Version 2.9¢.

Pt S
T TR
‘?’:',\Ni-; 5




-
AT
RO
“: R S &
.> r’, /. a ™

"\ " -( ‘4""’ :, \
On Dune, more |ntr|gue tha i& '”Intfoahct on "{-‘ ’--" '
before stirs. New factions plott “In Qver tlm,'s. C :
control of the Spice, and \ enthu5|asts of

stratagems are formulated to

overcome all resistance.

Now you can take to the
L4 _personally to lead your ar
el u se,\oi*new weaponsv
¥ ';— ;: ene |e§.«‘|rfdﬁels.ro :
’f’;n Ibct-ecohomlc"yvoe' 0
ross youh ’ o »
. g u
The advanced game adds not onl
new. play options, but three new
Factions to play:
Speaker of the Landsraad
~ Council -- with the Great Houses
. of the Landsraad, the Imperial
.. Ain ‘body, beh1nd ‘you the prowdes details of this expaﬂ
o] material, each element with a brief car o T
summary of the impact upon '- Al corﬁponentb ‘b‘F""
“classic” Dune.
_ : identification. © AT
tions and alternative Further - additional - " basic: game
; equipment is provided in the form of
Alliance cards for the basic factions,
and extra Bene Gesserit Prediction
Cards.

Additional Treachery Cards

: s ; _"Three sets of expansion Treachery

-eader Discs, one each of .. . _rds (each ‘with a different letter
Sl qln characters Every | ‘the bottom right).

The Duelling Arena;
Six BIock I.Vk';trker-,

".ble interactions - which m|ght
taken place amo




Almanac, providing more opflons dunng p|ay'
balance the powers of each faction.

The “optional” character abilities
original rules set by the Avalon Hil

effort to provide a de per |
.concept. Wlthout~ '

have come to emB'r.‘ag
of “classic" Dune.- ‘

CoIIectlons Bonuses

’ 1) )
which allows easier spice collection for centro g e
territories.  This adds additional revenue. strean%»
-makes the holdlng of certam terrthnes even more key

: ers cla+m Bonus cards in the Storm Round the

r.o "‘ .

—Tuek’s Sietch claims the Smugglers
nner,(and the controllers of

v

)‘n";? ocquﬁatlon and conquest

".enha_nces_ ‘ ”' ,no.c,oéﬁ it“has become part of the
* “classic” Dune rules'-set. o

discard pile. Once the deck rtins ol
card" showing §p|ce‘¢a|;e;‘rem6yed icom-ré 5,
and the cards re -ehufﬂe'd-mtparnmr raw

In both cases, it is possno1e Ior‘bo,tb Cards tb ﬁave a,Spwg

blow in the same territory -on (he-sal:ne turn. This then

- counts as a single Card with the combined total, and any

game effects apply against this smgle “Card"

Advanced Combat was - introduced by Avalon Hill ~ during
‘development, and represents the most controversial element to
“Classic” Dune. The original game as submitted by Future Passtimes

_ ‘suffered from two items the publishers considered to be flaws, (1)

drawing_only one’ splce territory per turn occasionally.leads to long
droughts, between nexus' wh;oh in turn severely h|ndered alllance
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Expanded Treachery =~ =
One or more of the three extra ards -
(Marked with an icon (D, S-or G) e b ttom :'-- er
may be mixed in with the basncse or balance purp'OSe@m
is suggested that any sets are added in the.}r entlrety
Experienced players who understand the | . nce me

may find it is not necessary to use the whg

set, and some groups will prefer to add on!

-

-

"*'-,- J\lote that while the letters i dicat
g ?&nﬁ&frem (The Duel Spice |
con jsssuﬁi&em “div |
wpa’nsbdnsothat?ngy i
> _,.Al'!enng the original 33 card tr@ hery
ol ‘ranging from negligible to consrderab N t
play balance, depending on the mix of c‘and selecte d
alteratlons to the deck can enhar gy_ -"

t(eachery cards can_be detrlmental to a good game of Dune so
cautlous experlmentatlon is advnsed

-

Leaders in The Duel expansmn The orlgmaté‘ are Jncluded int
variants section.

mam leaders as they originally appeared were too
ancmg in favour of factions that could protect their leaders
. The adjustments corrected this problem to an extent,
.6t' diminish the. basic hurdle, which was that the




The Duel ~ s
The Duel adds extra steps to var
allow for Leader versus Leader t. Due
thematic but can add extensively to the game- tin
certain ‘situations. A more detailed explanation is ¢

' T A -
later. 3 2 .?g‘ g

-
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The Duel was a poorly conceived )
from Dune by adding game ti

objectives; do you 'uS'Os,,
Dune to use The Duel? Th
problems is not to use The Duel wher

Spice Harvest . >3 ~
The “Spice Harvest” advanced set-up options,
used, allowing the initial game state to be changed

W™

- . . a2 o §
-can take some time to implement, unless you use the

“rapid access” rules option, but adjust the initial balance of -
ep the game fresh. A more detailed explanation

‘e in_ and of itself,
an.addition to the

ns.to ‘at
a0 ~

Grand Dune " R R e
Grand Dune is a variant.in which-

2 ?-,. :
.1;3_;;&: B
ee variant factions

are used in a nine-player game-with all ,.thé.’_.ét'ﬁ_él,*"
- shown above. B AP s Y S e B Gt e

! .-
b, Faliag
™ - .. -
» -

The grand Dune expansion was a sourcé or much of the errata. It

~ - is thus .incompatible with the variant rules at the end of this

olume, save for the Extra Treachery Cards

While the writers at Avalon Hill certainly recommended this

_. * version as the “ultimate” Dune experience, the unpopularity of the

ansion material ‘in the.main has caused this version to be
almost entirely ignore fans,and no real consensus has ever
been formed o -a resul - What is certain is that it takes a

g;a’r ‘Ebcél”g);irended_for players fully
AN ) :
»_‘.';.' b PN
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_4'. 3 Invokmq anlf “:" Rt TSt
Aﬁera-Kanrymas*beém% the DueI renaiis now INTEGRATING 7THE DUEL
Y used and each of the two players inve | Set-up
Duel secretly chooses a Ieader to € ¢ When setting up for The Duel, each player draws one

Duelling Card from the Duelling Deck (except
Tleilaxu). Each player may hold a maximum of four
Duelling cards at any one time.
The Duelling Arena is placed to the side of the main
board along with the six Block markers.

Nexus Round

When a Nexus Round occurs, every player who has
one available must place a leader in an outer sector of
the duelling arena face down while alliance discussions
IS | are taking place. The first player places first and so on to
s sTmuItaneou’st) . The maxlmUm--Splde is -equal to tr .| the right (if more than five players, then place leaders on
i heét sr.rength Ieader in the game.(w ether | the inner sectors as well). If no alliances are in place by
| the end of the Nexus Round, a War of Assassins is

declared as per the Duelling rules.

The Bidding Round
The Vendetta: In the Bidding Round each turn after

CHOAM Charity has been declared but before the
Auction takes place, a special stack of the “Yea"/“Nay”
vote Cards are shuffled and handed out to the players.
This special stack has a number of 'Nay' Cards equal to
the number of players, or one less if the Tleilaxu are
playing. There is also one 'Yea' Card in the deck. A Card
is given to each player (except the Tleilaxu) and one
Card is not distributed. The player with the 'Yea' Card (if
any) will keep this Card and all other players will hand
their 'Nay' Cards back in.

The Rest of the Game
S Kéhly.duel except | Invoking Kanly: At any time in the game, any player
] ave Leadels in the arena | with a “Yea” Vote Card may Invoke Kanly against one
mtipatmg |n a free- for-aII duel. The first - player ‘ % ~ | other player of choice who has Leader discs available.
g n-the player to thelr right, etc Th . NO"SPICE ==L | When a player chooses to Invoke Kanly, a duel is fought
10 fu = has zere)and . .| between one of their leaders and one of their opponent’s

Ve thesss ! |eaders, with both players choosing in secret.
In this way, the threat of Kanley allows you to keep an
opponent at bay for risk of loosing a Leader in a Kanley
Duel.
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Fighting the Duel
Leaders can not be‘d (

substltuted for a leader in-a Duel.
Turns alternate between players. A g
or two actions during a turn.=A
physically moving your leader
s . to another or playing a Duel
‘,“ i ,«twrce playm Cards or n
eade

e another ptayer' -.a‘

Whenever you move yeﬁ' <t
the arena, you collect a D ‘%]ﬁ‘rg‘

deck. However, no players may e

Duelling Cards at any one_time. nyou ‘ha t’ four, I

not collect another Card until you have sp'ent or'fv ez

may be moved out and then moved back in again.
_-you can coIIect another Duellmg Card.

A-‘ : - 2 A -~ c) - -
AII Splce réﬁtovo&'a&g{{gﬂt’ QF. tﬁév.asﬂ‘acws-
attackmg pl'ayet’s pqot of- $pme r'fd‘sdeg\s—._n'&

An |njured Ieader has a Strength
- Spice placed in front of their owner’s shleld 1f their strength
is ever zero or less, they are removed to the tanks

'Defendrng

‘When you are attacked, you may play a defence Card from
,th'e'appropriate position. When you play a defence Card,
* you must reveal your Ieader if still face down.

«~2~ B e At A ttack OF The value ot ‘your adeP'_ls then deducted from the
ocl mﬁf -on i PIayers attackers backmgv ic
-bei

- arena.

e General Cards have a variety of effects, srmp )L;gm :
instructions on the Card. PRt shien e .
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RAPID
ACCESS

SETUP

If you don't have time for a full
fledged Spice Harvest, this
variant cuts out the five Harvest
Turns.

Each player is dealt five Access
Cards.

The game then starts at the
Trading Game Turn.

Certain factions have rules which
modify this:

Atredies: After Access cards are
dealt, you may then pick a
random card from any other
player, and give that player a
chosen card from your own hand.
Emperor: After Access cards are
dealt, you may draw an extra
card.

Fremen: If the Harkonnen player
discards any Access Cards, you
openly select one of them and
add it to your hand.

Harkonnen: After Access cards
are dealt, you may decide to
receive two extra cards, but in
that case you must draw an
additional card randomly from the
Harvest Deck. If that card is a
Shai-Hulud, you forfeit and
discard all your Access Cards
including the two extra ones. If it
is not a Shai-Hulud, discard that
card alone.

ne manager
- the. Dune
harvests and" the
~assignment . of
- profits = to  the-
- Emperor, the Great
" Ho _and the

s

~ Five Harvest Gar
part of the game

i
| 10

T s":: s
: b

: y : 3 ‘: R 1 Y,
_ The five harvest turns each’consist ¢

Report, a CHOAM Meeting, and a Bid -

e fifth Harvest Game Turn, the Trading Game Tumns

Cr1 : : o0
follows allows players an opportunity to trade Access

The / g:'éss G_ame.,»,um;guows players to commit their-
o s ’ ’ : [ ) .->: . -*“; v alin A ' ou A 2" 3
resources. to @?E_ef?( 2 . : gﬂfanl: ‘the main Dune-

el

strategic
treacherous con
for the ultim:

e




THE HARVEST GAME TURN *
R j#_ .

1. The Manager'é'F@r{} Repor
As Manager you must first pay / the Emperor‘(erm

Spice to pay, then the player 3 t|~ 0
becomes the Manager and must.pay: . a*‘ "'\

gl A
.

-

The manager now dra ”.jf'.
Deck and secret _wi\ s th :

may y tell the truth- or’yo ‘may
to try and embezzle more Spi
higher number. >

Next, the Manager must inform each ofhér.p aﬁ?
share of the harvest is. To do this, the Manager c&
‘-how much- of the harvest they want to- ‘give. each playe‘r-"
= ~Tl:1ese amounts may vary from player to player -4 s _.‘-gharqj‘;.afas Kmamamﬂadd 8 €
o : Spice on-that. Carde;‘frg@ Splg.e;set'w‘t-

manager ) s 'k_..;_.

e If the “Nay” votes win,. and iﬁe manager has not b,ee‘r:r"

' honest in their report, (that is, that they announced a

lesser amount of Spice or that all handed-out shares
equal less than that number in total), then the “Nay” .
voters divide the remaining Spice between themselves -

" as evenly as possible, with any excess returning to the

~ Spice Bank. The Manager is now Fired, and the'player

- to their right becomes manager. ;
1f the “Nay" Votes wm but the manager was honest or

if the “Yay” votes. win, thén the “Nay” voters return their
~afe’£fy|ng to use .
f

You may not




3. The Bid for Power -

After each harvest, players con bete 0 buy -

which represent the strategic strongho ds on DUNE an

certain troop strengths. The nﬁmme of Cards avallablem

purchase after each harvest is equal to the number -of" =

players in the game. ek ‘: =L
¢ p .( “f. -oh -

gl A

{

The Manager deals this number of Cards®
Access Card deck, sets them face dCc
offers them sight T e by

;n\ff -

| S

e

. . ""- X ‘\l‘ d- Ln; “a ..
T e fers bic aﬂdw q«.

3 ivial
N .,r . clockwise.. The. bidding for "’Zr"“'
~"€'ard is bought by the hlghe§=
ot ».{’,3"’,  purchase Cards goes into the Spice .-. ars
ST b given a reasonable amount of time te’btd ;f:.,
. must raise the value in Spice by at least. orr \or't 8
: '»;.» d s out of the bidding for this Card. :

- ..-,-;,.\&m taye‘r ‘tothe Tight of t

After you buy Access Cards, you may look at them but

\

must kee -them.secret and set them aside face down until. ~ = 'If orrly .:pfé{ s,.comm S‘tm ' at
they are- 0 \ - player places the numﬁaf W@Te&«hﬁh. ;
 belusedito initi T on the troop Cards he név:ea|q onn‘thpt‘s'tranghdl‘ 24

If no players commit for a str’bnghpldﬁh
vacant at the start of the game SEe : 3

the hlghest number of committed troops gets the
hold but that player must subtract the number of

" may be verified in a
g:ard(si they mrén .tc')’
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These rules are designed to
play a fully immersive game ‘PDune.

4'*5’

Each player will have one or two allied:

a result, play as all the factions '

who act as an alliance. The player

Faction is their Primary. Fau

~The Tleilaxu canno
Y S sl

ia t. .:.'
:s-"):f:: A
the start of the ¢
.- Faction for their alli
- faction is then chosen | %
' in reverse order, starting with the
- faction last. P
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These rules represent popular a - ecom mer-\tled rules =
form the Dune player community, asih‘ave'been ‘developed .,, >

over the years. "These in no way'have ever. been offlcihﬂ’y‘ ‘n
ey N Ore s

Shorter Game Length S = DR

The game length is changed, us

provides plenty of time for an in

T x~ nver Iong play tlme

- = é“ érkonne edf “-I
Peachery'cards from

Fremen Combat
- The Strategic Combat rules greatly- dlsadvantafj,ei *fi"‘
* Fremen. To ‘compensate the Fremen gain an addmonal LES
ablllty ) 3
. Durrng any Battle in any non- Stronghold terntory, your
' SU

© Semuta Dru-' ke VYR
This Treachery card has its effects ch

a Poison Card, but does not kl".‘ﬂjé Leader:i
successfully. Instead, after the 6at'ﬂegs ﬁs&ed

is k|IIed and sent to the tanks

*Treachery Card from the Variant Rules at the end of
ume |s used it may be treated as a Worthless Card

: _agd' Ehen
y !ea:‘&s‘ in hand and




These rules represeﬂt
They are mcluded her

Diplomatic Auction_
After each card is sold in the Ag
passes to the right. If this caus

>
auctioneer, the player : ’.{'.; ,

'.-_‘\'p,
T~
< -\f‘ 'v'.K

ol

1

'sdbSeqUent St ~Rounds; i
two_players who last resoh

select a combat" value |

reveal the numbers, add d
marker fromits current position éntt.
of sectors around the map.. y

Extra Treachery Cards Sy
“A number of extra Treachery Cards (marked with a “v* |con
% '~i the.bottom rlght-hand comer) are available and may be

1. Inasix to nine player game:

) igr?a| Rules for

suppfmm‘é trao i

All factions must payf'the Tlellaxu for thelr Main Leader :
Revivals, overriding their special ability to pay the\«ﬁpjgg :

Bank instead;
The Tleilaxu may make Traito

."‘0 SR

; nH.e .—rg._ S

The Shield Wall Worth*-oﬁe‘fi'omk

as a stronghold: it’ retalnsflt-s |a(9nmy.as a rock terﬂtory

Large Game Adjustments
~ Change the False Wall East terrltory to False Wall East
_Sietches .instead of changing Harg Pass territory, or
change no territory at all. Note that if the False Wall East
- Sietches are adjacent to the Polar Sink and to the Shield
Wall as well. Nelther of these are vulnerable as a result of
the Shreld WaII s demLs -to Family Atomics.
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