
Like the men of the lost star-searcher, Ampoliros - sick at their guns - forever seeking, forever prepared
and forever unready.

- pr ivate thoughts of the Lady Jessica

AMPOLIROS: The legendary "Flying Dutchman" of space.
- Terminology of the Imper ium

Player  Characters
This game is designed for between three and seven characters from the pregenerated list provided on
same website as this scenario. The characters Daniel Napier, Guild Agent Zeist and either Milady
Constance or Matthias Lem should be included. The characters Belloc and Captain Julius Alvarez are
not suitable for this scenario. Any of the other players characters may be used optionally.

This game is set two months after the first scenario, "Bring Me the Head of Leto Atreides". If the first
scenario has already been played, the GM can update the character's skills via the TWURPS experience
rules if they feel this is necessary, though it is not required.

The Military Option
One option is for the players to approach this scenario as if it were a military operation. Using the
military option, the characters should be mercenaries in the pay of the Bene Gesserit, rather than
members of the Sisterhood themselves. Ramirez Sarobella, Daniel Napier, Matthias Lem and Doctor
Bolivar are all usable in this context. Other characters can be generated using the rules provided in
TWURPS Dune.

The Ghola Option
If one of the player characters died in the first scenario, the GM may consider bringing them back for
this game as a ghola. No more than one ghola character should be used. See the rules for gholas in
TWURPS Dune.

Br iefing
If you have previously played Bring Me the Head of Leto Atreides, it is two months since the events in
that scenario. The year is 10,192. The characters are currently in passenger quarters on board the
smuggler frigate Buchephalus, which is under the command of smuggler Captain Staban Tuek. They left
the Bene Gesserit Chapterhouse on Wallach IX in haste, and do not know the reason for their departure
or their destination. With the exception of Guild Agent Zeist, they are all either members of the Bene
Gesserit or in their pay, and they are acting under the direct orders of the Speculatrix, the head of the
Sisterhood's intelligence network, who informed them that they would be briefed by Guild Agent Zeist
once they were underway.

Have the characters introduce and describe themselves. Then have Zeist's player hand out copies of the
Secret Guild Report. The report is shown on the following three pages.

In addition, if the GM has a copy of the Dune Encyclopaedia available, it would be a good idea to allow
the players to read the article on the Ampoliros legend. The players should also familiarise themselves
with the material on Giedi Prime in the Atlas of Dune available from the same website as this scenario.

The Ampoliros Incident
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The Tooling Up Sequence
All reasonable requests for additional equipment up to and including lasguns and explosives should be
granted by the GM. Since the mission involves destroying any computers they find, it is reasonable to
assume they will need this kind of kit. The equipment can be supplied by the smugglers. It is surprising
what can be found in the hold of a smuggler frigate. However the players should be warned that lasguns
and explosives are quite capable of breaching a spaceship hull. The characters can also be provided with
spacesuits, if the players request them. See the rules on spacesuits in TWURPS Dune.

The explosives available from the smugglers are small demolitions charges consisting of 0.5 Kg blocks
of C4 (damage value 10, blast radius 5 metres). The fuses are simple wire-operated devices without
timers. No more than half a dozen of these charges should be made available to the players. See the
TWURPS Armoury for rules on using explosives.

Rendezvous
The Heighliner that brought the Buchephalus to the Giedi Prime system dropped them off at the outer
edge of the debris field and the smuggler frigate has spent the last several hours threading its way
carefully through the field, matching velocities with the unknown vessel which is the target of the
mission.

A call comes through from Captain Tuek in the Master Control Centre, telling the characters that the
Buchephalus is now coming alongside the target ship. A solido of the target is projected into the
character's quarters. It is slightly longer and thinner than a modern frigate. It’s hull is pitted and scarred,
possibly indicating great age. The hull displays a single word in an unfamiliar language. A successful
History roll will identify the language as middle Galach, a form of Galach in use between 11,000 and
7,000 years ago. The word is “Ampoliros” . The ship is not under power; the engines are not operating
and it is showing no running lights. It is not currently transmitting any messages. However the hull
shows some residual heat. Given its current speed and trajectory it will emerge from the debris field and
become visible to the Giedi Prime planetary defences in approximately twelve hours, so the players
must complete their investigations before then. The smugglers have identified only one obvious hatch,
near the nose of the ship, to which they intend to dock. The characters are asked to move to the forward
airlock of the Buchephalus for the transfer.

The characters walk along the transparent plasteel tube from their quarters in the frigates cavernous
cargo hold, then ride up the lift to the airlock in the nose of the ship. The airlock is a large cylindrical
room with handholds around the edges and a hatch in the ceiling. A klaxon sounds, and then they are
suddenly in zero gravity. They hear a voice from the control centre, counting down distances in metres.
When the count reaches zero, there is a lurch. Then the forward hatch opens with a hiss. On the other
side is the interior of a transparent docking tube, about five metres long and a couple of metres in
diameter. The debris field through which they are travelling can be seen through the walls of the tube, as
can the outer hulls of the Buchephalus and the target ship. The far end of the tube is firmly fastened
around the hatch in the target vessels’  hull.

The Ampoliros Incident



Ampoliros
The diagram on the left showing a section through the hull
is intended for the GM's use only. The following three
pages show three images of the outside of the Ampoliros
that can be shown to the players when they first encounter
it. A detailed description of each deck follows, in the order
that the players will encounter them. This is followed by a
series of tactical deck plans in the same order, which can be
placed in front of the players as they progress through the
ship. The deck plans are marked with 1.5 metre hexes and
show circles for spiral stairs leading up and circles with
crosses for spiral stairs leading down. 

The interior of the ship is pressurised with breathable air
and most decks are at room temperature. Poison snoopers
will detect a high concentration of suspended dust. A
Biology or Medicine roll will allow further interpretation of
the snoopers results, which indicate a high concentration of
human skin cells in the dust. This is in fact unusual. It is a
myth that most dust is made up of skin cells. Since the ship
is not accelerating when the characters board it, all areas are
initially in zero gravity.

All writing the players find on board is in the ancient
version of Galach known as middle Galach, and will require

a History roll to read it, unless one has been made by the same character previously.

Each deck, catwalk and compartment has an internal surveillance camera built into the wall near the
ceiling. Each camera can be spotted with a 2*  Perception roll, if the players say they are looking. Once
spotted, they are not difficult to disable.

Each deck or compartment is equipped with a hidden microphone. If the players try calling out in middle
Galach to see if anyone answers, a mechanical-sounding voice will reply in the same language,
identifying itself as "Ampoliros". This is actually the voice of a hidden Guild Steersman, although the
players will be unaware of this.

They will get no reply if they call out in any other language. Note that if the characters are wearing
spacesuits, they will be unable to call out unless they have though to ask for suits equipped with
loudspeakers or at least one of them removes their mask, though they will be able to hear the voice
through their suits.

The Steersman Ampoliros will speak as if he is the ships computer, in short pronouncements, e.g. "I am
Ampoliros". He will address the player characters as if they are crew: "You are not aliens. Therefore you
are crew". Do not be afraid of repeating yourself or simply ignoring questions addressed to him by the
player characters if you cannot think how to answer. This will add tension and make him sound more
mechanical. Do not allow him to be drawn into a conversation. Under no account will he identify
himself as a Steersman or reveal that this vessel is actually a Guild hoax.
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Engine Room
The airlock is extremely simple to operate, with obvious touch-panel controls to open the doors. The
doors are not locked, but each door will only open when the other is shut. Once both are shut, the airlock
will cycle automatically. It is big enough (just) to fit all of the characters inside at the same time. On the
other side of the airlock is a catwalk suspended above a huge dark space filled with machinery. The
temperature here is very high (40 degrees centigrade) and the room is filled with billowing clouds of
steam. There are catwalks leading off to the left and right and a third leading straight across the middle
of the space. In the gaps between the catwalks is a shear drop of several metres to huge machines below.
The room is very dimly lit (-30% strike chance modifier) and it is difficult to see where the catwalks
lead or exactly how far away the floor is. 

Since there are no obvious exits, the only way to proceed is to cross to the far side of the room and
explore. Have the players describe or preferably use figures to show how the characters will move across
the room to the far side. When they are roughly halfway across the engine room, the ship will begin to
turn. Since the characters are still in zero-G, this will have the effect of moving each one three hexes to
the left (looking from the airlock end), unless they have previously specified that they are holding on to
the catwalk railings or are using ropes. This is quite a gentle movement. Some character's movement
may be halted by them drifting into a wall. Captain Tuek will radio them from the Buchephalus, telling
them that the ship is turning and asking whether they are all right. If any of the players wishes to grab a
handhold, they must make a 3*  CoOrdination roll (adding any HE Zero-G skill as a modifier).

Then the ship’s main engines come on. The ship is immediately under one full gravity. Those currently
positioned above a catwalk will fall on to the metal grillework. Those poised above the shear drop will
fall 7.5 metres onto the machinery below, taking falling damage of 11. If they are adjacent to a catwalk
when they fall, they can attempt a 1*  CoOrdination roll to grab the edge of the catwalk and avoid the
fall. Outside, the docking tube between the Buchephalus and the Ampoliros will be severed by the
sudden acceleration. Captain Tuek will radio from the Buchephalus; "The main drive has started up. We
have been forced to sever contact. We are unable to redock while the drive is operating. Will maintain
radio silence over distance due to the danger of interception. Good luck". (Radio communications will
in any case be disrupted by the debris field). From this point on in the game, the ship will be under
normal gravity. Returning to the airlock will show that the Buchephalus has gone.

Any character with Mechanics skill can make a roll while in the engine room (+20% if they are at the
level of the engine room floor). If they succeed in the roll, they will notice that the engines are fusion
based, not antimatter. A follow-on Physics roll allows a character to realise that only an antimatter
powered ship could approach light speed. This implies that either the part of the Ampoliros legend that
describes the ship travelling near light speed and the crew surviving to the present is wrong, or this is
not the Ampoliros. It also means that if this is the Ampoliros, any humans on board will be long dead.

Once the drive starts up, they may consider setting explosives to turn it off forceably. The GM should
make this clear to anyone with Demolitions, Mechanics or Pilot Frigate skill that this is likely to blow
up the entire ship, and them with it. Tampering with the unfamiliar machinery is also likely to have dire
consequences (in fact the machines have been deliberately designed with false fronts so that tampering
will not have any effect). They may also consider bailing out of the airlock. Anyone with Hostile
Environment (Zero-G) skill will know that this will result with them being fried in the rocket exhaust as
the ship accelerates past them. Their only option is to find the controls of the ship.
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Quarters
This deck was apparently once divided into several smaller rooms, but the dividing walls have been
systematically demolished and the debris from them and the other fittings lie in a large heap on the floor.
Searching through the heap suggests that this deck was once living quarters for at least a dozen adults.
The lighting is provided by fluorescent wall and ceiling panels, many of which have been smashed but
several still function. A poison snooper will detect the presence of a foreign substance in the air. These
are hallucinogenic microspores and can be treated as a 50% contagious disease. Anyone who breathes
the air can be infected. The microspores are present on all decks except the engine room, where the heat
is not to their liking, and the Steersman’s chamber, which is sealed. Administering antibiotics will help
combat the disease. See the standard TWURPS rules on disease and infection. Note that the symptoms
will only show themselves over a period of days, so at most will only have a slightly debilitating effect
over the course of the scenario. The spores are there not to kill the characters, but to lend credence to the
idea that this ship is the Ampoliros. 

Control Room
There are fifteen heavily padded metal chairs arranged in a ring in the centre of this deck, all facing
outward around a central column of machinery. The room is lit by wall panels. Writing has been
scrawled over the panels, at such a height as to be at eye-level for anyone sitting in the chairs. The
writing goes all the way around the room. Naturally, it is in middle Galach. There are three distinct
sections, reading, “To strive, to seek, to find, and not to yield", "But a man's reach should exceed his
grasp, or what's a heaven for?" and “May he go forth in the sunrise boat, May he come to port in the
sunset boat, May he go among the perishable stars, May he journey in a Boat of a Million Years” . A
history roll is required to identify these as quotes from the ancient Earth poets Tennyson and Browning
and from the Ancient Egyptian Book of the Dead, respectively. 

The voice of “Ampoliros" will announce that “crew members should take their positions”  and almost
immediately afterward that “crew members who fail to take their positions will be punished” (this is an
empty threat). The characters may decide to take the seats because they think they can control the ship
from here. It will not be too difficult for the players to work out that this deck is designed for the ship to
control the crew, not the other way around. If anyone sits at a station, small joystick controls will rise
out of the armrests and a holographic solido of a series of increasingly difficult geometrical puzzles will
appear in front of them. They can solve the puzzles by moving the joysticks. Sensors built into the seats
detect when someone is seating down. To solve each puzzle, the character must roll 3*  Logic + any
Maths skill. If the character fails to solve a puzzle, they receive an electrical shock through the chair.
Treat this as a partial shock using the standard TWURPS mechanics for Death by Electrocution. For
each successive puzzle, the chance of success is halved and the level of shock is increased. See the
partial shock column of the electrical damage table for the increasing levels of damage. If anyone should
leave the seat while still conscious, they will also receive a shock at the next level due. Space suits do
not provide protection against electrical shock. The puzzles are controlled by an adapted Ixian fighting
machine that operates according to simple rules.
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Secur ity Deck
The security deck consists of six bare trapezoid rooms. The
floors, walls and ceiling of these rooms are lit with glowing
panels interlaced with metal in an irregular pattern, like surreal
stained glass windows or oversized printed circuits. The rooms
are linked with heavy manual sliding metal hatches. Three of
these rooms are linked to other decks by spiral staircases. The
other three contain deadly concealed traps. Each trap consists of a
weapon and the sensor that will trigger it. The traps are built into
the walls and a critical perception roll is required to spot them
before they are triggered.

The traps are controlled by the same adapted Ixian fighting
machine that operates the Control deck. Each weapon will fire
once after its sensor is tripped. The weapon is aimed at the target
closest to the centre of the room. The sequence resets when both
doors are shut. The strike chance for each trap is 100%, plus any
modifiers the GM chooses to impose. The target has the normal
chance of a performing a dodge action to avoid a trap.

The diagram above shows which rooms contains which trap, as described below.

1. The sensor is a microphone, which will be tripped by the slightest sound; someone speaking while in
the room, walking through the room normally or failing to make a sneaking roll, but not the doors
opening or closing, which the sensor can recognise. The weapon is a personal flamethrower built
into the ceiling. The damage value is 10.

2. The sensor is an infra-red camera, which is tripped by the body heat of anyone entering the room.
Lines of shigawire rise from the floor and travel across the room like the wires in an egg slicer
before disappearing into the floor again. The wires rise quickly at first, then slow down at the last
second in order to defeat a shield. Treat as per a monowhip. The damage value is 18.

3. The sensor is a motion detector, which is tripped by the movement of anyone entering the room. Six
needle-sharp spikes appear from the walls, the points intersecting the centre of the room, then
withdrawing back into the walls. The spikes move quickly at first, then slow down at the last second
in order to defeat a shield. Treat as per javelins. The target will receive 1d6 hits. The damage value
is 4.

Attacking the traps themselves or the walls of the security deck may reveal elements of the fighting
machine that controls this deck and the one below it. It is a simple electronic device consisting of wires
and glass valves, not a sophisticated computer like those that were outlawed in the Butlerian Jihad, but
similar to those produced today by the Ixians.
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Computer  Room
In the centre of this deck is a large round console with lots of flashing lights and dials. It couldn’ t be
more obviously a big computer if it was labelled as such. There are no manual controls for the ship. If
the players ask, the “voice of Ampoliros”  will identify itself with this console. The console can easily be
destroyed using lasguns or a small explosive charge. After this is done, a poison snooper or an
unmasked Reverend Mother will detect the presence of traces of melange in this room.

As the characters enter this room, the floor will start to tilt and shift about irregularly, so they will be
thrown from side to side and have difficulty keeping their balance. After a few minutes of this, the
vibrations will stop, as will the steady background hum (the noise of the engines) that they now notice
has been present since the gravity came on (although the gravity is still there). Then the floor slowly tilts
to an angle of about twenty degrees before coming to rest. A 3*  Logic roll will suggest that the ship has
apparently landed.

The players may assume that the computer console would be destroyed by exhaust from the launch of
the lifeboat on the deck above it. The GM should suggest that this would not be a reliable way of
destroying the computer, as the exhaust would be directed out of the ship by the baffles.

L ifeboat
The nose of the ship contains a lifeboat for the crew. There are actually two levels here, as shown in the
sectional diagram. The upper level is a catwalk and provides access to the lifeboat hatch. The lower
level accommodates the lifeboats engines.

Inside the lifeboat are fourteen padded acceleration couches in a ring facing inward, and a single control
couch in the centre. There is no airlock. There are three triangular windows in the upper surface of the
lifeboat. The joystick controls are very simple to operate and are built into the arms of the control couch.
A single big red lever will start the launch sequence, which will shut the hatch, open the clamshell doors
in the nose of the ship and the exhaust vents on the lower lifeboat deck, and fire the engines. The
lifeboat can be steered using Pilot Frigate skill.    

The lower level of the lifeboat deck is equipped with a winch designed to allow the clamshell doors and
exhaust vents to be opened manually in the event of a problem with the launch sequence and baffles
designed to direct the exhaust from the lifeboat to the sides and out of the exhaust vents.
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Smelling a Rat
By the time the characters reach the computer room, the players may well be thinking that there is
something distinctly odd about the design of this ship. Before they leave, they should make a roll to try
to figure out the nature of the ship. The ideal time for making this roll is just after the computer console
has been destroyed, but the player’s actions may require it to happen before then. The base percentage
for this roll is the character's Logic stat. If a Mentat character is present, they can add their Projection
skill to the roll. In addition, each of the clues below which the characters have discovered during their
exploration adds 10% to the chance that the roll will succeed. Read out each of the points below which
they have uncovered as they are making the roll. The GM should make this roll in secret.

� The use of fusion rather than antimatter engines and the size of the propellant tanks indicates that
ship could never have approached light speed.

� The layout of the staircases and the positioning of the airlock appear to be designed to slow progress
through the ship.

� The crew stations imply that the computer was very much in charge of the ship.
� The security traps only react to the first trigger. Ergo, the traps are designed to slow them down, not

stop them.
� The security traps are controlled by a mechanical device similar to an Ixian fighting machine, rather

than a more sophisticated computer of the type outlawed by the Butlerian Jihad.
� The ship has decelerated at one gravity for approximately one hour and then apparently landed. It

started twelve hours away from a flyby of the nearest planet and therefore should not have been able
to reach a landing point in the elapsed time.

� Once the computer console is destroyed, faint traces of melange can be detected in the computer
room.

� There are elaborate devices apparently designed to prevent the crew from reaching the computer, yet
the crew would have get past those devices to reach their lifeboat.

If the players make the roll, give them the primary hypothesis below as the most likely explanation of
what is going on, and the alternative hypothesis as an alternative explanation. If they fail, reverse this
presentation. Note that if they fail this roll, accept that the ship is genuine and leave in the lifeboat, this
is effectively a short cut to the end of the scenario. If they follow this course, the lifeboat will
rendezvous with the Heighliner in orbit and be “confiscated”  by the Guild, claiming that the Ampoliros
was an interstellar ship and therefore under Guild jurisdiction. At the same time the Heighliner will
dispatch a crusher to destroy the ship on the ground, preventing the technology from falling into the
wrong hands. This is how the Guild's plan is supposed to work (see "Plans Within Plans", below).

Pr imary Hypothesis
The ship is a hoax and the computer is a fake. The ship is designed to delay and distract the characters
while it reaches its destination with them on board. It reached planetfall by folding space. Since it is not
controlled by a computer, the only alternative is a Steersman. Therefore there is a Steersman concealed
somewhere on board. After exploring the ship, the characters are intended to leave using the lifeboat.

Alternative Hypothesis
The Ampoliros was never designed to approach lightspeed, but to travel between the stars at much lower
speeds. However it appears to have the capability to fold space at least for short distances under
computer control. It was built in the time leading up to the Butlerian Jihad, when computers were
becoming outlawed and melange was coming into use. The designers were afraid that the crew or others
might attack the central computer, so it was protected with traps and the decks were designed to aid
defence, like the towers of an ancient castle.
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Down the Rabbit Hole
There is a hidden hatch in the floor underneath the console in the centre of the computer room. The
hatch is in fact sealed shut, but destroying the console will breach the airtight seal, allowing traces of
melange gas to seep through to the computer room. These traces or the player’s conclusions that there is
a Steersman on board may prompt the characters to open this sealed hatch, which can be achieved fairly
easily with a lasgun or a small explosive charge or a Mechanics or Handyman roll.

Underneath the hatch is a spherical chamber hidden within the central column of machinery below. The
chamber is surrounded by suspensors to nullify the effects of gravity and acceleration within it, so it is
always in zero-G, even when the ship is landed. Entering the chamber from above when under gravity
feels a little like entering a swimming pool. The Steersman can move around in the chamber freely
without contacting the walls (see the TWURPS zero-G combat rules from the Cyberpunk background
section). The suspensors are donut-shaped and sit above and beneath the spherical chamber.

The chamber is a sphere about four metres in diameter. The air inside is breathable but saturated with
orange clouds of melange gas. Make a Willpower or prana-bindu roll when entering the chamber to
avoid a momentary (one combat round) disorientation; at first it appears through the clouds of gas that
the chamber is open to the outside. If and when the players enter the chamber the ship will probably
have already landed, in which case the walls will show a spectacular night sky (the debris field causes a
display similar to the aurora borealis), which is limited by the surrounding dark terrain. The chamber
walls are viewscreens showing the outside of the ship via external cameras, designed to relieve the
Steersman’s innate claustrophobia. The clouds of spice gas give a -30% strike modifier to anyone who
enters and deliver a dose of melange to anyone who breathes the air inside the chamber.

Food dispensers and plumbing are built into concealed panels in the walls. The viewscreens are also
capable of displaying control surfaces for operating any system on board. They are designed for a
Steersman, and are widely spaced at all angles; anyone else has a -30% modifier when using them. The
ship is operated using Pilot Frigate skill, although folding space can only be achieved using Pilot
Heighliner skill. The ship has a very simple avionics fit; radar, telescope & radio, similar to a
Heighliner. It is designed to be piloted by a prescient navigator. There is no Holtzman communicator on
board. This part of the report was simply made up by the Guild.

If they enter his chamber, the Steersman is interested in simply delaying the characters, and so is more
likely to talk rather than fight. He has no combat skills, but if the characters are not interested in talking
or realise what he is doing and attempt to leave the chamber, he may take advantage of their lack of
experience with zero gravity to mount a desperate attack. Use the zero-G combat rules. He has no regard
for his personal safety, since he is on a suicide mission for which he was born and bred. 

As the characters enter the chamber, the Steersman will send a pulse of electricity into the controls of
the lifeboat, reducing them into a fused lump of carbon. They are not repairable, and the lifeboat is
useless after this is done. The Steersman will take the same action if he hears the characters (via the
microphones) deciding that the ship is a hoax at any point during their explorations.
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Plans Within Plans
The following information can be gained through conversation with the Guild Steersman, once the
characters have entered his chamber. He will be quite open with them, since at this point his motive is to
delay them, and the best way of doing that is to get them interested in what he has to say.

The Steersman’s name is Ampoliros. He uses this name to refer to himself and the ship interchangeably.
He was born and bred for this mission, and the ship was purpose-built for it. The Steersman does not
expect to survive the mission, whatever the outcome. He is completely reconciled to this.

The ship is a hoax. There are no thinking machines on board. The ship was always under the
Steersman’s control. 

This ship is a weapon, designed and built by the Spacing Guild to bring down a greedy House. Any great
House that was seen attempting to acquire forbidden technology would have the combined wrath of the
Landraad and the Emperor turned against it. Ampoliros was built as a general-purpose weapon; at the
time its target was unknown. The Guild decided to deploy it against House Harkonnen because of their
incompetence in handling the situation on Arrakis.

“Our intention is to discredit House Harkonnen in the eyes of the Landsraad, and thereby force the
Emperor to take the governorship of planet Arrakis from that House. Harkonnen handling of the Freman
insurgence is threatening spice production. The spice must flow."

The character's role in the Guild’s plan involved them escaping in the lifeboat in the nose of the ship.
They would have returned to give independent and genuine testimony that they destroyed the forbidden
technology just before the Harkonnens boarded and attempted to take control of it.

Guild Agent Zeist was given no knowledge of the true nature of the ship, so he could not reveal that
information to a truthsayer.

The Ampoliros folded space and landed on Giedi Prime to make it easier for the Harkonnens to board
the ship. The Steersman used his prescience predict a course which would avoid the orbital defences.

The same Heighliner that brought the players to the Giedi Prime system is now in orbit. It was intending
to rendezvous with the lifeboat, which would be “confiscated”  by the Guild, claiming that the
Ampoliros was an interstellar ship and therefore under Guild jurisdiction. At the same time the
Heighliner would have dispatched a crusher to destroy the ship on the ground, preventing the technology
from falling in to the wrong hands (and incidentally destroying all evidence of the hoax).

Unfortunately the character's evidence is now tainted by their discovery of the hoax. In the face of a
truthsayer or verite it will be obvious that they know that the computers were fakes. The Guild will have
to hope that the Landsraad will be convinced by the photographic evidence from the Heighliner in orbit
when the Harkonnens board this vessel. The Guild will now have to claim that the Harkonnens killed
the players shortly before the crusher arrived.

It will do no good for the characters to agree to play along with the Guild plot and testify against the
Harkonnens, because their testimony would be proven to be false under verite or a truthsayer.
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Towards the end of their encounter with the Steersman, the players should have enough information to
realize that he is just keeping them talking until the crusher arrives, and they really need to get away
from this ship as a matter of urgency, since if they stay they will undoubtedly die.

This is a decision point for Guild Agent Zeist. Had the characters not discovered the Guild plot, he
could have left the ship on the lifeboat with the rest of them and carried on working for the Guild,
probably never learning the truth. However once they have uncovered the hoax, he must either choose to
remain loyal to the Guild or save himself. If he remains loyal, stays on board and possibly attempts to
kill the others or contrive for them to stay as well, then he will die when the crusher destroys the ship. If
he opts to save his skin and escape the ship, then he will never work for the Guild again. This should be
entirely the player’s decision.

Exit Strategy
The characters can leave the ship either by retracing their steps to the airlock or by cranking open the
clamshell doors and the exhaust vents in the nose which would have allowed the lifeboat to exit.  

The ship has landed tail-end down in a marsh. The bottom third of the ship is buried and it has come to
rest at a twenty degree angle to the vertical. The exhaust vents are ninety metres from the ground and the
airlock seventy metres. It is dark outside. The hull is still hot from re-entry and is steaming in the cold
night air. The flames from the ships drive have ignited the oil-soaked marsh, and several small fires are
burning in a ring around the ship.

The tilt of the vessel will allow the lowering of a rope to the ground without contacting the hot hull, if
they have thought to bring a rope. If not they may be able to fashion one (using Handyman skills) from
cabling torn from the computer room.

The Steersman opted for an approach to Giedi Prime which he predicted will avoid the battle stations in
orbit. This is because he wants to make sure the ship is boarded and investigated by the Harkonnens, not
just shot out of the sky. For the same reason he landed on the Harkonnen's doorstep, only thirty
kilometres from the capital, Barony.

Flying time from Barony is minimal. The delay in the Harkonnen's arrival is purely down to their
preparation time, and can therefore be varied arbitrarily by the GM. Although they will be tracking the
ship on the way in and therefore able to make some preparations in advance, they will require a
minimum of several minutes before arriving on the scene.

If the players vacate the ship quickly after landing they will probably get away before the Harkonnens
arrive and will see their 'thopters arriving as they make their escape. However if they prevaricate for any
reason, they will find the Harkonnens waiting for them when they get outside, and if they show no
inclination to move, the Harkonnens will come in after them.
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Down and Out on Giedi Pr ime
The Harkonnen detachment that arrives to investigate the ship consists of the following;

� 1 troop carrier with crew, equipped with a field medical unit, cages for dogs and prisoners and a
small laboratory for the use of the scientists.

� 2 general purpose 'thopters, each with pilot and copilot/gunner.
� Guard Captain Iakin Nefud
� 2 communications technicians
� 2 medics
� 2 assault teams of 4 troopers each
� 6 military engineers/scientists
� 2 dog teams each consisting of 1 handler and 2 gaze hounds with professional tracking skills; use the

standard stats for dogs from the TWURPS Bestiary.
� 30 lasgun troopers

The Harkonnen officer that leads the investigation detachment is Iakin Nefud, Captain of Baron
Vladimir Harkonnen’s Guard. Use the generic Harkonnen trooper stats for Nefud, with the addition that
he is a semuta addict.

The Harkonnens have no knowledge of whom, if anyone, is on board, but will assume that there is a
hostile crew present. Their strategy is to land their 'thopter out of range and take defensive positions in a
cordon around the ship

If the characters make no move to exit the ship, the Harkonnens will send in one of the assault teams.
This team will use a grapple hook gun and rope to enter the ship via the engine room airlock and work
their way through the ship. In addition to the usual maula pistols and knives, the assault teams are armed
with personal flame throwers, which they will use to clear each room before they enter it. A similar
assault team will remain as backup in cover.

If the characters exit the ship after the Harkonnens have arrived, they will be allowed to get down to
ground level, and then the Harkonnens will turn on floodlights to illuminate the ship and Nefud will
make the following announcement through a loudspeaker: “This is Captain Iakin Nefud of the
Harkonnen Baronial Guard. You are surrounded. Throw down your weapons and surrender
immediately.”

Ask each player in turn what their character is going to do, in the order in which the characters leave the
ship or in initiative order, whichever seems appropriate. They only have a second to decide and some
may decide to surrender while others run. Each player has four choices; stand and fight, surrender,
dodge their way into cover or just run as fast as possible. There is plenty of undergrowth to use as cover
in the marsh but most of what was near the ship has been burned away by the landing. The nearest
surviving thick cover is about thirty metres away, and the characters must cover this distance if they are
to escape. 

A character that opts to just run will take a number of maula pistol shots equal to seven minus their
movement rate while covering the thirty metres to cover. A character that opts to dodge their way into
cover and who makes a successful sneaking roll takes no hits. A dodging character who fails their
sneaking roll takes 1d6 hits. The Harkonnens are using maula pistols loaded with tranquiliser (stunner)
darts because they want to take prisoners. For each hit, roll for damage with a net +3 damage versus
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armour modifier. Any damage result of stun or better will cause unconsciousness in the target within ten
seconds.

If they choose to stand and fight, there is no cover near the ship, and the characters are partially blinded
by the floodlights. They can blaze away at where they imagine the Harkonnens to be, but it is unlikely to
have much effect. Any characters choosing to stand and fight will receive 1d6 stunner hits.

Once they have reached cover, particularly gung-ho players may decide to try and take on the
Harkonnens rather than escaping into the marsh. Each character that does this will encounter a group of
1d6+3 Harkonnen troopers, and may well be able to take one or more of them out before going down
under a hail of stunner darts.

Splitting the Party
It is quite possible that the characters will be split into two or more groups as a result of their encounter
with the Harkonnens. If this happens, the actions of the separate groups should be resolved in separate
rooms if at all possible, until they are reunited (see the "Interrogation" section below).

Characters that surrender or are captured will be put in to the cages inside the troop carrier and flown to
Barony. The characters will be searched and all their equipment removed before they are put in the
cages. All prisoners will be manacled. If the Reverend Mother is among them then her rank will
probably be recognisable by her dress and if so, both she and all other female prisoners will be gagged to
prevent the use of Voice. For these characters, skip to the “Barony”  section below.

Characters who manage to escape on foot into the marsh will be hunted through the night by the
Harkonnens. See the section below “A Harkonnen Night” .

Another alternative, and one to be used purely at the GMs discretion, is that escaping characters should
happen across one of the general-purpose ornithopters brought by the Harkonnens and parked in cover.
The 'thopter is low on fuel but unguarded. If the characters take the opportunity to steal it, the other
Harkonnen 'thopter will be in pursuit in minutes, leading to an aerial chase. This chase should end either
with the player characters being shot down into the marsh or with them running out of fuel; proceed to
“A Harkonnen Night” .

However the characters leave the landing site (provided they are conscious) they should catch a glimpse
of a descending fireball, followed by a massive explosion coming from the direction of the ship (this is
the arrival of the crusher). 

If the character left the ship before the Harkonnens arrived they will still find themselves in the marsh,
and Harkonnen patrols will be on the lookout for anyone who got off the mysterious vessel before it was
destroyed. Their journey through the marsh should still be dealt with using “A Harkonnen Night” . 
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A Harkonnen Night
The terrain around the landing site is a series of wide valleys containing oil-soaked marshy wetland,
surrounded by snow-topped mountains. The valley sides are covered in coniferous forests full of
pilingitam trees, valued for their fine wood and recognisable by their lime-green leaves. The temperature
is just below freezing. The ship landed in the small hours of the local night. Because of the debris field,
the night sky of Giedi Prime provides a spectacular display similar to the aurora borealis. Mists and fogs
are common. 

Use the standard TWURPS Marsh encounter table for the valley bottoms, the Forest table for the sides
of the valleys, and the Mountain table for the tops of the mountains above the tree-line. Encounter types
which involve humans can be interpreted as follows;

� Wilderness, Underworld or Craft; Harkonnen slaves (see below).
� Security; a Harkonnen foot patrol consisting of 1 dog handler, 2 gaze hounds and 1d6 troopers. For

the hounds, use the standard stats for dogs from the Bestiary, with the addition of professional
tracking skills.

� All other human encounters; a Harkonnen 'thopter, the most common type being a general purpose
'thopter on patrol. 

The GM should feel free to ignore the random order of encounters as appropriate. At least one encounter
with a Harkonnen patrol (even if it just involves being overflown by a 'thopter or hearing dogs in the
distance) should occur at some point. Modifiers for trail, paths or roads as appropriate can be imposed to
simulate the increased traffic resulting from the search for the player characters.

If as a result of one of these encounters the characters are captured by one of the Harkonnen patrols, they
will be taken to Barony. Proceed to the “Barony”  section below.

Impose the following encounter at some point during the journey when the characters are not in the
company of any local Harkonnen slaves. Have all the players make 3*  Perception rolls. Any that fail
should make 2*  Agility rolls. If they have previous stated that they are travelling in single file and
following exactly the same path, only the leader need make these rolls. Any character that fails the
second roll has fallen into a tar pit. They cannot extract themselves on their own (unless they are
travelling alone, in which case the GM may provide a handy branch with which they can haul
themselves out). The only way to avoid sinking slowly into the tar is to lie flat and still. Have the player
make a 3*  Will roll to avoid their character panicking. Their companions can rescue them by throwing a
rope, extending a branch or making a human chain. Strength or Agility rolls may be required for the
rescue attempt to succeed at the GM’s discretion.

If a similar encounter has not already been randomly generated, the characters should meet a group of
1d6 Harkonnen slaves face to face just before dawn. The slaves saw the ship coming in and sneaked out
of their village to investigate. Their overseers stayed put as they had no orders to the contrary. The
slaves' nominal leader is called Skar. Skar has a vivid blue scar (from an inkvine whip) across his
shaven head. The slaves are dressed in mud-covered rags. They are not interested in talking at length to
the player characters out in the marsh, but tell them that if they want to stay alive they should keep quiet,
stay low and follow them. The slaves lead them on an almost invisible winding path avoiding the
tar-pits and stagnant pools of the marsh towards their home village.
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Welcome to the Village
They will reach the slave village at dawn. It doesn't have a name, just a number; Village 101. The village
is a day’s walk (approximately twenty kilometres) from Barony, via a path through the marsh. There are
approximately one hundred slaves living in the village, and three Harkonnen overseers.

Most of the habitations in the village consist of a hole in the ground with a makeshift roof thrown over
the top. Muddy steps in the side of these pits lead down to the murky interiors, lit by a few dim
glowglobes. A few lean-tos act as storage on the surface. The most substantial structure is the
prefabricated plasteel hut that houses the Harkonnen overseers. Security is lax; the slaves seldom give
any trouble because they have nowhere to go. The overseers make a show of carrying lasguns and
inkvine whips but seldom have to use them. Use the stats for Harkonnen troopers for the overseers. If
the overseers were to vanish from the village little would change in its day to day life.

The overseer's hut contains three camp beds, a portable stove, three glowglobes, a large supply of field
rations, several containers of water and a field radio.

The centre of the village is a large slave pit which acts as a canteen and beer hall. It serves a single
product; a thick white liquid known as "Bousa", which is a carefully balanced mixture of proteins,
vitamins and carbohydrates, plus fifteen percent alcohol. It is drunk from bowls through disposable clay
straws, which filters out the worst of the sediment. It is designed to supply all the slaves’  dietary needs
and keep them docile at the same time. It is all the slaves eat and drink. Each villager has a daily ration,
but they often trade these amongst themselves. At least half the slaves are alcoholics, and all of them
work like oxen.

The products of the village, clay and oil dug and pumped by hand from the surrounding mud and tar
pits, are shipped in plaz barrels carried on suspensor-borne panniers and strung together in long lines,
man-hauled to Barony, where they are processed into ceramics, plastics, lubricants and fuels to feed the
Harkonnen machine. On the return trips, the panniers are laden with barrels of Bousa. In theory at least
one overseer is supposed to travel with each pannier train, but in reality they often do not bother.

There is a mixture of men and women in the village but few family groups. At first sight there are no
children, but in fact the children work alongside everyone else from an early age and soon become
indistinguishable from them. Life expectancy is low.

Although a network for smuggling people off planet exists and all the slaves know about it, they do not
have the money to pay the required bribes to the smugglers, and all of them have family members in
other villages (they don't know where) who would be put to death immediately on their escape.

The slaves are eager to pass the player characters down the smuggling network at soon as possible for
two reasons; it is the only way they have left of striking a small blow against the Harkonnens and it
removes the threat of reprisals that their presence may provoke. The bad news is that this involves
smuggling them into the capital, Barony.

At the GM's discretion, one of the slaves may inform the overseers in the village of the character's
presence, in a misguided attempt to gain a reward. The overseers will not pass this news on to their
superiors because they wish to claim the recapture for themselves, but the characters will be forced into
a confrontation with the overseers.
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The characters will leave the village with the next pannier train, possibly disguised as slaves. 1d6 slaves
will go with them, including Skar. No overseers will bother to accompany them. The walk to Barony
through the marsh will take a full day. The GM should use the encounter tables as described under "A
Harkonnen Night" for this journey. When they leave the valley, Barony will become visible as a dark
grey-green line on the horizon.

When they get near Barony, the slaves will empty the oil and mud in the barrels on to the ground, and
tell the characters to get into them. Just before they get in, the characters will be asked whether they
have any explosives on them and if so told to discard them, because otherwise they will set off detectors
as they enter Barony. The barrels will be sealed with the characters inside and small holes left for them
to breath. The last words the slaves say to them are, “We have not seen you. You have not been here.”  

The slaves will then deliver the sealed barrels to a counting outpost at Barony. The barrels are marked
with a set of three-dimensional co-ordinates which tell the troopers at the outpost to where they are to be
delivered. The destination to which the numbers refer is the interrogation cell, but the slaves do not
know this. The slaves do not know what happens to the barrels after they are collected by the troopers;
that is the end of their involvement in the smuggling network. 

Barony
The capital of House Harkonnen is a single structure nine hundred and fifty storeys high, forty-five
kilometres long and thirty kilometres wide. It is built entirely of plasteel and armourplaz. The
architecture is on a scale designed to be oppressive and dehumanising.

On the roof there are penthouses, parks, 'thopter pads and numerous guard stations. The House elite live
at the roof level.

The interior is a maze. Every possible cubic metre is utilised to the maximum. Interior transit is via
transport pods running on suspensor tracks which dive off at all angles. The interior is a smelly, noisy
mass of humanity, who never see the outside world. Servants are required to bathe and change before
emerging on to the roof level.

There are no entrances at ground level. In order to enter Barony from the surface, it is necessary to pass
through one of many counting outposts. These ugly pill-boxes are two-storey buildings with walls built
of native mud hardened into a solid brick by the application of flame-throwers. They are shielded and
additionally defended with a vehicular flamethrower on each side of the entrance. The openings around
the flame-throwers barrels are designed to look like open mouths. The guards quarters and lookout post
are on the upper storey. If the guards within allow you to enter and don’ t just kill you on a whim (a
common occurrence), you can pass through to the large cage lift which will take you several storeys up
to a bridge into the main building.
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The Arena
If some or all of the characters arrive as prisoners on board the troop carrier, the carrier will land on a
roof-top pad and they will be taken under heavy guard, still manacled and gagged, to an arena on the
same level. Nefud will accompany them.

Characters that were rendered unconscious by tranquiliser darts will be brought round by stimulant shots
administered by the Harkonnen medics as they leave the troop carrier. See the TWURPS medical
technology rules.

The arena is triangular and surrounded by tiered seating jammed with people cheering and waving
Harkonnen griffin pennants. Above the arena trumpets blare and blue banners wave. Despite the fact
that it is the middle of the night the party appears to be in full swing; Barony never sleeps.

The characters are led to a large golden box with a prime view over the arena. The box is dominated by
the gross floating form of Baron Vladimir Harkonnen himself, surrounded by platters of food and drink
and attended by several slaves. His attention seems fixed on the arena floor and the guards wait
nervously but attentively for him to notice their presence. 

There are three male figures under the glare of the spotlights on the sand-covered arena floor, all
stripped to the waist and wielding knives. One of the figures has two knives; a long knife in the black
glove on his right hand and a short knife in the white glove on his left hand (white for poison, black for
purity). He dances around his two opponents, taunting them (this is Feyd-Rautha). In contrast, they
appear nervous and sluggish.

It is possible that one or more of the players may take this opportunity to make an attempt on the Baron's
life. If so, it should be remembered that the characters are manacled and surrounded by Harkonnen
troopers, and that the Baron is shielded. If he is attacked, the Baron's first reaction will be to hit the
controls on the suspensors that support his weight, and push off from the floor, lifting him high into the
air and away from any attackers.

The Baron will eventually notice their presence; "What have you dragged out of the marsh for us this
time, Iakin? They look somewhat worse for wear. And what of that ship, eh? What is so important about
this vessel that the Guild believes it is justified in violating our territorial rights by sending a crusher to
destroy it? Can the rumours be true? All that lovely forbidden technology?"

There is a sudden roar from the crowd, and they start chanting, "Head! Head! Head! Head!". The
confident figure in the arena has just downed one of this opponents. The Baron's attention shifts back to
the arena. He waves his pudgy hand dismissively. "Not now, Nefud. I'm here to watch my nephew play.
I'll look at them after they've been interrogated."

The characters will then be taken by transport pod into the interior of Barony, to the interrogation cell.
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Interrogation
The walls of the interrogation cell are a sickly metallic green, streaked with oil and grime. A small hole
in the corner is the only drainage. The only access is via the high ceiling, which is formed of metal bars
that can slide back when required, allowing a metal staircase to be lowered. Food for the prisoners
(pundi rice) is simply thrown down at them through the bars in rice paper containers. 

There are two ways in which characters can arrive in the cell; as prisoners after being captured or by
being smuggled here in barrels by the slaves. Split parties will be reunited in the cell. Characters that are
brought here after being taken prisoner may have to remain here for some time while the rest of the
characters make their own way to Barony via Village 101. The time in the cell can be skipped through
quickly, as nothing of importance will happen. The characters manacles and gags will be removed
before they are put in the cell.

Characters who escaped capture will eventually arrive at the interrogation cell contained in the barrels in
which the slaves packed them. The arrival of the barrels will doubtless cause some confusion amongst
any prisoners already present. Harkonnen troopers will lower the barrels into the cell on their suspensors
and then withdraw.

After a few moments a lone figure will enter the cell. He is a tall and stern old man with bushy
dishevelled gray hair and the red-stained lips that mark him as a mentat. If the characters make a
memory roll they will recognise him as Thufir Hawat, the formerly Atreides-employed mentat and
Master of Assassins who disappeared after the Harkonnen invasion of Arrakis. Hawat is ostensively
co-operating with the Harkonnens while at the same time working from within for their downfall and
communicating with Gurney Halleck on Arrakis via the spice smugglers. The Harkonnens have given
him a residual poison in order to control him. Without regular doses of the antidote from the
Harkonnens, Hawat will die within days. Hawat is not aware of this. Hawat believes that the Lady
Jessica was the traitor who caused the death of Leto and the destruction of House Atriedes.

Hawat has dismissed the guards and turned off the surveillance in this room. If any of the player
characters were taken prisoner, Hawat will suggest that they should open the barrels before their
companions suffocate. Otherwise he will open the first one himself and tell its occupant to open the
others.

It is Hawat that controls the network that smuggles people off planet. He explains that he will arrange
for them to leave Barony disguised as smugglers on board the smuggler frigate Buchephalus (the same
one that brought them to the Giedi Prime system). Hawat will list any characters that were taken
prisoner as having died during interrogation, a common occurrence in Barony. He has no intention of
leaving Giedi Prime himself, as he believes that he can do more harm to the Harkonnen's from here.
"The Buchephalus is landing even now. Smugglers come and go here on Giedi Prime as much as
anywhere. Captain Tuek has proven himself as a trustworthy courier between myself and Gurney
Halleck." If the characters tell Hawat that Paul Atreides is still alive (as they may have discovered in
"Bring Me the Head of Leto Atreides"), he will comment; "It correlates with other data. Gurney Halleck
disappeared two weeks ago. Apparently his spice mining operation was attacked by Freman. But
evidence left behind suggest that they may have left the scene of the attack willingly."

Hawat's final words to them are, "Tell the Sisterhood and the Guild that the Baron has already cut off all
support to Rabban, on my suggestion, in order to distance himself from what is happening on Arrakis.
The Emperor will be forced to remove the Harkonnens from Dune soon enough."
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Vehicle: Ampoliros
Bodyshell: Plasteel Hypersonic Airframe AV5
Performance: 2G, Delta-V 3,600 Kps. Secondary propulsion 40 light years range.

Speed Change 350 kph/round. Max Speed in Atmosphere 18,000 kph
Propulsion: Fusion Drive. Secondary propulsion Hyper Drive.
Power: 214.838 mW Fusion powerplant. 
Armament: 6 Javelins, 1 Monowhip, 1 Personal Flamethrower. 
Sensors: 1 100,000 km Radar, 1 1,000 km Telescope, 17 TV Cameras, 1 IR Camera,

13 Microphones, 1 Motion Detector. 
Comms: 1 100,000 km Radio.       
Equipment: Radiation Hardened, Heatshield, Floaters for crew cabin,

1 Electronic valve computer, 1 Lifeboat.            
Passengers: 15
Crew: 1
Total Mass: 1074.19 tons
Dimensions: Total length 170m, diameter of main hull 16.5m, wingspan 65.5m
Handling: 33 (0 for secondary propulsion)
Size Mods: 100%/-33

Vehicle: L ifeboat
Bodyshell: Plasteel Box AV5
Performance: 2G, Delta-V 1,100 Kps. Speed Change 350 kph/round.
Propulsion: Fusion Drive.
Power: 1.516 mW Fusion powerplant.
Sensors: 1 Searchlight, 1 10 km Radar.
Comms: 1 1,000 km Radio.       
Equipment: Radiation Hardened, Heatshield, 1 Energy Shield AV70.
Passengers: 14
Crew: 1
Total Mass: 7.58 tons
Dimensions: Height 5m, diameter 4.5m, engine section 2m long by 1.5m diameter. 
Handling: 29
Size mods: +40%/-13

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 modelled on characters from the books with exceptional abilities and do not conform to the normal
limits of the character generation system.

Guild Steersman
Str. 12 CoO. 21 Con. 13 Per. 18 Int. 16 Cha. 14
Init. 39 Move. 6 AV 1 (clothes)
Expert in; Pilot Heighliner, Pilot Frigate, Navigation, Hostile Environment (Zero Gravity), Shield,
Prediction, Galach, Mirabhasa, Cheops.
Professional in; Astronomy, Communications, Bargaining, Mathematics, Electronics, Physics, History.
Innate Talents & Disabilities; Adapted to zero gravity. Melange addict. Claustrophobia 50%.
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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).

Harkonnen Slave
Str. 17 CoO. 14 Con. 18 Per. 15 Int. 13 Cha. 10
Init. 29 Move. 5 AV 1 (clothes)
Expert in; Galach, Foraging.
Professional in; Knife (89%/+4), Street talk, Brawling (69%/+1), Camouflage, Handyman, Sneaking.

Harkonnen, Vladimir  Siridar-Baron of Giedi Prime
Str. 13 CoO. 12 Con. 10 Per. 18 Int. 19 Cha. 18
Init. 30 Move. 4 AV 1 (clothes & shield)
Expert in; Galach, Politics, Tactics, Bargaining, Law, Oratory, Gambling, Interrogation.
Professional in; Art, Inkvine Whip (80%/+0), History, Administration, Harkonnen Battle Language,
Mirabhasa, Assaying, Etiquette, Cheops, Pharmacy, Maula Pistol (90%/+4 Blade Venom), Psychology.
Innate Talents & Disabilities; Personal suspensors allow him to operate under one quarter gravity.

Hawat, Thufir  Mentat & Master of Assassins
Str. 16 CoO. 16 Con. 15 Per. 20 Int. 20 Cha. 18
Init. 36 Move. 5 AV 1 (clothes & shield)
Expert in; Galach, Mnemonics, Politics, Projection, Tactics, Atreides Battle Language, Intrusion,
Administration, Interrogation, Cheops.
Professional in; Mathematics, Law, Physics, Biology, Psychology, Communications, Architecture,
History, Ecology, Searching, Maula Pistol (96%/+4 Blade Venom), Knife (96%/+4), Etiquette, Pilot
Ornithopter, Mirabhasa, Chakobsa, Hunter-seeker (91%/+15), Pharmacy, Sneaking.
Innate Talents & Disabilities; Residual poison.

Tuek, Staban 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%/+1),
Politics, Communications, Navigation, Administration, Survey, Space missile (99%/+40E), Hostile
Environment (Zero Gravity).
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