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ES 19 - ANGEL OF DEATH - Winged Reaper of 
Fate, with helmet, shield and scythe, sufficient to 

terrorise even the bravest hero 
(Stands 65mm high) £1.10 

Just one of a range of 25 exquisite 25mm Scale 
Personalities. 

Send 25p for our complete Fantasy Catalogue, 
including full descriptive list of RAL PARTHA 

Wingtons Housed Games 

i 
-.= 
il- ' 

4000 A.D. i s  a unique game of strategy set two  
thousand years in the future, when men have 
spread to  the planets of  other stars hundreds of 
light-years away from Earth. An interstellar 
conflict between worlds is i t s  subject. The 
concept of star travel by hyper-space is  the 
basis of i t s  unique playing character. ' 
4000 A.D. is  pure strategy of movement, wi th no 
chance element. Two t o  four players may play 
independently or in  alliance with others. 
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I The U.K. Showrooms for Avalon Hill and Leisure Time Games: 
d650 High Road, North Finchley, London N12 ONL. Tel: 01 445 3044 
Nrst. Tube: East Finchley (Northern Line) ' Buses: 104 or 263 

Starship Troopers 

Starship Troopers is Avalon Hill's first offering into the area of Science 
Fiction gaming and is based on the novel of the same name by Robert 
A. Heinlein, winner of the Nebula and Hugo awards. The game recre- 

I ates this classic story of the war against the Bugs climaxing with the 
invasion of Klendathu - 2156 A.D. 
Starship Troopers is available at a cost of £7.95 plus 90p p&p. 

I We are Mail Order specialists and have one of the largest stocks of 
fantasy and science fiction games and miniatures in London. Come 
and browse through our range at your leisure. I 

TSR & more. 

Miniature Figurines 

All indoor games 

50 - 54 Manchester St., 

LIVERPOOL. 
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I t was with some doubt that the decision to  publish White 
Dwarf was taken. Was the UK SFIF games market large 
enough to justify its own glossy publication? Would US 

garners find of interest a British magazine dedicated to 
American games? The answer to both questions appears to be 
'yes'. 

That is fortunate in that it allows us to continue publication, 
and help to provide a platform from which British SFIF 
gamers can voice their opinions or simply be kept informed 
of all the news and developments in the field. 

This does not, however, mean that the editorial staff of 
White Dwarf can become complacent and let the magazine 
drift into a safe, stereotyped format. We want to keep it alive 
and bubbling with new ideas and interesting articles. We put 
into its pages that which we find of interest. But what of you, 
the reader - what do you want? 

We would welcome your thoughts on this matter. Do you 
want more or less D&D-related material; do you want more 
coverage of Science Fiction games; do you wish to read 
articles by the inventors of SFIF games; should Open Box and 
Treasure Chest be increased or decreased in length; would 
you like more .artwork; would you like to read fiction; any 
other suggestions? 

Remember, White Dwarf is only as good as the reader 
allows it to be. We need your support either in the form of 
contributions or criticisms to make each issue better than the 
last. 

May the Force be with you. 
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SOLO DUNGEON MAPPING 
by Roger Moores 

t seems to  me that D&D is an ideal game for solo 
adventures, and indeed so is EPT; I recall enlisting as a deck 
hand (level 1) on an exciting expedition to Ss'amris Isle which 

worked well as a solo adventure apart from the fact that we 
kept getting lost at sea. My share of the spoils enabled me to  
finance myself and I continued to do quite well until I got 
impaled at around level 4 - but that is another story. 

For solo adventures in D&D you need somewhat more 
than the game provides in the way of treasures, contacts, 
etc., as naturally you have no referee. Therefore i t  is 
important to improve on the contact tables to  give you more 
variety. But the subject of this article is dungeon mapping, 
and I have devised a system which is useful, not only for 
lonely masochists, but also for DMs planning an underworld 
complex, for the dice can give you some very interesting 
dungeons which you might not originally have thought of. In 
other words, dungeons mapped under this system often seem 
to  have an air of "authenticity". 

Basically the system works like this. I have drawn up on 
graph paper some 100 'maps', each representing an 
underground area 200' x 200'. The 'maps' are not intended 
to be geomorphic in any way, so th,ere is in fact no particular 
reason to have them all the same size. The key to the system 
is 'only map what you see'. For example, Figure A shows my 
Map No 22, which has four entry points (use a D4 to 
decide which). So, having decided on method of entry into 
the underworld - usually down a flight of steps, or a cliff- 
side cave, whatever your scenario decrees, our intrepid solo 
adventurer throws a '3' and therefore enters the 'Map' at 
point 3. 

Figure A 

Map 22 

Chart~ng his progress on his own blank sheet of graph 
paper, dicing every turn (as per D&D) for possible encounters, 
he - and any non-player hirelings or allies he has managed 
to secure - proceeds forwards for 100' without untoward 
inc~dent until he is beside the closed door to Room A. 
In my underworlds, vision with torches is usually 40', so at 
this door our hero can see 30' to the left where there is a 
closed door, 40' ahead where he sees the blackness of the 
tunnel ahead, and, of course, the closed door to Room A. 
What he has 'mapped' so far on his own map appears in 
Figure B. 

For the sake of this explanation he decides to ignore the 
passage to Room B and having explored Room A, tackling 
whatever the contact tables provide for in that room, he 
continues down the long tunnel for 70' from where he can 
see left 30' and the opening of a cavern (or something) and 
to  the right 20' where the passage then turns left. He decides 

t o  go right in which case he will reach the end of the 'map' 
at Point 4, and his own map wil l  took like Figure C. 

Figure B 

He could of course now decide to go back and explore 
Chamber C or Room B, but the whole point of this system is 
that once he has decided to leave "Map 22" he must, should 
he subsequently return and decide to see what i s  behind the 
door to Room B, throw decimal dice to see which new 'Map' 
he starts on. In other words, once he has decided to  go off 
'Map 22' he does not know what is behind the door which 
at present leads to Room B. Let's assume he decides to 
leave Map 22 at point 4. He must first dice to  see whether he 
stays on the same level or not. And here is my table for 
determining this. Throw a D20, and consult the column 
appropriate to the type of dungeon you are working in. 

Simple Average .. Deep 
dungeon dungeon dungeon 

Straight on 1-12 1-14 1-8 

Steps down 
I -level 

Steps up 
I -level 

Slope down 17 19 19 
I -level 

Slope up 18-20 20 20 

(Unless specially indicated steps and slopes go along 20' for 
each level upfdown) 

Grille 

Figure D 
Map 34 

It is a "simple" dungeon, our hero throws 8 and therefore 
stays on the same level. Now he throws decimal dice t o  see 



which 'Map' he moves on to. Let's say he throws 34. 'Map' 
34 has six entry points (Figure Dl. He throws a 6 (this time 
using a D6) and thus enters at Point 6. He sees a right turn 
30' ahead and goes on. He continues past the passage 
leading to the cavern and arrives at Point 1. 

Incidentally, the gliille i s  a method of transfer between 
levels: It leads to a parallel passage on the level below or 
above (50% chance of each). I like to put one odd thing on 
each map if possible. 

Assuming our hero comes off Map 34 a t  Point 1 his own 
map will look like Figure E. And so the adventure goes on 
until our hero thankfully comes out of the complex, or 
perishes deep down within it. 

clearing up. With this method of 
"mapping only what you see" you are always liable to come 
round and meet yourself, so to speak. An example is  
Figure F where in continuing his adventures the hero arrives 
a t  Point A, which he had passed earlier on. We need to 
decide whether iP's a blank wall (40% chance) or a secret 
door(6O%). If it's a secret door there is  a further 30% chance 
of i t s  being one-way only. Fiddles are necessary sometimes, as 
for example on returning to what was previously identified 
as a cavern opening and not being able to return to the 
original map (indeed probably forgetting what map we were 
on a t  that time anyway). I use a D l 0  to give me the dimensions 
of the cavern in feet, and then dice (1 in 4 chance for doors 

Another anomaly i s  in coming up a level into a room or 
passage previously explored. Well, in this case there is  a 
previously undetected trap-door. In this way all sorts of 
potential problems can be overcome. 

Figures G, H and J shows some of the other 'Maps'. 
Figure G shows a 'Map' which enables one to reach 
different levels by means other than dicing to see if there is  
a change between 'Maps'. The key to Figure G i s  as follows 
(Remember as with other 'maps' to dice for entry point): 
Point 1 leads to a spiral staircase emerging a t  A. Dice 1, 2 or 

3 it goes up a level, 4,5 or 6 it goes down. 
Point 2 leads to a straight staircase which goes up 1, 2 or 

3 or down 4, 5 or 6 two levels. 
Point 3 leads to a chute down 1 level (1 or 2) 2 levels 

(3 or 4) or 3 levels (5 or 6). 
Point 4 leads to a dead end, with a 50% chance of a 20' 

trap springing a t  B. 

w .  i-lgure '6 s'nows a map witn 'leads to  di~fierent sorts ot 
maps. At Point A is a quayside with 50% chance of a boat 
complete with oars. Point B leads to a whole set of maps 
showing underground rivers with paths alongside, and Point C 
leads off to maps of rivers without paths; though on those 
maps there are plenty of chances of arriving at dry land and 
thence back to the main series of the maps, assuming you 
survive al l  the ghastly acquatic creatures lurking there. As a 
final example my Map S2 (Figure J) shows an underground 
river section with pathway alongside. If you joined this from 
point B on Figure H you would have to join it a t  Point A (as 
Point B on Map S2 doesn't match). On Figure J, C i s  a 
waterfall with steps alongside, 1, 2 or 3 up, 4, 5 or 6, down. 
There is  a 70% chance of avoiding the waterfall if you are in 
the section above it and travelling by boat, and even if you 
fail to avoid i t  you must try swimming, abandoning al l  
equipment and taking care to avoid those nasty 
little nanga panga fish which can turn a whole ox into a 
skelton in five minutes. . . . 

Figure J 
A Maps2 

The possibilities are endless. Others of my 'Maps' contain 
nothing but rooms of different shapes and sizes, some with 
potential trapdoors in floors or ceilings. Some have up to 10 
entry points, one has a village in a cavern, others have bits of 
temple complexes, and so on. 

Try drawing your dungeon maps, and working your 
underworlds out in this fashion. It can produce fascinati 
dungeons - often resembling plans of the 
insides of Egyptian tombs or Roman catacombs, 
and in playing a solo adventure, you really feel 
that you don't know where you are going. 



Competitive D& D 
by Fred Hemmings 

ast issue I explained my points allocation and 
scoring system whilst also introducing the members 
of the party that were to explore the dungeon, 

PANDORA'S MAZE. Now i t  is time to give the details held 
by the DM and explain the introductory section of the 
dungeon and the 1st level. As you will see, it was designed to 
scare parties more than anything else although in some cases 
it was almost too successful in this respect! Before entering, 
the parties were told that all ceilings were 15 metres high and 
all doors 10 unless otherwise stated (1 square = 2 metres). 

Room 1 
The entrance steps end in the centre of the long wall of a 

4 x 2 room, and are by this time 4 meters wide. The ceiling 
of this room is 7 meters high. The room is  completely 
empty, very dusty, with a stone flagged floor on which 
numerous sets of human sized footprints lead to and from the 
opposite wall. This latter wall consists entirely of a pair of 
gigantic blask metal doors, each decorated with an inward 
facing dragon on gold leaf. Between the dragons is an 
inscription. All these decorations are badly broken and the 
inscription, whilst readable, could be misinterpreted since it 
is  written in an archaic form of common, in addition to 
which many letters are either damaged or missing. The 
inscription takes the form of a poem with four verses (two 
on each door), but the third of these i s  missing save for a 
few flakes of gold. The remaining verses appear to read: 

1 Stranger: 2 Who would attempt this 
You stand at the portal of a glorious deed, 

place, Let him stand forth against 
The name of which has caused the might, 

all grief, Of all who block and pay 
So hold the lid of death in no heed, 

place, To the darkest force of night. 
Let .hope not shatter on his 

reef. 
4 Treading on across the floor, 

Remember well the leading 
3 MISSING knave, 

Of a band, two score, no 
more. 

Strike the rock with a stave! 

Note: The floor must be struck with a stave and the words 
'Open Sesame' voiced before the door can be opened; 
they do not self open in any other way. 

Room 2 
The doors from room 1 open in the centre of the long wall 

of a larger room with 2 squares of wall on each side of the 
doors, the room is 3 squares deep and 2 meters high. There are 
double doors of pink marble, each 2 squares wicJe, at either 
end of the far wall whilst its centre four squares are a mural. 
This mural shows a lady in greek dress, seated on a low stool 
in front of a table of toiletry implements and requisites. 
She holds a mirror in her left hand and a square of cloth in 
her right, with which she appears to be applying something to 
her cheek. The room in which she i s  pictured is  draped in 
deep red save for a single window which i s  small and barred. 
Beneath the window is a large open chest which appears to 
contain clothing. The floor seems to be of marble. The floor 
of the actual room i s  divided into three segments. The two 
pieces of floor, running the length of the room, from both 
the double doors in the opposite wall appear to be made of 
unbroken pink marble. The central section (4 squares wide 

squares into each of which a letter is deeply cut. (See map 
for details of position, previously explained here). Within 
the room, immediately on either side of the doors through 
which the party i s  entering, stands a stone golem, facing 
towards them. Each of the double doors opposite bears a 
small plaque but these can obviously only be read if 
approached closely. 

Note: The golems will attack and kill anyone who does not 
step on at least two of the lettered squares before touching 
the pink marble, or anyone who foolishly attacks them. 
They will not otherwise move and will under no 
circumstances leave the room, unless their existence is  
threatened. 

The passage to be taken from the passages south of 
rooms 5 and 6 (see map), is determined by the first two 
lettered squares trodden on by the same person. 

The mural. If someone is standing on a square directly 
in front of it, then, and only then, it becomes obvious that 
this is in fact a small room that can be entered. Behind the 
drapes on the left of the window is a sword in a sheath 
(+I  neutral IQ2). Beneath the clothing in the chest i s  a trap 
dropping chest and searcher into a twenty foot pit where 
he takes 1 - 4 damage aftdwhich he is  then free to 
examine the chest which contains 5 robes of silk, a pair of 
sandles, a wand and a small box. In the box is  a broach in 
the form of a scorpion and made of turquoise which will 
obey the orders of anyone who picks it up. It has a 
poisonous sting and two pincers at 1 - 4, all of which can 
be used simultaneously. It has a speed of half heavy man, 
an armour class of 4 and 10 hit points. If killed it will 
shatter to dust, if not, due to the fine carving it is worth 
20,000 GPs. The items on the table consist of 2 brushes, 
2 combs, a large shell and twelve bottles. The mirror is a 
special mirror of life trapping with four unusual qualities: 
(a) anyone or thing entering it will become violently 
chaotic but retain abilities; (b) no matter the number of 
hit dice, all creatures must save against it as if first level; 
(c) on the third occasion when a creature is called forth 
the mirror will shatter and all it contained will attack the 
party until one side is  totally destroyed;'(d) until this 
happens the mirror i s  totally unbreakable. 

The messages on the door plaques vary depending on the 
party, the doors cannot be opened until the appropriate 
clue is solved: 

Party Clue Answer 

1 If ringing the changes, when I do not know (the words 
does an arrow projector pay need not be accurate) 
his creditors 

It 's the real thing If disbelieved it ceases to 
exist 

2 State that you stand as did I am here at the gate 
Maude's suitor alone 

This street is closed Open Sesame 

3 What sort of fruit'grows on Electric currents 
pylons 

And lo, the first shall be Only the last member of 
last the party to enter the room 

can open this door 

4 1 will open if told to Must be told 3 times in 
quick succession 

And Jesus said I s  opened merely by 
knocking 

5 Someday. . . Judy Garland Opened by wishingupon a 
and 3 deep), is of black marble divided into twelve large Star 



What would you do with a Smoke it (Condor). 
flying door? 

Room 3 
The room i s  2 sqqares deep and 8 long, the doors from 

room 2 opening into the north wall. There are two opening 
in the opposite wall, each 1 square wide and on the third 
square from each end. The room is empty, chilly, grey and 
slimy. Moisture runs away through a 6 inch wide circular 
drain in the centre of the floor. 

Note: This room is  totally harmless. 

Room 4 
A black room with a black semi-transparent glass floor 

through which can vaguely be seen a very deep pit at the 
bottom of which are numerous spikes and discoloured points. 
The room is eight squares each way and set squarely south 
of the previous room after two squares of passage in each of 
the corridors from room 3. There are two exits in the south 
wall, each two squares wide and starting one square from 
each wall. 

Note: The floor will not break under any circumstances. 
After five moves along either of the passages south of 

room 4, both of which are six moves long (at heavy man 
speed), the party will be 'monstered' from behind by four 
lions of 1 1 ,  13, 14 and 17 hits. They will be twenty 
meters behind the party (at the limit of vision), ten meters 
ahead will be the double doors to either room 5 or 6 
(see. map). 

Room 5 
This room is four squares each way with a second double 

door opposite the one you are entering. This room is made 
up as a sitting room with two arm chairs, a coffee table, a roll 
top desk and a swivel chair (all the furniture is  mainly of 
wood). The floor is carpeted in a heroic design. A man i s  
seated in one chair. 

Note: In the room i s  Sir Percy Vere, a 15th level (lawful) 
lord with 84 hits; he is  18+2+3 strong with an IQ of 18, all 
other attributes are 1 1 .  He will allow any party to pass on 
request (if spoken in lawful or common), and will assist by 
fighting any wandering monsters present, but will not 
voluntarily leave the room under any circumstances. This 
character wears 2 +3 rings m d  +5 armour, he carries a +5 
shield and a +5 holy sword (10 12 Ego 9) with teleport 
and flying abilities (and three normal ones at random). He 
will never give up any of this equipment whilst he lives 
unless mirrored. 

Room 6 
This room is  identical to number 5 except that the carpet 

has a religious motif. 

Note: The person sitting in the chair here is  Black John 
a 15th level Evil High Priest with 45 hits; he is  I6 strong 
with an IQ of 18 and a wisdom of 13, all other attributes 
are 11. He is  unhelpful and irritable, not permitting anyone 
to enter his room (but he can be bribed to do so, and 
given the opportunities will intimate this, one magic item 
per party). He will not assist against the wandering 
monsters but neither will he a W  them into the room 
unless unable to prevent this. This character wears 2 +3 
rings and +5 armour, he carries a +5 shield and a +5 
chaotic morning star (IQ 12 Ego 9) with teleport and 
flying abilities (and three normal sword abilities at 
random). He will never give up any of this equipment 
whilst he lives unless mirrored. His spells are darkness, 
protection from good, 4 cause light wounds, 3 unbless, 2 
hold person, silence, speak with dead, 2 prayer, 3 disease, 
2 sticks to snakes, 2 cause serious wounds, quest, 3 
fingers of death and a blade barrier. 

Special Corridors 
After leaving either room 5 or 6, and the section of corridor 

Entrance 

beyond them, the party will 
enter one of the special 
sections of corridor which 
were, again, designed more 
to frighten than harm. Which 
section of corridor having 
been determined by the 
first letters stepped on in 
room 2 (no corridor would 
be used more than once in 
a series of expeditions). 

Having passed through the 
secret door towards the end of 
each special corridor section 
the party arrive in the matter 
transmitter room. This room 
is  7 squares each way, the 
entrance being in the middle 
of one wall. It has an earth 
floor and no visible ceiling. 
There are two entrances 
in each of the other three 
walls, on the second and 
third squares from each 

corner. The whole room is a matter transmitter and the exit 
door used makes no difference. In each case a 12-sided die is 
thrown and, with a six having been added, gives the number 
of the room from 7 - 18 from which a party must attempt 
to reach the central room of a 51 room complex. 

Although this appears to be quite'a large group of rooms 
it is not insofar as any single party is concerned. Although a 
multiple choice exists at each of the square corridors that a 
party passes by, they can only enter a series of 6 rooms, 
culminating in number 51. This i s  due to the fact that doors 
other than those in their series of rooms cannot be opened. 

Although these rooms are ordinary in the sense of 
containing straightforward dungeon type-contents, monsters 
and treasure were chosen first to give all routes an approximate 
equality of both problems and rewards, the latter chosen to 
boost the party for future dangers. Room 51 however is 
special. 

Room 51 
The room has stone walls and floor and four entrances, 

but only that entered by the party will open. In the centre 
of the room is a plinth upon which is a dial which can be 
turned to indicate any of the known magic items. There is 
also a section labe!ed 'You invent something'. An inscription 
on the plinth reads:- 

This the machine of heart's desire 
Can make your wildest dreams transpire. 
Select as treasure what you will, 
But beware the bitter pill; 
For an item most prestigious 
You must fight a foe prodigious. 
All together, one at a time, 
The choices are, as always, thine. 
Turn the dial, stand and wait 
To be delivered to your fate. 

The item selected is  then looked up on a table where it is  
considered in terms of potency, and the appropriate monsters 
provided. These may be anything from a pair of giant rats to 
a pair of rakshasi. There is no escape for, directly the dial is 
turned, the door slams shut and all in the room are lowered 
to an interlevel area where the combat takes place. Assuming 
the person or party are victorious, the item dialed will appear 
on the plinth and the room will lower once more. The reason 
for this second lowering is  that in addition ta the deciding 
monster to be fought, the magic item also gives the level at 
which the dialer will be transported after the combat. The 

Continued on page 8 






































