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DELUXE



Deluxe Mods for City of Terrors
This version of City of Terrors has been modified slightly to be compatible with the deluxe T & T rules.  Where it was
not practical to modify the text, there are instructions for dealing with those situations in these notes. Please read care-
fully. That means these changes are in effect:

1. Your characters should have at least 8 attributes; namely: STR, CON, DEX, SPD (the physical attributes) and INT, WIZ, LK, CHR
(the mental attributes). All spells are powered by WIZ, not STR.  If your character does not have a WIZ or a SPD attribute, stop
now, roll 3D6 and assign attribute values.  If you roll natural triples, keep that number and roll again.  Your character is a specialist,
and you will have to check the deluxe rules to see how that would affect its abilities.  In the meantime, play it as a citizen that just
happens to know whatever your character already knew under the 5th edition rules.

2. Your characters may have Talents as outlined in the Deluxe rules.  If a saving roll calls for a check on any attribute that has a
Talent attached to it, you may use the enhanced Talent value instead of the base attribute for your saving roll attempt if that makes
sense to you.

3. A roll of  3 (1, 2) is an automatic failure on any saving roll or Talent check.

4. The rules of magic have changed. Any spells you cast are paid for with your WIZ attribute, not your STR attribute.

5. There are many situations in this module that assume you will stand and fight to the death when any sane person would run
away.  If you find any of these paragraphs, and you would rather run than fight, make a saving roll on LK or SPD--the level to be
determined by how many foes you have to face. For example, if you were facing 5 bloodbats, you would need to make a level five
saving roll to escape. If you are up against a single foe, no matter how large, you need only make a level one saving roll to escape.
If you make the "flee" roll successfully, go immediately to 57C. (If you can’t logically run away, you can’t do this. No saving roll
escape chance for you.)

6. Where we show character attributes, the attributes for WIZ and SPD did not exist when COT was first published. We do not
want to change combat adds, so please give all characters without a SPD rating, one of 11.  For WIZ give them 12 points unless
the character is a Wizard; in that case, give it 12 + 2D6 (DARO). You can just pencil these numbers into the book where they would
normally be shown.  On the Wandering People Chart you will need to add the attributes of WIZ and SPD to all the characters list-
ed there. You may simply roll 3D6 and pencil in the extra attributes for everyone except Inram the Wizard. Give him a WIZ of 35,
and change his level to level 3.

7. There are some situations in this module that evolve quickly into some kind of sexual action. The illustrations show heterosexu-
al encounters, but there is no reason to believe that they are all male-female in nature.  Girl-girl and man-man are equally possible
erotic adventures. Female player characters can also do their share of seducing and being seduced. In these situations, simply adjust
the gender differences in your mind to suit your own player proclivities. In order to keep the adventure moving right along, the
author has omitted the clever flirting conversational foreplay that would precede each erotic encounter, but as players  you should
note that things are not quite as wham-bam-thank-you-mam as the text may suggest.

If you keep these differences in mind, you should not have any difficulty in playing Deluxe City of Terrors.

-- Ken St. Andre, June 10, 2013.
Special thanks to Trollhala member Susan Davis (AKA Vella) for playtesting and proofing this new edition.
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Biorom watches you and records your reactions
and adjustments to the surgery. When he is
through with you, you are free to go. You get
100 adventure points and free passage to 33C.

You now have gills.  Go to 57B to find out
the details of this new change to your body,

The eyes in your head are now those of
a tiger.  Your night vision is 6 times keener than
a human's night vision, and your eyes glow with
reflected light at night. The overall effect is to
improve your CHR by 1 point and give you a
natural Cateyes spell at all times.





Ralf falls over dead. You're quite good
with that magic stuff. Defeating Ralf is

worth 50 adventure points. If you wish to
advance into the cave, you may go to 42A.
Otherwise, go to 25B.

Thinking quickly, you take the rope and
fasten it to the table. You toss the rope out

the window and climb down.  You find yourself
about 20 feet short of the ground when you get to
the end of your rope. However, if you can use 3rd
level magic or higher, go to 37D.

If you are not a third level wizard or better, you will
have to drop the last 20 feet.  Make a level 3 saving
roll on either Luck or Dexterity (your choice), or on
any DEX based Talent like Acrobatics that you may
have.  If you make the saving roll, you escape
unharmed.  If you fail the saving roll, you take damage
equal to what you missed the saving roll by.  On a
catastrophic failure of 1, 2, the fall kills you.
Otherwise, take the adventure points for the saving
roll and go to 33C, limping if you are badly hurt.



He continues to laugh as he moves in on
you.   Any spell you threw at him failed

to work, and you lost the WIZ points anyway. You
realize he is somehow protected from magic and
that you will have to fight physically.  He is using
his 6D6 bec-de-corbin and has 33 combat adds.
His CON is 11 and he carries no armor. You just
have time to enchant your own weapon (if you
know a spell and have the WIZ available) before
he reaches you.  After that, fight to the bitter finish.
Don't forget about spite damage.  If you kill him,
go to 22C.  If he wins, close the book.

Write down the amount of your bet.
Your arm-wrestling opponent is named

d'Icsta. He has a STR of 25, a CON of 40, and 31
combat adds., making him a tough foe. To wrestle
him, you must treat it as if you were fighting bare-
handed. You each get 1D6 plus your combat
adds. Spite damage knocks a point off the loser
level regardless of who wins the combat round.
Your loser level is half your current CON and
d'Icsta's loser level is 20. Hits taken in wrestling do
not come off your CON, as it is only a measure of
your endurance in this case.  If you lose, compute
the consequences, and then you may return to
32A. If you win, go to 26B.



A kindly old man leads you to the target
range. There he teaches you the proper

way to use a bow. You learn quickly and he is
very happy. Because of his instructions, you
may reduce your saving roll by 1 level on any
future shots with bow and arrow. You thank
your host and he leads you to the door.  
Go to 35C.

You get 68 adventure points for this
battle.  You also get to take the three

rubies that are set in his belt buckle. Roll 1D6
and multiply by 10 for the value in gold pieces
of each ruby--they are small gems.  You may
keep any weapon you picked up in this fight. 
Go to 48B.



"Murderer!" cries the girl.  Some of the
Sheik's guards rush in with scimitars

drawn.  Roll 1D6 and add 1 to see how many of
them attack you. The guards are all armed the
same, and about equal in fighting ability.  Each has
a 4D6 scimitar as his fighting weapon and gets 15
combat adds. Each has a CON of 15.  
There is no time for magic. If you wish to try and
fight them, go to 57D. If you shout and protest
that the Sheik's brother tried to kill you, go to 57E.



You are smart enough to realize that the
hot and cold zones are set up to kill

people trying to escape. The hot zone will make
you sweat, and the cold zone will then freeze you
to death. You grab a blanket and begin to run.

Make a 2nd level saving roll on DEX. If you
make it, you get out the gate to freedom. You get
100 adventure points and go to 33C.

If you missed the saving roll, it means you
slipped in the cold zone and fell down. You
froze to death before you could regain your feet.
The trap has served its purpose -- you didn't
escape Biorom.

You stay at 16F and fight any character
that comes along. If you defeat him (i.e.

reduce his CON to 3 or less) he becomes your
slave. You get all his weapons and treasure as well
as 250 adventure points for selling him into
slavery (that character should follow the
directions for someone made a slave). When
you tire of this game, go to 33C. 

If you do not sell out immediately, you may
save up to five slaves and go on a slave caravan.
If you would like to do this, go to 10C when you
have 5 slaves.











Not making a saving roll is what the
man at the mouth of the cave did.

As a result, he walked into an ambush, just as you
have done. 

The Stalker attacks you. He gets 6D6 and 48
combat adds. You don't even clear leather with
your weapon, he attacks so fast. But if you can
cast magic, you may get off a Hold That Pose
spell or a Take That You Fiend spell.  If you can
cast the spell, go to  57A. If not, you take the
Stalker's damage, which will probably kill  you, but
if you survive, then it's a battle to the death.  He
has a CON of 20. If you win, then go to 55F.

Before you is a tiger with a monster
rating of 100. Behind it is a door

through which you see sunlight streaming.
If you are a magic-user and you want to fight

with magic, or escape the situation via a spell of
any sort, write down your spell and go to 39E.
If you are a man-tiger (courtesy of the Deathtrap
Equalizer Dungeon) and you kill this tiger, go to
45D.  If you are not covered by either of the
above options, and you kill the tiger, go to 35C.



You manage to cut one of
the net's supporting cords,

weakening the stability of the whole thing.
From now on, make a level 3 saving roll on
LK for the Netmaster each combat turn. If
he misses it, he falls through and dies on
the spikes.  You must also make a level 3
saving roll on either LK or DEX or a Talent
like Acrobatics to see if you fall through.

Make his saving roll first.  Even if he falls,
however, you must also make yours in
order not to fall.  Refer to 11E to see the
Netmaster's LK ability, but stay at this
paragraph until the fight is over. If you win
by killing the Netmaster yourself, or by
making him fall through the net, go to 17B.
If you don't win, you're dead.



Never ignore slavers. They capture
you, strip you of your weapons and

treasure, and put you in chains. Roll 1D6. Make a
saving roll on CHR at the level indicated by the
die roll. If you make it, go to 43B. If you don't,
then go to 27C.



He hands you the sonic sword that
used to belong to Ran. It gets 3D6 +

5 with no base STR requirement, making it well-
suited for use by hobbs or other small beings.
After two combat turns it will destroy any non-
magical armor your foe is wearing.  If you wish to
sell it, you will receive 500 gold pieces.

You may now continue on to the house of
the Master Rogue by going to 1B or return to the
city square at 33C.

















The door closes behind you and you
find yourself floating in mid-air. "You

are in the Room of No Gravity," calls a warrior
from across the room. "This is my element, and I
am going to kill you!"

With that he launches himself at you and aims a
vicious cut at you with his dagger. You manage to
twist out of his way. However, you quickly discover
that trying to use any weapon larger than a dagger
throws you off what little balance you have. You
cast your larger weapon aside and draw your
dagger. If you don't have one, then you will find a
misericorde -- 2D6 and no adds -- floating near
your hand.

His CON is 25 and he has combat adds of 15.
He fights with a sax (2D6 + 5). For each combat
turn, you must make a level 2 saving roll on DEX.
If you miss, halve your attack (combat roll and
adds) for that turn . . . you are having trouble
because you can't quite get the hang of fighting
without gravity.

If you can cast magic, you may use a combat spell
to improve your chances. If you kill him, go to 19B.

















Make a level 1 saving roll on LK. If
you make it, go to 27B. If you miss,

go to 53B.





Make a first level saving roll on
CHR. If you make it, they tolerate

your training them. If you miss the roll, three
or four of the big ones rip you limb from limb.

Any ogre this character meets will follow his
orders. The ogres he commands will do what-
ever he says, unless he tells them to do some-
thing likely to get them killed.

You get 500 adventure points for this
situation. However, it lowers your CHR by 3
points.  This character should be taken from
this adventure and never return, as the citizens
of Gull might take a terminal dislike to him.







Casting upon yourself, you
escape out the window and drift

calmly to the ground.  From there it is easy
enough to walk away.  Go to 33C.

"Well, well," says Cronus.
"Few beings have done

what you have done. You have earned
the right to live. You will be placed in the
city square and be allowed to continue
your life. You will remember your visit
with me as if it were a dream."

You may have 200
adventure points
(e.p.'s) for meeting
Cronus. If you are
angry enough to
attack Cronus, go to
55A. Otherwise, go
to 33C.





If your DEX is less than 18, you
must make 3 level two saving rolls

on it. If your DEX is between 19 and 30, make
just 2 level two saving rolls on it. If it is 31 to
44, you need only make one saving roll. If your
DEX is 45 or greater, you scale the wall like a
veritable fly and don't even knock a pebble
loose. However, if you miss a single saving
roll, it means you dislodge a stone out of the
wall. It lands with a thud on the ground.

If you knock a stone loose, go to 19C.
If you make the climb safely, go to 1E.

Make a level three saving roll on
IQ. If you make it, go to 8A. If you

don't make it, go to 56C.





You are refusing an adventure?
The gods are saddened by this.

Reduce each of  your attributes by 1 point.
You can get your attribute points back by
going to 21D, or you can return to the City
Square at 33C as an inferior copy of your
former self. 





You have just killed the toughest
monster in this adventure. You now

become the Steward of Time. From Cronus' head
you take the Helm of Time, and from his neck
you take the token of your new office: a chain
and medallion. From his hand you take the
weapon, called a sare, that is used by the Steward
of Time.

Being Steward of Time, you have three powers
which concern time:

One--at the cost of 8 WIZ points you may
cause any metal weapon to decay by speeding
up rusting. The WIZ points will be regained at
one per turn, as magic-users regain WIZ.

Two--at the cost of 40 WIZ points, you can kill
any single foe you face. You simply speed up the
aging process and he dies.

Three--at the cost of 15 WIZ point per combat
turn, you may attack faster than your foe can for
one combat turn. For example, for 45 WIZ points
you can get three combat turns before  your foe
gets even one. As with the above powers, your
WIZ will be regained at one per turn.

Also, you may meddle with the fabric of time.
You should always inform the GM as to what is
happening. For example, going back in time may
inform you what a structure or device was used
for. However, paradoxes must be avoided at all
costs! A paradox will result in annihilation of all
parties concerned and the loss of  your abilities
and your life as the gods take revenge on you for
overstepping the bounds of your office.

You receive 9,999 e.p.s for this adventure and
12 jewels from the pouch on Cronus' belt. Roll for
their value on the Jewel Generator in the T&T
Rulebook.

However, being Steward of Time entails a
certain responsibility. You must defend  your title
with honor hereafter. Although you are permitted
to leave the adventure now, you also must leave
a copy of your character's card at 55A, and deal
appropriately and honorably with those who
come against you.





Any magic spell (i.e. Take That
You Fiend! or some other com-

bat spell) will vanquish the man on the ledge.
Take off the WIZ points that the spell cost
you to cast.  Then you drag yourself onto the
ledge. There you find a door and go through
it.  Go to 19B.









Make a first level saving roll on
LK. If you just make it, go to 48A.

If  you make it by 5 or more points, go to 8D.
If you make it by 10 or more points, go to 37F.
If you fail the saving roll, go to 13C.



You draw  your weapon and they
run. To run after them and engage

them in battle, go to 49E. To follow them and
see where they are going, go to 56A. To make
a prudent retreat of your own, go to 33C.













You follow them to the seaside sec-
tion of town.  They enter an old build-

ing that looks both decrepit and dismal.  If you
wish to call it a night, you may go to 33C.  If you
want to sally forth and go adventuring, go to 46C.

The door closes behind you and you
find yourself on a ledge that is only 6

feet long and 6 feet wide. Across a 12 foot chasm
and 10 feet overhead is another ledge. On that
ledge is a man with a club.

In your right mind you would not attempt that
jump with that man there to mash your fingers.
However, the wall that contained the door starts
to slowly move in your direction, forcing you to
jump, or be pushed from the ledge onto a collection
of sharpened stakes 140 feet below.  Or, maybe
you could fly to safety.

If  you have to jump, make a level 4 saving roll
on Strength (35 - STR) to see if you make the jump
successfully.  If you have an Acrobatics Talent you
may use that instead.  If you make the jump
successfully, go to 12B.   If you can cast a Fly Me

spell upon yourself, do so, and then lev-
itate yourself back into the city, com-

ing down quietly near the main city
square.   Go      to 33C.



If you cast Hold That Pose, the
Stalker will momentarily forget what

he's doing, and miss his leap.  He recovers almost
instantly, but now you have time to either run
away or draw a weapon and fight him normally.  If
you wish to run away, make your first level saving
roll on SPD--if you make it, go to 57C. If you fail the
saving roll or decide to stay and fight the Stalker,
return to 13C and fight to the finish.

If you cast Take That You Fiend, compute the
damage.  If you do more than 20 points of damage
to the Stalker, you will kill him, and that will send
you to 55F. If  you do less than 20 points of dam-
age, go to 13C and finish the battle. You may sub-
tract the damage you did from the Stalker's total

damage. If you sur-
vive, you will

have to battle
to the finish
at 13C.

You surprised your foe, and luck
was with you, and you got away.  It

takes a while to find your way back to the City
Center, but eventually you manage it. If you
have any money, spend 1/4 of it on food or
other supplies before you arrive.  Go to 33C.

You now have gills.  You may
breathe underwater like a fish, and

like a fish you need those gills to be wet in order to
breathe at all. If you spend more than an hour with-
out getting the gills thoroughly immersed in water,
they will get too dry and you will begin to lose both
STR and CON at a rate of 1 point per combat turn
(2 minutes) until such time as the gills are
immersed again.  If your STR reaches zero, you will
no longer be able to move, although you can still
talk.  If your CON reaches negative 10 you are
dead.  Getting water on the gills does not immedi-
ately cure the problem if you have lost STR and
CON.  Those attributes will repair themselves up to
your normal maximums at a rate of 1 point per
combat turn.  These complications are unlikely to
affect you while playing the City of Terrors adven-
ture, but write them down should you wish to take
the character adventuring elsewhere.  

Biorom watches you and records your reac-
tions and adjustments to the surgery. When he
is through with you, you are free to go. You get
100 adventure points and free passage to 33C.

Fighting all of the guards simultane-
ously is extremely dangerous and

probably fatal. If you wish to dodge most of
them, and have a Talent based on DEX, you may
attempt to make the highest level saving roll on
the Talent that you can. (Example: Talent value
of 21 and you roll 7 on 2D6 for a grand total of
28. That is enough for a level 2 saving roll, but
not enough for a level 3. Two of the guards do
not get to attack you on that combat round.)
You will have to fight the remainder in standard
T & T combat.  If they kill you, close the book. If
you slay all the guards, you will be able to
escape, find a horse, and race back to Gull,
where you can sell the mount for 5D6 X 5 gold
pieces and vanish into the crowds--go to 33C.

You throw down your weapon and
leap back from the charging guards,

shouting all the while that you want Justice.
Make your level 3 saving roll on Charisma.  If
you make the saving roll, the guards are
impressed enough to make you captive instead
of killing you, and hold you for the Sheik to
decide your fate--go to 57F. If you miss the sav-
ing roll, they cut you to pieces and you die.

The Sheik comes and examines the
scene of the tragedy.  He questions

you and the girl closely about what happened.
Your ability to speak well in your own defense is
most important here.  Make a level 3 saving roll
on INT.  If you make it, you convince the Sheik
that his brother was trying to kill you and got
exactly what he deserves.  The Sheik will release
you and have you escorted back to the city, but
he will keep all your weapons and armor--go to
33C . If you fail the saving roll the Sheik decides
that you must die to atone for the insult you
have done him by slaying his kin. There is no
escape. You die. Close the book.

57
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