DUNE part III

The last part of our discussion of the universe of the Million worlds details some of the lesser-known factions.  While important in their own right, they have a less prominent role to play in the books, with the exception of the Fremen.  The Fremen are put here due to their lack of political power in the days prior to the ascension of Paul Maud’dib, and they would be considered a minor faction even then in terms of space power, the focus of this article.

We will also discuss some of the advanced weapons systems that are weaving their way past Guild interests, and discuss the full powers of Prescience of the mighty Kwizatz Haderach.  

So without ado let us continue our examination of the Minor Factions!

The Fremen

The Fremen must return to his original faith, to his genius in forming human communities; he must return to the past, were that lesson of survival was learned in the struggle on Arrakis. The only business of the Fremen should be that of opening his soul to the inner teachings. The worlds of the Imperium, the Landsraad and the CHOAM Confederacy have no message to give him. They will only rob him of his soul. 
                                                  --The Preacher at Arrakeen

The descendants of the Zensunni wanderers, whose epic tale of forced migration at the hands of the Corrino Emperor has become the stuff of legend, the Fremen have been vastly underestimated over the years.    The combination of the harsh survival requirements of Arrakis and their focused strength of will dominated by Zensunni doctrine has made for the most formidable race of humans in the Imperium.  Little was known of their capabilities until their might was unleashed by Paul Maud’dib against the Emperor and his Harkonnen lackies.

Allies – House Atreides

Enemies – House Harkonnen

Troops:  The Fremen are the most fearsome warriors in the universe, with little regard for life or death.  Their own potent talents were reinforced further by the knowledge of Atreides Battle Tactics that Paul Maud’dib provided them.    The end result was the Feydaken, the Fremen Death Commandos.   When finally unleashed against the Imperium they swept all from their path.

Fremen Feydaken are -2 on boarding actions, and +2 on all marine missions.   For purposes of capturing ships, they inflict wounds on a 5-10, and take them only on a 7-10.  In addition, Feydaken are by definition the best troops in any encounter.   All bonuses for any other troop type are nullified when fighting the Feydaken.   Feydaken cost 18 points per marine contingent.

Fremen Fleets:  

In the early years the Fremen have no standing navy.   In the days of Maud’dib’s Jihad they used commandeered Guild and House ships, which were normally commanded but not crewed by the Fremen.  The Fremen soldiers often act as marine contingents among aligned fleets, particularly in assault cruisers, assault lighters, and breaching pods.

However, at the height of the Jihad the Fremen forces pressed into service one type of transport so commonly as use as a military troopship that it was often considered to be a type of Fremen vessel, though most of the naval crew on board were from other worlds.

Fremen Assault Transport:  Taken from a modification of design specifications of a standard Modulon Ore Transport, Fremen Assault Transports weren’t created until the rise of Maud’dib.  They differ from the role of the Sardaukar Corvettes in that their primary function is to land ground troops on planets, and they consider any other goal tertiary.   By the time of their peak most planets were too intimidated by the Fremen to effectively resist, with most space defenses being done only by the foolhardy.  This caused relatively little problems with capital ships, though planetary fighters became an issue.  The new Class-D defensive missile system showed its worth in trials and soon became the standard on the new generation invasion craft.

The Assault Transport itself is a dichotomy.  While the new missiles and Matter Cannons were state of the art technology, the hull itself was a rather uninspired older design that was chosen for its ability to be mass-produced.  The end result was a strong ship that became ubiquitous throughout space, but if any faction had ever been able to challenge Maud’dib in space things have might have gone quite differently indeed.  Still, it was adequate for its job, and once the Fremen had landed on your planet their warrior skills proved to be far more than adequate.

Jihad  Assault Shuttle:  A common sight descending from the heavens during the Jihad, the Assault Shuttle was powerful and quite capable of fighting its way to its destination.  A generation of Fremen went to space behind the consoles of this versatile shuttle, and quite a few made a name for themselves.  A Fremen may choose expert Redline Pilots (per the Cascor rules) for the Jihad Assault Shuttle only.

Leadership:

Expert Motivator

Expert Coordinator

Expert Pilot

Expert Redline Pilot (per Cascor) (Assault Shuttles only)

Expert Security Officer

Expert Breaching Officer

Expert Warrior (per Drazi)

Fremen Baraka

Freman Naib

Fremen Baraka – a fremen Zensunni holy man, often attributed holy powers due to their direct connection with a higher level of existence.  The presence of a Fremen Baraka is considered a great honor, and focuses the religious fervor of all Fremen on board.   The Baraka has the following abilities:

(1) the ship that the Baraka is on gains +4 initiative

(2) the ship that the Baraka is on increases its profile by 1

(3) the ship may ignore safety considerations in weapons recharge times.   Any weapon may decrease its Rate of Fire by 1, but must pay the additional energy necessary to charge it in one turn less.  So if the weapon had a one every two turns rate of fire and required 5 energy per turn, it would fire as a one shot every turn weapon but require an additional 5 points of energy to arm. At the end of the turn the weapon fires it must then make a critical roll at +6, and spend one turn cooling off before the arming cycle can begin again.

(4) Ramming is always allowed for all Fremen units or allies in a scenario that includes a Fremen Baraka.  Note that this automatically gains the Fremen a +1 modifier to boarding attempts.

Location:  C&C

Cost:  40% the ships’ value

Freman Naib – the term Naib is literally translated as one who pledges his life for the others of his tribe, and it has become the traditional appellation of Fremen Tribal leaders.  A Naib is known as much for his wisdom as his battle acumen, and a true Naib’s presence can have a dramatic affect on battles.

(1) All ships in the Fremen fleet and her allies gain +1 to their initiatives

(2) All critical hits caused by the ship the Naib is on add +2 to their die rolls

(3) He can taunt enemy ships, causing them to fire at his ship at +1 but all other ships at -1.  

(4) He can focus his wrath against any 1 enemy unit.   All Fremen ships and allies gain a +1 to hit and +1 per damage die against that target.

(5) He can join a marine contingent or breaching pod, and acts as an Expert Breaching Officer in all ways.

(6) The Fremen Naib invokes great devotion from his crew.  Any Fremen Expert officer on board the Naib’s ship that is killed in combat returns to duty after 1 round and continues as if unaffected.  Only at the end of the combat will they allow themselves to die.

Location:  C%C

Cost:  50% the ships value

The Machine Culture of Ix

Progress and profit require a substantial investment in personnel, equipment, and capital funding. However, the resource most often overlooked, yet which can often provide the greatest payoff, is an investment in time. 


Dominic Vernius, The Secret Workings of IX.

The artificers and machinists of the Imperium, the House of Ix has shown itself to be complacent with its place in the social hierarchy.  However, despite their relative lack of ambition compared to other powers, personal matters and the manipulations of other Great Houses have conspired in the recent past to wrest control of Ix from its hereditary nobility.  In large part due to fears of Ix violating the Great Proscriptures and creating a machine in the image of the mind of a man, Ix has proven vulnerable to other political factions and is not considered one of the Great Houses.

However, those who would have truck with their enemies should be reminded that where the masters of the machines reside.  House Ix has been caught off-guard by their enemies in the past.  They have no intention of allowing it to happen again.

Allies:  Atreides

Enemies:  Bene Tleixalu, CHOAM

Troops:   Ixian ground troops proved to be no match for the Bene Tleixalu assault on their homeworld.  However many forces would have had difficulty with a surprise attack by Face Dancers combined with an uprising of their underclass.   Ixian troops have no modifiers to marine actions, and cost 10 points per unit.

Ixian Fleets:  In the past Ixian defenses were limited to a few shielded cutters and various defense lighters, as the Ixians believed that their role as manufacturer to the Imperium and the nature of their subterranean home would protect them.   They have since learned the error of their ways.

After the Atreides crusade to reclaim the Ixian homeworld for its noble masters, the Ixians have kept more of their products for themselves instead of selling them to the highest bidder.   The Ixian Fleet has one great strength that has been revealed to no one outside of their inner circles; Ixian ships have been upgraded with expert computer systems to resolve their sensor array issues.   For a cost of 10% of the ships value, you can upgrade their sensors from antiquated to normal, allowing them to buy extra EW points as normal.   The Ixians will reveal this modification only in the direst of circumstances, as their connection with the creation of proscribed machines could easily restart the Jihad against Ix.

Ixian Overseer Scout Destroyer  - The ultimate expression of Ixian design, the Overseer is the only ELINT vessel in the Million Worlds outside the clutches of the Spacing Guild.  Crammed full of electronics and integrated into various expert systems, the Overseer is a ship shrouded in secrecy.  Currently the few Overseers that have been manufactured are stationed in Ix space, monitoring the comings and goings of ships from the Great Heighliners.  After the betrayal of the Guild in the attack on Ix by the Bene Tleixalu, the Lords of Ix authorized the production of the Scout Destroyer.  While they may still have to do business with the Guild, the powers that be at Ix have determined to never again trust them.

Should Ix be thrown into another war they have decided to make any approaching fleet pay for their temerity.  The electronic warfare capabilities of the Overseer are the first line of defense in any new battle, and a very impressive edge compared to the capabilities of the House fleets.

Leadership:

The Ixian Fleet can buy the following Expert characters at normal cost:

Expert Engineer

Expert Technician

Expert Elint Officer

Expert Electrician

Expert Shield Technician

Ixian Shipwright

Ixian Shipwright – a master builder of Ixian contrivances, the Ixian Shipwright knows the ins and outs of the various vessels he builds as only a proud parent could.   Having an Ixian Shipwright on board has several advantages:

(1) All criticals against the ship the Shipwright inhabits are at -4 to the die roll.

(2) Overthrusting criticals are at -2 to the die roll.

(3) Engine Efficiency is shifted down one level.  For example, an efficiency of 3 points of power for every point of thrust is changed to 2 points of power for every point of thrust.

(4) He not only knows how to make them, he knows how to break them.  Choose one hull type of ship.  All damage against that hull type adds +1 to each die rolled.   Note that this includes variants of a basic hull type design.   

Location:  Reactor

Cost:  25% of the ship’s value.

C.H.O.A.M (Combine Honnete Ober Advancer Mercantiles)

Melange is the financial crux of CHOAM activities. Without this spice, Bene Gesserit Reverend Mothers could not perform feats of observation and human control, Guild Navigators could not see safe pathways across space, and billions of Imperial citizens would die of addictive withdrawal. Any simpleton knows that such dependence upon a single commodity leads to abuse. We are all at risk.
--CHOAM Economic Analysis of Materiel Flow Patterns

A conglomeration of the great Merchantile Houses of the Imperium, CHOAM is a subtle and often overlooked player in the ebb and flow of power in the Million Worlds.  CHOAM like most economic entities primarily desires stability and the continuation of the status quo, as this ensures their continued dominance in their chosen realm.  However, in an economy dominated by the distribution of the spice Melange, even the great wealth of the members of CHOAM can be affected by the whirls and upheavals of the Spice trade.  

Allies:  House Ordos

Enemies: Spice Smugglers

Troops:  CHOAM rarely involves itself directly in any ground war, though they retain security forces and mercenaries to watch out for their interests.    CHOAM marine contingents cost 10 points, and have no bonuses.

CHOAM Fleet

The Inspection fleet of CHOAM is supposed to be limited to system defense and tariff enforcement, but has grown to reach far beyond those dictates.   Enormous shielded monitors can be employed to inter entire star systems, and the reach of CHOAM customs ships pervades the Imperium.  To this point the excesses of the CHOAM Inspection fleet has been overlooked primarily because of the economic might of the houses CHOAM represents, and the fact that they have backed down during their minor conflicts over the years with the Great Houses.  This is in large part due to the political factionalism within CHOAM itself, and the fact that so often the divergent groups within the mercantile alliance pull it in different directions.  However House Mentats have long since calculated that should CHOAM unite over any one issue, their fleet would be the equal of any great house – and their holdings would be greater than any one other faction.

Shielded Monitor – The original Monitor design, it has come into some disfavor after Mentat risk analysis showed the danger of utilizing a Holtzman shield generator on such a large vessel.   This point was further proven during a skirmish at Moreno III, when a House Ordos Monitor was extensively damaged by several smuggler vessels due to the Lasgun-Shield reaction.  Still, the design has spread to many house navies, and the CHOAM inspector fleet can call on several for blockade purposes during times of trade war.

The Shielded Monitor has several design differences to the later armored Monitor.  Whereas the Armored Monitor carried a large suite of Heavy Lasguns, the Shielded Monitor bypasses any potential reaction by adding a long range Missile battery and three Medium Railguns for moderate range encounters.   While less heavily armored, the shield generators make the Monitor all but impervious to fighter attacks, and the suite of Vulcan railguns that later Monitors possess for defensive purposes retain the heavier Gauss cannons that the original models used against larger ships.

The Shielded Monitor is quite a dangerous vessel.  Against an opponent without Lasgun support, its ability to shrug off damage and respond in kind makes it the center point of any CHOAM or House conflict.  But against a foe bringing Lasguns to the fore, it is an extremely risky choice , and in most cases once a Lasgun has been sighted on the battlefield the Shielded Monitor is forced to turn off its Holtzman generators.  This transforms it from the dominant force on the battleground to an adequate but not overly effective weapons platform.

Note:  House Atreides, Corrino, Harkonnen, and Ordos may take a shielded monitor as a rare variant with a 10% increase in cost.  For CHOAM fleets it is considered a common design and has no surcharge.

Leadership: A CHOAM fleet may purchase the following Expert officers at normal cost:

Expert Helmsman

Expert Scanner

Expert Quartermaster 

Expert Coordinator

CHOAM Financier

CHOAM Financier:  This ship has attracted the interest of one of the major mercantile houses inside CHOAM, and has been granted a Financier in order to ensure the crew has the best of everything available to them.   The CHOAM Financier has the following effects on the ship:

(1) An Expert Technician is added to the ship at no extra coast.   Note that due to the limits in place against the Machine Culture in the Imperium, the Expert Technician is not normally available to CHOAM forces.  A CHOAM force can only take an Expert Technician if he accompanies a CHOAM Financier (who monopolizes the talents of the few Technicians that have avoided the purges) or if they are a political ally of a faction that makes Technicians available.

(2) Sensors on the ships are upgraded with the latest detection suites.  Any ship a Financier is present on is treated as having normal Sensors instead of the usual Dune Wars antiquated Sensors.

(3) Costs for shuttle bay conversions are reduced by 33%

(4) Costs for non-standard missiles are reduced by 33%

(5) The ship counts double its normal cost for Logistics and supply, but also doubles the speed of repairs in a campaign setting.

(6) A CHOAM Financier has the financial backing to work his way through the Spacing Guilds loopholes and redtape.   For 100 BPV at the beginning of a scenario he may nullify the ability of a Guild Functionary to negate a CHOAM ally from joining the faction.

Location:  C&C

Cost:  25% of the ship’s base value

House Ordos
House Ordos is one of the most mysterious of the great Houses.  Run by a cartel of businessmen from the ice planet of Draconis IV, Ordos has managed to keep the identities of those who run the cartel secret from even those lucky enough to be stockholders in the House.  Intrigue and espionage are the watchwords of the day in Ordos, and the ability to keep informed and aware of the politics of domination in the House are absolutely critical to the members continued survival among the constantly changing politics.

The Cartel has managed to gain influence in many business ventures, even though the House has relatively few direct investments.  However, their ability to control the process of business and their expertise in influencing and managing outside investments are impressive.  House Ordos also is known to be a shrewd and calculating organization, and their amoral point of reference means that they can act with ethical flexibility.  Penetrating business practices, cunning intrigue and even overt conflict are all employed on a regular basis among the House.  When they choose to engage physical force during their dealings House Ordos is known for its mastery of ballistic weaponry, and the House Ordos Missile Cruiser is renowned for its complicated and multi-tiered missile suites.  Expert Quartermasters often provide House Ordos with superior weapons load outs, and their famed Deviator missiles can create many dangers for enemy crews as the chemical and psychological weapons cause many unusual problems for crew integrity.

Allies:  CHOAM

Enemies:  Spice Smugglers

Troops:  House Ordos troops are competent, but not exceptional.  They add +1 on attempts to rescue hostages or take hostages, but have no other modifiers.  They cost 11 points per unit.

House Ordos Fleet:  The Ordos fleet is respected among the major houses, and the ballistic heavy doctrine they utilize causes a great deal of consternation for most adversaries.  The main weapon utilized by the Cartel’s fleet is the Richese Missile Corvette and the Generic Missile Cutter, with an assortment of different missile ordnance.  Basic, Flash, Heavy, Anti-Fighter, Long-Range, Harm (X), Chaff, Antimine, Antimissile, and Jammer are all commonly used.  House Ordos also commonly utilizes the Generic Assault Cutter for boarding purposes and the Ixian Escort Corvette for interception for the larger ships.  Their basic fighter is the Sirat Interceptor.

The true strength of the Ordos fleet however lies in two of their home built designs.  The House Ordos Missile Cruiser is the most dangerous ballistic vessel in the Imperium.  And the Ordos Taqwa Missile Fighter is an efficient weapons platform capable of delivering a consistent deluge of missiles.

House Ordos Taqwa Missile Fighter:  A light fighter that functions as an efficient missile plastform, the Taqwa Missile Fighter is named after the ordeal of a divine trial by fire.  The Taqwa is not as capable as the Shirkhan assault fighter, and carries a more traditional Ultralight Vulcan Railgun than a Medium Lasgun.  Yet the Missile fighter can carry 6 missiles, and Ordos is known to outfit these ships with advanced missiles such as Fighter Long Range, Fighter Heavy, and Fighter Drop-out versions.

House Ordos Missile Cruiser:  The ultimate prestige ship in the Imperium, the Ordos Missile Cruiser carries 8 type-L and type-R missile racks, backed up by two special weapon systems.  First and foremost is their Sensor Mine system, which adds tracking ability to their ballistic homing capabilities.   Allowing them to paint the field with more intensive EW signatures, it helps the cartel tilt the playing field in their favor utilizing their most preferred advantage of all – wealth.

Their second new plaything is the devious Deviator missiles, a combination of chemical and psychological weapon that can indispose and even compromise the loyalty of enemy crews.  A psychotropic stimulant, the Deviator can cause radical psychosis in those who are exposed to it.   

The only real disadvantage of the Ordos Missile Cruiser is its expensive cost and its relatively poor maneuvering capability.  However the Missile Cruiser has excellent weapon arcs and has excellent stand off range.  Note see Sensor Mines and Deviator Missiles under New Weapon Systems for extensive rules.

Leadership:  House Ordos is not known for the quality of its leadership, instead investing extensively into its upgraded weapons systems.  Many of the House’s leaders are mercenaries, and their dedication to their duty often shows it.   In addition, their last Master Mentat was executed for graft, and Mentat’s are out of favor with the Cartel at the moment.   The leadership House Ordos brings to battle can be exploited.

A House Ordos Fleet may purchase the following expert characters at normal cost:

Expert Scanner

Expert Missileer

Expert Pilot

Expert Ballistics Officer (S7, P10)

Expert Quartermaster (L2, P48, 10% cost for House Ordos)

Spice Smugglers

Allies:  None

Enemies:  None

Troops:  The Spice Smugglers themselves are dangerous scoundrels who play for keeps on Arrakis.  While not particularly disciplined, the Spice Smugglers are unrepentant criminals and make up with enthusiasm what they lack in order.  Consider them normal troops in all respects, with a cost of 10 points per unit.

Spice Smuggler Fleets:  It is rare when a smuggler fleet becomes a real danger in an area, though it has happened.  It is more common when Spice Smuggler fleets are hired as extra muscle by those who aren’t too worried about the letter of the law.  The Spice Smuggler Lighter is a common ship to be found for mercenary work, and the Smugglers often use the generic Assault Lighters and corvettes and Sirat Light Fighters.   An occasional Ordos Taqwa Missile fighter has been know to make it in their rosters.

Spice Smuggler Lighter – The ship of choice of the Desert Spice Smugglers, the Lighter is similar in appearance to one of the most ubiquitous ships in Imperial space, the Cargo lighter.  However, the break away casings in front of the primary weapons turrets can reveal the ship for what it is, an agile and dangerous light combat vessel intended to either outfight or outrun any systems defense ships a local minor house or trading coalition might employ.  The spice smuggler lighter is particularly dangerous because of the wealth and power the smugglers enjoy as the only illicit source of spice in the Imperium.  Instead of the normal missile or matter weapon suite, they can afford the Medium Lasgun, a particularly vicious weapon far above what is normally available in civilian circles.  Ships without shields are threatened by its power and the fact as a laser weapon it can’t be intercepted.  And ships with shields have to determine if the potential Holtzman reaction is worth the cost of closing on the smuggler.

While smuggler ships are just as reliant on Guild Transportation as any other faction, the fact that they can afford to bribe guildsmen with the Spice Melange allows them free reign over all of the Million worlds.  

Leadership:  Spice Smuggler fleets may contain the following elite characters at normal cost:

Expert Helmsman

Expert Navigator

Expert Dogfighter

Expert Evader

Expert Coordinator

Expert Scavenger (S7, p6, 15% of ships base value)

Expert Analyst (S7, p7, 10% of ships base value)
New Weapon Systems
While the Guild Peace gives the illusion that arms technology has been somewhat depleted in the Million Worlds, even their power and those of the Lion throne are unable to completely mitigate the march of time. 

Explosive Rounds:  While for most missions the penetrating power of the tungsten-cadmium rod is preferred within the Imperium, there are some occasions where damage potential is a better option than armor penetration.   Explosive rounds can be purchased for any Matter weapon.  A weapon firing explosive ordnance does +2 points of damage per die and changes the damage type to Flash.  There is no chance to weapons cost with this ammunition exchange.

Sensor Mines: One of the more innovative ways of getting around the difficulty of processing information from the non-computerized sensor arrays of the warships of the Imperium, sensor mines provide detailed ranging and triangulation on enemy units within 5 hexes of the Mines location.  The probes tread the line on what the Proscriptures allow, and are incredibly expensive to purchase from Ix.   The great wealth of the Ordos Cartels has so far ensured their near monopolization of these units.

A sensor mine is fired in the ballistic weapons phase at a specific hex location.  This is resolved similar to a Narn E-Mine firing in the rules, including making the targeting roll with a die result of 16-20 indicating a misfire.  The mine then may target any 1 ship within a 12 hex range of the mine’s location and 30 hexes of the original launching ship.  As long as the mine exists and the target is within that range the targeting data it reads back to the firing ship adds +3 to hit on any ballistics, and keeps a lock on for that ship even if the ship would normally lose lock on due to terrain.  Note that the sensor mine itself may be blocked if it loses its own line of sight to the targeted unit, such as by an enormous unit like a Guild Heighliner.

Sensor mines have a detection rating of 3, but that is reduced to 1 for the target it is currently tracking.   They have 9 structure points, but lose a +1 tracking bonus for every 3 points of damage they take.  A sensor mine may change targets every turn.  

Multiple sensor mines may track a single target, however for each additional mine the bonus is reduced by 1.   So the maximum bonus from the mines is +6 for three mines.

Deviator Missiles:  House Ordos’ signature weapon, the Deviator Missile causes confusion and chaos in its wake.   A powerful psychotropic weapon, exposure to Deviator gas can cause outbreaks of rage, aggression and paranoia.  Originally relatively ineffective in space combat as the ability to seal systems and wear pressure suits made targets largely immune, it wasn’t until the Deviator gas was be wed with an acidic base that could eat through acrylic, polymers and sealants that it’s true potential was found.

Class
Cost
Warhead
Range

Available

Special
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Gas

A Deviator Missile functions as a normal missile in all ways.   The warhead on it is reduced however, doing only 12 points of damage.   This is because a portion of the warhead has been removed in order to inject the Deviator gas into the missile.  Upon striking the ship the mixture was injected into the fuselage.   When this happens, roll 1d4+1.  This is the number of pockets of gas that are released.

Track each pocket of gas as a separate critical roll.  Each turn determine hit location on the charts as normal with the following exception.  The Deviator gas can last on board for multiple turns, and its effects become worse as they linger in the same areas.   Keep track of all of the locations hit, and the next turn if a location hits the same area the player cannot make it hit a new location, but instead must hit it in the same location again if possible.   Criticals are rolled for each gas pocket at the end of the turn at +4, but they add an additional +4 if they had hit the same target the previous turn!  This is cumulative.

If a structure roll is hit, subtract 1 power from the ship for the next three turns.   At the end of every turn, remove 1 pocket of gas from LCV/MCV/HCV, 2 from a Capital ship, and 4 from an Enormous vessel.  This is the base purification ability for most ships, it may be altered in a scenario specific context or as a campaign specific technology goal for an opponent.

If an elite character is in a location when it is struck by a critical they too are risk.  The die roll is increased by 1 each turn after the first they face the marauding Ordos gas.  Roll a d20 for a critical check, consulting the following chart:

12 or less:
No effect.

13-15:

Momentary confusion.  They are stunned and cannot act the next turn.

16-18:

Intense psychotic episode. Character is stunned 1d3+1 turns.

19 plus:
Psychotic break.  Character is out for remainder of scenario (and may have psychological issues in a campaign).  If there are any elite characters in the same location as this character, there is a 50% chance they are killed.


Marine Contingents may also suffer from Deviator gas in a section they are stationed in.  If enemy forces are on the section that has been struck, it is necessary to track the effects of the gas pockets during battle.   Each pocket may effect a marine contingent, roll on the following chart:

4 or less:
The Marine’s environment gear holds, no effect

5 to 6:
Slight contamination, unit is at –1 on all of its rolls this turn.  

7 to 9:    
Definite contamination.  The unit is immobilized and combat ineffective this turn.  Next turn add +1 to their die roll.

10 or more:
Contingent Influenced.  It will fight for House Ordos for the remainder of the battle, but at –1 on all die rolls.

Purification Suits:  The penultimate in leading defense technology, Purification Suits are a wise investment for those who think they may be facing House Ordos and its Deviator technology.  The suits cost 5% of the cost of the ship they are on, and come free for any elite characters that may be aboard.  Once protected, elite characters and marine contingents become immune to deviator gas, and the normal critical locations only gain a +1 critical bonus per turn per hit, not the usual +4.

However, the suits do have their drawbacks.  Response time in general is done on a ship that is fully protected by its Purification Suit, so a vessel using them has a –3 initiative in combat.  Also, they are somewhat difficult to put on and fully seal, so a ship that is caught at anything other than battle stations isn’t considered to be protected until it reaches the turn it would normally get to battle stations, then plus an additional three turns!  Finally, the suits can be considered very tiresome to wear, so in a battle that goes beyond 12 turns of wearing a Purificiation Suit, every additional turn decreases the ships initiative by an additional –1.  

The Kwizatz Haderach

The shortening of the way, the dream of the creation of a new life that takes a step forward and beyond our own human limitations.  Paul Atreides, the Maud’dib was the culmination of a breeding project of legendary focus.  While something an exercise in futility, if you wish to include the concept of True Prescience in a campaign or scenario, you can simulate it with the following rules:

1.
A True Prescient has all the abilities of a Limited Prescient.  They cannot be surprise unless the source of that surprise emerges from a non-tangential realm.  Only deeper levels of subspace or non-euclidean dimensions apply.  They also may always request to see any SCS in the game, and have knowledge of all locations of characters on ships or planets.

2.
The True Prescient may roll initiative in the same manner as the Limited Prescient.  However, instead of only choosing 1 ship or flight to roll initiative for, the True Prescient may choose 6 vessels.   Needless to say this will require many more dice.  It may be better to simply have the Kwizatz Haderach record the initiatives the turn before.   This is best if a judge is available to ensure veracity.

3.
The player with the True Prescient may hear where all EW is going to be decided before deciding upon assigning his own fleets EW.

4.
The True Prescient may assign intercept against attacks after the die roll is known.  He knows exactly how much must be used in each instance.

5.
All initiative ties go to the player with the Kwizatz Haderach.  His vessel itself has a +10 initiative.

Location:  C&C

Cost:  N/A  (Campaign/Scenario)
Note also that these reflect a Kwizatz Haderach’s Prescience abilities only.   Paul Atreides was a trained Mentat, Ginaz Swordmaster, and Naib as well.

Endings

There is in all things a pattern that is part of our universe. It has symmetry, elegance, and grace - these qualities you find always in that the true artist captures. You can find it in the turning of the seasons, the way sand trails along a ridge, in the branch clusters of the creosote bush of the pattern of its leaves. We try to copy these patterns in our lives and in our society, seeking the rhythms, the dances, the forms that comfort. Yet, it is possible to see peril in the finding of ultimate perfection. It is clear that the ultimate pattern contains its own fixity. In such perfection, all things move towards death.







Leto Atreides

Thus we finish our tour of the universe of Frank Herbert’s Dune. I hope you will enjoy the ships and characters of Dune in your own gaming in the future, and perhaps one day we will return for more information of the land of spice, intrigue and  conspiracy to find new battles among the sand.  Long live the Fighters!

