unpretentious white buildings that make up the above-ground portion of the
headquarters of the Sisterhood, the Chapterhouse. The characters have been contacted
individually by the only non-player character with them at this meeting: a very high-ranking
member of the Sisterhood known only as the Speculatrix. Sheis small, elderly and apparently
frail. She seems about to disappear entirely within her heavy black robes. But her eyes are
bright and miss nothing, and the characters know that sheis the head of the Sisterhood's
espionage system. The Speculatrix gives the characters the following briefing, which can be
read to them verbatim.
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"The question that concerns us here is straightforward: what is the current location of the
Atreides Family Atomics? After the Harkonnens invaded Arrakis and destroyed House
Atreides, the Harkonnens should have declared the Atreides stockpiles of atomic weapons to
the collected Great Houses of the Landsraad, according to the forms laid down in the Great
Convention. The Harkonnens claim not to have found the Atomics, so either they are lying
and are secretly stockpiling them (a very dangerous and apparently pointless policy), or the
Atreides hid them so well that the invaders simply never found them, and they remain
undiscovered. Either situation is a hazard to stability in the Imperium. The Atreides Atomics
must be accounted for. Thisisthe task for which you have been chosen. Y ou are to travel to
Arrakis and locate and if possible recover the Atreides Atomics. Physically, the Atomics are
likely to be contained in a dozen or so coffin-shaped boxes in the Atreides colours (green and
black) and marked with the Atreides crest (ared hawk). Family Atomics are normally sealed
with locks keyed to the DNA of the family. Each of you has particular talents that we
consider suited to thistask."

At this point, either have each player describe their own character to the group, or if you or
your players prefer you to describe their characters, read out the following, missing out any
characters that you are not using.

"The Reverend Mother Eleanor Alexandriais of coursein overal charge of your mission, but
| advise her to listen carefully to the advice of the specialists a her disposal.

"Milady Constance is a Bene Gesserit of Hidden Rank, trained by the Sisterhood to act asa
courtesan to the nobility. Sheis skilled in diplomacy and intrigue. Y our negotiator.

“Ramirez Sarobellais a swordsman of aristocratic upbringing, familiar with both the martial
and political arenas.”

"Matthias Lem is a mentat of Hypothesist level and a Master of Assassins. Y our tactical
advisor.

"Doctor Rashid Bolivar isa physician of the Suk School and a specialist in narcotics. His
Imperial conditioning prevents him from taking human life directly.

"Daniel Napier isascholar of the Ginaz School. Aswell as being proficient in all forms of
personal combat, heis an accomplished pilot.

"Julius Alvarez isa soldier of fortune and former spice miner. He isthe only one of you with
previous experience of Arrakis. No doubt his local knowledge will prove invauable.

"Belloc of the Tleilaxu is a Face Dancer, able to assume another’ s outward form after
minimal study. We acknowledge the exceptional co-operation of the Bene Tleilax in the
matter before us."

The Speculatrix will then continue.

"Our analysts have determined four possible approaches to your task. Which of these you
adopt and how you choose to execute it is entirely your decision.
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"Firstly, you could travel to Arrakis as an official Bene Gesserit delegation. Such exchanges
are common in diplomatic circles and would not be considered particularly unusual. The
Harkonnens would be obliged to arrange transport and accommodation for you. Y ou would
have immediate access to the highest levels of society on Arrakis. Y ou would also naturally
be escorted and spied upon as a matter of course, although there are ways of avoiding such
inconveniences.

"Secondly, you could travel as private citizens. Y ou would have to arrange your own
transport and accommaodation. Naturally the Sisterhood would pay for any reasonable
expenses. Y ou would a so have to make your own contacts with the locals. However you
would have more freedom of movement and are less likely to be watched, unless you draw
attention to yourselves.

"Thirdly, we could arrange for you to be smuggled on to the planet. There is an extensive
network of spice smugglers operating on Arrakis, with whom we could come to acommercial
arrangement. Initialy thisislikely to place you away from the population centres, since the
smugglers obviously have to avoid the Harkonnens. Y ou would therefore have to be careful
in your movements until you could merge with the general population. However this
approach has the advantage of not putting you under the direct eye of the Harkonnens.

"Fourthly, you could attempt to arrive on the planet in complete secrecy. Thiswould involve
you travelling to the surface in adumpbox. This approach has risks. A dumpbox is an
unguided cargo container and landings in such avehicle are imprecise. Y our first task after
landing would be to fix your position. If you happened to land in the deep desert, it is possible
that your arrival could attract aworm. Y ou would be completely on your own, and would
have to rely on your own resources. An ornithopter could be placed in the dumpbox with you
to provide you with transport.”

Decision Time

Allow time for the players to discuss which of these four options they will adopt. Thisisthe
player's opportunity to get to know the characters and for the group to come to a decision
together. Try not to interrupt unless the discussion starts to repeat itself or wanders off the
subject without coming to a decision. Which approach the players decide to adopt will govern
the path that the characters take through the rest of the scenario. The four approaches are
referred to below as the Diplomatic, the Private, the Smuggler and the Covert. Also use your
discretion in alowing them any modest requests for additional equipment. Note that any
maps the characters have of Arrakiswill not show Freman or smuggler sietchs.
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The Landing Field

The map on the next page shows the main gate to the landing field at Arrakeen. Over the
Arrakeen side of the gateis acrudely carved inscription in Galach; “O you who know what
we suffer here, do not forget usin your prayers.” Passengers are ferried by groundcar from the
landing field and dropped at the gate, where they have to file past the Harkonnen security
checkpoint. The checkpoint has alow plascrete wall with atent roof. Behind the wall there is
alight lasgun cannon. Guards stop and search passengers randomly and use poison snoopers
to look for explosives. Next to the checkpoint is the pyre where the Harkonnens publicly
burned Leto Atreides body.

On theroad to Arrakeen there is aline of hawker stalls selling water, spiced food and cheap
souvenirs. Beyond that stand several groundcar taxis waiting to take people to the city. The
taxis are standard groundcars except that they are unarmed & unshielded. There are also half
adozen ornithopters parked outside the gate. Thisis the only place in Arrakeen (other than
the mansion, which is by invitation only) that private ‘thopters can be parked. Private citizens
approaching the city by air are directed by traffic control in the landing field control tower to
park here, from where they can get a groundcar into the city.

The following events will occur at the landing field gate soon after the characters arrive on
Arrakis. Exactly how much involvement they have with these events depends on which
approach they decided to adopt, the details of which are individually described below. Read
the relevant section of these details carefully before starting this section of the scenario.

Thereis agroup of Fedaykin, led by Muad’ Dib himself, hiding in the hawker stalls, where
there are many Freman sympathizers. The Fedaykin are there to steal back the remains of
Leto Atreides, which consist of ablackened skeleton on the funeral pyre. To do this they must
first deal with the guards at the security checkpoint.

If Belloc is able to see the skeleton before the Fedaykin attack, have him make a 2* Will roll.
If he makesit, he feels momentarily dizzy. If he fails, he has a sudden desire to see the
skeleton at close range. At that point, the attack begins, and Belloc loses his chance to get to
the remains.

The attack begins with arocket (bazooka) launch from amongst the stalls into the checkpoint.
Thiswill destroy the lasgun cannon. The explosion will also throw up alot of sand and dust,
greatly reducing visibility. The civilian crowd panics and scatters, and the Fedaykin press
forward into melee in the confusion.
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The Razzia

This situation should be handled using the mass combat rules. The stats for the two opposing
groups are shown below.

Unit Description Calculation Combat Power

Fedaykin Razzia | 20 Elite quality melee infantry 20%2*1*10*4* 1.7 2720
with Crysknives and complete
surprise with an Expert level

tactical |eader
Harkonnen Guard | 10 Regular quality lasgun 10*1*4*25* 1.5 1500
Detachment infantry with laser riflesina

prepared defence

Thisimpliesaratio of 2:1 in favour of the Freman. Whatever the result of the combat, the
Fedaykin should succeed in recovering Leto’ s bones, as thisisimportant for later eventsin
the scenario.

If the player characters are present, the GM should resolve any combat personally involving
them according to the mass combat rules, having first gauged the level of their involvement
from their reactions to the events around them and whether they decide to join in on one side
or the other. Note that neither the Fedaykin nor the Harkonnens have any particul ar reason to
directly attack the player charactersin this situation, but both will defend themselves against
an apparent enemy. If the player charactersjoin in with shields, the Harkonnen will notice, a
cry of "Shields!" will go up, and they will cease firing lasguns.

All of the player characters involved with the melee on the ground should make a
2* Perception roll. If anyone makes this, they will notice that the Freman that are attacking
have red paint splashed on the shoulders of their stillsuits.

If one or both of the Bene Gesserit player characters are on the ground during the melee, have
them make a 4* Intuition roll. If they make theroll, they see a figure indistinctly through the
swirling dust and experience an involuntary cold shiver. Thefigure is Paul Muad’' Dib, though
they will not realize thisin character.

Any attempt by a player character to try to find out what is going on by interrogating alocal
will be met with the frightened words; “ Razzia, Fedaykin, Muad’ Dib!”

If the characters try to break into a parked ‘thopter, they will discover that they have all been
immobilized by security devices or are low on fuel, or both.

In the confusion, the characters will be approached by a driver by the name of Ishmael, who
greets them with a big grin and the words, “Welcome to Dune!” as chaos swirls all around.
He will encourage them towards his waiting groundcar (the nearest to the gate in the row of
eight on the map). Ishmael knows that Harkonnens will be on the way in force to establish
order, and wants to vacate the area before they arrive (while still making a profit). Asthe
characters |leave the area, six Harkonnen general purpose ‘thopters will arrive from the
mansion, loaded with guards. The Fedaykin will by that time have faded away into the
landscape.
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The Diplomatic Approach

The characters will travel from Wallach 1X to Arrakis on board a Harkonnen frigate, the
Lankiveil. The accommodations on board are luxurious. The mechanics of the trip can be
described by referring to the rules on frigates and Heighliners.

On landing, a Harkonnen pilot will escort them from their quarters on board the frigate to the
ornithopter level of the cargo hold, from where he will fly them directly to the Governor’s
Mansion. They will fly over the main gate to the landing field. The pilot will point out the
pyre on which the body of Leto Atreides lies near the gate. If they choose to land to inspect it
(possibly at Belloc's request), the razziawill happen then. Otherwise it will happen asthey fly
over and unless they decide to land, they may be only spectatorsin the combat. At the GM's
discretion, the Freman may fire on the ‘thopter with the rocket launcher, bringinginto a
forced landing in the middle of the melee, in which case their best chance of escape will beto
take Ishmad’ s groundcar to the mansion, or possibly to wait for the Harkonnen
reinforcements to pick them up.

The characters are expected at the Governor’s Mansion and will stay there as guests of the
Harkonnens. They are shown to their rooms and informed by the servants that this evening a
banquet will be held in their honour in the great hall. The architecture of the mansion is grand
and austere, an effect somewhat spoiled by the prominent display of gaudy blue Harkonnen
griffins plastered on every available surface. There is a poison snooper concealed in the
chandelier above the dining table. Several Harkonnen guards and local servantsarein
attendance at the banguet. The only other guest is Master Lingar Bewt. He will be in the great
hall before the player characters get there and will greet them and apologise that there are not
many visitors to the mansion these days. He a so introduces them to the tradition surrounding
such occasions, namely that guests are expected to follow Harkonnen custom and wash their
hands in the large basins in the corner of the hall before eating, then extravagantly drop water
all over the floor for the servants to mop up and sell at the mansion door.

After Bewt hasintroduced himself, Rabban will stride in and greet them gruffly. Heis
obviously uncomfortable with the socia niceties and wants to get down to the business of
eating as quickly as possible. The food is simple but amost everything is heavily laced with
spice, something that anywhere elsein the universe would be a huge extravagance. Rabban
drinks heavily and his mood swings between wildly enthusiastic, angry and morose. He eats
using his bare hands and constantly throws food and wine on the floor, so there are always
two or three servants hovering around him to clear up the mess. He informs the player
characters that he has arranged a tour of spice mining operations for them for the following

day.

Bewt will make most of the conversation. He is intrigued by the unusua make up of the
player characters group and their reasons for coming to Dune, but will not ask them about
these things directly. Much of histalk is about the razzia and he raises the question of why the
Freman stole the bones of Leto Atreides. He solemnly points out that it iswell known that
Freman eat their own dead. Rabban will eventually grow angry at thistalk, particularly if
anyone mentions the name, “Muad’ Dib”. He will loudly forbid any more mention of this
subject, and after afew minutes of sulky silence, storm out of the hall. If the characters ask
Bewt about Muad’ Dib after Rabban has left, he can tell them that he is supposed to be the
Freman’s new leader, but no-one knows who heis, or even whether he really exists.
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The Private Approach

The player characters will travel to Arrakis on a scheduled Guild lighter. The mechanics of
the trip can be described by referring to the rules on frigates and Heighliners.

After landing, gantriesroll up to the lighter on the landing field. The gantry lifts take them
along with al the other passengers down to waiting groundcars, which transfer them to the
landing field control tower building, where their papers are examined and baggage checked in
alarge waiting room at ground level. If the characters are carrying any lasguns or explosives
they will be confiscated, and some quick thinking or bribery will be required to avoid them
being detained.

After processing by the surly Harkonnen guards, they are herded back into the groundcar
ferries and dropped at the main gate, where they have to shuffle past the security checkpoint
with the rest of the crowd. Many of the crowd intend to continue on foot to Arrakeen. The
more well-to-do will head for the waiting groundcar taxis on the far side of the hawker stalls.

Therazziawill start just after the characters have passed the checkpoint. Assuming that they
make it to Ishmael’ s groundcar, on the way to Arrakeen he will ask whether they have
anywhere to stay. It so happens that his brother Ahmed owns a guest house. Use the plans
from the Dune Atlas for the guest house. If they have no objections Ishmael will take them
straight there.

Arrakeen is amaze of narrow dusty roads between mud-coloured buildings. It impossible to
tell what most of the buildings are from the outside, since they do not advertise their wealth
or their function. Buying and selling is done on the street, or in specialised courtyard markets.
Most of the traffic is on foot, with the occasional groundcar on the wider streets. The latter
include frequent Harkonnen patrols, which are watched warily by the locals.

The only other guest staying at the guest house is Master Lingar Bewt, whom they will meet
that night at dinner or in the guest house bar. He talks to the characters about the razzia and
he rai ses the question of why the Freman stole the bones of Leto Atreides. He solemnly points
out that it iswell known that Freman eat their own dead. He is angling to find out what the
players need, so that he can provide it and make some money out of them. He tells them that
if they want to see the real Dune, and find out what is really happening on this planet, they
need to travel into the desert. He says he can put them in touch with the right people. The
players may jump to the conclusion that he is referring to the Freman, but in fact Bewt has a
low opinion of Freman and is actually referring to smugglers. Bewt will want to negotiate
payment but it is not necessary to go into details over this, the figure heisasking iswell
within the character’s allowed expenses. If the characters ask Bewt about Muad’ Dib, he can
tell them that he is supposed to be the Freman’s new leader, but no-one knows who heis, or
even whether hereally exists.

The following morning the characters are woken early by Bewt, who says he has made all the
necessary arrangements. He hands them stillsuits and tells them to get dressed. Note that
these will be commercially manufactured stillsuits, not Freman suits. Ishmael’ s groundcar is
waiting outside to take them back to the landing field gate, where a genera purpose ‘thopter
iswaiting for them. Bewt supplies them with the co-ordinates at which they can find their
contacts and tells them he has radioed ahead so they will be expected.
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The Smuggler Approach

The player characters will travel to Arrakis on asmuggler frigate: the Buchephalus. The
mechanics of the trip can be described by referring to the rules on frigates and Heighliners.
The frigate is one of three owned by Staban Tuek, the head of the most prominent smuggler
family on Dune. The frigate will land at his sietch.

Tuek’s sietch is built around a natural rock amphitheatre 100 metresin diameter and 150
metres high, in the shield wall at the edge of the Minor Erg (Tuek’s sietch is mistakenly
marked as“ Tuck’s Sietch” on some maps). This enables alanded frigate to be conceal ed.
Most of the time a huge camouflage net is pulled over the top of the amphitheatre. Bridge
gantries swing out from entrances in the sides of the amphithegtre to allow loading and
servicing of the grounded frigate. The smuggler’s ships are constantly on the move, so thereis
never more than one frigate present at one time. Nearby massive caves in the side of the
shield wall make natural storage for carryalls and harvesters. In between the caves and the
amphitheatre is awarren of carved out tunnels and caves. Corridors, storage areas and utility
rooms are of natural rock. Personal and communal areas are decorated with rugs and
tapestries. Smuggler sietchs are more comfortable and display less water discipline than
Freman sietchs. Although smugglers have large stores, they are ultimately dependent on
offworld supplies.

Staban’ s father, Esmar, was killed by Harkonnens during the invasion. Rather than seeking
revenge by taking on the Harkonnens directly (a battle he recognised he could not win),
Staban chose a more subtle approach. He does all he can to undermine the Harkonnen
presence on Arrakis.

The player characters will dine that night with the smugglers, sitting cross-legged on rugsin a
communal feast. The smugglers are in a good mood, since Staban and his crew have been
away from Dune for several weeks and they are glad to be home.

Staban wants to catch up on what has been happening while he has been away. He istold that
businessis bad, but the smugglers will not go into details with the player characters present,
just shake their heads and look at the ground. They also say that the Harkonnens still have
Leto’s body on public display at the landing field at Arrakeen.

If the players want to follow up the rumour about Leto’s body, the smugglers can provide
them with a‘thopter to fly to Arrakeen the following day. Arrakeen is about 4000 Km or 2
hours flying time from Tuek’s sietch. Smuggler rates for ‘thopters are exorbitant but within
the character’s means. In this case the razzia will happen while they are there, and their best
means of escape will beto try to make it back to their ‘thopter. If they choose not travel to
Arrakeen, they will hear about the razzia and the removal of Leto’s body from the smugglers
the following morning, who receive radio reports from the city.

Staban will tell the charactersthat if they really want to know what is happening on Dune,
they need to talk to a certain smuggler spice miner of his acquaintance. He can make the
necessary arrangements for the following day (or the day after if they want to travel to
Arrakeen). Hewill provide them with a‘thopter and commercially manufactured still suits
(again at exorbitant rates) and the co-ordinates at which they can find this person. He will
radio ahead so they will be expected.
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The Covert Approach

The player characters travel to Dune in a dumpbox carried in the hold of a Guild lighter, paid
for at military rates to preserve anonymity. They have the option of choosing to time their
landing during the day or at night. The dumpbox will contain ageneral purpose ornithopter
but is otherwise bare. The journey will be cramped and uncomfortable. The characters have
no way of seeing the outside and the suspensors cushion them from the effects of
acceleration, so for the most part they cannot tell what is happening outside. Eventually they
will hear amuffled roaring sound from outside, indicating that they are entering atmosphere,
followed several minutes later by a sudden lurch and areturn to gravity, indicating that they
have landed.

If they have chosen to land during the day, when they open the single large cargo hatch, they
are hit by the searing heat of the open desert. They are surrounded by sand dunesin all
directions. Unless they have thought to bring stillsuits, they must |eave this place quickly.
Dumpbox landings are imprecise and their first task will be to fix their position. The simplest
way to do thisisviathe stars and a navigation roll, but of course requires them to have
chosen to have landed by night or to wait until nightfall. Alternatively they may have thought
to bring a paracompass and a set of magnetic sinkcharts, in which case they can navigate by
reference to local magnetic anomalies. The dumpbox will come down in open desert 300 Km
(about 10 minutes flying time) due south of Arrakeen.

The characters will then have to decide to where they are going to fly. Since any maps they
have will not show Freman or smuggler sietchs, they will aimost certainly have to travel to a
city (probably Arrakeen, sinceit is the nearest) to gain any information. Within half an hour
of the characters leaving the dumpbox, it will have disappeared in the path of aworm.

The characters may choose to approach the city openly, in which case they will be directed by
traffic control to land at the landing field gate, or they may choose to land the *thopter on the
shield wall outside the city and approach by foot, in which case it should be emphasized that
the least suspicious method of mingling with the population is via the main entrance point for
the city, i.e. the landing field gate. Either way, the razzia will happen as the characters arrive
at the vicinity of the gate. If the characters decide to land their ‘thopter at the gate, it may be
disabled by a Freman rocket either in the air or on the ground. Either way, their best escape
from the areais via Ishmael’ s groundcar.

From then on the action should flow in asimilar way to the private approach, the main
difference being that Bewt may not have to supply the characters with a‘thopter, so the only
thing he has to sell them is the co-ordinates of the smuggler mining operation, and possibly
stillsuitsif they have not thought to bring their own.

Sihaya Ridge

All four approaches ultimately should have the players heading towards a spice mining
operation near Sihaya Ridge in an ornithopter. Sihayaridgeis approximately 2000 Km from
Arrakeen and 3000 Km from Tuek’s sietch. That’s about an hour's flying time from Arrakeen
and an hour and a half from Tuek’ s sietch. The first that the characters will see of the
operation is the plume of sand thrown out by aworking harvester. In addition to the harvester,
there are two spotter ornithopters and a carryall in the nearby airspace.
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In order to talk to the harvester crew, the player characters will have to land and board the
harvester. The interior of the harvester is a messy, noisy factory, heavy with the cinnamon
smell of spice and crowded with pounding machinery. The players may decide to leave some
of their number on their ‘thopter, and possibly Ieave the ‘thopter airborne, in which | atter case
they have the chance of spotting the wormsign (see below). Captain Alvarez has spice mining
experience and therefore should be front and centre in the player’ s approach to the harvester.
If the Alvarez’ s player is reticent, remind him of this.

Under the private, smuggler and covert approaches, the players will probably be on their own
in their ‘thopter and the spice mining operation to which they are heading will be run by
smugglers. The smuggler in charge of the harvester is Gurney Halleck, who since the
Harkonnen invasion works for Tuek. Halleck also passes information via Tuek to Thufir
Hawat, former mentat to the Atreides and now captive mentat to the Harkonnens, on the
situation on the ground on Arrakis. Unfortunately Halleck is not fond of Bene Gesserit
“witches” and in any case would not be pleased if he were to discover that the player
characters were searching for the Atreides Atomics. He will tolerate their visit because it has
been paid for, but he will not be interested in giving the characters any information.

Fortunately for the player characters, there is another source of information on the harvester.
There are Sardaukar spies amongst the harvester crew (atotal of 10 of them, led by a Captain
Aramsham). Halleck is beginning to suspect this, but has no proof. Soon after Captain
Alvarez boards the harvester, one of more of the Sardaukar will aert him with arecognition
hand signal in Sardaukar battle language. The Sardaukar will pass on the following
information in private to Captain Alvarez; that Freman attacks have all but stopped
Harkonnen spice production, and that the Harkonnens are putting alot of effort into
excavating asite at Harg Pass under great security, but nobody knows why. Captain Alvarez
may very well want to conceal how he gained this information, for obvious reasons. Exactly
how he convinces the rest of the characters that he gleaned this information from the ordinary
smugglersisaproblem for Alvarez’'s player. If necessary, the smugglers can refuel the player
characters 'thopter (for agood price, of course). Alternatively, Alvarez knows that the old
Imperial Botanical Testing Stations al have large fuel dumps.

Under the diplomatic approach, there are additional complications. The players are provided
with a Harkonnen pilot and their ‘thopter is escorted by another carrying four Harkonnen
guards plus pilot and co-pilot. The player characters will be provided with (commercially
manufactured) stillsuits before they leave the mansion. Their pilot will land their ‘thopter so
they can board the harvester as part of the tour. The spice mining operation is not run by
smugglers, but by the Harkonnens. The crew of the harvester are old hands who hate the
Harkonnens. Gurney Halleck is not amongst them. However there are still Sardaukar spies
present who will pass on the relevant information to Captain Alvarez.

In any case, the mining operation will be interrupted by wormsign. The carryall arrives and as
it lifts off the harvester the worm rises from below and tries to swallow it. The player
characters will have to leave the areain a hurry and may have to make evasive manoeuvres in
their ‘thopter to avoid the worm. If on the diplomatic approach, the ‘thopter carrying the
player character’s escort will be slow in taking off and is swallowed by the worm. The
character’ s pilot will circlethe areafor awhile, at a safe adtitude. The characters will have to
dispose of the pilot before they can proceed to Harg Pass unhindered.
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Harg Pass

Harg Pass is about 4000 Km or 2 hours flying time from Sihaya Ridge. When the player
characters arrive, there is a Harkonnen troop-carrier ornithopter landed on the sand in front of
the cliff at the head of the pass. A ring of Harkonnen troopers form a perimeter around the
carrier and the adjacent rock face. The troop carrier is not shielded due to the danger from
worms. Thereisasmall entrance at the foot of the cliff, which would almost certainly go
unnoticed if the presence of the Harkonnens was not drawing so much attention it. Asthe
characters watch, Harkonnen troopers in biohazard suits emerge from the entrance, dragging
several more of their number, which they proceed to lay out on the sand, then zip into body
bags and stretcher them on to the troop carrier. A dozen bodies are dragged out, after which
the Harkonnens all withdraw into the troop carrier, which then takes off, heading in the
direction of Arrakeen and Carthag.

Harg Passis an ancient Freman place that has not been used by them for many years. The
maps on the following pages detail the interior of the Harg Pass complex. The first map is
intended for the GM’s use and the others can be laid in front of the players as they progress
through the complex and used for tactical combat as necessary.

Theinterior is generaly dimly lit, giving a-30% strike chance modifier in most areas unless
the player characters provide their own lighting.

The Entrance Corridor

The walls of the corridor, like the rest of the complex, are bare rock, deliberately carved and
somewhat weathered, and therefore made some time ago. A small amount of light filtersin
through the entrance. In the final section of corridor, after the second set of stairs, there are
half adozen canisters of Kriminon gasin niches set in the walls. The niches are sealed around
with plaster the same colour as the walls, so that only the nozzle of the canisters protrude.
The valve mechanisms are controlled by the two Atreides troopers in the Holdout (see below)
viaradio. They will open the valves whenever they hear anyone moving down the corridor.
Thiswill deliver adose of Kriminon to anyone in the corridor. Any player character moving
down the corridor should make a 2* Perception roll to spot the nozzles just before the gasis
released. When the gas is released, they can make a 3*Hearing roll to hear afaint hissing, but
by then it istoo late. If everyone moving down the corridor wishes to proceed in complete
silence and they all make a Sneaking roll, then the Atreides will not hear their approach and
the gas will not be released. Harkonnens will be unaffected by the gas because they routinely
wear biohazard suits. Anyone wearing a spacesuit or gasmask is similarly unaffected.
Stillsuits give partial protection; the wearer will receive a partial dose. A successful
Transmutation skill roll can render the gas harmless. The character that has succeeded in
doing this can they breathe the antidote into the mouths of their companions, neutralizing the
effects of the gas as long as they hold their breath while walking through the rest of the
corridor. The bodies of victims of the gas may dlide down the smooth sloping floor of the
corridor and end up in the Pit.
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The Pit

At the end of the entrance corridor is asguare pit nearly four metres across and about eight
metres deep. Given arun up down the corridor, the gap can be jumped with a3*Agility roll.
Use of ropes and makeshift bridges will increase the chance of a successful crossing at the
GM’s discretion. The bare rock floor is crawling with hoards of scorpions. Any character
faling into the pit will be subject to falling damage according to the Death by Impact rules,
and will then be attacked at a rate of once around by the scorpions (use the stats of Tarantulas
from the Bestiary). Naturally armour gives some protection against the stings and a
Transmutation roll can negate the poison.

Once the characters have cleared the pit, unless they have managed to do so silently, they will
be attacked by Hunter-seekers controlled by the two Atreides troopers in the Holdout (see
below). The characters should first make a 4* Perception roll to spot the approaching Hunter-
seekers, which will appear from the doorway on the far side of the room. See TWURPS Dune
for rules on fighting Hunter-seekers. The Atreides troopers are hiding out of sight and so are
relying on the Hunter-seekers own sensors to guide the weapons. They have half a dozen of
the weapons |eft but can only deploy two of them at atime (i.e. one each), and if oneis
destroyed it takes a trooper one combat round before another Hunter-seeker can be deployed.

The Holdout

There are two Atreides troopers holed up in the pillared chamber. Their names are Arkie and
Mattai. They have been in the complex since before the Harkonnen invasion and arein a
rough state. They are intensely loyal to the memory of Duke Leto and will assume that anyone
approaching the complex is hostile until proven otherwise. They are aware that they are
guarding the Atreides Family Atomics, and intend to do so aslong as they are able, or until
surviving members of the Atreides family return to claim them. Their chamber contains two
camp beds, aportable stove, alarge supply of field rations, several containers of water, a
metal ladder (for crossing the pit), the controls for the Hunter-seekers and gas canisters and a
field radio. The holdout room isrelatively brightly lit, with two glowglobes. They also have
lasguns but the batteries in them are depleted. Their water supply is the cistern near the Main
Hall (see below). They can only pick up news from the outside world via the radio during
brief trips to the entrance, but through this means they have learnt that the Harkonnens are
back in control of the planet. It may be possible to persuade them to give themselves up or to
control them using the Voice, but thiswill not be easy.

The Main Hall

The largest chamber of the complex is apparently laid out for communal meetings; at the far
end thereis adightly raised platform with a broad stone table or altar in the centre. There are
windtraps in three small side rooms, plumbed in to alarger side chamber with a centra
sunken cistern full of water. Some light filters through the wind traps from the side chambers.
At therear of the Main Hall is along narrow chamber. This contains a dozen coffin-shaped
boxesin dark green and black, with a paimlock marked with the red hawk of the Atreides on
thelid. The palmlock is keyed to the Atreides DNA. The boxes contain the Atreides Family
Atomics, placed here by Duncan Idaho with the agreement of the Freman just before the
Harkonnen invasion. Each box weighs 20 Kilos.
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The Tunn€

The next map is identical to the previous one, except that it aso shows a secret tunnel that
emerges from underneath the altar stone (which slides forward to allow accessto it). The
existence of thistunnel is known only to the Freman. The other end of the tunnel emerges
some distance away from the complex and is hidden in the surrounding slopes.

The last map is an enlargement of the main hall, without the side and end chambers. This may
be useful for tactical combat within the main hall.
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A Rock and a Hard Place

Once the player characters have reached the Main Hall, the Harkonnen trooper carrier will
return and land outside. A detachment of Harkonnen troopers will enter the complex and
proceed to the Main Hall.

The Harkonnen commander (his nameis Kinet) has removed the helmet of his biohazard suit
to enable him to talk more clearly. He will thank the player characters for disarming the
sabotage devices for them and expresses surprise that they are still alive. He explains that they
spotted the players approach on radar and decided to let them do the Harkonnen’ s dirty work
for them. It seems almost a shame that now that they have fulfilled his purposes so admirably,
he will of course be obliged to kill them.

During this boasting, the altar over the secret tunnel will slide back and a unit of Fedaykin
deploys silently around the Main Hall. Thistime, the Fedaykin are led by Chatt the Leaper.
The Fedaykin have red paint splashed on the shoulders of their stillsuits. If possible, arrange
for the player characters to be caught between the Harkonnens and the Freman. When the
Harkonnen commander spots the Freman, he stops talking. There is a muffled explosion from
outside (the Freman have destroyed the troop carrier with arocket). One of the troopers leans
forward, “ Sir, our troop carrier...” Chatt smiles. One of the troopers raises his lasgun. The
Freman attack.

This situation can be resolved using the mass combat rules, including any player character
involvement. The stats for the Harkonnen and Fedaykin units are shown below. Note that
although the Harkonnens have lasguns, they will not be able to use them effectively at such
close quarters. Even outnumbered two to one, the Freman have a ten to one combat power
ratio in their favour, and there is only one way that this conflict islikely to be resolved. The
Freman do not want the Harkonnens to know that they have the Atreides Atomics under their
control, so they do not intend to take any prisoners.

Unit Description Calculation Combat Power
Fedaykin 10 Elite quality melee infantry 10*2*1*10*4*1.4 1120
with Crysknives with an
Professional level tactical leader
Harkonnen 20 Regular quality melee 20%1*1*4*1.4 112
Troopers infantry with knives and Maula
pistols with a Professional level
tactical leader

If the player characters have |eft any of their number outside to guard the entrance or their
‘thopter, they will beinvolved in asimilar skirmish as that which occurs inside the complex,
the start of which is signalled by the Freman destroying the troop carrier. Use the same mass
combat units as those inside. After the skirmish outside is concluded, the characters outside
will be ushered into the complex by the Freman.
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Abomination

Asthe last Harkonnen goes down, the Fedaykin pull back, standing almost reverently on
either side of the open tunnel entrance at the altar. Out of the tunnel waddles atiny child, no
more than atoddler, barely able to walk, yet dressed in the black robes of a Reverend Mother
and with the steady gaze of an adult. She holds in one hand a blackened human skull (the
other conceals a gom jabbar, which the player characters cannot see). The Reverend Mother
Alexandriawill recognize this child at once as an Abomination; achild that has been exposed
to Other Memory, is amost certainly possessed and therefore under Bene Gesserit law should
be put to death.

The child ignores the player characters apart from Belloc, in front of whom she waves the
skull and asks, “is this what you came here for?’ Belloc should now make a 1*Will roll. If he
fails, he has an overwhelming compulsion to make a grab for the skull, disregarding
everything including his own safety. If he makes this attempt and the rest of the player
characters stand by and do nothing, at least two of the Fedaykin will try to grab Belloc to stop
him getting to the child. If he manages to get as far as the child, she will defend herself with
the gom jabbar.

Whether or not Belloc makes the roll, the child will then explain that Belloc’s Tleilaxu
masters planted a hypnotic compulsion in his head to get a sample of Atreides DNA so that
they could bring the Atreides back as clones.

If Belloc failed the willpower roll, the child will ask whether there is anyone present who will
oppose the Face Dancers claim to the skull. If none of the player characters speak up, Chatt
will volunteer. Belloc will then face this champion is single knife combat, there in the Main
Hall. If Belloc wins, he getsto keep hislife, but the child will still not hand over the skull.
She says that her claim on it is greater.

Whatever the outcome of the fight, the child will explain that the Tleilaxu needn’t have
bothered to try and recover the dead Atreides DNA. She leads the charactersto the Atomics,
and places a hand on the palmlock on one of the boxes, which immediately springs open,
revealing the complex machinery within. The child says that the Atreides are alive and well
on Arrakis. Sheintroduces herself as Alia, sister to Leto’s heir, Duke Paul Muad’ Dib
Atreides. She concludes:

“Congratul ations on the successful completion of your mission. Y ou have discovered the
location of the Atreides Family Atomics. They are safety in the hands of House Atreides.
Now tell the Bene Gesserit that they must do absolutely nothing with this knowledge. Any
move by the sisterhood against Muad’ Dib will result in the Atreides Family Atomics being
used against Wallach IX. We Freman would dare to violate the Great Convention because
Dune isthe one place in the universe where the Landsraad would never retaliate with more
Atomics. That would destroy the spice, and so destroy the Empire. We have the power now.
Go home and tell your sisterhood that.”
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Non-Player Characters

The stats for NPCs are given in a compressed form for ease of use. Only the primary statistics
are quoted. Armour values are quoted excluding shields. The skills are listed as either Expert
(75%) or Professional (40%). Strike chances and damage values are shown in brackets after
each weapon, as are any other notes. Common skills that are not listed can be assumed to be
at their base levels. Some NPCs are modeled on characters from the books with exceptional
abilities and do not conform to the normal limits of the character generation system.

Atreides, Alia Sister to Duke Paul Muad'Dib Atreides

Str. 7 CoO. 10 Con. 7 Per. 20 Int. 19 Cha. 20

Init. 30 Move. 2 AV 4 (stillsuit & robe)

Professional in; Gom jabbar (80%/+4 Meta-cyanide)

Innate Talents & Disabilities; Expert level Innate Talent in Other Memory. Takes no fatigue
loss for using this talent. Melange addict.

Atriedes Trooper

Str. 16 CoO. 16 Con. 17 Per. 16 Int. 15 Cha. 15

Init. 32 Move. 5 AV 1 (uniform & shield)

Expert in; Galach, Knife (127%/+4), Maula Pistol (127%/+4 Blade Venom).

Professional in; Lasgun rifle (122%/+25), Pilot Ornithopter, Drive Groundcar,
Communications, First Aid, Tactics, Searching, Brawling (72%/+1), Atriedes Battle
Language, Hunter-seeker (87%/+15), Vehicular Flamethrower (82%/+10 5m radius burns for
2d10 rounds).

Bewt, Lingar Water-shipper

Str. 14 CoO. 15 Con. 13 Per. 18 Int. 18 Cha. 17

Init. 33 Move. 5 AV 1 (clothes & shield)

Expert in; Galach, Bargaining, Street talk, Law, Administration, Assaying.

Professional in; Knife (93%/+4), Politics, Drive Groundcar, Etiquette, Oratory, Psychology,
Gambling, Cheops.

Chatt the Leaper Leader of the Fedaykin

Str. 18 CoO. 19 Con. 20 Per. 18 Int. 16 Cha. 17

Init. 37 Move. 6 AV 4 (stillsuit & cloak)

Expert in; Crysknife (132%/+10), Maula Pistol (132%/+4 Blade Venom), Ride Sandworm,
Freman, Sneaking, Hostile Environment (Desert), Tracking, Brawling (112%/+2).
Professiona in; Galach, Chakobsa, Pilot Ornithopter, First Aid, Foraging, Intrusion, Tactics,
Navigation, Wildlife, Bazooka (77%/+35E), Climbing, Camouflage.

Innate Talents & Disabilities; Melange addict.

Harkonnen, Count Glossu " Beast" Rabban Governor of Arrakis

Str. 20 CoO. 14 Con. 18 Per. 14 Int. 14 Cha. 14

Init. 28 Move. 5 AV 1 (clothes & shield)

Expert in; Galach, Kindjal (123%/+4), Brawling (103%/+2), Inkvine Whip (113%/+0).
Professional in; Maula Pistol (88%/+4 Blade Venom), Lasgun rifle (118%/+25), Pilot
Ornithopter, Interrogation, Street talk, Searching, Tactics, Harkonnen Battle Language.
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Halleck, Gurney Spice Smuggler & former Warmaster to the Atriedes

Str. 17 CoO. 18 Con. 18 Per. 17 Int. 16 Cha. 16

Init. 35 Move. 6 AV 3 (stillsuit & shield)

Expert in; Galach, Knife (130%/+4), Maula Pistol (130%/+4 Blade Venom), Brawling
(110%/+1).

Professional in; Lasgun rifle (125%/+25), Pilot Ornithopter, Drive Groundcar, Tactics,
Atriedes Battle Language, Camouflage, Drive Spice Harvester, Bargaining, Street talk,
Music (Baliset), Hostile Environment (Desert), Tracking, Vehicular Flamethrower (85%/+10
5m radius burns for 2d10 rounds), Rapier (95%/+5).

Harkonnen Trooper

Str. 17 CoO. 15 Con. 16 Per. 15 Int. 13 Cha. 13

Init. 30 Move. 5 AV 3 (biohazard suit & shield)

Expert in; Galach

Professional in; Knife (90%/+4), Maula Pistol (90%/+4 Blade Venom), Lasgun rifle
(120%/+25), Pilot Ornithopter, Drive Groundcar, Interrogation, Street talk, Searching,
Brawling (70%/+1), Harkonnen Battle Language, Hunter-seeker (85%/+15), Vehicular
Flamethrower (80%/+10 5m radius burns for 2d10 rounds), Personal Flamethrower
(80%/+10 2m radius burns for 2d10 rounds), Inkvine Whip (80%/+0).

I shmael Groundcar driver

Str. 16 CoO. 16 Con. 14 Per. 15 Int. 14 Cha. 12

Init. 30 Move. 5 AV 1 (clothes)

Expert in; Galach, Drive Groundcar.

Professiona in; Knife (90%/+4), Street talk, Brawling (70%/+1), Foraging, Mechanics,
Bargaining, Cooking, Sleight of Hand.

Speculatrix, Bene Gesserit Proctor General

Str. 11 CoO. 17 Con. 17 Per. 20 Int. 20 Cha. 19

Init. 37 Move. 6 AV 1 (robe)

Expert in; Galach, Politics, Interrogation, Psychology, Tactics, Truthtrance, Intrusion, Voice.
Professiona in; History, Law, Administration, Bargaining, Sneaking, Searching, Gom jabbar
(87%/+4 Meta-cyanide), Chakobsa, Bhotani-jib, Prana-Bindu (77%/+2 2 strikes per round),
Mirabhasa, Religion, Mnemonics, Suspension, Transmutation, Other Memory.

Staban Tuek Spice Smuggler

Str. 16 CoO. 16 Con. 17 Per. 18 Int. 18 Cha. 17

Init. 34 Move. 5 AV 3 (stillsuit & shield)

Expert in; Galach, Bargaining, Street talk, Assaying, Pilot Frigate.

Professional in; Pilot Ornithopter, Drive Groundcar, Camouflage, Drive Spice Harvester,
Hostile Environment (Desert), Knife (94%/+4), Maula Pistol (94%/+4 Blade Venom),
Brawling (74%f/+1), Politics, Communications, Navigation, Administration, Survey, Space
missile (99%/+40E), Hostile Environment (Zero Gravity).



