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About the Ghouls that Dwell Below....

“(...)  seldom  completely  human,  but  often  [human]  in
varying  degree.  Most  of   [them],  while  roughly  bipedal,
[have] a forward slumping, and a vaguely canine cast. The
texture of [their skin] (...) unpleasant rubberiness.  (...)“

“(...)teaching a small child how to feed like [them] (….)The
price  of  a  changeling,   (…)  [they]  leave  their  spawn in
cradles in exchange for the human babes they steal. (…)
The dog-things [had]  developed from mortals (…).

“ And no sooner had I wondered what he made of their
own  young  as  left  with  mankind  in  the  form  of
changelings, than my eye caught a picture embodying that
very thought. It was that of an ancient Puritan interior—a
heavily beamed room with lattice windows, a settle, and
clumsy  seventeenth-century  furniture,  with  the  family
sitting about while  the  father  read from the  Scriptures.
Every face but one shewed nobility and reverence, but that
one reflected the mockery of the pit. It was that of a young
man in years, and no doubt belonged to a supposed son of
that  pious  father,  but  in  essence  it  was  the  kin  of  the
unclean things. It was their changeling (...)”

Excerpts taken from “Pickman´s Model”, a story 
by H.P. Lovecraft.

Recently, I had been listening to a sound story base
on “Pickman´s Model”, a story of H.P. Lovecraft. At
the point in the story where the protagonist was lead
through Pickman´s collection by the “man” himself,
so that it became clear that (Lovecraft´s) ghouls had a
habit of exchanging their progeny with that of mere
humans, an idea struck me right out of the blue. Why
not opening up a background as a ghoul-changeling
(or  as  I  rather  call  them,  ghoul  succedaneum)  as  an
option  for  player  characters  in  Dark  Streets  &
Darker Secrets ™? Not “ghoul” like “blood-slave of a
vampire”,  but  “ghoul”  like  “foul,  corpse-devouring
man-things from somewhere below...

After all, the “Gifted” Archetype already includes an
option  for  a  Supernatural  Heritage.  While  Richard
Upton  Pickman  was  not  a  sorcerous  figure  in  the
original story, this does not mean that a roleplayer
may not bend the source material this way or that. 

And  of  course,  there  is  this  A  Different  Heritage
release of mine, that turns the “Gifted” from a spell-
wielding  archetype  into  a  character  class  that
develops gifts. The character Richard Upton Pickman
did  not  showed  any  supernatural  abilities,  yet  the
story  mentions  that  “Pickman repelled  him more  and
more every day, and almost frightened him toward the last
—that  the  fellow’s  features  and  expression  were  slowly
developing in a way he didn’t like; in a way that wasn’t
human.”

...and  as  I  said  already,  a  roleplayer  may bend the
source material this way or that if the game profits
from it. 

So... here we are...  Ghoul Succedaneum: “A Different
Heritage”  for  the  “Gifted”  Archetype.  The  release  of
mine of the same name is not needed to make use of
it: this title includes all rules changes needed to put
this archetype into use. Of course, getting -that- title
of  mine will  offer  up … further options....  to  you.  

And I would be a blatant liar if I would claim that
I  do  -not-  think  about  this  release  as  a  fitting
little advertisement for my mentioned release....



Ghoul Succedaneum

Prime Attributes: Agility and Willpower

Recovery Roll: 1d6

Special  Abilities:  either  use  it  as  the  “Gifted”
Archetype with  Consume the Flesh as Heritage ability
or, as written in the rules of “A Different Heritage”,
remove the I Make My Own Reality and There is Power
in the  Blood  special abilities from the class. Instead,
pick  two  of  the  following  special  abilities  then,  in
addition to the Heritage ability mentioned above. An
additional will be picked at the third level, and every
second level thereafter. 

Rules  reminder:  These  abilities  can  only  be  used  a
number of  times per  adventure equal to the character´s
level (see DS&DS p. 19; Supernatural Heritage). 

Ghoul Special Abilities:

Consume the Flesh:  Spend an Action to consume
the  flesh  of  a  human  corpse  to  regenerate  1d6
Vitality points.  Depending on its exact nature (and
status  of  decay),  a  corpse  may  provide  up  to  5d6
Vitality to those that feast. 

Unnatural  Bite: while  the  teeth  of  the  character
look normal, their bite is much more horrible. In a
grapple, the character may bite for 1d6+1 damage.

Creature  of  the  Night:  darkness  is  what  the
character  grew  accustomed  to.  There  are  no
penalties  from  darkness,  and  the  character  will
actually gain an Positive Die to any stealth roll while
in the dark. 

Frightening  Fighter: there  is  something  in  the
savagery of the character during a fight, something
in the eyes and the visage that is enough to frighten
common men. Any mortal character with less than 4
HD that faces this character in melee must make a
Moral Check after three rounds of combat, as well as
every time that the character is able to take out an
opponent. 

One with Death & Decay: morbid is the nature of the
ghoul, and morbidity holds no horror to their spawn
once they are in touch with their own heritage. The
character will  not suffer Sanity loss from scenes of
carnage,  decay  or  death.  Even  if  they  are
supernatural in nature. 

Monster´s  Visage: the  character  may  change  the
own appearance at will to gain a horrible visage and
appearance worthy a ghoul (and change back within
a  round at  will).  It  takes  a  person that  knows  the
character  well  an  successful  Intellect  test to
recognize that THIS is the character. In addition, the
claw-like  nails  of  the  ghoul-form  count  as  small
weapons in melee. 

Aberration: as the Supernatural Heritage on p.19 of
DS&DS(tm).

Call  of  the  Ghouls: the  character  may  give  a
horrifying  cry  that  will  reach  even  further
underground  than  above.  Any  ghoul  or  character
with ghoul  heritage within long (above ground)  or
distant  (below)  range  will  mystically  hear  it
(whenever  possible  or  not)  and  feel  drawn  to  the
character. A random reaction is rolled for twice when
they arrive, and the better result is kept.



Further Releases of Mine

A Different Heritage
A  set  of  rules  to  The  Gifted  Class  of  DS&DS  from  a
sorcerer-type into a scion of another kind, which will
develop  more  and  more  beneficial,  supernatural
powers over time.

For I am Your Creator
A D20 table to define the reason for a vampire´s 
creation. PWYW

20 Ways to Embroil Mortals into a Vampire Feud
System neutral hooks for a modern game that involves 
vampires. Inspired by the “Blood War” scenario in Old 
Skull Zine 1. 

99 Quirks, Details and Habits for Vampires
Further inspirational material to flesh out a vampire 
character. 

100 Items of Modern-ish JUNK
Need some stuff to clutter up a place? Get some! Pay-
what-you-want!

99 Deformations
No tentacles included!

Foul is all Magick
A  small  set  of  tables  for  the  random  generation  of
“ingredients” for spells or rituals. System neutral; pay-
what-you-want.

Get-A-Goon
Need some tuffs, thugs or hired muscle? No idea what
they are or look like aside from their stat block? Here
you are... pay-what-you-want.

Strange & Cruel Personal Titles
What evil will your players face next? Ask this three-
table name generator. Perhaps it will be the Embodiment
of the Erasing Call, or the Shadow of the Screaming Truth. 
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Open Game License (OGL 1.0a)
INTRODUCTION
Dark Streets & Darker Secrets is based on the System Reference 
Document v3.5 (“SRD”), which is Open Game Content. The text of the 
Open Game License itself is not Open Game Content. Instructions on 
using the License are
provided within the License itself.

Designation of Open Game Content: The entire text in this book (except
the Open Game License, as noted above, and the Product Identity 
License, below) is Open Game Content, released under the Open Game 
License, Version 1.0a (reproduced below) as described in Section 1(d) 
of the License. Artwork incorporated in this document is not Open 
Game Content, and remains the property of the copyright holder.

Designation of Product Identity: Product identity is not Open Game 
Content. The following is designated as product identity pursuant to 
OGL v1.0a(1)(e) and (7): (A) product and product line names, including
Solar Blades & Cosmic Spells; (B) all artwork, logos, symbols, graphic 
designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual representations; © logos and 
trademarks, including any trademark or registered trademark clearly 
identified as product identity by the owner of the product identity, and 
which specifically excludes the open game content. More information 
on the Open Game License can be found at: 
http://www.wizards.com/d20

OPEN GAME LICENSE VERSION 1.0A 
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 

1. Definitions: (a)“Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)“Derivative 
Material” means
copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, 
transformed or adapted; © “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)“Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line 
names, logos and identifying marks including trade dress; artifacts; 
creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this 
agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 4. Grant and 
Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, 
nonexclusive license with the exact terms of this License to Use, the 
Open Game Content.

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content you distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the 
termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0 Copyright 
©2000, Wizards of the Coast, Inc. System Reference Document 
Copyright ©2000-2003, Wizards of the Coast, Inc.; Authors Jonathan 
Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David 
Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas 
Reid, James Wyatt, based on original material by E. Gary Gygax and 
Dave Arneson. The original roleplaying game “The Black Hack” text, 
tables, all artwork, logos and layout are Copyright 2016, David Black. 
“Additional Things” text, tables, artwork and layout are Copyright 2016,
David Black. “Dark Streets & Darker Secrets” Copyright ©2018 Diogo 
Nogueira.”A Different Heritage” copyright (c) 2019 Kai Pütz. 
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