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WHAT IS
THIS BOOK?

he fate of the player characters’ House is
about to be determined on the sands of
Arrakis.

In this campaign, the player characters

take the place of House Atreides and gain
dominion over the planet Arrakis, mining the spice for the
Imperium. While there is potential for great power and
profit, a thousand enemies are ready to plunge their knives
into the House’s collective back at the slightest misstep.

Will they prevail and earn glory and influence, or is this the
final chapter in the history of their House?

Masters of Dune follows Agents of Dune and takes your
player characters on an adventure across the Imperium.
While it is not necessary to play Agents of Dune first, you
will get the most out of this campaign if you do. Masters of
Dune continues that story, but takes the action in whatever
direction the players want to go. They can play through

any section of the campaign in any order, even entirely
bypassing some sections, if they wish.

In each section, the player characters encounter and
appeal for aid from a particular faction of the Imperium. In
some cases, they must try to learn the secrets their enemies
are trying to keep from them, such as who their allies truly
are. Depending on how they do and whom they trust, the
reputation and fortune of their House will rise and fall as
the adventures progress. Eventually, their enemies make
their move, but the outcome of this final conflict depends
very much on what allegiances and support the player
characters have acquired for their House.

N
DO I NEED OTHER BOOKS?

While Masters of Dune is a complete adventure, you
need access to the game rules to play. The Dune
Core Rulebook has these rules in their most complete
form. However, Agents of Dune also contains all you
need to play. It is also possible to play using the rules
from Wormsign, the free Quickstart guide available at
www.modiphius.net, but it may require considerable
improvisation.




THE STORY SO FAR..

House Corrino has entrusted the feudal right to oversee
Arrakis to the player characters’ House to appease the
Major Houses, concerned as they are with the way House
Harkonnen has managed spice production. The Corrinos
believe the player characters’ House is small enough to
control, as they are concerned the Harkonnens might be
growing powerful enough to challenge them. Thus, the
Harkonnens must learn a lesson in humility. Additionally,
the player characters’ House has angered the Emperor
somehow. The exact reason becomes clear later in the
adventure. Whatever the cause, the Emperor plans to take
some form of petty revenge upon the player characters’
House as well, using the Harkonnens to do their dirty work.

In Agents of Dune, the player characters learned their
House is taking over the governorship of Arrakis from
House Harkonnen. Sent by their House to the Harkonnen’s
homeworld of Giedi Prime to train in spice production and
learn a few other “life skills”, in the attempt to manage

a seamless takeover of Arrakis. After all, the spice must
always flow. While the Harkonnens might seem a strange
choice to help their successors, the Harkonnens had o
cially been given more shares in CHOAM to balance th
loss of Arrakis. So, it was in their interest to make sure the
player characters’ House was ready to take over and keep
the profits flowing. It appeared as if the Harkonnen
effectively been promoted for their service, taki
profits without having to do the work of harv

player characters’ House, hopin
force the Emperor to retur
siblings and retainers of
proved adept enough,t

o do, and more importantly,
ice production. How the player

In Agents of Dune, the player characters can be assumed
to be part of House Nagara, a major House of the
Imperium. However, it is possible to play a House of your
own design instead. The same applies for Masters of
Dune, with the player characters continuing as House
Nagara or as a House they have created themselves. While

the player characters should be part of a House Major,
even a minor House could be granted governorship of
Arrakis. After all, the Emperor wants someone he believes
he can control in the position.

If you want to use House Nagara as your player characters’
House, you should define it using the House creation rule
in the Dune Core Rulebook. It is a House Major and
fore has one primary domain and two secondary d

Agents of Dune. The secon
players, but at least one shou
to the type of House ¢
Rifle), Scientific (Alithi
Espionage (Nightshad

The players should defi

e player characters’ House in Agents
we have continued this assumption in the text of
une. But if you are using a different House or
own creation, simply substitute any mentions
ouse Nagara for your own player characters’ House.

SCALING DOWN

This adventure is designed to run as an epic campaign
here the player characters have the opportunity to take

e place of House Atreides and see what they might do
instead. However, you may want to use this adventure as
part of a less ambitious campaign, one that continues from
adventures like the one in the Dune Core Rulebook.

In this case, the player characters’ House won't have
control of all of Arrakis, but will be harvesting spice under
the Harkonnen'’s governorship. Normally, the Harkonnens
only allow other Houses to operate franchises in the less
profitable areas. But for reasons beyond their knowing,
the player characters have been granted the rights to

a large and very profitable part of Arrakis. Naturally,

the Harkonnens want it back. Fortunately for the player
characters, the Harkonnens cannot act too directly, as
they also must follow the will of the Emperor. But they will
do everything they can to take back what they believe to
be theirs.

So, the adventure will run exactly as presented here, but
the size of the contested area is what changes. Instead of
all of Arrakis, the adventure concerns just part of it. Each
adventure provides detail on how to adapt them for this
level of campaign.
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