666 County Road 13
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You are a team of Reality TV Ghost Hunters operating under the company name PhasnomX – a subsidiary of PhenomX. The task at hand is to document and film a haunting that is reported to be happening at 666 County Road 13. It is a large home built in a remote rural area by an eccentric retired couple who dabbled in the occult and ran a spiritual retreat on the property. They both disappeared in a storm five years ago, and the house has been on and off the market ever since. The current owners trying to raise interest for the sale of the home have invited your show to film on site and are funding the episode. You are supposed to meet with the realtor onsite to kick off the episode and get some b-roll and footage for the story lead in.
Characters
Primary characters include the TV personalities, and secondary characters are comprised of support staff.
Suggested TV Personalities
· The Leader/Headliner
· The Expert/Believer
· The Reasonable One
· The Jump Scare
Suggested Support Staff
· Videographer
· Sound Recordist
· Producer
· Craft Services/Gopher/Researcher
Equipment
Two types of equipment are available. The things you bring with you in the trailer, and the things you find on site.
Base
You have a number of pieces of ghost hunting equipment at your disposal which is available in the trailer. Players can negotiate with the game master for up to three pieces of additional equipment not listed in the standard loadout below:
· [bookmark: _Hlk74862937]Walkies – All cast and support staff have walkies that allow them to communicate with each other
· Flashlight – All cast members have a flashlight
· Shoulder Cam – All TV Personalities have shoulder action cams they can take off and use as a hand cam if needed
· Thermometer – Can detect temperature swings
· Black Light – Makes hand prints visible
· Ghost Writing Book – The ghost can be enticed to 
· EMF Reader – Detects electromagnetic fluctuations
· Photo Camera – Takes Photos
· Video Camera – Takes video and sends it to monitors in the trailer
· Spirit Box – Can capture ghost speech (EVP) and answers to questions
· Crucifix – Protection?
· Salt – Protection?
· Sage Bundles – Burned for Protection?
· Candles
· Motion Sensors
Found
· Ouija Board – Ask questions for answers and an increase in danger
· Effigy/Fetish – Protect or endanger

The current story opens on the crew being dropped off at their onsite production trailer set up in the deteriorating driveway of the home. The rental van will be back tomorrow morning, part of the episode being the crew staying onsite overnight. Cell service is largely non-existent this far out in the country. The characters will be truly alone with each other for the next 24hours. Players should stop reading here.
Game Master Background

Mrs and Mr Davies were part of an occult group and ran spiritualist retreats on their property. Secretly they were harvesting energy from retreat participants through blood sacrifice extracted by cursed infernal mosquitos. An unexpected storm came up just as they collected enough blood energy, and they botched a summoning which released a trapped spirit that killed them, hid their bodies in an underground chamber accessible from a secret passage under the fire-pit, and haunts the property to this day. Either pick from the list of possible ghost types below or roll 1d10 for a random type from the list below. 
Explain to the investigators that they cannot fail in their job or the show will be cancelled and their lives ruined. The purpose of this shoot is to identify the type of ghost and where it is located on the property in order for a ghost removal service to follow up for removal. It is up to the players to decide how real they think ghosts are, but despite the dramatic events depicted on their TV show, nothing supernatural has actually occurred. The producer also suggests to the players to ham it up for the camera. In addition to figuring out what kind of ghost they are encountering, select up to 3 additional objectives for the hunt (See Additional Objectives below) and require that the players complete some number of those three to increase engagement with the scenario. 
The Realtor arrived yesterday to prep the house for filming, but angered and was killed by the ghost. Their car battery is dead and their body missing unless found by the players under the fireplace.
The GM should allow the first act to pass with the hunters able to explore the grounds and do their hamming up for the camera. Pick a type of ghost (or roll 1d10 to randomize, see below) and an area inside the house for the ghost to focus on. Once the players are first nibbled on by mosquitos, or disturb the ghost’s preferred location, it will become active and will start showing signs. Slow play this a bit and let them get at least one sign before starting act 2 and starting the ghost hunt sequence. This can be accelerated if appropriate based on the ghost’s description, or if the players taunt or provoke the ghost. Provide players with one survival point per 2 rounds in a hunt in addition to any they gain through their actions. This represents the “hunt” period being time boxed.
Feel free to put an effigy or fetish anywhere appropriate and in any for that you want, and one Ouija anywhere in the house.
Following are descriptions of the areas around the home with descriptions that can be read to players, and notes/other info for the GM.
Areas

The Trailer
Player Description: This is a large motorhome style trailer with seats and a working area for the whole crew and packed full of equipment. A ramp lowers to give easy access when on site, and aside from equipment racks, there is production and recording equipment, including a computer with several screens for live review of footage from cameras onsite. There is also a research database included on the trailer computer to allow research with out of cell range. A horse shoe hangs over the door for good luck.
GM Notes: Treat this as a safe-zone for players where if they can reach it while being hunted. 
Driveway
· Player Description: The driveway has seen better days, made from asphalt but crumbling and uneven in places. It is long with the house set far away from the highway. A large parking area frames the four-car garage, and an offshoot travels into the trees to the left past the house. The Realtor’s BMW is parked in the driveway near the trailer.
· GM Notes: Not much happens here on its own, though it is an avenue between a lot of areas. The Realtor’s car is largely empty aside from open house signs in the trunk, and the battery is dead from a dome light being left on.
House First Floor
Entry/Living
· Player Description: The main door leads into the entry room which is open and airy. A set of stairs lead up to the second floor, with a coat closet. There is a seating area with chairs and a coffee table clustered around a fireplace, with a wall-mounted television above that, and a skylight further above that. Double doors lead into the office, and the room also opens onto the kitchen and dining rooms.
· GM Notes: If attacked in this room, the players can dodge around the table and chairs to keep the ghost at bay. If they players are here at night, they may be able to see a pale figure moving quickly across the skylight.
Office
· Player Description: Through a pair of double doors from the entry area and having its own door out on to the porch, the office has a large wooden desk against the far wall, a thick area rug in the middle, and a book case filled with 70’s Sci-Fi and fiction off to one side. There is also a small closet, and one of the buildings security panels. Windows at the front overlook the driveway and walk up to the house. A laptop hard wired into a network port on the wall sits open and on, on the desk.
· GM Notes: The closet can serve as a hiding place during a hunt. The house security system can be accessed from a panel in the room. This is also a good place to have a Ouija board appear – possibly on the desk. If players investigate the laptop, they will see it has monitoring for the home’s security cameras. Cameras cover the driveway, deck, lower patio, and outside the stable. Recent movements show the characters arriving, and any movements they have made around the property. Any research of movements prior to the arrival of the characters will show the Realtor arriving close to sunset the previous day and entering the home. Deck cameras see into the four seasons room at a long distance and odd angle, but do show movement of the Realtor and possibly another figure later in the evening. The figure approaches the Realtor from behind and touches their shoulder and the footage ends.
Dining
· Player Description: A four top dining table sits in the middle of this room, with windows overlooking the lawn and fire pit outside. An open layout attaches to the living room, is separated from the kitchen by a counter height bar, and has double glass pane doors leading to the four seasons room.
· GM Notes: If attacked in this room, the players can dodge around the dining table to keep the ghost at bay.
Kitchen
· The kitchen is spacious with cabinet, counters and cupboards all around. There is a kitchen Island in the middle with a light hanging above it. All of the appliances are stainless, and look like they were recently updated to help with the sale. The exception is the refrigerator, which while still stainless has some dents and grooves in the front. A small window over the sink looks out on the deck.
· GM Notes: If attacked in this room, the players can dodge around the kitchen island to keep the ghost at bay. Inside any of the cupboards and drawers would be a good place for some kind of effigy. The sink can be turned on by the ghost.
Pantry
· This is a small white room with a bright light that comes on with a motion sensor. The walls are lined with shelves, some of which hold canned goods and empty cereal boxes to help with staging.
· GM Notes: This would be a good room to hide in during a hunt, but keep the motion light in mind for light sensitive ghosts. It can be turned off at the switch once per time it comes on. Also, if the ghost is in this room before a hunt, the light can come on “by itself” as a clue.
4 Seasons
· Player Description: This is a roughly pentagonal carpeted room that has windows on three sides, and has glass faced doors separating it from the rest of the house. A glass sliding door leads out onto the deck. It has a commanding view of the woods behind the home and of the fire pit and lawn area. A couch, chairs, and a table are present in the room.
· GM Notes: This is the room that the Realtor was killed in, and there is a smudge on the carpet in the middle of the room that is a mix of blood and mud. If they players pull up the carpet, there is a red pentagram painted on the sub-floor.
Deck
· Player Description: The deck is large and overlooks the back half of the property. There is a storage bench, and picnic table on the far side, and a grille currently against the house near the kitchen window. The deck wraps around the four seasons room to a stairway that leads down to the lower patio and glass sliding door into the basement.
· GM Notes: The storage bench would be a good place for something to be found like a Ouija board, or possibly a body later on.
Mud
· Player Description: This is a narrow entry way coming in from the garage and linking to the laundry room, kitchen, and a bathroom. Coat hooks line the walls and tile lines the floor. A bench with storage sits along the wall shared with the garage.
· GM Notes: This would be a tight space to navigate in a hunt scenario.
Bath
· Player Description: A fairly small bathroom with a sink, toilet, and shower stall. With the door opening within inches of the toilet, and the shower blocked when it is open, it feels cramped.
· GM Notes: Its small size and the tightness with the door opening, this would make a good hiding spot in case of a hunt. The sink can be turned on by the ghost.
Laundry
· Player Description: Space is fairly tight in this laundry room which is dominated by a large washer, dryer, and a sink and countertop along the back wall. There is a fairly sizable closet in the back which has its own external light switch and contains a vacuum cleaner and cleaning supplies. A small window over the sink overlooks the back of the garage. The light is motion activated by a switch just around the corner.
· GM Notes: The closet would be a good hiding spot in care of a hunt. The motion activated light can come on seemingly by itself if the ghost is in this area. The sink can be turned on by the ghost.
Garage
· Player Description: This is a large double-deep four car garage, with a workshop built into the back with double doors. The walls are drywall which has been mudded, but never painted. The large rollup front doors are electrically operated. It echoes a bit, and has some garden tools, a lawn mower, and a quad stored here. An attic hatch is visible in the middle of the ceiling, and the fuse panel is located on the far end away from the house.
· GM Notes: There is no ladder up to the attic area, and if players somehow make it up to there, it is empty of everything except insulation. The fuse panel can be used to either kill or restore power to the house.
Workshop
· Player Description: Through double doors from the Garage, this is a large room with similar bare drywall to the garage. There are two small windows that look out on the woods behind the house. Leftover building supplies and tools are kept here, along with many paint cans.
· GM Notes: Among the other paint cans is one which has a deep red color which matches the occult markings around the property.
House Second Floor
Landing
· Player Description: This small landing overlooks the entry area of the house. A piece of art hangs here that looks like blend of blues and gold, with a pair stylized closed eyes centrally featured.
· GM Notes: If the GM desires, the eyes in the painting can shift from closed to open.
Bed
· Player Description: This is a very large room with a bed and end tables against one wall, and a pair of chairs and a table against the other. Large windows overlook the woods behind the home, complimented by a glass sliding door leading out onto a balcony. A hall leads further into the second floor. The room is surprisingly boring and devoid of personality.
· GM Notes: The room was simplified quite a bit by the real estate staging people. Not a lot to add here.
Balcony
· Player Description: This is a small wooden balcony overlooking the woods behind the house, and the deck below. 
· GM Notes: This could work as a hiding place in case of a hunt.
Walk-in 1
· Player Description: This is a good-sized walk-in closet with shelves and clothes rails along the sides. An attic hatch is in the ceiling with no ladder.
· GM Notes: This would make a good place to hide during a hunt, and would be a good place for a Ouija board to appear. If the players somehow make it up into the attic, it is empty except for insulation.
Walk-in 2
· Player Description: This walk-in is long and thin, with shelves and clothes rails on all of the walls. There is a small cover plate low on the back wall.
· GM Notes: This would make a good place to hide during a hunt, and would be a good place for a Ouija board to appear. If players remove the cover plate, the will find th/roll e back of the plumbing for the shower, and the desiccated corpse of a cat.
Master Bath
· Player Description: This is a large bright room with dual vanities along one wall, and a large whirlpool tub in the corner. Windows near the tub overlook the back of the property and the camp sites. Past a linen cabinet, a separate room in the back contains the toilet and a shower stall.
· GM Notes: The ghost can turn the water on in either of the sinks. The back room would be good to hide in case of a hunt.
House Basement
Rec Room
· Player Description: Stairs down from the first floor open out onto a generous room with a billiards table with a light hanging above it and a couch facing a television against one wall. A glass sliding door leads outside to a concrete patio near the fire pit.
· GM Notes: If attacked in this room, the players can dodge around the pool table to keep the ghost at bay.
Craft Room
· Player Description: This is a square carpeted room with white walls and bright lights. Even though it is marked as a craft room on the layout, it has a single wooden chair sitting in the middle of the room facing away from the door.
· GM Note: The room isn’t very interesting but could be a good Ouija board location sitting on the chair.
Bed 1
· Player Description: This bedroom is simple, having a bed, dresser, and closet. A window looks out on the area under the deck towards the woods. There is a framed art print on one wall showing what, if the players have visited the fire pit, a view of the fire pit including the wood shelter. A fire burns in the pit and reaches thinly up in the form of a ladder reaching to the sky and melding with stars.
· GM Note: The art print style depiction of the fire pit area hits to the ladder beneath the fire pit, and a suggestion could be made to the player if appropriate.
Bed 2
· Player Description: This is a slightly larger bedroom with a bed, dresser, and a large old timey radio cabinet. The light in the cabinet showing the frequency dial is on, but the volume is turned down to nearly off. A window looks out under the deck towards the woods. A door leads into a walk-in closet.
· GM Note: If the volume is turned up, it will be tuned to a jazz channel, that doesn’t seem to have commercials. With a hand not on the volume nob, it will slowly drift back to silent. Once the ghost begins haunting, the volume turns up on its own, and the music turns creepy.
Walk-In
· Player Description: The walk in closet has a clothes rail along the righthand wall with shelves above them. There are many cardboard boxes stacked on top of the shelves and some winter coats hanging on the racks.  A tall narrow safe is attached to the back wall, and is locked. The light switch for the closet is outside in the bed room.
· GM Note: The cardboard boxes are obviously from online shopping deliveries and are either empty or filled with packing material. The locked safe if opened has a rifle inside, but no ammunition, and some legal documents. There is also a false bottom in which several musty occult tomes are found. Call them generally creepy but ultimately not useful. This is a possible good hiding spot in a hunt.
Utility
· Player Description: As soon as the door is opened, a whiff of natural gas can be smelled. The room is cramped, has a concrete floor and has a furnace, water softener, water filter, water heater, and sump cover.
· GM Note: The whiff of natural gas is from a failed gas regulator if investigated. It poses no real threat, but could give the players ideas to burn the house down should it come to that.
Bath
· Player Description: This is a normal sized bathroom with a sink, toilet, and tub/shower. The walls are painted gray, and there is a built in cabinet on the left as you enter filled with linens and towels. In the back of the cabinet behind the cloth goods is a box that runs the security system for the house.
· GM Note: This is a possible good hiding spot for a hunt. As part of the ghost’s activity they may turn on the faucet. If the ghost sets off the home security system, it can be disabled or shut off here in addition to the control panels upstairs.
Fire Pit
· Player Description: The firepit area is across the somewhat overgrown lawn from the front parking down a slight hill. It is within sight of the lower patio, glass sliding door into the basement, and the stairs up to the deck. The grass is tall and overlaps the circle of stones marking the edges of the firepit itself. Old ash is still visible in the bottom of the pit, with some metal slightly exposed that looks to be for grilling. Nearby is an old firewood shelter full with sun bleached wood.
· GM Notes: There is a secret chamber underneath the fire pit. The metal visible Is actually a disguised hatch. The players can possibly find this if hints in other areas are followed or by digging in the ash. The hatch is locked, but the keys are hanging on the key hooks in the kitchen. If they go down, there is a metal ladder and a part concrete part earthen chamber with the desiccated corpses of an older man and woman, whose dry state is at odds with the damp chamber. They appear to have died screaming and upon examination, they appear to have throats cut. The male corpse bears a wallet with ID indicating it is Bear Davies, the missing previous owner. In addition to the home owners, the more recent corpse of the Realtor is found here with its neck snapped.
Camp
· Player Description: Behind the house near the woods is the gravel paved camp area where retreat participants would stay. The green canvas tents are old and somewhat weathered but are set up on wooden platforms off the ground and were obviously cleaned as part of the sales efforts. Two army surplus cots are set up in each one, with small simple side tables. The trees crowd in close to the area behind the tents and water can be heard flowing nearby. Mosquitos swarm near the woods, biting you if you stay long.
· GM Notes: If players look under the raised wooden platforms, there are stones there. Upon further inspection, they are laid out in what appear to be occult patterns. If any appropriate skills can be brought to bear, they are ones for focusing power. The mosquitos will drain some blood energy from the players, leading to awakening the ghost.
Stable
· Player Description: down the path to the left of the parking area is a metal building with large sliding doors at either end, and a conventional door at the front. Upon entering you are greeted with the smell of hay and alfalfa. There are two horse wash booths with white shower panel walls and a hose. One of the panels appears to be falling off the wall. The wash area, and near the doors are paved in concrete, but there is space for four stalls with dirt floors. The stalls themselves with their walls and gates are gone, with old straw and vegetable material is stacked in the dirt by the back wall.
· GM Notes: There is nothing in the pile of straw, except for some horse dung. If the players investigate the was stalls, the falling panel appears to be some red lettering on the walls behind. It can be pulled off the wall and exposes a stylized whirlpool symbol with lettering following the drawn lines but with the last bit somewhat damaged. It appears to be latin, and if an appropriate skill can be applied(google translate is allowable as well), it says: Down into the deep, through blood and fire, save us from the passing of time, to live on. Only “to live on” appears to have been damaged by water from the wash and while legible is not perfect.
Stream
· Player Description: The stream runs behind the house through the woods nearby to the camp site. A path goes along the near side, starting behind the stable, and leading to the fire pit. It is wide and level and would accommodate horses. There are a few pools along the route, and mosquitos and other insects buzz about.
· GM Notes: If the players follow the path, there is a large rock placed in the middle of the stream with a statue of a woman riding a horse. A plaque reads “The Path Of Life, Well Lived with Companions, and Warmed by Friends”. The mosquitos will drain a little blood magic and contribute to waking the Ghost.

Ghosts
1. [bookmark: _Hlk74862916]Banshee
a. Features
i. Will focus on one victim at a time.
ii. Afraid of crucifix and will be less aggressive around one.
b. Signs
i. Freezing Temps
ii. EMF Level 5
iii. Finger Prints
2. Demon
a. Features
i. Attacks Frequently
ii. Ouija Board use is basically free 
b. Signs
i. Freezing Temps
ii. Spirit Box
iii. Ghost Writing
3. Jinn
a. Features
i. High Speed
ii. Power Outages slow it down considerably
b. Signs
i. EMF Level 5
ii. Ghost Orbs
iii. Spirit Box
4. Mare
a. Features
i. Attacks more in the dark
ii. Turning on lights blunts attacks
b. Signs
i. Freezing Temps
ii. Ghost Orbs
iii. Spirit Box
5. Phantom
a. Features
i. Very frightening appearance
ii. Taking a picture will stop a hunt
b. Signs
i. Freezing Temps
ii. EMF Level 5
iii. Ghost Orbs
6. Poltergeist
a. Features
i. Can throw multiple objects at the same time
ii. Loses all power in an empty room
b. Signs
i. Ghost Orbs
ii. Spirit Box
iii. Fingerprints
7. Revenant
a. Features
i. Sprints when hunting
ii. Hiding confuses it and slows it down considerably
b. Signs
i. EMF Level 5
ii. Ghost Writing
iii. Finger Prints
8. Shade
a. Features
i. Shy and thus harder to find
ii. Will not start hunting if there are multiple people nearby
b. Signs
i. EMF Level 5
ii. Ghost Orbs
iii. Ghost Writing
9. Spirit
a. Features
i. Harder to identify because it isn’t very special
ii. Sage Bundles will stop it from attacking for longer
b. Signs
i. Spirit Box
ii. Ghost Writing
iii. Finger Prints
10. Wraith
a. Features
i. Wraiths fly, bypassing ground based obstacles and not leaving footprints
ii. Salt is an extremely toxic and effective
b. Signs
i. Freezing Temps
ii. Spirit Box
iii. Finger Prints
Additional Objectives
These are additional objectives that the players should be compelled to complete as part of filming the episode of the show. The GM can select as many as they want but a suggestion of up to 3, and requiring the players to complete at least 2 of them. You can roll to randomly select objectives below.
1. Capture a photo of the ghost
2. Cleanse the area near the ghost using sage bundles
3. Record the ghost tripping motion sensors
4. Get a reading on an EMF Reader
5. Get a ghost to blow out a candle
6. Get a ghost to walk through salt
7. Have a member of your team escape the ghost during a hunt
8. Have a member of your team witness a ghost event – slamming doors, turning off lights, etc
9. Use a crucifix to prevent a hunt or use it on the ghost in a hunt
10. Find and use an effigy or Ouija Board
11. Find black light evidence on a door, light, switch, etc.
12. Get a response on the ghost box
Hunts
Largely use the normal Slasher Flick rules for attacking, gaining, and losing survival points with these suggestions:
Hunt Frequency
Start hunts at your discretion. If the players taunt the ghost or do things that make you think it will manifest, go for it. Use of some of the equipment can make it hunt more often, or less often using your judgement. If you want to randomize more and not immediately kill your players, offer them a high low roll on whether their activity that could cause a hunt does cause a hunt.
Time Based Survival Point Accrual
Give the players 1-2 survival points per round to indicate the time boxed nature of a hunt. Accrual can still be added and removed per normal slasher flick. Gaining the 8 survival points indicates the end of a hunt. Hunts can recur at the discretion of the GM.
Using Items
Just like the regular game, use of skills can win or lose survival points in a hunt. Built into this module are some equipment that comes along with the ghost hunting show. Some ghosts have weaknesses to certain items which should provide more survival points, or modification to hunt frequency or behavior during the hunt.
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