& - = i
e 7 e e

e
S — - o




ginct

<a Fy f_'l.'

%

f“':‘-' i

.":
nio







| e suckde ora the rmarrows of the dead
{  andd foed o therr purrefijsg Flesh.

Grerq coffira 1s armeal,

Ee COTPSC'S OF ciour LOVC‘C! oreS

ere «ue CIINC.







“IT WAS SAID THAT BODIES LAY FOR DAYS IN THE DARK TEMPLE AND WERE NOT DE-
VOURED TILL CORRUPTION HAD BEGUN. AND PEOPLE WHISPERED OF FOULER THINGS
THAN NECROPHAGISM, OF BLASPHEMOUS RITES THAT WERE SOLEMNIZED IN THE
GHOUL-RIDDEN VAULTS, AND NAMELESS USES TO WHICH THE DEAD WERE PUT BEFORE

MORDIGGIAN CLAIMED THEM.” —CLARK ASHTON SMmTIH, “THE CHARNEL GoD”
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THE REALM OF SHADOWS

Jrtrroductiors

he primary focus of The Realm of Shadows is
ghouls and the stories and legends that pertain
to them. In researching and writing this volume,
the author consulted folklore texts documenting real-world
tales of ghouls and ghoul-like beings. He further examined
the stories of two horror writers that delve into the lore of
ghouls: those of H.P. Lovecraft and Clark Ashton Smith.
Notions of cannibalism and grave-robbing strike at the
heart of our taboos of death and the body. Real-world ghoul
lore focuses largely on these activities, and primarily ex-
plores these taboos. The fictive possibilities offered by
ghouls, however, are broader. In the work of the aforemen-
tioned authors, the personal and religious ramifications of a
ghoul culture are explored in darkly fascinating (if broad)
strokes. The actions of ghouls embody that which we fear,
yet their knowledge embodies that which we seek: the won-
der and horror of the corporeal form, the rituals that pre-
scribe what happens to us after we die, the ways in which we
are a part of a larger cycle of death, decay, and rebirth.
The Realm of Shadows offers a grim look into an in-
verted food chain. The author has attempted to present
ghouls in the mould of Lovecraft and Smith, as sentient be-

ings with a functional society who are the seeming antithesis
of all that humans value, yet who dwell in our very midst—in
our largest metropoli—and do so mostly unopposed. That
these genuinely horrific and loathsome creatures are more
like us than not is part of Lovecraft’s triumph over the false
primacy of humanity—the shuddersome beasts of Lovecraft’s
“Pickman’s Model” give way to the sympathetic but alien
horrors of “The Dream-Quest of Unknown Kadath,” while
Smith’s “The Charnel God” establishes a system of belief
that is disturbing and yet similar in degrees of dogma and
fervor to those of humanity.

The ways in which ghouls and humans interact posit
interesting statements about our uncomfortable relation-
ship with our own mortality, about the ways in which hu-
mans have always sought to conquer through assimilation
(a form of symbolic cannibalism), and about the ultimate
question posed in Lovecraft’s fiction by the very existence
of the Cthulhu Mythos in the midst of humanity: just who
is using whom? !

Bon appetit!

—John H. Crowe, III and John Tynes

Ad‘-mou.de&sems

Special thanks to Jeff Moeller, whose helpful comments
were instrumental in smoothing out a few potential bugs in
the campaign in a timely manner.

The quote from Clark Ashton Smith’s story “The Charnel
God,” on p. iii of this book, appears by the kind permission
of Marc Michaud of Necronomicon Press, publishers of
Smith’s book Tales of Zothique. We recommend this book
highly to those intrigued by Smith’s work, and you'll find
ordering information on p. 203

JResearch Noes

Most research for The Realm of Shadows was done at the
Seattle Public Library. Their assistance in the author’s ef-
forts, particularly in providing basic historical and geographi-
cal information as well as Clark Ashton Smith stories, was
instrumental in the creation of this work. The Detroit Public
Library was also very helpful and considerate and provided
material pertaining to French Guiana. Final thanks goes to
the University of Washington’s Graduate School Library (the
Suzzallo-Allen Library) which provided the basis for some of

the maps in this volume as well as resource material.
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OVERVIEW

RESOURCES

RESOURCES

- Overviews

pposition to the investigators and their notions
of justice and morality stands in the form of the
cult of Mordiggian, the charnel god of the ghouls
who also counts human acolytes among its followers. The
cult of Mordiggian is nowhere near as dangerous as many of
the traditional cults of Call of Cthulbu. They operate slowly
and patiently, perhaps making them more menacing and in-
sidious than some who seek out swift results. Their final
goal is the subjugation of the world through the corruption
of morals, and the concurrent development of a world
where overpopulation and scarcity of resources will eventu-
ally make cannibalism an accepted part of daily life. They
wish to enable the return to the physical world of the char-
nel god Mordiggian, who has been trapped for millennia in
the Dreamlands. Once here, he requires the corpses of hu-
mans to feed on as do his ghoul followers. By making the
consumption of corpses morally and socially acceptable, as
it is in the Dreamlands city of Zul-Bha-Sair, they can exist
without fear of persecution or popular rebellion.

The cult does not seek to achieve these goals in the
course of this campaign; those are still-distant dreams at the
time of the action which concerns us here. The investigators
will have the opportunity, however, to uncover an insidious
force slowly working its way into the bulk of humanity, and
to perhaps deliver a serious (if not crippling) blow to the
cult’s plans. More importantly, the investigators have the
twin opportunities to gain knowledge about the secret world
around them and to take a personal stand against all that the
cult represents. In the end, human history may well be a

hopeless endeavor doomed to corruption and eventual ex-
tinction; in the light of that awful truth, it falls upon each
investigator to recover a personal sense of value and focus in
the face of the horror of cosmic indifference: against all
odds and with full knowledge of the futility of my actions,
this is nonetheless where I made my stand.

The Realm of Shadows is broken into four separate sce-
narios in addition to the attached resource material. Each
varies in size and complexity.

The first is Kith and Kin. It revolves around the crimes
of Franklin Quigley, a ghoul masquerading as a human and
living a quiet life in a medium-size Massachusetts commu-
nity. Quigley has set himself up as a medical doctor. By no
means is he a good one nor is he licensed, but his patients
are unaware of this. Marriage, even, has been within his
means. By marrying Katharine Durham, he was able to fa-
ther a human-ghoul crossbreed to further his own scientific
interests in the physiologies of ghouls and humans. This
creature, known as a hu-ghoul, has grown o become a
healthy, pre-teen girl named Anne. Despite her unsavory par-
entage, she is an innocent and unwitting pawn who can only
suffer as events unfold. The scenario begins with Franklin
hiring or recruiting the investigators to find his wife, who
has fled with Anne after discovering her husband’s true na-
ture. It is up to the investigators to uncover Franklin’s iden-
tity and rid the world of him without causing additional suf-
fering to Katharine and her daughter.

The second scenario is Provender of the God. Whereas
Kith and Kin is an introductory scenario designed to break-

Tirmecable

The Realm of Shadows has no hard-and-fast timetable that must be adhered to throughout the campaign. The only
firm date is the starting date of April, 1940. In mid-April, the investigators receive the first contact from Franklin
Quigley and on April 17, they actually meet him. Aside from this one date, no others are set in the text.

It is up to the Keeper to maintain a log of what days have passed and what has happened on each. Complete
calendars for the year 1940 are provided on page 27 and may be photocopied for the Keeper’s convenience.

As the weeks and months pass, the Keeper must begin to take into account world events. 1940 is an extremely

volatile year due, of course, to the war raging in Europe. The latter portion of Provender of the God and the entirety
of When Darkness Falls are greatly affected by this. The fall of France in June, 1940 is especially important since that
greatly affects French Guiana, the primary setting of When Darkness Falls. On page 192 is a timeline covering major
national and world events. The Keeper should feel free to insert these events into the game where needed, since
presumably at least some investigators read newspapers and listen to radio broadcasts. Subtle but persistent attention
paid to events in the world at large will help the Keeper to craft a compelling and entertaining backdrop to the
foreground action.

4 THE REALM OF SHADOWS




RESOURCES

in new characters and provide experience and clues valuable
in later stages of the campaign, Provender of the God is
where the group gets deeply involved in the ghouls’ dark
underworld. It begins with the investigators following up on
strange clues left over from the aftermath of the first sce-
nario, perhaps prompted by Katharine Quigley or other
events. As they proceed, they discover that within the town
of Greenfield, Massachusetts is a dark, insidious cult. The
cult is composed of both humans and ghouls and is centered
on a local funeral home. Their goals are not immediately ap-
parent and might not be until the third or even fourth sce-
nario. However, the investigators will soon discover the dan-
gers posed by the cult and its charnel god, Mordiggian.

The third scenario, Charnel House, is set in the Dream-
lands and is a kind of subplot within the overall scheme of
the campaign. There are several opportunities for investiga-
tors to enter Charnel House, any one (or more) of which
may easily be encountered. In Charnel House, the investiga-
tors actually enter Mordiggian’s city of Zul-Bha-Sair within
the Dreamlands. There, they may learn important informa-
tion or even take action to disrupt the cult at the source.

CHARACTER CREATION

The final scenario is When Darkness Falls. This is the
culmination of the main body of the campaign. In it, the in-
vestigators pursue the cult leader, Morton Hadley, from
Greenfield—or perhaps they trace a route that they learn he
intends to take. His goal is to reach the secret stronghold of
what may be the greatest of the world’s ghoul-cults. Located
deep in the tropical rain forests of French Guiana, this
stronghold has been slowly growing ever since the eigh-
teenth century. Prior to that it was located in France, but
authorities there forced it to flee the country. When Dark-
ness Falls provides the one chance for the investigators to
learn the overall goals of the cult and then disrupt them.

The Realm of Shadows can be employed as a sequel to
an earlier Pagan Publishing campaign, Coming Full Circle,
owing to the campaigns’ consecutive time-frames and their
similar locales. Keepers may opt to permit survivors of that
campaign to take part in this one. However, that is not re-
quired nor is it necessarily advisable, depending on how the
scenarios in that volume worked out. Entirely new investiga-
tors or survivors of other scenarios may be used as long as
they fit into the criteria laid out in the next section.

RESOURCES

- Characrer Greaxiors

he Realm of Shadows requires specific character

types in order to establish and maintain plausibility

Key to this is determining what investigators are
suitable for the first scenario, Kith and Kin. Presumably, in-
vestigators who survive this scenario will be drawn by the
course of events into the rest of the campaign regardless of
their personal backgrounds.

For Kith and Kin, the group must be composed of
more than simple private investigators. An average private
investigator of the period would likely lack key skills and
knowledge necessary for the campaign. Further, such charac-
ters would be less open to certain options generally available
to other types of characters.

If Coming Full Circle was run by the Keeper prior to
this campaign, surviving investigators may be well-suited to
The Realm of Shadows. Of course, many readers will not
have Coming Full Circle available to them or will choose not
to link the two campaigns.

The Keeper has a number of options that may be exer-
cised. The first is to have the investigators be acquaintances
hired by Franklin Quigley, the ghoul-in-human-guise who is
the villain of the first scenario. Perhaps they were recom-
mended to him by colleagues or social contacts. This is espe-

THE REALM OoF SHADOWS

cially worthwhile in cases where the investigators are already
experienced and form a cohesive group. Quigley, of course,
should not expect the investigators to possess any Mythos
knowledge or an obvious and publiclyknown predilection
towards obtaining such; he is genuinely and simply seeking
experienced, discreet individuals who can deliver his wife to
the authorities (or, darn the luck, kill her outright in the
course of events) and bring his daughter back to him. The
latter goal is foremost in his mind.

Alternately, the scenario can begin with Quigley hiring a
private investigator who then recruits friends or colleagues
with differing backgrounds to assist in this unusual case.
Again, this may best work with investigators who have
worked together in previous Call of Cthulbu scenarios.

A third option is to have the players take the roles of pri-
vate investigators. There is no hard and fast rule stating they
have to be typical private investigators of the period. Everyone
has a past and this adage can apply to the investigators. In
other words, some of the investigators may have superior edu-
cations and only turned to careers in private investigations due
to hard luck in the job market, perhaps caused by the Great
Depression. The Keeper should encourage players to intro-
duce fully developed, complex characters: men and women




CHARACTER CREATION RESOURCES

A Philosophe ors Trarmal Characrer Developmente

For quite some years, we at Pagan Publishing have privately favored ignoring certain elements of the character creation game
mechanics in Call of Cthulbu. Specifically, when we play we generally disregard the guidelines for occupations and permit
players to apply skill points to whatever skills they wish. Players, of course, should start with a specific character concept in
mind before the dice are even rolled. Once statistics are generated and the number of skill points are known, the player
chooses his character’s profession, nationality/ethnicity, gender, etc. Only after all this is known are the points spent.

As an example, James decides to create a new character specifically for this campaign. The Keeper trusts him to create a
well-rounded character so only informs him that the story is set in Massachusetts in 1940 and that private investigators are
best-suited. James decides that he wants to play something more than a gun-toting tough. He wants an educated, intelligent
character who perhaps has turned to private investigations as a means of earning income during the lean Depression and early
post-Depression years. After generating statistics and choosing a basic background, he decides that his character, Ronald
Talley, is to be a college-educated veteran of the Great War. This means he must be at least around forty years old, perhaps
older. He decides that his character is a 41-year-old American, educated at Boston College early in the 1920s. His family had
money and footed the tuition bill and he graduated with a B.A. degree in history in 1925. After graduation, he worked as a
junior-level manager in an investment office in Boston until the stock market crash in 1929. Suddenly out of a job, he sought
employment in anything that might pay the bills and eventually was hired by the O.K. Detective Agency of Boston. The head
of that small firm, Edmund O’Malley, hired Talley because he was both educated and a veteran. Though Talley lacked some
street knowledge, this wasn't something that couldn’t be picked up through training and experience. In the following decade,
Talley became an experienced private investigator and recently left the O.K. Detective Agency to start his own firm in Worces-
ter, Massachusetts. The case leading him into this campaign is one of his first since setting up shop under his own name.

A character like Ronald Talley could potentially have a wide variety of skills. Assuming he has an EDU rating of 15 and INT
of 14, this gives him a combined pool of 440 points to spend on skills. Some chosen skills might be of little practical use and
just reflect marginal or basic knowledge in the subject. He might therefore have 5% or so in a few skills to reflect some
knowledge picked up in college (Archaology, Anthropology, and Zoology are three examples). To account for his military
experience and training, James needs to specify the branch of service Talley was in, how long he served, and whether he was
sent overseas and perhaps saw combat. He decides Talley was a U.S. Army infantryman who was sent to France, but saw no
combat and was only two years in the service. He therefore opts to apply some moderate amount of skill points (ranging in
each from 10% to 30% in addition to the base skill) to Climb, Dodge, Jump, and Rifle Attack—reflecting his training, but also
his lack of extensive field experience and long military service. In addition, he decides that Talley should have fluency in
French (60%) which he gained both while stationed in France and during his college years.

Next, Talley’s college education must be considered. A Bachelor of Arts degree in History means that Talley should have
at least some moderate level of History skill plus some points in related skills and disciplines. James decides to give Talley 40%
in History, 45% in Library Use, 30% in Persuade, 20% each in Anthropology and Archzology, and a smattering in a few other
skills. With college accounted for, James must next take into account Talley’s professional life. James decides to apply the
lion's share of his remaining skill points to some of the traditional private investigator skills: Fast Talk, Handgun Attack, Law,
Locksmith, etc. Finally, he withholds a few points to permit Talley to have some hobbies. Foremost among these is sports.
Ronald Talley loves baseball and therefore has some skill in both Throw and Large Club Attack. He is no expert so only a
relative handful of points are devoted to these skills.

A character like Ronald Talley is reasonably well-rounded. He has a fairly sizable number of skills which helps reflect a full
life. Granted, he has only a relative handful that are over 40% or so, but this does not mean he can’t function. His contribution
to a team effort—and the group won’t survive unless they make it a team effort—would be enormous. He is a competent
researcher and can use Fast Talk skill to great effect. His fluency in French can prove to be immensely helpful late in the
campaign and his ability with firearms will make him a good man to have around when the bad guys come knocking at the
door. As an educated man, his personal knowledge in history and other areas may make it less necessary to do detailed
background research or might at least shorten the time such research takes.

The author hopes that the Keeper will consider this philosophy when guiding his or her players during character creation.
It is given as an option only and is certainly not something that needs to be carved in granite. For those who disagree with the
basic utility of this philosophy, there is a final point to consider. Which is more realistic and enjoyable to portray: the Ronald
Talley given above, or a Ronald Talley who divides his skill points between the eight skills allowed him by the rules and a few
others to sop up the INT points? Hopefully, good and/or experienced Call of Cthulbu players already know this, but surely
many readers are fully aware of those who repeatedly insist on characters having only four to six skills each with ratings of 70%
or more. There is a better way, if the Keeper is comfortable with a wider degree of player latitude and if the players are ready
to accept the responsibility that comes with such freedom.

6 THE REALM OF SHADOWS




RESOURCES

with numerous interests and experiences. Ignore the game
mechanics that force players to shove most skill points into a
handful of skills; allow the players to distribute them how they
see fit. See the boxed text on the previous page for more guid-
ance on this important matter.

Regardless of what group is assembled to take on the
challenges of this campaign, the Keeper must ensure that the
investigators are introduced in a believable manner. Further,
they should have a fairly wide assortment of skills, abilities,
and knowledge and at least some should have strong educa-
tional backgrounds. Lacking these key elements, the investi-
gators will struggle here and possibly be doomed to failure
before the campaign proceeds even past the first scenario.

Necu Skalls

The skills described here are not part of the official Call of
Cthulbu rules. However, all are reasonable to include in most
any scenario and are certainly of value in respect to The
Realm of Shadows. Next to each skill name is a number in
parentheses. This is the base rating for the skill in question.
Two more skills, Fast Draw and Parachuting, appear
elsewhere in this book. They are not recommended for gen-
eral play without due consideration and so are not included
here, but if desired they can be found on pp. 96 and 190.

}\rd—xcect:m (oo%)

This is the knowledge of architectural styles and designs
from around the world. It allows one to distinguish between
known human architectural designs and place them within
geographical, cultural, and historical context.

The Keeper may also allow this to encompass some
level of engineering knowledge and permit it to determine
structure stability, age, composition, and so on. Architecture
does not include the knowledge or ability to actually design
or build stable structures.

Boa:w-ls (IO%)

Boating is the ability to pilot (but not navigate) a small water-
craft such as a canoe, kayak, or rowboat. It is of little or no
use with other forms of craft such as sailboats and motor-
boats. While the base is 10%, proficiency is gained at 25% (as
with Drive Automobile and Ride skills).

CHARACTER CREATION

Boraryq (oo%)

Retained from prefifth edition Call of Cthulbu rules,
Botany was replaced by Biology skill. However, it is still im-
portant in many scenarios and campaigns. In The Realm of
Shadows, it is most important in When Darkness Falls
where this knowledge may be vital. Note that Biology is still
on the character sheet, but can be considered more general
knowledge, or knowledge outside the bounds of Botany and
Zoology (e.g. microbiology).

Third edition CoC rules defines Botany as follows: It is
the ability to correctly identify any plant and make judgements
as to its uses and/or misuses. When confronted with an un-
known plant specimen, Botany can determine its normal habi-
tat. Further, a successful Botany roll can allow one to name a
plant known to humanity and know its range and habitat.

Cu-pemrn]/ UJooderafr (10+)

This comprises the basics of fashioning and repairing wood
objects using basic tools.

Qrvwsvaploq (OO“K:)

An individual with this skill has received formal training and
instruction in mapmaking and geography. In addition to the
obvious ability of reading and making maps, such a person
has knowledge of topography, climates, and environments.
This skill does not include the practical use of maps for the
purposes of navigation (see the skills Land Navigation and
Sea/Air Navigation for this).

Defno(.rucnqs (OO%)

This skill not only allows the individual to know how to set
charges, but gives him or her the knowledge of how much is
appropriate to use and where charges should be placed in
order to have the desired effect. Those with 40% or more of
this skill can concoct simple explosives if the proper tools
and materials are available.

Fom:slcs (ocox)

Generally a skill possessed by skilled physicians or perhaps
experienced law enforcement officers, Forensics is knowl-
edge of physical evidence at crime scenes, most notably that

Gmup Juck-TRolls

From time to time in this campaign, somethifig called a group Luck roll is called for. The author defines the group Luck roll
as being the lowest Luck rating of an investigator (or, if the Keeper so decides, a key NPC) involved in a particular group
activity. In other words, if George, Bill, and Lin decide to slip into a cave to hunt down an elusive cultist while Jeff, Mike, and
Art remain back at the hotel room, the group Luck roll for the party in the cave is determined only by those investigators
directly involved. It is not affected by the three back at the hotel.

THE REALM OF SHADOWS




CHARACTER CREATION

concerning corpses. The fifth edition Call of Cthulhu rules
contains an excellent article on forensics that can help en-
lighten those who develop this skill.

Mazhermazics (10%)

This is the ability to perform mathematical calculations. The
higher the skill rating, the greater the knowledge. 20% skill
probably means one is familiar with basic arithmetic. 40%
indicates one is competent with more advanced algebra and
60% means one knows calculus.

Navgazions (special)

In the fifth edition Call of Cthulbu rules, the skill “Navigate”
takes into account a wide range of navigation skills. It is rec-
ommended that this be broken down into two separate skills.

Land Navigation (10%): This is the ability to navigate
overland using maps, compasses, pace count, terrain associa-
tion, and the like. It is commonly taught in the military ser-
vices and the Boy Scouts.

Sea/Air Navigation (00%): This is the ability to employ
charts and sextants and similar tools and methods to navigate
over large bodies of water and through the air. More rare than
Land Navigation skill, this may require specialized or technical
training such as that offered within the armed services.

SMLNS (oox)

This is the ability to pilot a boat whose primary form of pro-
pulsion is sails. It allows one to maneuver the vessel as well
as rig and maintain it. In time periods when large sailing ves-
sels were common, Sailing would be a key skill for crew
members. In the context of the twentieth century, it prima-
rily reflects the ability to operate a yacht or small sailboat.

Surserol (DD“E)

This is the ability to perform operations on humans. It al-
lows one to properly employ surgical equipment and rel-
evant drugs. Specialized operations (e.g. neurosurgery) or
operations on severe cases (e.g. multiple gunshot wounds)
may warrant negative modifiers to the skill roll. Routine op-
erations may be performed with no modifiers or potentially
even substantial positive modifiers. '

Zooloyy (00+)

Retained from prefifth edition Call of Cthulbu rules, Zool-
ogy was replaced by Biology skill. However, it is still impor-
tant in many scenarios and campaigns. In The Realm of
Shadows, it is most important in When Darkness Falls
where knowledge of this sort can save lives. Note that Biol-
ogy is still on the character sheet, but can be considered
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more general knowledge, or knowledge outside the bounds
of Botany and Zoology (e.g. microbiology).

Third edition CoC rules defines Zoology as follows:
When the user has a specimen of a reasonable size (“reason-
able” being determined by the level of the user’s skill and the
Keeper's discretion), this skill can identify the animal the
specimen is from. Zoology also allows the user to determine
the probable ecological niche and habitat of an unknown
animal being studied.

Necs Spells

Two spells related to ghouls are important in this campaign
and are highlighted here. Call/Dismiss Mordiggian is a new
addition to Call of Cthulbu, while Contact Ghoul is one fa-
miliar to players from the rulebook. Two other spells new to
Call of Cthulbu, or at least worthy of review in these pages,
are also presented.

CALL/DISMISS MORDIGGIAN: Mordiggian is currently
tied to the Dreamlands. Any time it spends in the waking
world is limited, even if this spell is used.

As with standard spells of this nature in the rulebook, a
single caster or a group may employ it. If a group is used,
each participant may donate a single magic point to the
spell. Those who actually know the spell may’ donate up to
their available total of magic points.

Normally cast at night in the vicinity of graveyards,
tombs, and charnel houses, Call Mordiggian requires each
participant to consume the uncooked flesh of a dead human
or ghoul during the process of the ritual. The amount may
be small (a mere mouthful will do), but it must be swal-
lowed. People who are not cannibals or accustomed to con-
suming such flesh lose 1/1D6 SAN from this.

Once the magic points are totalled, that is the percent
age chance that Mordiggian will appear. A fumbled die roll
(96 through 100) always indicates failure. If the magic point
total exceeds one hundred, the excess points may be used to
reduce the number of minutes required for the spell on a
one-for-one basis.

Call Mordiggian requires one minute of chanting for
each magic point expended minus those that exceed one
hundred (as described above). Casting time is a minimum of
one minute. Sanity loss for the spell is 1/1D6 for consuming
the flesh, 1D1o for the caster, and an additional 1D6/1D20
for seeing Mordiggian.

Upon arrival, Mordiggian will be incensed if it turns out
that someone other than his worshippers called him. An “in-
censed” Mordiggian is a violent Mordiggian. Those facing its
wrath will not likely survive. Rightful worshippers led by a
priest (most likely a ghoul) will be able to commune with their
deity with little fear of retribution. True worshippers are also
likely to provide Mordiggian an offering of corpses.
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Mordiggian’s time on Earth is limited and will last a maximum
of twenty-five minutes (one minute per point of POW it pos-
sesses). It cannot be called to Earth more than once per night.

CONTACT GHOUL: A very common spell in this campaign,
Contact Ghoul is described on p. 145 of the fifth edition
Call of Cthulbu rules. The versions listed here have been
adapted to the specifics of this campaign and also provide
greater detail in description.

There are two forms of Contact Ghoul: Contact Lesser
Ghoul and Contact Greater Ghoul. They are completely dif-
ferent spells. Contact Lesser Ghoul is by far the more com-
monly known of the two. Outside of this campaign, Contact
Greater Ghoul will not be encountered except at the
Keeper’s discretion.

CONTACT LESSER GHOUL: Requiring the expenditure of eight
magic points, this spell must be cast near where lesser ghouls
might be found. Cemeteries and crypts are two examples. It
must also be cast at night and preferably by moonlight.

The spell is relatively simple. It requires the caster to
brandish a piece of human flesh and chant a series of words
in the ghoul tongue in order to coax the loathsome critters
out of hiding. This takes only a minute or two to complete.
The chance of success is entirely up to the Keeper, but there
should be a small negative modifier on nights when the
moon has not arisen or is obscured by cloud cover. Whether
or not it is $uccessful, the caster loses 1D3 SAN and, of
course, may lose more SAN if a ghoul shows up (o/1D6). If
one does come, it will arrive in 1D1oo hours or whenever
the Keeper deems appropriate.

A lesser ghoul so contacted is a random representative of
the local population. It is under no restraint and may very well
be hostile. How it reacts to the caster depends on what the
caster does and what the specific personality of the ghoul is.

CONTACT GREATER GHOUL: Requiring the expenditure of
eight magic points, this spell must be cast in the proximity of
where greater ghouls might be found. Greater ghouls are
much more rare than their lesser kindred. Only in areas
where there are large ghoul populations or particularly well-
organized ghoul clans might there be greater ghouls. It must
be cast at night and preferably by moonlight.

Contact Greater Ghoul requires the caster to brandish a
piece of human flesh and chant a series of words in the
ghoul tongue. During this process, the name “Mordiggian”
is invoked repeatedly. This takes two to three minutes to
complete. The chance of success is entirely up to the
Keeper, but there should be a small negative modifier on
nights when the moon has not arisen or is obscured by
cloud cover. Whether or not it is successful, the caster loses
1D4 SAN and of course, may lose more SAN if a greater
ghoul shows up (o/1D6). If one does come, it will arrive in
1D100 hours or whenever the Keeper deems appropriate.
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A greater ghoul so contacted is a random representative
of the local population. It is under no restraint and may very
well be hostile. How it reacts to the caster depends on what
the caster does and what the specific personality of the ghoul.

CREATE GATE OF ONEIROLOGY: This resembles the standard
Create Gate spell in the Call of Cthulhu rules and is de-
scribed on p. 11 of Chaosium’s The Complete Dreamlands.
It is a means of opening a physical pathway to the Dream-
lands. Though the spell is not available to the investigators, a
gate of this type exists in the scenario When Darkness Falls.

The gate’s creator must know what part of the Dream-
lands the gate is to open into; this means he or she must
have actually been to that part of the Dreamlands at least
once. In creating the gate, four points of POW are sacrificed
(permanent loss).

The effect of the gate is powerful. People and objects
from the waking world can travel freely both ways through
the gate—they do not need to go to sleep, as their real bodies
are passing physically into the Dreamlands—but beings origi-
nating in the Dreamlands (humans and creatures—like
zoogs—that can be found only in the Dreamlands) cannot
enter the waking world. This means that ghouls and certain
Mythos creatures commonly found in the Dreamlands, but
also occasionally seen in the physical world (gugs and ghasts,
for example) can freely move both ways through the gate.
Also, some objects from the waking world that were taken
into the Dreamlands may have changed form. Such items
will retain that form permanently even though they are
brought back into the waking world. Travelling through the
gate costs no magic points.

WORMS: This spell first appeared in a scenario written by
Keith Herber entitled “The Condemned,” and can be found
on p. 133 of Chaosium’s Arkbam Unveiled (first edition). It
is possessed only by the most powerful of cult members in
When Darkness Falls. The description here is slightly ex-
panded from the Arkham Unveiled version, but is identical
in all important respects.

Worms causes thousands of black, wriggling, six-inch-
long roundworms to grow within the victim’s digestive sys-
tem and pour out all orifices. A side effect is to cause the
victim to suffocate to death. The spell automatically suc-
ceeds against an unconscious or sleeping target, but a con-
scious one is entitled to a POW vs. POW contest on the Resis-
tance Table to avoid the effects. If the spell is successful, it is
very graphic and disgusting to watch (causing 1/1D6 SAN
loss to witnesses) and worse, is impossible to stop.

The caster expends six magic points when using this
spell. More worms continue to generate as long as the victim
lives and they do not vanish after death (though they pose
no threat to anyone in the vicinity). To determine the
amount of time it takes for this spell to kill the victim, use
the drowning rules in the Call of Cthulbu rulebook.
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Gkouls

houls play a central role in The Realm of Shadowws.
This section describes various species and subspe-
cies of ghouls that are employed in the campaign
as well as books and spells related to them.

“These figures were seldom completely buman, but often
approaching bumanity in varying degree. Most of the bod-
ies, while roughly bipedal, bad a forward slumping, and a
vaguely canine cast. The texture of the majority was a kind

of unpleasant rubberiness.”
—H. P. Lovecraft, “Pickman’s Model”

The type of ghoul most familiar to Call of Cthulbu players,
this is the version represented in the rulebook. The descrip-
tion here is somewhat expanded and slightly altered from
the original, but is otherwise consistent with the Call of
Cthulbu guidelines.

Many lesser ghouls are rubbery, loathsome humanoids
with hooflike feet, canine features, and claws. Others are

somewhat less bestial and have more subdued features—they
have normal (or relatively normal) feet rather than hooves, a
fairly normal jaw, and so on. A few can even externally pass
for human given proper garb to conceal any suspicious fea-
tures. Their language has been described as being a series of
gibberings and meepings. However, most can speak or at
least understand the language of the country in which they
reside. Unclean, foul creatures, they are adept tunnelers who
are often covered with grave mold or soil.

Beneath many cities are tunnel systems created by
ghouls. These serve as both homes and as a secure means of
movement outside the influence of humanity. Ghouls have
been tied to witches in folklore and are known to occasion-
ally attack humans. Their primary diet, however, consists of
the corpses of the recently buried. It is possible for humans,
over a prolonged period of time, to transform into ghouls.
Breeding with ghouls is also possible and the resultant off-
spring, hu-ghouls, are described further on page 12. Lesser
ghouls are able to employ tools and weapons, But in combat
will usually employ teeth and claws. They are not mindless
monsters; the intelligence level of a typical ghoul is on par
with that of humans.

Roleplws

bouls

At various points in the campaign, it is entirely possible that the investi§ators may be able to directly interact with ghouls. Such
encounters may on occasion be non-confrontational, though it is far more likely that ghouls encountered will be more inter-
ested in inflicting grievous bodily harm on the investigators than chatting with them over tea and scones.

Ghouls can be played in any of a wide variety of ways and should be provided individual personalities every bit as much
as human characters. Some of the more bestial specimens of their species may have noticably deeper or more gravelly voices.
Others may have odd or alien timbres and tones to their voices that don’t quite strike the listener as normal. Many will sound
perfectly human, though they might employ relatively limited (or at least peculiar) vocabularies. (If you want a good, insulting
slang term for a ghoul to use against a human, try “meat,” as in: “Hand over the book, meat.”)

Eavesdropping investigators (perhaps at the Beckwith Funeral Home in Provender of the God) may, for example, have
the opportunity to overhear conversations between human cultists and ghouls yet not actually see what is going on. The
Keeper can have a lot of fun with this. Strange accents and odd tones in the speech of ghouls may have the players wondering
(and fearing) what is actually on the other side of the door or window that investigators are listening at.

In playtesting, this worked out immensely well at one point. Three investigators broke into the Beckwith Funeral Home
in a desperate gamble to grab vital clues. The cult quickly caught on and ghouls swarmed in from the adjacent cemetery. A few
openly approached the front door of the house, one bearing a flashlight. The investigators saw the approaching figures, but
because it was a cloudy night, all that could be seen were shapes and the bright beam of a flashlight.

Next came the knock. The investigators chose to ignore the knock, hoping that whomever it was would go away. The
ghoul was no idiot. He wasn’t about to go through the door and risk the group’s fusillade. Instead, he knocked a third time
and said, “Open up! It’s the police!” The Keeper at this point provided the ghoul a rather deep, throaty voice, but not one that
was totally inhuman. That was more than enough for one frightened investigator. He assumed the worst and fired several
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LESSER GHOULS, CHARNEL FEEDERS

Caotesicc  DeRols Avercges
STR 3D6+6 16-17
DEX 2D6+6 13
INT 2D6+6 13
CON 2D6+6 13
POW 2D6+6 13
SIZ 2D6+6 13
Hit Points (CON+SIZ)/2 13 (round up fractions)

Move: g

Average Damage Bonus: +1D4

Attacks:

Claw Attack 30%; 1D6+db damage

Bite Attack 30%; 1D6 + automatic worry
Armor: firearms and projectiles do half damage
Spells: roll 1D1oo—if the roll is higher than the ghoul’s
INT rating, it knows no spells; otherwise it knows 1D3
spells except in special cases where it may know more
(Keeper’s discretion).
Skills: Burrow 75%, Climb 85%, Hide 60%, Jump 75%, Lis-
ten 70%, Scent Decay 65%, Sneak 80%, Spot Hidden 50%,
plus any others the Keeper chooses to provide them
Sanity Loss: o/1D6
Ghoul Attacks: A ghoul may attack with both of its claws as
well as its bite in a single combat round (for a total of three
attack rolls). If the bite strikes successfully, the ghoul may
hang on to the victim with its fangs. In subsequent rounds, it
will automati€ally “worry” the victim with its fangs, doing
1D4 hit points damage each round. Claws are not used at
this time. A successful STR vs. STR contest on the Resistance

GHoOULS

Table will dislodge the ghoul’s grapple, as will the death of
the creature.

Notes: In The Realm of Shadows, lesser ghouls are the spe-
cies of ghouls most commonly found on Earth. They repre-
sent a race of beings that is degenerate (by the standards of
most humans) and lives in primitive and often disgusting
conditions. Humans are avoided and secrecy is valued above
most everything else. Humans caught within the realm of
the ghouls are not likely to be treated mercifully.

“It seemed that his cry was answered by a score of sardonic
echoes, unhuman as the howling of hyenas, and vyet articu-
late, that repeated the name Mordiggian. Into the room,
from the dark hall, there poured a horde of creatures whose
violet robes alone identified them in Phariom’s eyes as the
priests of the ghoul-god. They had removed the skulllike
masks, revealing heads and faces that were half-anthropo-
morphic, halfcanine, and wholly diabolic. Also, they had
taken off the fingerless gloves.... There were at least a dozen
of them. Their curving talons gleamed in the bloody light
like hooks of darkly tarnished metal; their spiky teeth,
longer than coffin-nails, protruded from snarling lips.”
—Clark Ashton Smith, “The Charnel God”

More reflective of the ghouls of the Clark Ashton Smith sto-
ries, this race is a more evolved, more sophisticated relative
of lesser ghouls. While lesser ghouls are often long-lived de-
spite their way of the life, greater ghouls are immortal, or

shots through the door. This dropped the ghoul and by the time his companions had recovered, the terrified investigators
were already sprinting outside and heading for the gate. The ensuing chase sequence was quite memorable.
The Keeper should always keep in mind that ghouls will value secrecy above all else. Humans who learn of them are

either eliminated or are “convinced” to keep quiet. Though their ways are repulsive by most human standards, they are not
necessarily inherently evil, at least not in the classic sense. If left alone, they will do no harm to the investigators. Of course,
the whole point here is that the investigators are getting involved in the ghouls’ affairs and it is this that will earn them the
wrath of these subterranean humanoids.

In short, the Keeper should provide a wide range of ghouls within this campaign. True, many if not most live in grubby
tunnels and survive on cadavers. However, some like Franklin Quigley (see Kith and Kin) blend into human society. In
Quigley’s case, he uses magic to make his appalling physical form pleasing, but as ghouls (and hu-ghouls) are presented here,
not all are necessarily bestial. Some can and do blend into human society without the use of magic. (Note that some might
find this in opposition to many of the classic Lovecraftian stories. Perhaps true, but it is perfectly in line with real world
folklore which is the stuff on which Lovecraft, Smith, and others drew on to begin with.)

In confrontational situations ghouls can be handled in myriad ways. They may come in sizable groups and use their claws
and strength to overwhelm opponents. Others might employ weapons, even sophisticated ones such as rifles and shotguns
(especially likely if such items are wrested from investigators). Aside from a face-to-face fight, ghouls who are on the offensive
might tunnel their way into the basement of a building the investigators are occupying. The sewer system can also serve as an
important avenue for them. They don’t necessarily have to travel above ground though if they do, it is likely to be done under
cover of darkness.

The Keeper should not feel forced to employ the stereotypical ignorant, primitive, filthy ghoul in every scene in this
campaign. Some may be quite sophisticated and well informed. In fact, in Zul-Bha-Sair (the Dreamlands city in Charnel
House), it is the ghouls that form the ruling class over humans.
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nearly so, much as Deep Ones are. They are also more intel-
ligent and better organized than their more primitive breth-
ren; this, combined with their superior physique, makes
greater ghouls more fearsome opponents.

The general description of the lesser ghoul applies also
to the greater ghoul. However, they are more commonly
found in times predating or postdating what is termed “re-
corded human history.” During recorded history, greater
ghouls are rare on Earth. They are found in far greater num-
bers in the Dreamlands, however, where they generally form
a leader and priest class over lesser ghouls there. As such,
they live in well-built temples, not grubby tunnels. Rather
than appearing as filthy, grime-covered monsters, the priests
are garbed in hooded robes of funereal purple, their faces
concealed by skull-like masks of a silver-like metal. This rai-
ment completely hides their form, making those who are ig-
norant of them unsure as to whether they are looking at a
human, a ghoul, or something entirely different.

In combat, a greater ghoul is likely to enter hand-to-
hand fighting, relying on superior coordination and strength
to overcome human foes. However, they are just as likely to
use weapons and/or spells if the need is apparent and the
means are at hand. Tireless adversaries, they are able to out-
run humans and horses in any prolonged pursuit.

GREATER GHOULS, CHARNEL FEEDERS

Coodeisic DeRols Averages
STR 3D8+6 1920
DEX 2D8+6 15
INT 2D8+6 15
CON 2D8+6 15
POW 2D6+6 13
SIZ 2D6+6 13
Hit Points (CON+5IZ)/2 14 (round up fractions)

Move: 15

Average Damage Bonus: +1D4

Attacks:

Claw Attack 40%; 1D6+1+db damage

Bite Attack 30%; 1D6 + automatic worry
Armor: firearms and projectiles do half damage
Spells: Roll 1Dico: if the roll is higher than the ghoul’s
INTx2 rating, it knows no spells; otherwise it knows 1D4
spells except in special cases where it may know more
(Keeper's discretion).
Skills: Burrow 75%, Climb 85%, Hide 60%, Jump 75%, Lis-
ten 70%, Scent Decay 65%, Sneak 80%, Spot Hidden §50%,
plus any others the Keeper chooses to add.
Sanity Loss: o/1Dé
Ghoul Attacks: A ghoul may attack with both of its claws as
well as its bite in a single combat round (for a total of three
attack rolls). If the bite strikes successfully, the ghoul may
hang on to the victim with its fangs. In subsequent rounds, it
will automatically “worry” the victim with its fangs, doing
1D4 hit points damage each round. Claws are not used at
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this time. A successful STR vs. STR contest on the Resistance
Table will dislodge the ghoul’s grapple, as will the death of
the creature.

u-Ghouls (lesser idepersderse race)

These creatures are the result of unsavory crossbreeding be-
tween ghouls (almost always lesser ghouls) and humans. The
result can be a misshapen monster or perhaps something
that is presentable enough to blend into “normal” human
society (generally those that cause no SAN loss when viewed).
An underclass among ghouls, hu-ghouls are treated poorly
by their fellows and are little more than slaves. While there
have been some rare attempts to breed humans with ghouls
in the hope that the best of both races can be brought out,
the result is often a slow-witted and weak creature. In other
cases, the offspring is both intelligent and physically strong,
though it may demonstrate unusual physical and/or behav-
ioral characteristics. Hu-ghouls in themselves are not ma-
levolent, but the environments in which they usually reside
(in the company of ghouls) can harden them into vicious
beings. Like humans, hu-ghouls can evolve into ghouls and
being partway there already, can achieve this state generally
much faster than a typical human. -

HU-GHOULS, UNFORTUNATE CROSSBREEDS

Cuodeisks . DieRdls Averages”
STR 3D8+6 19-20
STR 3Ds6 10-11
DEX 3D6 10-11
INT 2D6+6 13
CON 3Ds6 10-11
APP 3D6-2 9-10
POW 3Dé6 10-11
SIZ 2D6+6 13
EDU 1D6 34
Hit Points (CON+STR)/2 12

Move: 9

Average Damage Bonus: +o

Attacks:

Claw Attack 30%; 1D4+db damage (if APP< 4)

Bite Attack 30%; 1D2 damage (if APP< 4)

Punch Attack §55%; 1D3+db damage (if APP>4)
Armor: none usually; those with APP< 4 take 3/4 damage
from gunfire and projectiles (round up fractions)
Spells: None, usually.
Skills: Keeper’s discretion; some and perhaps many hu-
ghouls can blend into human society.
Sanity Loss: o/0 to 0/1D4, depending on appearance.

“... it was a bulk of darkness, black and opaque, that some-
how blinded the eyes with a strange dazdlement. It seemed
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to suck the flame from the red urns and fill the chamber
with a chill of utter death and voidness. Its form was that of
a worm-shapen column, huge as a dragon, its further coils
still issuing from the gloom of the corridor; but it changed
from moment to moment, swirling and spinning as if alive
with the vortical energies of dark aeons. Briefly it took the
semblance of some demoniac giant with eyeless head and
limbless body; and then, leaping and spreading like smoky
fire, it swept forward into the chamber.”

—Clark Ashton Smith, “The Charnel God”

Mordiggian is the creation of Clark Ashton Smith. De-
scribed in detail in “The Charnel God,” but only briefly
mentioned in a couple of other stories, this entity is housed
within a great temple in the city of Zul-Bha-Sair. The city is
located on the continent of Zothique, a fantastic world in
Earth’s distant future. It is easy to interpret the city and this
dire god as being in the Dreamlands, owing to its fantastical,
pseudo-medieval trappings.

For the purposes of The Realm of Shadows, that is the
case; Zothique resides within the Dreamlands. (Continuity
purists may content themselves with the notion that the
dream-Zothique is a backwards projection of the future-
Zothique to come.) Mordiggian was once revered in Earth’s
dim past as a death god or charnel god. Its appetite for the
corpses of humans was insatiable and it was loyally served by
ghouls both as priests and worshippers. Humans also
bowed downg¢ more out of the need to appease it than any
real affinity.

Mordiggian’s downfall came at approximately the same
time as many of the other Great Old Ones. Its fate was to be
banished to the Dreamlands, where its influence is largely
limited to one dark city. While in Zul-Bha-Sair, it holds abso-
lute power, but its ability to affect the real world is extremely
limited. On occasion, it is called to Earth by worshippers,
but this is a rare occurrence.

The cult of Mordiggian in the Dreamlands is composed
almost entirely of ghouls and the priesthood is mostly of the
greater-ghoul variety. In Zul-Bha-Sair, there is a great stone
temple in which Mordiggian is reputed to reside along with
a retinue of priests. The human populace of the city is un-
aware of the true nature of the priests, though many rumors
correctly describe them as being ghouls. Garbed in long,
hooded robes of funereal purple, their faces are completely
covered by bright silver, skull-like masks. They rarely leave
the temple except to collect the city’s dead. All the dead of

' Zul-Bha-Sair belong to Mordiggian and the priests. Corpses

are taken to the temple and are never again seen. Rumors of
their disposal are at times quite gruesome, but the people of
the city are satisfied with the state of affairs. No cemeteries
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are present in the area of Zul-BhaSair; there is no need for
them due to Mordiggian’s presence.

Interestingly enough, Mordiggian is not as malevolent
as many other Great Old Ones. It appears to be exclusively
interested in corpses; live prey does not attract it though
those who violate temple rules (such as stealing corpses) will
earn its wrath. Mordiggian’s temple is an open one. Visitors
may enter the central courtyard and even some rooms
within the structure itself. Not surprisingly, few take advan-
tage of this though there are no known cases of a visitor be-
ing harmed by the priests of the Charnel God.

In the physical world, worship of Mordiggian is rare
except among ghouls. Through their tunnels which connect
at points to the Dreamlands, ghouls can maintain some sort
of concrete tie with their deity. Human worship is virtually
unknown except in those few cases where humans are un-
dergoing the process of becoming ghouls.

An encounter with Mordiggian is most upsetting. When
it appears, fire, heat, and light are sucked into its void-like
mass. Temperatures drop by many degrees and the area be-
comes deathly cold and still. Those viewing the god find its
form to be dazzling, requiring those directing attacks at it to
succeed in Spot Hidden rolls to even have a chance at suc-
cess. Anyone in close proximity to the entity may be ob-
scured from the sight of witnesses, and to see their actions
requires successful Spot Hidden rolls. Note that greater
ghouls are largely immune to this visual effect and even
lesser ghouls are resistant, having bonuses to their Spot Hid-
den rolls (Keeper's discretion).

In combat, Mordiggian simply engulfs victims. Anyone
engulfed is instantly paralyzed and dies within a round or
two (six seconds at most). The remains are dissolved swiftly
by the voracious creature and nothing is left to show that the
victim ever even existed, either in the real world or the
Dreamlands. Sadly, anyone fighting Mordiggian will find
that physical attacks have no effect.

STR 30 DEX 20 INT 20
CON 55 POW 25 SIZ variable
Damage Bonus: n/a

Move: 10

Armor: none, but Mordiggian can only be harmed by en-
chanted weapons and magic. Enchanted weapons do mini-
mum damage.
Attacks:
Engulf 90%; almost instant paralysis and death within a
round or two
Spells: Most, especially those involving the dead (Contact
Lesser Ghoul, Create Zombie, Raise Corpses, etc.)
Sanity Loss: 1D6/1D20
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ethodical investigators are likely to engage
in research on ghouls in sources both
Mythos and mundane. The latter has a

wealth of such material, even in the real world. For the en-
lightenment of the Keeper and as a handy player aid should
the investigators hit the library, we present here an extended
excerpt on ghouls from Chapter IV of the book The Vampire,

His Kith and Kin (1928) by Montague Summers. You can
photocopy these pages and hand them out to the players, or
alternately you can even obtain one of the many recent edi-
tions of this work from a local library or bookstore for greater
verisimilitude; this latter option gives the players a chance to
make their own Library Use rolls as they flip through the
musty pages of this very real and very useful occult tome.

In Arabic the word for horse-leech is 35, while §,5, formed from the same root “to
hang,” means the kind of Jinn called Ghoul (Js#). The Ghoul appears as a female demon
who feeds upon dead bodies and infests the cemeteries at night to dig open the grave for
her horrid repasts. Sometimes she would seem to be a woman, half-human, half-fiend, for
in story she is often represented as wedded to a husband who discovers her loathsome.
necrophagy. She can bear children, and is represented as luring travellers out of the way to
lonely and remote ruins when she falls upon them suddenly and devours them, greedily
sucking the warm blood from their veins. The Ghoul is familiar from 7he Thousand and
One Nights as is the story of the Prince who having pursued a strange beast whilst hunting
was carried to a great disance, and chanced to see by the wayside a lovely maiden who sat
and wept. She told him that she was the daughter of an Indian king who had been lost in
this desert by her caravan. The chivalrous youth takes her upon his horse, and a little later
pleading a certain necessity she descends—Ilatrines are particularly considered to be the
haunts of evil spirits and malignant entities, and Jean de Thévenot in his Travels into the
Levant (“Newly done out of French, folio, London, 1687), says: “The Kerim Kiatib, merci-
ful scribes wait upon him [the Turk] in all places, except when he does his needs, when
they let him go alone, staying for him at the door till he comes out, and then they take
him into possession again; wherefore when the Turks go to the house of office they put the
left foot foremost, to the end the Angel who registers their sins may have them first under
his protection.”

The young man hears voices in the haunted latrine, the feigned Indian lady cries:
“Children, to-day I have brought you a fat and comely juvenal.” And several answer:
“Bring him along, Mother, bring him along for our bellies cry for food.” At these words he
trembled exceedingly for he saw he had to do with a ghoul and when she returned he lifted
up his voice in prayer: “O thou who art ever ready to hearken to the oppressed who calls
upon Thee and Who dost unveil all deceit, grant me to triumph over mine enemy, and
keep all evil far from me, for Thou canst all that Thou dost desire.” When the ghoul heard
these words she vanished from sight, and the prince is able to make his way back home.
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(The Fifth Night. Les Mille Nuits et Une Nuit, trs. Dr. J.C. Mardus, Vol. I, 1899, pp. 57-59,
“Histoire du Prince et de la Goule.”)

In the story of Sidi Nouman a young man marries a wife named Amine, who to his
surprise when they are set at dinner only eats a dish of rice grain by grain, taking up each
single grain with a bodkin, and “instead of partaking of the other dishes she only carried
to her mouth, in the most deliberate manner, small crumbs of bread, scarcely enough to
satisfy a sparrow. The husband discovers that Amine steals out at nights and on one occa-
sion he follows her. Sidi Nouman is relating these adventures to the Caliph Haroun
Alraschid and he continues: “I saw her go into a burying place near our house; I then
gained the end of a wall, which reached the burying place, and after having taken proper
care not to be seen, I perceived Amine with a female Ghoul. Your Majesty know that
Ghouls of either sex are demons, which wander about the fields. They commonly inhabit
ruinous buildings, whence they issue suddenly and surprise passengers, whom they kill
and devour. If they fail in meeting with travellers, they go by night into burying places, to
dig up dead bodies, and feed upon them. I was both surprised and terrified, when I saw
my wife with this Ghoul. They dug up together a dead body, which had been buried that
very day, and the Ghoul several times cut off pieces of the flesh, which they both ate, as
they sat upon the edge of the grave. They conversed together with great composure, dur-
ing their savage and inhuman repast; but I was so far off that it was impossible for me to
hear what they said, which, no doubt, was as extraordinary as their food, at the recollec-
tion of which I still shudder. When they had finished their horrid meal, they threw the
remains of the carcass into the grave, which they filled again with the earth they had taken

_from it.” (Arabian Nights Entertainments, translated by the Rev. Edward Forster. New Edi-
tion. London, 1850, p. 399.)

When they are next at dinner Sidi Nouman remonstrating with his wife asks if the
dishes before them are not as palatable as the flesh of a dead man. In a fury she dashes a
cup of cold water into his face and bids him assume the form of a dog. After various ad-
ventures as a mongrel cur, he is restored to his original shape by a young maiden skilled in
white magic, and this lady also provides him with a liquid which when thrown upon
Amine with the words: “Receive the punishment of thy wickedness” transforms this dark
sorceress into a mare. This animal is promptly led away to the stable.

This tale is not dissimilar to a history which is related by the Dominican, Mathias de
Giraldo, who was an exorcist of the Inquisition, in his Histoire curieuse et pittoresque des
sorciers, devins, magiciens, astrologues, voyants, revenants dmes en peine, vampires, spectres, esprits
malins, sorts jetes exorcismes, etc., depuis [’Antiquité jusqua nos jours. (Ed. Fornari Paris, 1846.)

It may be taken as an example of many Oriental fictions which are significant since
they show the popular belief in vampires. About the beginning of the fifteenth century
there lived in a pleasant suburb of Bagdad an elderly merchant who by his diligence
throughout the years amassed a very considerable fortune, and who had no heir to his
wealth save a son whom he tenderly loved. Wishing to see the young man happily married,
he decided that he would arrange a match with the daughter of another merchant, a friend
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of old standing, who like himself had prospered exceedingly in commerce. Unfortunately
the lady was far from comely, and upon being shown her portrait the youth, Abdul-
Hassan by name, asked for a certain delay that he might consider the proposed union.
One evening when, according to his wont, he was rambling alone in the light of the
moon through the country near his father’s house, he heard a voice of enchanting sweet-
ness which rendered with great skill and tenderness certain love lyrics to the accompani-
ment of a lute. The youth, leaping a garden wall, found that the singer was a maiden of
extraordinary beauty, who was seated in the balcony of a small but elegant house and who,
unconscious of her audience, continued to fascinate him by her enchanting voice almost
as much as by her dazzling charms. On the following morning, after his devotions, Abdul-
Hassan proceeded to make inquiries concerning the lady. But so retired a life did she lead
that it was not for some while he was able to ascertain that she was unmarried and the only
daughter of a philosopher, whose learning was said to be of the most profound, although
he could bestow scant dowry upon his child, a paragon instructed in every art and science.
From this moment the marriage which had been suggested became impossible to the
young man, and realizing that concealment would be useless he boldly approached his fa-
ther, confessed his love and besought that he might be allowed to choose his own wife. As
until that time he had in every way obeyed his doting parent and the father found it im-
possible to deny a first request to so important a particular. Accordingly he determined to
put no obstacle in the way of his son’s happiness, and paying a visit to the housg of the
philosopher he formally demanded for his son the hand of this sage’s daughter. After a
brief courtship the marriage was celebrated with much splendour, and several weeks
passed in the extreme of happiness. Abdul-Hassan presently noted that his wife, Nadilla,
would never partake of an evening meal, for which singularity she excused herself on ac-
count of the somewhat frugal and severe regimen she had always followed under her
father’s roof. One night, however, after but a few weeks had passed, Abdul-Hassan, awak-
ening from a deep sleep found that he was alone in bed. At first he took no heed, but he
grew anxious as the hours wore away, and his bride did not return until shortly before
dawn. Resolved to fathom the mystery he still feigned to be fast in slumber, but on the
following night when he had pretended to close his eyes he carefully watched the actions
of his wife. After a little while, no sooner did she deem herself unobserved than throwing
over her a long dark cloak she silently slipped away. He rose, hastily dressed himself, and
followed her at some little distance. To his surprise she soon left the main streets and made
her way to a remote cemetery which had a very ill repute as being darkly haunted. Track-
ing her very carefully he perceived that she entered a large vault, into which with the ut-
most caution he ventured to steal a glance. It was dimly lighted by three funerary lamps,
and what was his horror to behold his young and beautiful wife seated with a party of hid-
eous ghouls, about to partake of their loathsome feast. One of these monsters brought in
a corpse which had been buried that day, and which was quickly torn to pieces by the
company, who devoured the reeking gobbets with every evidence of satisfaction, recreat-
ing themselves meanwhile with mutual embraces and the drone of a mocking dirge. Fear-

16 THE REALM oF SHADOWS

Permission is granted to photocopy this page for personal use only.




r

RESOURCES GHouLs IN FOLKLORE

ing that he might be caught and even destroyed, as soon as possible the youth escaped
back to his home, and when his wife returned he appeared deep in unbroken sleep until
the morning. Throughout the whole of that day he gave no sign of what he had discov-
ered, but in the evening as Nadilla was excusing herself from joining him at supper, ac-
cording to her custom, he insisted that she should eat with him. None the less she stead-
fastly declined, and at last filled with anger and disgust he cried: “So then you prefer to
keep your appetite for your supper with the ghouls.” Nadilla turned pale, her eyes blazed,
and she shook with fury, but she vouchsafed no reply and retired in silence. However,
about midnight when she thought that her husband was fast asleep she exclaimed: “Now
wretch receive the punishment for thy curiosity.” At the same time she set her knee firmly
on his chest, seized him by the throat, with her sharp nails tore open a vein and began
greedily to suck his blood. Slipping from beneath her he sprung to his feet, and dealt her a
blow with a sharp poniard wherewith he had been careful to arm himself, so that she sank
down dying at the side of the bed. He called for help, the wound in his throat was dressed
and on the following day the remains of this vampire were duly interred.

However, three nights afterwards, although the doors were locked, Nadilla appeared
exactly at twelve o’clock in her husband’s room and attacked him with superhuman
strength and ferocity, tearing at his throat. His weapon proved useless now and one chance
of safety lay in speedy flight. On the following day they caused her tomb to be opened,
and the body was discovered apparently asleep since it seemed to breathe, the eyes were
open and glared horribly, the lips were blub and red, but the whole grave was swimming in
newly-spilled blood. After this they repaired to the house of the old philosopher and he,

~when pressed revealed a most remarkable history. He said that his daughter, who, as he

suspected, had devoted herself to the study of black magic, had been married some few
years previously to an officer of high rank at the court of the Caliph. She forthwith, how-
ever, gave herself over to the most abominable debauchery and had been killed by her out-
raged husband, but coming to life again in the grave she returned to her father’s house and
dwelt there. Upon hearing this tale it was determined that the body must be exhumed and
cremated. A great pyre of dry wood was built with frankincense, aloes, and costly spices,
the corpse, writhing and foaming at the mouth, was placed thereon and reduced to ashes,
which were collected and scattered in the Tigris to be borne away and dispersed amid the
waves of the Persian Sea.

This is an extremely typical legend of an Oriental vampire, and we find the same de-
tails repeated again and again both in Eastern stories, and in those imitations which were
so popular throughout Europe when once Antoine Galland had given France his adapta-
tion of The Arabian Nights. Thus in Les Contes Orientaux of the Comte de Caylus, which
are related to a King of Persia, afflicted with insomnia, in order to lull him to sleep, there
is the story of a vampire who is only able to prolong his existence by devouring from time
to time the heart of a comely young man. It would not be difficult to quote similar fictions
but they are often derived at second, or even third hand, and accordingly are of little evi-
dential value merely being devised for entertainment of the reader.
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ilbe Culc of the Chaiviel God

Iso known as the Cult of Mordiggian and the

Charnel Cul, this is a ghoul cult that attracts

both ghoul and human followers. The focus
of their veneration is Mordiggian, one of the more obscure
Great Old Ones (described on p. 12).

The cult’s origins are shrouded in mystery. Beginning as
a society of human tomb-robbers and necromancers in
France in the late seventeenth century, this group apparently
came into contact with the ghouls of Paris and found com-
mon ground. The ghouls brought the humans into the ser-
vice of Mordiggian, and the two groups found that they
complemented each other well: the humans could assist the
ghouls with information and errands they could not achieve
themselves, and the ghouls offered the humans the secrets
of dreams and the consumption of the dead. The cult’s exist-
ence was documented in Cultes des Goules, a rare text
penned by Francois Honore-Balfour, Comte d’Erlette, and
published in the early eighteenth century (see p. 25).

Shortly after the publication of Balfour’s tome, the cult
was virtually destroyed by the authorities. The bulk of its
members fled Paris. The scattered remnants went under-
ground (literally) and descendents of these ragtag survivors
are believed by some to live in Paris’ catacombs to this day.
By the twentieth century, the human founders of the cult
have evolved into ghouls, enhancing their ability to survive.

The core of what is today the Cult of the Charnel God
left Paris and continued to move as the authorities and
world events made it difficult for them to establish a foot-
hold. Eventually, they resolved to move to a remote part of
the world, one that would presumably be safe from the ac-
tions of governments and the ravages of world events. After
communing with their god, the decision was made to estab-
lish a stronghold in one of the most remote and forbidding
of France’s overseas colonies: French Guiana.

The initial occupation of the site which now holds a
substantial complex occurred in the year 1805, a century af-
ter the cult was smashed in Paris. The death toll to tropical
disease was high and only the strongest survived. Where
most Europeans would probably have not survived, how-
ever, the cult was able to hang on and eventually thrive.
The main reason for this, of course, is that many cult mem-
bers by this time were ghouls or had at least partly evolved
into ghouls. Being a hardier species than humans, they
were more resistant to disease and other conditions that
makes life in the remote reaches of French Guiana ex-
tremely difficult.

18

In the 1840s, the secret cult cell began to branch out
from their tropical home. Returning once again to civiliza-
tion, they began to reestablish their presence in France and
even contacted some of the cult members that had remained
behind 130 years before. Further, they moved into areas of
North and South America and, later, western and southern
Europe. In many cases, they found ready-made recruits in
ghouls that already lived in populated areas. Using this as a
boost, they were able to slowly but steadily expand both
their size and influence.

The 1850s marked the beginning of a new period for
the cult at its home in French Guiana, With their newfound
success and increased resources, they began to expand on
what was before merely a village of huts and crude wooden
structures. They resolved to build a temple to their dark god,
one that was befitting an entity they felt one day would rule
millions. Using the temple of Mordiggian in Zul-Bha-Sair
(described on p. 133) as its inspiration and aesthetically influ-
enced by recently discovered Mayan dnd Aztec ruins, they
began construction of a step pyramid. It took four decades
to complete and is not particularly large by Mesoamerican
standards, but is nevertheless an impressive achievement
considering its location. Around the temple was laid a plaza
on which were placed a series of well-constructed buildings,
some made of wood and others of stone. By the 1920s, the
stronghold was largely complete. Any further additions are
generally along the lines of increasing housing and storage
capacity. A plan for the immediate future, though it has not
been carried out yet, is to bring in some modern conve-
niences. Foremost among these is a generator since the
stronghold has no power source (hence no electric lights,
radio transmitters, efc. ).

One of the key features of the temple is the Gate of
Oneirology. Created with an extremely rare spell (described
on p. 9), this gate provides a physical connection between
the waking world and the Dreamlands. Anyone entering the
gate is physically transported to the Dreamlands, into the
heart of the Temple of Mordiggian in Zul-Bha-Sair. The cult
uses the gate to easily travel between the two worlds; it also
provides a critical source of food and other supplies needed
to support the temple in the rain forests of French Guiana.

Aside from the understandable desire to survive and expand,
the cult does have a long-term goal in mind: to subvert hu-
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man society to the point where certain things that are cur-
rently taboo become accepted practice. Therefore, they
work to promote necrophagy and cannibalism. In this area,
they have made very