The Club of the Seven Dreamers
A Call of Cthulhu adventure for 7 players

"I knew now the change through which I had passed, and through which certain others who once were men had passed! And I knew the endless cycle of the future which none like me may escape…I shall live forever, be conscious forever, though my soul cries out to the gods for the boon of death and oblivion…"

—H.P. Lovecraft, The Green Meadow

NOTE: This surreal fantasy adventure for the "Call of Cthulhu" roleplaying game owes heavy debts to the stories of Lord Dunsany and Gary Myers, as well as some of H.P. Lovecraft's more obscure works. It was playtested at NecronomiCon 2001 and can be finished in one night or extended into a longer campaign by adding more incidents to the long journeys between various points. The real-world time and place can easily be changed to the 1890s, the early 21st century, or almost any period. It can be played either with the seven pre-generated characters, or with characters of the players' own creation (although the following text assumes that pre-generated characters are used). 

The year is 1922. The characters are dreamers, capable of entering the great realm of the subconscious which lies beneath ordinary existence. But more than that, they are not commoners in the Dreamlands—they are some of the most imaginative and powerful dreamers in existence, who recognizing one another's mastery, have informally banded together as the Club of the Seven Dreamers.

But in the real world, they are not perfect human beings. They are lords of the Dreamlands because they are, to one extent or another, failures in this life. Each has a goal which eludes them -- a central wish. And in the course of the adventure, their hubris will destroy some of them, perhaps them all.

In essence (particularly in the case of the pre-generated characters) the players are playing a character who is playing a character -- they are playing a real person who escapes from reality by creating an alter-ego in the Dreamlands. (Rather like playing a real person who spends a lot of time in chatrooms and online role-playing games.) This can provide interesting role-playing opportunities. For the purposes of the adventure, it is best if the characters have strong desires or driving goals, giving them the motivation to seek out the Wishes and activate them, despite all dangers.

The Seven Dreamers

The Seven Dreamers and their characteristics are listed at the end of this document. They all know each other in dreams, although only a few of them have met in life (Lord Gilford and Sarah Bishop have met, and several of them have corresponded with eachother). They have had various voyages and journeys together, and by themselves, in the past. They are not necessarily eager to meet one another in the real world, as they are all more proud of their dream-selves.

As the adventure begins, it is a night like any other, where they have agreed to meet in Thran at their usual manor house/clubhouse owned by Lord Gilford III. Most of the characters materialize on the grassy hills outside the high-walled city of Thran, beside the Oukranos River, shortly before dusk when the sun dips low in the western sky. Lord Gilford III materializes within his mansion inside the city.

Thran
To get into Thran, the characters—except for Lord Gilford III, who lives there—must tell "three dreams beyond belief." Since they are obviously all great dreamers, they need only come up with three stories among the group of them. If the characters cannot come up with good stories and must rely on die rolls, a Dream Lore or Persuade roll at 1/2 chance will allow a character to come up with a single worthy dream.


Once they enter Lord Gilford's manor house (which Lord Gilford's player should describe), which rises above the shadow of the great walls of Thran, the dream-servants will serve the characters food (of Lord Gilford's choosing). However, during the meal, Lord Gilford starts having a faint nervous feeling that something is wrong, that he has forgotten something important. A Dreaming roll by Lord Gilford identifies this as the sensation of a mild anxiety dream (as in "I forgot to study for the exam" or "Maybe I'm walking around naked") and reminds him that he received a strange letter from Luis Phillips, another dreamer of great repute. If Gilford does not make the roll, a servant reminds him that a letter has been waiting.


Luis Phillips is a student of Spanish mythology and, in the real world, he lives in the historical town of Badajoz, Spain. He has encountered all the dreamers before. His dream-form is that of a troubadour, who among other things is so skilled with the lyre that he can animate its strings and cause them to do his bidding.

Luis Phillips' Message
The message is written in English on a strange leathery material. A Natural History roll identifies it as camelskin, commonly used in Zulan-Thek. It is addressed to the party.

Seven Dreamers

c/o Lord Gilford III

Street of the Hippogriff

Thran

My friends, rivals, equals,

I have been privileged to know you for many years, and I must share with you the news of my transfiguration. For many years I have dwelt with you in dreamland—and, although we never met, in the world of mortal men. However, I have long had a desire in my heart to transcend even this existence. I have finally found it, and I will tell you how you may follow me and make your own wishes come true.

I will tell you in minutes what it took me decades to glean. To the west of the Sunset is the House of Sleep, where there lives an almighty Being who possesses a book of the story of the world. Whether the world's story was written for or by this Being, and whether it makes or merely reads the world, I do not know. But when the words in its book are spoken aloud, they turn ideas into truth. To find the House of Sleep you will need the Key to Sunset, which is only sold in the shop of Anteum in the city of Zulan-Thek, in the east where night is denser. You will need to cross the Five Deserts to reach the city, and you will need to bring something to pay for the key, because unfortunately I cannot give you mine. When you enter the House of Sleep, watch if a red light is shining in the upper window. If the red light is shining, do not go in. If the red light is not shining, enter the house and go to the book which, they say, is in the Being's sitting-chamber. Those who have entered the house while the red light shines do not return. Then take the words from the book, and take them away from the House of Sleep, and speak the words, and each word will grant one dream. 

I will leave the remaining details to you, as time grows late. If I am successful, then tonight, sometime after midnight and before dawn—either in dream or waking—look in the northeastern sky. You will see a bright light, which will be the radiance of my soul as it ascends to the cosmos, releasing the energy which was trapped within my material form. I will join my brothers of light, while my mind travels over the cosmos. I wish you all luck in following my footsteps for whatever mundane or cosmic purposes you choose.

Luis Phillips

Badajoz, Spain
The New Star
Some of the dreamers may attempt to wake up at this point. If they look out into the night—either in the real world, or the dreamworld—then, after a few minutes, they see a brilliant white light begin to glow in the northeastern sky. It glows brighter and brighter over the next twenty-four hours, then settles.

An Astronomy roll identifies it as proceeding from approximately the same area as the star Alkalurops. An Occult roll reminds a character that many astrologers and primitive religions think that the stars are dead ancestors. A critical Occult roll reminds the characters that on February 22, 1901, a very bright new star dubbed Nova Persei appeared near Algol, grew bright, and faded over the course of a few months. In some circles, it was said to have been the spirit-projection of a poor Catskills man named Joe Slater, who died a few weeks previously. Prior to his death, the drunken Slater had apparently entered a trance state and told some witnesses that he was "a cosmic entity" who was engaged in a fight with Algol.

In the next few days, however, or on whatever time scale is appropriate over the course of the adventure, the new star becomes murky, breaks up and seems to turn into a red-gold cloud of gas. An Astronomy roll suggests that the star has collapsed and formed a supernova. Strangely, the gas cloud seems to gather around Alkalurops, as if it is pulled or sucked there, before vanishing.

The characters will probably want to research the Book of Wishes, the House of Sleep, and these other fantastic elements. All evidence suggests that the Book is a legitimate legendary item and not a hoax. If they research the House of Sleep, they may hear that it is guarded by the God of Sleep, also known as the "God of the Northern Crown." They may also hear that there is a strange being who dwells there that may never be awakened, lest the world end.
The Five Deserts
The voyage will be a long one, unless the characters want to sacrifice permanent POW to cast a Gate spell. If the dreamers do not want to travel to Zulan-Thek by conventional means, it will cost 3 POW to create a Gate. (Basically, it is possible to create a Gate to and from anywhere in Earth's Dreamlands for a maximum of 3 POW.) The easiest way is to go by ship down the Oukranos river. This route takes the dreamers past wide riverbanks of flamingos and crocodiles, through the grasslands and the Jungle of Kled, and finally, after a full day, to the smoky port of Hlanith. Built of wood, thatch and brick, Hlanith resembles a late Medieval city out of a Bosch painting. There the dreamers can dream, or pay for, a boat across the Cerenarian Sea.


While on the journey, there is a chance that the characters will encounter a familiar of Shussk: a batlike thing with a human eye and brow (including some strands of head-hair) imbedded in its chest. The familiar has no special offensive or defensive powers but magically relays to Shussk all that it sees. A Listen or Spot Hidden roll may be necessary to see the disfigured creature watching them.

The ocean passage takes two full days. Once the dreamers cross the sea and reach the Land of Ooth-Nargai, they can deport either in Nithy-Vash or Celephais, or anywhere along the coast. At this point, they should consider purchasing horses, camels or zebras to continue east, for the walk to Zulan-Thek will take two weeks on foot or half that on animal-back. A Bargain roll may be useful to get a good deal on steeds, and Keepers may also call for periodic Ride rolls, particularly if the steeds are spooked by uncomfortable situations. Camels are troublesome steeds; they require a -10% to Ride rolls, but they are also the most resilient to the general lack of water.

As they continue east, their path rises through the Tanarian Hills, and the colors of the landscape become those of dust and dusk, with dry grass gradually being replaced by dirt and shale. They begin to see strange animals, such as the mipt, that anthropomorphic but unintelligent cross of fairy and gnome, which subsists on the marrow of the huge bones which are scattered around. The remaining trees are twisted and blackened, and on one of them, which the dreamers pass, is hung the remains of human babies. Characters may also not like the way the clouds at evening take the rough shape of wolves which snarl and chase the sun to the west.

On this leg of the journey, Shussk uses the spell Contact Ghouls to ask 2D4 ghouls of the desert to keep an eye on the characters. If they are confronted, there may be a fight. However, if the characters seem particularly strong, the Ghouls will hide behind a dune, and the leader will cast a spell (costing 10 MP) which turns him and his companions into barely humanoid pillars of greenish-gray salt. The spell lasts 10 minutes, during which the Ghoul-pillars can perceive their surroundings as normal, and can reverse the enchantment at any time. If the characters break or damage the pillars, the Ghouls will be injured, and the entire group will change back and attack. (Use generic statistics for the Ghouls.) The characters may also be attacked by a Wamp.

There are five deserts between Gak and Zulan-Thek, through which a caravan-trail passes; each takes a day to cross on horseback. The first is a desert of sand. The second is a desert of dust. The third is a desert of broken glass. The fourth is a desert of caves, which is swiss-cheesed by pits and holes of natural and artificial making. In a cave in this desert, muttering to herself, resides the Fate-Cutter.

The Fate-Cutter
An old woman with long hair, dressed in ragged brown furs and hides, weaving what appears to be silver and gold cloth on a spinning-wheel. Although it may not be immediately evident, she only has one eyeball, which lives independently and which she can remove from her face at will. She spins the thread, and as it comes and goes she takes a pair of gold scissors and snips it, often simply snipping the air. The cloth it spins seems to come from nowhere, if one looks closely; however, it is usually disheveled and the ends are often split.


The old woman is one of the Gods of Earth, formerly part of a trio of goddesses. They were exiled here long ago, and stripped of their authority, whereupon the Fate-Cutter was the first to go mad and consumed the flesh of the others (the Fate-Weaver and the Fate-Spinner). Now she has the eye, which previously they had to share between the three of them, at all times. The corpses of the other two goddesses, now nothing but gnawed bones and bezoars of undigested hair, have been swept into the corner of the cave (a Spot Hidden roll is required to notice them).

When the dreamers enter her cave, the Fate-Cutter will try to convince them to come closer, promising that she can see anything with her magical eye, or even predict their future by reading their threads. She may reveal embarrassing or humiliating personal details about the characters' lives. The Fate-Cutter can even answer questions about Luis Phillips: she will say cryptically that yes, he is immortal, and that he has gone to the city of Stethelos, "where young men are infinitely old." If they seem suspicious, she will ask for a payment that the dreamers seem likely to provide, in order to make her motivations seem to be merely greed. A Psychology roll is necessary to discern her madness.

If the dreamers approach she will stab at them with her gold scissors, possibly blinding or maiming them. But actually, she is aiming behind their heads, at the silver threads which bind them to their earthly bodies. On a successful hit she seems to miss, but actually cuts a person's threads and severs it (which causes no regular damage, but see below). On a regular failure, she stabs the person for normal damage, unless they make a Dodge roll. On a critical failure (96-00) she misses altogether. 


Those who suffer nightmares may perceive the Fate Weaver as a swollen tick-like creature, an bloated yellow insect with fatty skin, with a huge animal mouth and spidery limbs. They then suffer an additional 1/1D10 SAN loss, especially as they also can perceive the lives ending as the creature cuts the cords. If it dies it also changes into this form.

If a character’s silver thread is severed, they cannot wake up. Their waking-world body remains sleeping indefinitely, and if their dream-self dies or suffers a nightmare effect which would force them to wake up, they die permanently while their body remains in a mindless coma. Also, since their silver thread is floating in the void, some kind of creature may follow it to its source and possess their body. This situation can only be rectified by finding the threads and tying them together (ideally with a skill like Sewing or Knotmaking so it does not come apart later). The threads are invisible, however, and can only be seen with magic, such as the mirror sold in the Shop of Anteum. Alternately, the characters may use a Wish to reconnect their threads.

If two or more characters' threads are both severed as the result of a combat, they may get tangled together and they end up waking into each other’s bodies!

The Fate-Weaver

STR 20
CON 30
SIZ 15

INT 13

POW 16
DEX 18

Move 4 (can't leave the cave)
HP 22

Armor: Immune to nonmagical weapons

Damage Bonus: +1d6

Attacks:
Scissors/Scissors 50%/50% (damage special; 2d3+1d6 if it "misses")

SAN Loss:
1/1D4 if seen without its eye; 1/1D10 in its true form

Skills: Weaving 25%, Predict Future 75%, Persuade 75%, Grapple 65%

Zulan-Thek
The fifth desert is of bones, and beyond it lies the city of Zulan-Thek, around which night lasts 20 hours out of the day. By night, every candle and every torch in the city is lit, and the stars look like secret writing in an ancient language. To the east continues more desolate wastelands, stretching on to the rim of the world. The city is keep-like and made of iron, and on the outside walls hang corpses on hooks. The windows are shuttered and bolted from the inside. The many inhabitants of the city, who go about the streets by day in mostly silent crowds, are nervous and paranoid (a Psychology roll suggests that lack of sunlight can cause mental disorders). Periodically one sees a party of sextons whose tall, hierophantic hats conceal their faces. The city's primary exports are iron, glass, bones, and stars, which the sextons know how to pluck down from the sky. In Celephais they grind them up to form a beautiful varnish.


There are two inns in Zulan-Thek: the inn of Ool, where the caravans from Gak rest, and the inn of the World's End, which is for miscellaneous travellers. Around one of these inns, the wizard Shussk is waiting, plotting to get information from the characters and take their Wishes from them.

Shussk
A priest-wizard (he worships Ygghai, the God of Coma, actually an aspect of Hypnos, although he does not know this) who has the power to dissolve objects together, to combine two things into one, such as a person with a tree, or a key with a lock. The two objects liquefy and flow into one another, sometimes forming a new whole with one another's qualities, sometimes merely physically merging. This is his primary magic. He wears blue robes and has a shaved head over which he wears a cowl and scarf (only his eyes are visible). When he casts his spells, his body leaves trails or afterimages in the air. Shussk is also a dreamer; his real-world body resides in an insane asylum in Muelenberg, Germany. His dream-self normally lives in a remote part of the Dreamlands near Inganok. 


Horribly, Shussk has cast his magic on himself. In his neck, normally concealed by his scarf, is the mouth and nose of his former apprentice, Leem, whom he absorbed in order to consume Leem's soul. The mouth is normally gagged but occasionally it utters piteous cries and more often it is forced to join Shussk's voice in the chorus of particularly complicated spells. If Shussk dies, his body will collapse apart and his different internal organs—a mass of tentacles and intestine-like tubes—will try to flee in different directions.


Shussk rides on a palanquin drawn by four goat-headed, oily-skinned demons, who are normally covered by sheets. There is a batlike webbing between their limbs. In the back of the palanquin are two burlap sacks which are firmly tied shut. One is full of gold coins (which an EDUx5, History or Archaeology roll identifies as ancient Greek coins). One is full of corpses (their lips have been removed) and the maggots and flesh-leeches which feed on them. By expending 9 MP, Shussk can turn the bag of corpses into a tremendous monster which grabs and rends anything nearby, except Shussk himself.


Consulting an astronomer, Shussk deduced from the explosion in the sky what had happened, and determined to pursue the characters. Through his disfigured agents, he has been watching them for some time, possibly since Thran. However, he does not know Luis Phillips' exact instructions, unless the characters are careless with them. While the Dreamers are at the inn, or at another time, he may introduce himself to them, keeping his scarf tightly drawn about his face and claiming to be a priest of Iim, the Little God of Daydreams (which a Theology roll indicates is patently false).
Shussk
STR 13
CON 14
SIZ 13

INT 18

POW 24

DEX 14
APP 7

EDU 21
SAN 0

HP 14

Damage Bonus: +1d4

Attacks:
Flail 45%, damage 1d6+1d4

Skills:
Cthulhu Mythos 25%, Dream Lore 70%, Occult 85%, Aklo 50%, Persuade 40%, Biology 65%, Natural History 50%, Astronomy 40%, Sneak 35%, Hide 65%, Spot Hidden 60%, Listen 40%, Dodge 70%, Dreaming 50%

Spells: Flesh Ward, Mindblast, Contact Ghoul, Contact Ghast, Create Gate, Send Dreams, Maws of Pandemonium, Merge (costs 1 MP per 4 SIZ points of things merged together, requires a POW vs. POW struggle between the caster and each individual the spell is cast on), Dread Curse of Azathoth, Lassitude of Phein, Deflection

Items: Flail with the mark of Ygghai (Cthulhu Mythos to identify), various personal items of Luis Phillips, emerald ring (stores up to 30 spare MP which does not count in resistance struggles), assorted gold and silver

SAN Loss: 1/1D4 if his mask is removed.

Four Palanquin Bearers
STR 24
CON 20
SIZ 18

INT 6

POW 6

DEX 15
HP 19

Damage Bonus: +2d6

Armor 4
Speed 16 

Attacks:
Ram 15%, damage 1d6+2d6 OR Claw 35%, damage 1d4+2d6

The ram-headed demons do not attack unless pressed. They were not created for that function. If Shussk must flee, they bear him away.

SAN Loss: 0/1D3

Maggot-Corpse Hybrid
STR 23
CON 11
SIZ 33

INT 0

POW 8

DEX 10
HP 22

Damage Bonus: +2d6

Attacks: 
Strike 25%, damage 1d3+2d6

Grapple 75%, damage bitten on following round for 1d6+2d6 damage

Armor: Takes minimum damage from impaling weapons. Harmed by pesticides.

Due to this creature's size, it can strike or grapple at up to three adjacent foes each round.

SAN Loss: 1/1D8

The Shop of Anteum
The Shop of Anteum is difficult to find, but when the dreamers do find it, they find that it  sells items made of steel. Most of them are collected from the bodies of those who have died in the desert, but some are freshly made. Assorted weapons can be bought here, including magical ones. However, the owner will not part with the Key to Sunset—a very rare item, there are very few left in the world—for anything less than four of the dreamers' Senses. (It is possible to bargain the storekeeper down to three with a Bargain roll, or two—what a deal!—with a critical Bargain roll, but if the roll is fumbled the storekeeper will angrily demand five Senses. If the dreamers argue too stridently, the shopkeeper will open the back door to the shop where he will show his blindfolded, nose-plugged assistant who can no longer smell nor see—it takes two Senses to make the Key, and a man has to make a profit.) These can be smell, sight, sound, hearing or taste, and can be taken from any of the dreamers; each dreamer has five senses to sell, and the sale is made official by signing a contract. Once they have signed the papers, the dreamers find that they have permanently lost these senses, even when they wake. The Key is made of iron, and looks relatively ordinary, with a business end shaped faintly like a waxing crescent.

The Shop also sells a mirror which shows the shape of people's souls. This costs the same amount as the Key, although the shopkeeper will also accept the Fate-Weaver’s gold scissors, or another item of great worth. By looking in this mirror, the characters can see silver threads and other invisible objects. They can also see the real-world shapes of dreamers. The mirror can also deflect Hypnos' red-gold beams for one round (see below), although doing so causes it to explode, causing 1d4 damage to all within 10 feet.
The House of Sleep

To use the Key to Sunset, naturally, the dreamers must wait for the sunset. When the sun dwindles in the sky to form nothing but a tiny red sliver on the horizon, the Key will tremble. At that point, the Key can be held up to the sunset (sideways) and turned, and the horizon will open, revealing a dark space behind the sun. As the iron Key touches the sun, however, it glows red-hot and melts, becoming useless and burning the hand of whoever holds it for 1D6 HP damage, unless they are wearing a gauntlet or some other protection.


Once opened, the great dark doorway does not seem to be closeable by human hands, but a character who observes it will notice (with a Spot Hidden) that it is slowly inching shut and will probably be closed in about an hour. Beyond the doorway is dark, cold plain beneath a sky lit by clouds of luminous gas instead of stars. A few hundred yards away is The House of Sleep, a squat black structure perched on the edge of a small rise. (Other houses are visible farther away.) There are two windows visible, and both the upper and lower one are dark. As the characters walk towards it they will notice that the House becomes more and more immense, violating the rules of perspective. When they reach the stoop, the door is 50 feet tall, and they will need to make a STR + SIZ roll against 150 to push it open. Alternately, they can Climb up to the keyhole and go in through the lock, although they must beat a reversed SIZ roll (smaller is better) vs. the lock's SIZ of 10. 


The first floor of the House of Sleep appears to be a vast museum or gallery. With a Listen roll, dreamers can hear a clock ticking upstairs. On one side of the room is a painting of a great green tree, standing among menhirs in a green meadow. Next to the painting is a wax cross-section sculpture of an acorn which has worms inside it, and next to it is a twisted, bent tree in a small patch of earth. On another side of the room is a painting of a beautiful city. Next to it is a diorama of a ruined city which has collapsed because it was built on a marsh. On another side of the room is a painting of a handsome man. Next to it is a wax cross-section sculpture of a child in the womb, floating in the amniotic fluid among modern garbage, crushed cans and litter.


A staircase leads up. The ticking becomes louder as one goes higher, and passing through a 50 foot tall door which is open a crack, one finds oneself in the shadows of an enormous, oversize Edwardian child's bedroom, apparently built for a giant. Starlight comes in through the window. The edge of the bed is twenty feet off the ground, and something huge stirs under the covers. (If a character climbs up the bed and lifts the covers to see what is sleeping there, they do not return—in fact, if anyone is watching them, they vanish instantly.) There are giant toy blocks printed with the ancient Greek alphabet, a rocking horse, a ceiling oil lamp, a chair, a desk and a dresser. High up on a shelf is a marble bust of a Greek god, "young with the youth that is outside time, and with a beauteous bearded face, curved, smiling lips, Olympian brow, and dense locks waving and poppy-crowned." On the desk is the book of the world's story.


The dreamers will need to Climb the desk, possibly via the chair, to reach the book, which is six feet high and weighs approximately 400 pounds. The pages are alternately black and white, and are marked with silver hieroglyphs which glow radiantly. If the viewers cannot win a POW roll vs. 8, they stare at the hieroglyphs until violently shaken or forcibly turned away. Each page has a single hieroglyph—a single Wish—upon it, which is pressed directly through the paper, front and back. If they make a Spot Hidden roll, they notice that a few pages back, one of the pages was torn out (this is the page that was taken by Luis Phillips.) The dreamers can tear out pages by making STR rolls vs. 15 (up to two dreamers at a time can help).


After the second page is torn out, a red-gold light begins to shine into the room through its one window, and the colossal sleeper stirs. In 2d4 rounds, Hypnos will enter the second floor, shining his light on all those within, one at a time. It takes one round to attempt to tear out a page, two rounds to Climb down from the desk to the chair to the floor (a character can Jump or fall in one round, taking 2d6 damage), and one round to flee to the first floor. If any slow-footed characters are caught in the light of Hypnos, they are transfigured and destroyed (see "Hypnos Attacks", below). The dreamers will probably run out of the House and back through the Door just as it closes.

Shussk Again
If the characters have not fought Shussk yet, he is waiting for them when they emerge from the Door to the House of Sleep. He asks for the Wishes, then attacks with magic and his merging power if they do not hand them over. If the characters try to bargain their way out of the situation, Shussk offers them Greek gold coins, minor magic items and unlikely promises of future aid in return for the Wishes, but his greed is not satisfied while a Wish stays out of his hands.) The encounter most likely ends in a fight. Shussk retreats if things go badly for him. If Shussk ends up with one on more Wishes, he will become frustrated when he eventually realizes he does not know how to activate them, and like the characters, his research will finally lead him to the star Alkalurops (see below).

Researching the Wishes
After the danger is over, the characters will probably enter their scholarly mode and try to figure out how to use the Wishes. The Wishes, glowing hieroglyphs, cannot be identified as any known language. A Dream Lore roll can suggest that they may be researched in the immense libraries of Kadatheron, Zakarion or Celephais, or in the Seven Cryptical Books of Hsan or Pnakotic Manuscripts owned by the high priest Atal in Ulthar.


To use a Wish, it must be spoken aloud—but how to pronounce them? An Archaeology or Cthulhu Mythos roll cannot translate the words, but indicates that they are similar to the Aklo script which is said to be the oldest in the world, and is used on the oldest writings pertaining to the Other Gods. There are only two known places where a translation of these characters can be found, each requiring a Library Use roll to learn of:

(1) There was a dictionary of these heiroglyphs in the library of Kadatheron, but a few months ago, it was stolen by a thief. The skilled thief apparently slipped a lyre string down a hundred-foot corridor, past four guards who were lulled by its gentle music, and through the keyhole of the locked library door, then used the string to open a shuttered window and lift the book over the sill! The guards cut the string but by that time the thief was already away with the book. (The trail is cold, and the story of the thief is already common knowledge among Dreamlands sages, so the characters should not feel the need to visit Kadatheron themselves.)

(2) These heiroglyphs are also said to be known in Stethelos, a legendary faraway city which is said to orbit the star Alkalurops in the Corona Borealis.


After a short period of time out of the book, the Wishes begin to become three-dimensional and come to life, animated by their generative power. They move their brush-strokes, putting out little feelers. First they resemble something like mosquito larvae, and then they start to look like fish. They will die unless they are kept in water or aether; a fishbowl of 18" diameter is sufficient. As anyone who makes a Natural History role can tell, the developing wish-fishes are potentially meat-eating! They are harmless to humans, but if two or more of the wish-fishes are kept together in the same body of water, the larger ones will eat the smallest one, depriving the characters of one wish.

If anyone eats one of the wish-fishes, the wish will physically manifest through their body. They will die painlessly and their body and soul will, after a short period, be transformed into a huge heap of earth and plantlife, rotting flesh and bones, coins and dollar bills, or other physical matter related to the eater's personality and desires.

Hypnos Attacks
After the characters have taken the Wishes, Hypnos becomes wrathful that his story (which he reads every night to the Being in the bed) has been interrupted, and pursues the dreamers. This happens while the dreamer is sleeping in the Dreamlands (on top of their physical body sleeping). First they hear "a low and insistent whine, droning, clamouring, mocking", coming from the northeastern sky. Then a red-gold light streams down from space and the dreamer is drawn into the beam. They can only scream and struggle as their spirit is pulled towards the star Alphecca in the semicircle of stars known as the Corona Borealis (an Astronomy roll is necessary to notice this), towards the horror of Hypnos. As they are pulled forward, their body changes, taking on the aspects of other peoples' bodies—their face changing age and gender, other faces appearing and shrinking on it like boils, turning into a screaming pressed-together mass of human forms—causing observers to lose 1d6/1d20 SAN unless they immediately turn away. A round later, their body vanishes in both the dream world and the waking world.

The characters are cursed and, one by one, will die. Not only are the characters cursed for stealing the Wishes, but anyone who voluntarily takes them from the characters, even for temporary safekeeping, is also cursed (although these secondhand cursees can avoid their fate by giving the Wishes back to the characters before it’s too late). Destroying the Wishes does not free the characters. If asked for help, the priests of the Dreamlands will probably recommend to placate Hypnos, that the stolen items should be returned. If the characters do not want to return the Wishes to the House of Sleep, they will have to figure out some way to return them to Hypnos directly, possibly by visiting a temple to Hypnos somewhere, although that option is beyond the scope of this adventure.

The Green Wood
Eventually, unless the characters decide to return the Wishes to Hypnos' priests in return for their lives, they should figure out they need to go to the city of Stethelos to figure out how to translate the Wishes. It is said that there is no return from this city, although those who dwell there sometimes send messages to earth embedded in meteorites as they pass through the cosmos. There are three ways for the characters to get there:


(1) Make a Gate to Stethelos. This will cost 14 permanent POW.


(2) There is a place far to the west called the Green Meadow, where there is said to be a one-way gate to Stethelos, "beyond the bottomless torrent". To get to there by foot or horse, one must travel west for several days, until they come to the Green Wood.


(3) Make a Gate directly to the Green Meadow (bypassing the Green Wood). This saves time and costs only 3 permanent POW.

If the Keeper wants to pad out the adventure with additional incidents, they may be encountered by the characters on their way to the Green Wood. It is far to the West, past the last isolated villages, where the languages and customs are strange. 

The forest is composed of low, ancient oaks, their trunks covered in lichen, dark green, their trunks almost looking like scales. Moss and creepers grow over the branches, and plants grow everywhere. The wood is still and quiet, and those who enter it soon feel a sense of fear and unease. Those who make a Natural History roll realize that the silence is unnatural: there are not enough animals in the forest.


On the outside of the Wood, on the side nearer the World, grow large, languorous flowers, pale velvet, rose and ochre. A Listen roll discerns a faint whispering sound coming from them, and if one puts one's ear to the flowers, one can hear androgynous (possibly female) voices murmuring secrets. A character gains 1D3 Dream Lore for each hour of listening to the flowers, up to a maximum of 10%. However, even if the flowers are taken away from one's ear, the whispering remains audible around from the character's ear; sounds are the flowers' pollen. This causes them to make Sneak rolls at -15%. The sounds can only be washed away by loud, pure tonal sounds, such as those caused by a successful Sing roll or good musical instruments.

In the center of the forest, where light does not penetrate, is a modern-looking two-story plank house, with shuttered windows. The surrounding area is full of fallen oak leaves, which make it difficult to travel quietly. Inside the house and in nearby hollow trees live the Gnoles, who guard the wood, and eat anything which passes through.

Gnoles
A Dream Lore role reminds the characters that the Green Wood may be the rumored forest inhabited by the man-eating gnoles. They are small creatures who, on those rare occasions when they are moving slowly enough to be seen clearly, look like pitch-black diminutive mummies with the head of piranhas. Their eyes glow. They have excellent hearing. They sometimes truss their prey up with rope. The gnoles are lightning-fast and swarm in groups of dozens; 2d6 appear for every dreamer. The details of this encounter are up to the Keeper, but the most likely scenario is that the dreamers will have to sneak past the gnoles’ house, and may be attacked. If the dreamers try to attack the house or break in, an infinite stream of gnoles will pour out of the dark opening until all the dreamers are chased away or captured.

STR 8

CON 8

SIZ 4

INT 10

POW 12

DEX 25
HP 6

Damage Bonus: n/a

Armor: none

Attacks:
Bite 80%, damage 1d3



Grapple 90%, damage special

Skills: Dodge 90%, Listen 90%, Spot Hidden 70%

A number of gnoles can attack a single character equal to their SIZ divided by 4 (round up). When Grappling, all the gnoles who make their roll add their STR together in a resistance roll versus the dreamer's STR. If the gnoles successfully grapple a dreamer they will run off with him to the house, enter through the front door, and never be seen again.

The Green Meadow
There is a narrow, grassy plot of shoreland between a sea, bright blue and full of smells of salt and sea life, and the Green Wood. The forest is tossed by wind which comes from the sea, which causes the branches to sway menacingly. Those who make a Plant Identification or Natural History roll notice that many of the trees near the shore are shaped like distorted human beings.

Distantly visible through the mist across the blue, rippling water of the sea is the island called the Green Meadow. It is a verdant place covered with plants and shrubs, and tall rocks—natural menhirs—covered with bright green moss. An Archaeology roll distinguishes signs which appear to be those of early nature- and goddess-cults.

From behind the menhirs on the island comes a sound of dull chanting, whose individual voices cannot be discerned. It emerges from "shapes of great magnitude which seem to move or vibrate amidst the shrubbery." These shapes are vaporous whitish-gray things which take the form of roots, trees, and human limbs—animistic spirits which have been reincarnated in the forms of plants and earth. They are mostly radial and move only by pulsating or vibrating. The characters can look away, but those who see the giant shapes clearly lose 1d6/3d10 SAN.

If anyone goes mad from this sight, they will step forward to join the giant shapes, their body dissolving into the whirling motion. They realize the truth of death and reincarnation -- that all souls are one, that everyone is reincarnated into everyone else. As their minds accept this realization, their individual consciousness is swept aside and joyously rejoins the mass which it was part of in the aeons before its birth, and which it would have joined anyway after its death. A few seconds later, their voice will join the titan chorus which rings joyfully from the isle.

Around the island of the Green Meadow, the sea approaches a waterfall which falls out into outer space. Clouds of vapor rise up, and the waterfall seems to fall out into infinity, where the stars take caballistic shapes and appear to be ghostly translucent figures, warning the travellers away. The dreamers can see the faint blue gloaming in which the stars spin. If they allow themselves to be drawn into the cataract, their boat is knocked apart and their memories black out, until they awaken in the damp outside the city wall of Stethelos.

Stethelos
In dream cosmology, Stethelos orbits the star Alkalurops, in the Northeastern sky between Bootes, Hercules, Draco and the Corona Borealis. It can be reached by making a Gate with a cost of 14 POW, or by travelling down the waterfall near the Green Meadow. From Stethelos, on those rare occasions when the fog clears slightly, it takes a successful Astronomy roll to locate the position of Earth.

Alphecca, the brightest star in the Corona Borealis, hangs low in the sky—but the star is red, and much larger than it seems on Earth, almost like a great ruby. A Physics or Astronomy roll suggests the "red shift" of distant stars, or possibly a "red giant," a star near the end of its lifespan. A Physics roll will indicate that Belgian priest Georges Lemaître (whose theories will not be formally published until 1927) has proposed, among scientists, that the universe began many billion years ago with the explosion of a primeval atom. His proposal came after observing the red shift in distant nebulas, suggesting that distant galaxies were moving apart from one another rapidly. (Later, Edwin Hubble would confirm these theories with his astronomical studies.) According to these theories, in the universe's first few seconds or fractions of a second, the rules of physics were completely different. (Even for the first 400,000 years, there was no light, only a fog of protons, neutrons and radiation.) A Cthulhu Mythos roll indicates that the red light is associated with Hypnos, god of sleep.

The city is built on the top of a marble hemisphere, and is surrounded by the waterfall, which sounds like a roll of thunder. The outside of the city is surrounded by a cloud of fog, which is surrounded by a cloud of rain , which turns into a waterfall of seawater, until one is swept away (characters who are swept away fall eternally into the stars and never wake up; their bodies go into a coma and eventually die). The city is walled, and above the front and back gates is a giant hand-mirror. Inside are gray and grayish-blue wooden buildings, with beautiful facades (some in the Queen Anne style), although in the back they are little more than boxes. There, in shuttered houses sealed off from one another, dwell the immortals who have realized that all beings share the same soul, but although they have this knowledge, have permanently cut themselves off from the life-cycle. Seawater seeps from under some of the doors, and on all of the doors is information like what would be written on a coffin.

Stethelos is a voluntary prison for immortals, for people who cannot die for all eternity. Many of them are people who made wishes using the Book of Sleep, but at the moment their wish was granted or shortly afterward, they were sucked into Hypnos, the group human unconscious. They experienced, in an instant, fragments of all the human lives that have ever been; and then, since their wish prevented them from truly being part of the group consciousness, they were pushed back into their individual selves. The miserable inhabitants of Stethelos—those unlucky souls who have had a taste of Hypnos and been cast out—always keep their faces cloaked in white robes or shredded bits of cloth or tarpaulins, sealed tight, for their bodies have turned into a watery fluid—seawater—which, as long as they are sealed tightly shut, keeps the shape of a human being. If they are punctured they will spill out and, in terror, they will drain out into the streets and into the waterfall and join the others who have melted. (This is not the end of their lives or their captivity: after millions of years of scattered consciousness, the drops of water will eventually rejoin and flow back to Stethelos, where they will be reformed.) They almost never leave their houses. They hate looking at the faces of living beings for they fear that they will see a resemblance to themselves.

There are many people dwelling here, Juan Romero among others. However, for the Seven Dreamers, the most important landmarks will probably be the observatory of Alkalurops—the tall building in the center of the city—and the house of Luis Phillips, which is one of the newer homes.

Luis Phillips

On Luis Phillips' door is written "Luis Phillips: 1922—." If the characters knock on it persistently, they will eventually hear the slightly muffled but recognizable voice of their old ally. When he recognizes who they are, he will first assume that they, too, have wished for immortality and like him are forever damned. In any case, their situation is hopeless because there is no escape from Stethelos; there is no way out, and they cannot even awaken as long as they stay there. Eventually, sobbing and crying, he can be convinced to open the door.


Phillips has his old mannerisms and voice, but he is completely covered in watertight bags, garbage bags and tarpaulins. No skin or hair is visible, not even openings for his nose, mouth or eyes. He will hide in a corner when the characters enter, keeping his face turned away because it's too painful to see them. His rooms resemble a well-furnished but damp and cold apartment. It is lit only by shadows from the foggy city outside, there are pots and pans catching the rainwater from the roof, and there are great streaks of moisture down the white walls. Everything is colorless, like a black and white photograph. The windows are boarded over. His possessions include many books, a grand piano, his now-broken lyre, and assorted fine furniture and unlit gas lamps. 

Luis Phillips is too depressed to do much (he knows that a wish cannot be used to undo another wish), but he can answer some questions. If the characters ask, he can direct them to the book which he stole from the library of Kadatheron, which is over on the counter. An enormous reddish kanji dictionary of over two thousand pages, nicked and marked with incense burns and notes carved on the cover, it is one of the only objects in the room with any color. A character with a high EDU or Library Use roll can find the proper translation/pronunciation of the Wishes in a short period of time.

The Observatory of Alkalurops

The alternate location for the final scene of the adventure, the observatory is a high (90 feet tall) tottering round wooden building with a domed top through which a telescope protrudes. The first floor is of normal height and is empty except for a metal spiral staircase going to the second floor. The second floor goes straight to the roof. It is lined on all sides with bookshelves, which are climbed by rickety wooden ladders. In the center of the room is another metal spiral staircase which goes up to the telescope, near the top of the room. The domed roof is covered with glass windows, some covered by sliding wooden panels. The floor is covered with sodden pieces of paper and puddles of rainwater.


Examination of the books shows that many of them are star charts, and others are genealogical records of long-dead races, but there is a sort of order to the books, which a Library Use roll can discern. Many of the books are written in classical Greek from a style that was common around the 2nd century BC. High up, 60' up on one of the walls, are books which tell how to read and pronounce the primal speech of Creation in which the Wishes are written (for practical purposes, they are just like the book in Luis Phillips' house). Bookworms, dead rats, birds' nests, long-lost scholars' eyeglasses and sticky notes will tumble to the floor as the characters dig through the heaps of books, in many cases supported not by the rotten shelves but merely by the stacks of paper themselves.

In addition to the texts, scattered around the room are many marble busts, of many different people, but always with a poppy wreath around their heads and a strange smile on their lips. All of these busts have one word upon them: HYPNOS. Among them are busts of any characters who have been absorbed by Hypnos or the singing shapes in the Green Meadow. This sight may cost the dreamers who knew them 1/1D4 SAN.

If a character climbs the 90' up to the telescope to look through it, they will see that it is turned directly upon the red star Alphecca. As the characters spend more and more time in the observatory, they may notice that the star starts to brighten. Suddenly, a tremendous ray of red light starts to stream from the misty sky, through the observatory windows, seeking out the characters. Hypnos has spotted them.

Making the Wish: The Final Complications
There are as many as three obstacles between the Dreamers and their Wishes. If Shussk is still alive at this point, he makes a gate to Stethelos (costing him 14 POW) and, bringing along the maggot-corpse hybrid (or some other servant if that was destroyed), tracks down the characters. This time, he fights to kill, although his lower POW makes him much weaker. 


But this is nothing compared to the vengeance of Hypnos, here in the god's home city. As the characters are fighting Shussk and/or frantically leafing through the pages of a book looking for the translation of the Wishes, a red-gold light will begin to play on the outside of the building, coming directly from the great star Alphecca itself. (In the observatory they at least have some warning due to the telescope.) The light will shine brighter and brighter outside the shuttered windows of the house or observatory, and possibly break the rotten boards in places, striking a character who does not Dodge quickly enough into the shadows of the building.


Lastly, if the characters have defeated Shussk and things are going too well for them, the inhabitants of Stethelos will leave their houses and amass in a mob to attempt the characters from defying Hypnos. They wield the weapons they used in life, and some are quite skilled. Only a small portion of the city’s inhabitants will join the mob—most of them don’t care enough to leave their houses, and some, like Luis Phillips, would side with the characters if they did—but 4-24 inhabitants of Stethelos should be enough to give the characters a hard time. Luckily, one hit with a cutting or piercing weapon pierces the membrane that keeps in their liquid bodies, causing them to spill apart.


If Luis Phillips is involved in a fight, after but one hit with a cutting or piercing weapon he streams out on the floor in a flood of saltwater, leaving behind nothing but rags.

They characters may be able to appease Hypnos by throwing the Wishes—all of them—into the light beam. Or they may all be killed by Shussk or absorbed by Hypnos. However, it is also likely, dramatically, that a character who is reading one of the books will discover the proper pronunciation of a Wish, just as everyone is about to die.

When the proper pronunciation for a wish is spoken aloud while the fish-wish is in that person's possession, the fish-wish vanishes in a flash of light. What happens then depends on what wish is made. Humble wishes, such as saving Kenji Miyazawa's sister, or regaining one's artistic innovation, are granted and have no bad side effects. A wish for "immortal youth and life" transforms a character into the same sort of hapless being as Luis Phillips.

A wish such as Raymond Jean Marie de Kremer's—a wish for ultimate power, a wish to become God—causes the character, in the sight of the other characters, to vanish. Hypnos' red light-beam vanishes as well. Privately take the player aside, and ask them what, as God, they would like to be done to the other characters and to the remaining wishes. The unused wishes may vanish or remain. Beams of gold light may strike down from the sky, destroying Shussk and his creatures. These kinds of small miracles are permissible. However, the character who has become God cannot then descend to Earth or communicate with their former comrades. Their wish has been granted by making them part of Hypnos, in the same way as those who are struck by the red-gold beams. They are merely connected to a higher part of the collective consciousness. If Shussk manages to get his Wish, he wishes for godlike power, which has an identical effect.


After Shussk is killed and the Wishes lost or made, the surviving characters can follow Shussk's trail outside to where the demonic palanquin-bearers, if they still live, wait obediently in the rain. Scrawled on the wall in the black remains of huge crushed pillbugs is a painting of a door, which is a Gate which leads back to Earth's Dreamlands.

Afterword
Characters who survive the adventure and escape Hypnos' curse gain 1d6 SAN, plus 1d6 additional if they defeated Shussk. Those who make their Wishes (and don't die, and get what they expected) gain an additional 2d8 SAN. They are not bothered by Hypnos again.


After all the stolen Wishes are accounted for, Hypnos goes back to the House of Sleep. Night after night, it reads from the book to the never-awakening sleeper in the bed. The sleeper, which is The World, hears the words in its sleep and absorbs them in a foggy, distorted form. Thus the God of Sleep brings dreams to mankind.

Inhabitants of Stethelos

The inhabitants of Stethelos were all once highly individual, powerful human beings who sought to become immortal or divine. Although they retain their memories and something of their personality, they have been crushed by their awareness of the cosmic whole. Only a few of them leave their homes, and a very small number of them worship Hypnos, the god who is responsible for their current miserable condition. Since Hypnos does not acknowledge or reward them in any way, this worship is based more on jealousy (of normal people) and toadyism than on religious feelings. Their bodies are made of salt water, but they wear different sorts of swaddling cloth and watertight materials to keep a humanoid shape. If the Keeper wills it, 4-24 inhabitants attack the characters.


Inhabitants of Stethelos take blunt damage as normal. When they take a single point of damage from an edged or piercing weapon, or when they are reduced to zero hit points from blunt damage, their clothes are torn and they splash apart into a cascade of salt water. The following statistics are generic.

STR 13
CON 13
SIZ 13

INT 15-24

POW 18-25

DEX 8

APP 4

EDU 21-25
SAN 0

HP 13

Damage Bonus: +1d4

Attacks:
Knife 65%, damage 1d4+2+1d4



Halberd (or Guisarme, or Bec de Corbin) 50%, damage 1d10+1d4



Mace 70%, damage 1d6+1+1d4



Makeshift Club 50%, damage 1d4+1d4



Grapple 35%, damage special

Typical Skills:
Innumerable; varies by individual

Armor: At the Keeper’s discretion, an inhabitant may be partially encased in leather (2 pts. of Armor), a 19th century diving bell (6 pts.), or permanently welded plate mail (8 pts.).

Spells: At the Keeper’s discretion, inhabitants may know 1d10 spells.

Items: Varies by individual; personal memorabilia and items from different time periods

SAN Loss: 0/1D2 to see an Inhabitant of Stethelos dissolve into seawater, leaving only clothes behind.

The Seven Dreamers: Background Information

Lord Justin Gilford III

Occupation: Dilettante

Sex: M

DOB: 1866

Colleges, Degrees: Oxford University, B.A., History

Birthplace: Wales


Nationality: British

Born into a Welsh noble family, Justin Gilford III (1866-) dabbled in many fields. He tried to become a travel writer, an investor, and a diplomat (to India and Egypt). Unfortunately, most of his financial ventures failed, and not having to work, he became more interested in dreams and fantasy. He especially enjoys the writings of William Morris, William Beckford and George MacDonald. He spent millions of dollars trying to build an incredibly tall tower on his property, but money ran out midway through construction. Now the tottering unfinished hulk looms over his diminished family lands.


Gilford was quite a ladies' man when he was younger. His vanity remains with him—although he is not rich any longer, he still wastes money when it is necessary to appear rich—and he hates being old. He is extremely afraid of death, and although he was able to discover the Dreamlands through reading a strange original version of "The Thousand and One Nights", he wants to be young again in the real world.


It was he who founded the Club of the Seven Dreamers, after meeting Jean Ray in the city of Thran. In the Dreamlands, he takes the form of a young Arabian emir or shah, with elaborately decorated robes and turban. He has two houses in the Dreamlands: an immensely tall minaret in Celephais, and an exaggerated, parapeted manor house in Thran.

WISH: To gain immortal youth and life.

Kenji Miyazawa

Occupation: Schoolteacher
Sex: M

DOB: 1896 

Colleges, Degrees: Morioka Institute of Agriculture and Forestry

Birthplace: Hanamaki, Iwate, Japan

Nationality: Japanese

Kenji Miyazawa (1896-) was born the son of a pawnbroker in a remote agricultural region of Japan. He disliked his father's profession, believing it to be taking advantage of the poor, and the two had many arguments. He went away to the university, where he trained as a geologist and botanist, before returning to his home town—shortly after his father's death—to work as a schoolteacher. He is a good teacher to his students.


Miyazawa is fascinated by the natural world and the cosmos. He loves to observe plants, stones, the skies and weather, often going into an almost trance-like state as he writes about them—his "mental sketches". He often turns these into poetry or fairy-tale-like stories with human and animal characters, which are as yet unpublished. In his youth, he studied Christianity, but finally became a Buddhist, because he believes that it has a truer vision of the interconnectedness of man and nature. He appreciates the methods of modern science but is disappointed by the arrogance of humanity. His beliefs are almost animistic—everything has a soul.


Miyazawa's closest human contact is his sister, who has tuberculosis and lives with his mother. He loves her dearly and wants more than anything to keep her from dying, which seems to be inevitable. In his dreams (in which he speaks English), he appears as an ordinary Japanese man wearing modern clothes, or a robed Buddhist monk, or a human with a cat's head.

WISH: To keep his sick sister from dying.

Raymond Jean Marie de Kramer (Jean Ray)

Occupation: Editor

Sex: M

DOB: 1887

Colleges, Degrees: None

Birthplace: Ghent

Nationality: Belgian

Raymond Jean Marie de Kramer (1887-), pen name "Jean Ray", came from a lower middle-class family. When he was young, he ran away from home and went to sea, where he learned life the hard way smuggling liquor on tramp steamers in the South Seas and the Gulf of Carpentaria. He also dabbled in piracy, and on one occasion he killed a man. Prodigiously intelligent, he eventually came back home, with his mind full of tall tales and superstition he had heard on his travels. He settled down and made money working in clerical posts and doing pulp writing—stories of the supernatural, and lyrics for local French and Flemish theaters. He became an editor of the Journal de Gand (The Ghent Journal). He also went back to his childhood interest in Catholicism and studied early Christian mysticism. He married in 1912.


At 35, Jean Ray cultivates an air of mystery about his past. He is cold and cynical, but he enjoys a good smoke, a good glass of wine, some pastries, or a meal of well-cooked goose and rabbit. His studies of Catholic and early Christian mysticism have caused him to research magic, and as his research grew, he has developed an ambition. He wants to correct all the things wrong with Creation, to use the dream world to uncover truths about the universe that will give him some of the abilities of God. Since he no longer necessarily believes in God in a Christian sense, this doesn't cause him guilt. He does not necessarily want to use this power for evil purposes; but then again, even he doesn't know exactly what he wants it for, except the excitement and grandeur of knowing it's possible.


He was one of the founding members of the group now called the Club of the Seven Dreamers. In his dreams, Jean Ray is a young man in stylish black clothes, or dressed as a priest, or dressed as a sailor with roguish clothes. His features are severe and hatchetlike.

WISH: "He had designs which involved the rulership of the visible universe and more; designs whereby the earth and the stars would move at his command, and the destinies of all living things be his." 

Jason Giraud

Occupation: Painter 

Sex: M

DOB: 1881

Colleges, Degrees: Stewart School of the Arts, Philadelphia, M.A., Painting

Birthplace: Philadelphia, PA

Nationality: American 

Jason Giraud (1881-) always had vibrant, memorable dreams. His parents were from an upper middle-class family, and as a child he spent many hours in the gardens and lawns around the house, lost in his imagination. He studied art and painting, and spent almost a full year in France (he was a third-generation French-American), studying the masters in Montparnasse. While he was there he met Catherine Sacriste, a writer, who he corresponded with and later married. They have no children, and they have a sometimes stormy relationship; although they love eachother, they both drink heavily.


For a long time, Giraud was a successful painter, but in his thirties he began to become dissatisfied with his paintings.  He had an artistic rebirth in 1917 when a friend of his, a Providence, RI painter, left him certain possessions in his will. Among them Giraud found an artifact, a brass key, which opened his mind to something he'd never realized before—he could go to the Dreamlands. He had been there many times, but before, he had never remembered it after he awakened. His artwork was re-inspired.


Now, however, Giraud has again begun to feel like he is artistically running in place. He is depressed; he is consumed by the desire to see new things, to have amazing dreams, to behold things no human has ever seen before. At the moment, his wife has left him and is staying with friends. No matter, they've had arguments before. When he recovers his creativity, his imagination, all will be well.


In his dreams, he looks as he does when he is awake, but seen up close, he appears to be made out of paint.

WISH: To regain his artistic innovation. To have dreams no one has ever had before.

Blair Edison

Occupation: Drugstore Clerk

Sex: M

DOB: 1894

Colleges, Degrees: None

Birthplace: New York, NY

Nationality: American

Blair Edison (1894-) wanted to study writing, but growing up in a lower-class family, he was unable to go to college for financial reasons. Always withdrawn as a boy, he escaped the real world by reading magazines like the Argosy and the All-Story Weekly. (His favorite writer is A. Merritt.) From the moment he entered junior high he wrote his own stories (and later, movie scripts), hundreds of pages of them, but they were always rejected by the magazines and studios. He has picked up a lot of extraneous knowledge.


He was shy and withdrawn, had few friends, and was sometimes picked on for being effeminate. He liked stories of heroes and beautiful women—although he was agnostic, he had been raised as a Fundamentalist Protestant and was uncomfortable with the idea of sex. It wasn't until he was out of school, and had worked as a waiter, a drugstore clerk, and a ticket-seller at a movie theater, that he realized he wanted to be one of these women. Horrified by the thought that he might be a repressed homosexual or some other kind of "deviant", he has tried to shut off his sexual impulses altogether and distance himself further from his male friendships. He spent a brief period of time in the army at the end of the Great War but never saw combat. He can sometimes put on a good face socially, but in reality, he is very guarded.


After he got his job as a drugstore clerk six years ago, he acquired the habit of mixing a little special drink for himself: Coca-Cola mixed with powdered coca leaves. Since then, he began to experience strange dreams which eventually took on more meaning than his "real" life. Since discovering this world, he has lost his ambitions in the "real" world, except for those all-consuming obsessions relating to his self-image.


In his dreams, he looks like a more handsome version of himself, almost androgynous, wearing knightly armored clothes that are a cross of Egyptian and Medieval European designs. He also has the ability to change his gender, becoming a Medieval princess, although he has kept this an absolute secret from the other Seven Dreamers.

WISH: To eliminate his physical and sexual desires. To have his rational mind completely control his unconscious. To forget his past.

Sarah M. Bishop

Occupation: Children's Book Writer

Sex: F

DOB: 1873

Colleges, Degrees: Cambridge University, B.A., English

Birthplace: London, Britain

Nationality: British

Sarah Bishop (1873-) was the daughter of a clergyman in a well-to-do British family. She found her father's brand of Anglicanism very strict, and rebelled against it in small ways by creating an imaginary world in books she wrote for herself and her sister (who later died of consumption). Although she studied English Literature in school, she was married in 1897, under pressure from her family, to a man she did not love, the owner of a shipping firm. By 1901, however, despite her husband's disapproval, she wrote and published The Goblin and the Baby, the first of many children's books.


Despite her conservative style of dress and her affected conservative mannerisms, Sarah Bishop consorted with anarchists and artists in her college years in the 1890s and developed a very anti-establishment view of the world. She believes that the best possible thing for the world would be if people cast off the shackles of religion and, possibly, government. Unfortunately, she was unable to satisfactorily express her ideas in her children's books and her attempts at becoming involved in occult organizations only outraged her husband and father, making her marriage impossible. Finally they were divorced in 1920 (they had no children). Her father died soon afterward. Since then, due to the highly public nature of her divoce, she has had difficulty finding a publisher for her most recent books, and has started to think of a way to influence people's minds directly through her dreaming ability, allowing them to see the unreality of the "real" world. She has become almost a fanatic towards this end.


Sarah Bishop dresses in much the same Edwardian clothes she wears in the real world. She is accompanied in her dreams by the Ragged Porter, a sort of hulking servant made of old black rags with buttons for eyes, the physical manifestation of a children's book character she created. 

WISH: To give others the ability to enter the Dreamlands; to be able to spread the dreaming power to other people through her writings. To change peoples’ ways of thinking and cause a peaceful socialist revolution.

Dorothy Sawyer 

Occupation: None

Sex: F

DOB: 1903

Colleges, Degrees: None

Birthplace: Boston, MA

Nationality: American

Dorothy Sawyer (1903-) has spent most of her life in the hospital. As a child, she was badly abused by her father, from whom she had already contracted congenital syphilis. Her wealthy grandmother  tried to take her in and raise her, but when Dorothy was in junior high, she started showing signs of nervous system damage. By her mid-teenage years she was unable to walk, and now she is permanently bedridden. Some doctors have also diagnosed her as insane.


Dorothy is intelligent and reads volumniously, as much as her illness will allow. She is particularly interested in magic and the occult. When she could still walk, she would bicycle out to the graveyards and lie in the grass, or wander in the forests of New England and try to reenact witches' rituals. She has a few friends whom she writes letters to. She also enjoys jazz records.


She has been conscious of the Dreamlands for almost half her life, and looks forward to the time when she will leave this world and become a bodiless spirit. Her crippled status has made her reckless and unafraid, both of other peoples' opinions and of death. But she is not at peace—what she wants more than anything is to do something that no human being has ever done, to ascend to a state where no one has been. In her dreams, she appears as a tall thin flapper with short dark hair, although she can also change her form to that of a green snake, or a lizard, or a blackbird with ruby eyes.

WISH: To become a spirit without a body, or to find a new body. To forget how she was abused as a child. To have dreams no one has ever had before.

