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Hi! 

Thanks for downloading this PDF version of the one-shot adventure A Conversation at Midnight. 

This is an adventure designed for the S.C.R.E.A.M roleplaying system designed by Matt Jones at 

Ursidice. 

You can download the rules for S.C.R.E.A.M and any character sheets associated with it from 

ursidice.com/scream. You can also listen to this adventure being played through our RSS feed, on 

iTunes, Spotify or directly on ursidice.com/podcasts  

For reference, all parts written in italics are for the GM only. All parts written in standard text are to 

be read aloud. It is best to gather the answers to your Players’ questions privately, then try and 

integrate their fears, secrets and aspirations into the story. 

I hope you enjoy this adventure – have fun scaring your friends and killing their Players! 

  

https://ursidice.com/scream
https://ursidice.com/podcasts
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How to Play 

The rules 
Players make rolls to determine the success of their actions. They roll a d100 (two 10-sided dice) and 

must roll above their score for the stat in question. 

Rolling above the score is a success, the action works in some way and their score for the stat stays 

the same. 

Rolling below the score is a failure, the action is unsuccessful in some way and their score for the 

stat increases by 5, making their next roll with that stat harder. 

Rolling 100 (00-0) is a Critical Success. This means that the action worked perfectly. 

Rolling 1 (00-1) is a Critical Fail. This means that the action fails, but also that the world gets a little 

bit scarier.  

For Players 
Players have 6 stats: 

Supernatural, Character, Reactions, Endurance, Aptitude and Mental Resolve. 

Supernatural represents your knowledge of the Other World and its denizens. 

Character represents your persuasiveness, charisma, ability to lie and discover lies, and knowledge. 

Reactions represents your speed to react physically and ability to notice things. 

Endurance represents your stamina, toughness, strength and pain barrier 

Aptitude represents your ability to rise to new challenges and pick up new skills. 

Mental Resolve represents your ability to withstand mental stress and the ravages of terror as the 

world gets more and more horrifying. 

Supernatural, Character, Reactions and Endurance are base stats: Players roll against these for 

things they can feasibly achieve within those categories. 

Aptitude and Mental Resolve are gateway stats: For challenges which put Players out of their 

comfort zone in terms of a new skill or psychological difficulty. A check with either of these must be 

passed before the base stat test can be made. If the gateway check is failed, the base stat check is 

rolled at a disadvantage (role d100 twice and choose the lowest). 

To determine your initial stats, Roll d100 twice for each stat (Supernatural, Character, Reactions and 

Endurance) and pick the lowest roll in each. 

Aptitude and Mental Resolve always begin at 45. 

Add in your Luck point, Luck can be spent to re-roll any check which is not a Critical Fail. Players can 

never have more than one point of Luck at a time. GMs will portion out Luck as a reward for 

inventiveness or good roleplay. 

Finally roll a single d10 – this is your starting FATE score. 

Answer your questions and fill out a character name, then it’s time to S.C.R.E.A.M 
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For GMs 

Running a game 
Just remember to keep it scary. 

You can build tension by playing with levels, we’ll call them 1-4. Level 1 is a general feeling of unease 

as the world is obviously darker than first thought; Level 2 is a feeling of dread as impending horror 

begins to show signs of its existence; Level 3 is a feeling of terror as the final horror begins to stalk 

the group, or nearly show itself to them; Level 4 is actual Horror – the blood, the gore, the reveal of 

the monster etc. 

Don’t rush to level 4, keep playing between 1,2 and 3, going up and down, until you’ve developed 

some real fear in your group, then bring on the final act with 4. 

When a critical fail (001) happens, the world gets scarier. The Players could hear a noise or catch a 

glimpse of something, the door they came through could now be locked, or the final scenario could 

get a little worse, just remember to keep tabs on anything you delay. 

You may wish to run it as an ongoing story, where you follow Players’ every move, or a series of 

scenes, skipping out the bits in between, play it however is best for your group. 

As a guide, don’t make Players roll for everything, try and keep it as just the big moments. It’ll make 

rolling scarier and help keep tension for longer. The more rolls they make, the more likely they are to 

fail, making their next rolls harder. If you’re running a short game, you might want to make Players 

make more rolls, if you’re running something longer, use them sparingly for tense tests of skill. At 

the end of the day, though, it’s your game, so make Players roll at any time you think is appropriate. 

 

Luck and Fate 
Players start with a FATE score (which is a number between 1 and 10) and 1 point of Luck. 

Luck can be spent to re-roll any check which is not a Critical Fail. Players can never have more than 

one point of Luck at a time. Portion out luck as a reward for inventiveness or good roleplay. 

FATE scores can be added to or decreased as the game goes on. Give out FATE points to individual 

players to increase tension. You can give them out for events which are particularly dramatic, or 

even mundane occurrences, just to build tension. Do not tell the characters the purpose of the FATE 

score. When a Player rolls a Critical Fail, GMs may choose to give them a Fate point. 

If the score ever goes above 10, then a Player is cursed. Whenever they make a roll, they must roll 

with disadvantage (roll two d100 and use the lowest result). 

If the score ever reaches 13, then a Player is marked for Death. The Player is destined to die 

gruesomely soon, or to have some dire catastrophe befall them.   
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A Conversation at Midnight 

Arrival at the Station  
Evelyn and Michael 
Many among the upper echelons of high society are well aware of the extravagant parties that were 

thrown by Mr and Mrs Michael Doncaster-Albright. Few among them, however, were acquainted 

with the couple on a more personal level. Educated at Cambridge, Michael was a philosopher in the 

truest sense of the word. His library was renowned across the South of England and his wit and 

charm were surpassed by few or, as Evelyn was convinced, by none. Evelyn, an intelligent woman of 

good breeding, wrote poetry and novels and, for a time, was thought to be a pretender to the 

established prowess of the Bronte throne. 

Evelyn and Michael were a love story written in the most classic of ways. What was called love at 

first sight bloomed into a pairing that erred so close to perfection that many called it fated. Fated it 

may have been, though perhaps more as star-crossed lovers than happily ever after.  

One night, in the midst of an oration on Aristotle and Virtue, Michael collapsed and, in the months 

that followed, slowly made his way out of this world which he and his wife had tried to make so 

bright for themselves and others. Day by day, at his bedside, Evelyn watched their future together 

shrivel and turn to bitter ash. 

During the first months Michael’s illness, the visitors were many and the couple was beset by well-

wishers and friends and relations, all of whom were greeted with sadness and gratitude, but as the 

months went by and Michael’s condition worsened, Evelyn became more reclusive. By the time the 

final hours of Michael’s life came around, she had banned all but the Doctor from visiting and, from 

what was spread around by the few remaining, gossiping staff, was but a shadow of her former self. 

The funeral was well attended, but Evelyn spent most of the affair beneath a thick, black veil and did 

not speak more than a few words to anyone. Her presence was that of a black-clad wraith, whose 

banshee wail as the coffin was lowered into the ground could have done nought but reduce all those 

in attendance to tears. 

It has been several years since any of you have seen or heard from Evelyn and each of you was 

shocked to open, but a few weeks ago, a letter to discover the artful hand and well-known script of 

one Mrs Michael Doncaster-Albright in your possession. 

It reads… 

Read the letter  
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The Letter 
Wolf’s Hollow 

 Kilmennark 

 Mennarkshire 

 Scotland 

 

 

My Dearest Companion, 

It has been so very long since we last were in each other’s company and my heart grows weak with 

the thought that another year might pass without our paths meeting once again.  

There is a hollowness and darkness within me that only the light of your company could possibly 

allay. The passing of my dear Michael, now two years since, had left me with little hope for a future 

or purpose in life. His being survived by myself, but no children, there was no one to keep his spirit 

alive with me and, lonesome and distraught, I had taken to observing, daily, his portrait within the 

halls of what was once our home with greater and greater sadness. Time is meant to heal all 

wounds, but, truly, this is a cut so deep that it seems each year only worsens my pain. It soon 

became time to sell the place that had been our courting ground and our happily wedded home and 

find a place not so steeped in bitter memory. 

The sale of Michael’s estate granted me a way to sustain myself bodily, though it did not bring any 

joy to my soul. Following the sale, however, I have had the great fortune to purchase property in the 

wildest, most romantic part of Scotland that you ever did see. This house is truly something to 

behold, a residence with both character and history that will, I am sure, inspire in you both the most 

wondrous of emotions and the deepest of curiosities. It has inspired within me something new and, 

perhaps, this poor, dear heart will finally find rest within these walls. 

Here, I have found not only new purpose, but also new companionship. Nothing with so base a 

desire as to ever replace my dearest Michael, but a figure with whom I have found a kinship of the 

mind. One who has allowed me an insight into things beyond what I had ever thought possible, e’er I 

had moved to this beautiful abode and one who has made the loneliness less desperate. 

To this end, I would request, most humbly, your presence at a small gathering of likeminded souls on 

the eve of All Hallows, the 31st October. The house is some distance from the last vestiges of 

civilisation, however I will arrange for a carriage to collect yourself and your dining companions from 

the nearest station, Kilmennark, a sweet little halt at the edge of the world. 

Bring with you only an enquiring mind, a willing spirit and, of course, your own sparkling skills in 

conversation and wit. 

With the warmest of regards, I remain, 

Evelyn, Mrs Michael Doncaster-Albright. 
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The Station 
The train pulls away, leaving you here on this harsh and desolate halt. A light rain is falling and there 

is no shelter. 

Looking around, you see three other people standing on the short platform, distanced presumably, 

by the spread of carriages and their doors.  

But for the halt and the track, peeling away dimly into the fog, the world here seems to be dead. 

Having left Perth many hours behind, this almost impossible line, which defies sense by its 

placement here, seems to have left you all at the end of the world. 

The white mist sworls and whirls thickly with the odd gust of wind, lying like thick cobwebs over the 

damp, marshy ground, then slowly being pulled back to reveal a desolate scrub or patch of heather, 

before vanishing it again. 

Use this time to allow Players to introduce themselves. 
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The Coachman Cometh 
Reactions roll to hear the approach of hooves. Play up the tension as it approaches 

Your introductions are cut off by the strange, hollow thudding of what quickly becomes apparent is 

the sound of hooves. The sucking mud on the sodden ground and the smothering fog deadening it 

until it’s almost upon the halt.  

A great carriage looms out of the white expanse and, as a gust of wind whips across your faces, two 

enormous black mares are revealed, pulling behind them an ornate coach, which looks to be made 

of some sort of dark, red wood, with studded iron driven into its, thick wooden wheels. 

Atop the coach, top hat held grimly on in defiance of the weather by a pallid hand, sits a dark figure. 

Its long black coat, which upon closer inspection would have been grey, but for the water soaked 

into its heavy woollen mass. 

Peering out from under the brim of the hat is a pale, moustachioed face with a long, hooked nose 

and a gruff voice. 

“You’ll be here waiting for me, I’ve no doubt! Now gentlemen, I cannot apologise for the weather, 

though I can apologise for making you wait. Had I left but a few moments earlier, well, who knows, 

you’d all have been drier and there’s no doubt there. 

“The Lady of the house has given me strictest of orders to ensure that yourselves, your luggage and 

your good spirits are all arrived in good time to the Manor afore the afternoon is done so as you can 

all be settled, fed and rested before the evening’s festivities commence. It’s an hour still, by coach, 

so we’d better get shifting!” 

He hops down to the ground with a slurping of mud and continues, whilst pulling open the sullen 

doors. 

“Now, there’s plenty of room in the back, but I can only offer my deepest apologies that there’ll be 

no place to dry yourselves properly until you get to the house. I’ve a set of rough shammys with me, 

but they’re no fit for the gentle likes of souls like yourselves. So you may have to drip until you’re 

there!  

“Up into the back, now, gents!” 

The coach journey will take more than an hour; the passengers may wish to converse amongst 

themselves or ask the coachman questions about the resurgence of Evelyn. 

A successful Character roll will allow the players to find out more from the coachman. On a failure, 

he is gruff and unyielding of information.  

The coachman knows only that his employment began a few months ago and that his employer has 

been a kind and gracious. The house, however, had lain empty for many years before her arrival. 

Locals say the place is cursed and that its reason for laying empty for so long is because the Devil 

lives on the desolate moors that surround the house. Wolf’s Hollow was the home of the Black Dog, 

which the Devil would take hunting with him. 

A successful Supernatural roll will allow the players to know that The Black Dog is a famous ghost in 

British folklore, that is a portent of catastrophe and death and is associated with the Devil.  
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The players may want to inspect the inside of the coach. It is well made, with plush plum-coloured 

fabric lining the interior. A successful Reactions roll will reveal to the Players that there are slight 

burn marks around the corners of the door.  
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Dowsing and Leylines 
The Arrival 
The coach journey goes on for what feels far longer than the hour you expected. Amid your 

conversations and silences, you each take your time to glance out of the smokey window, only to 

find that the fog around the carriage is so thick that you find yourselves alarmed at the thought that 

the coach driver may not be able to keep to the small, unassuming track that marks the way to 

Wolf’s Hollow. 

More alarming still, as the coach thuds its steady way onwards is the realisation that, but for the 

rhythmic pounding of the horses’ hooves, there is no other sound to be heard. The whole place is 

silent and dead. After a while, the carriage seems to be heading downhill. 

The deathly silence is broken by a gusting of wind that beats against the side of the carriage, causing 

the shutters to rattle and the horses to whinny, which also pushes the back the fog to reveal on each 

side of the carriage the stark, black head of a wolf, each impaled on a spike, their tongues lolling out 

of their heads and their dead, black eyes, rolled back. The voice of the coach driver rings out into the 

air, “Wolf’s Hollow, gentlemen!”. 

The coachman halts the carriage and jumps down onto the driveway, opening the doors and helping 

each of you down to the wet paving stones. 

Above you, the hulk of Wolf’s Hollow looms like leviathan in the oceanic mists, then a voice cries out 

from ahead of you. 

“Gentlemen, how absolutely lovely it is to see you all!” 

You see a woman who you all instantly recognise as Evelyn, her dark hair pulled back into a smart 

bun and her clothing and makeup immaculate. It’s as if the years had never passed and the grief-

stricken widow you last saw is certainly almost impossible to imagine in the face of this figure. 

“Bring yourselves inside”  

Greet the Players by name 

“The maid will take your items to your rooms, if you need to get dried off, then that can be seen to, 

then all of you must come and join me in the drawing room. Oh it’s just delightful to have guests!” 

The maid is a small, mild looking woman in her early 50s, who smiles sweetly at you all. Her black 

and white uniform is well pressed and clean, sleeves are long and end in a slightly ruffled cuff. 

A success Reactions roll will allow players to notice that the maid’s left hand is badly burnt and the 

burns look as if they go up the arm, but are hidden by the sleeves. 

If pressed, the maid will become reticent and shy regarding her injuries. Otherwise, her manner is 

pleasant enough. A critical success in a Character roll will get her to reveal that there was ‘some 

unpleasantness’, but she will go no further. 

The Bedrooms  
The Players don’t spend enough time in their rooms to be able to look around too much, but there 

will be time later or them to explore. Each room has a painting within it, whose subject matter is 

strangely disquieting, though it’s hard to work out why. 
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Tobie’s chamber: A painting of a tall, slender man with neat, dark hair and piercing eyes that, with 

irises that appear to be jet black, as if absorbed by the pupil. By his side is an enormous, black hound, 

with eyes that burn out of the picture. In its mouth is the bloody corpse of a rabbit. 

Jacob’s chamber: A painting of two small children, with peculiarly androgynous features that make 

it hard to tell if they are girls or boys. They are wearing white gowns. They are holding hands, but 

their free hands are tucked behind their backs as if hiding something from the painter. They stand in 

a meadow, in the background is a tree with a noose hanging from it. 

Sir William Cavendish’s chamber: A painting of a group of men in conversation, they are well 

dressed and stood around a table on which is the partially dissected body of a woman. In the 

background a door is slightly ajar and a small, dark figure can just me made out, peering into the 

room. 

Lady Arabella’s chamber: A painting of a grossly fat woman, reclining in a padded chair that bows 

under her weight. She is currently eating what looks like a budgerigar - whole. A table of food sits 

next to her, covered with meats, desserts, cheeses and pies. An emaciated dog stands forlornly in the 

left corner of the painting, impossibly thin, with oddly human eyes that stare hollowly at the woman. 

When the Players are finished with inspecting their rooms, they join Evelyn in the Drawing Room. 

The Drawing Room 
The Drawing Room is neat, with green leather chairs placed occasionally around it, with little tables 

next to them. In one corner is a peculiarly wide padded chair that matches the one in the painting of 

the large woman in Lady Arabella’s chamber. 

Evelyn is standing in the centre of the room, in front of her is a card table with some long, thin pieces 

of metal on them. 

Players may make a Supernatural roll or a Character roll to see if they recognise these. On a success, 

they recognise them as dowsing, or divining rods. 

She opens her arms wide and says “Gentlemen. My darling gentlemen. It has been far too long. I 

must apologise for my absence and silence for so long. I am sure you can understand that I was not 

feeling quite myself and, until moving into this darling home, I was frankly no great company for any 

soul at all!” 

She moves between you all, gently holding each of your hands and moving her cheek close to each 

of yours in a peculiar show of affection. Her skin feels strangely cold, as if she had just stepped inside 

from standing out in the cold. 

Give Evelyn and the Players time to converse. She seems very much her old self – full of cheer and 

delight, exactly as the Players remember her. If the players ask if they notice anything odd about 

Evelyn, then a critical success in Character or Reactions will reveal that Evelyn does not appear to 

blink for the entire conversation. 

Evelyn will remain generally pleasant. She will happy tell the players that the move to Scotland and 

this house has changed her perspective on the world and the universe. The air, she says, has 

particular curative properties and the rich history of the place is fascinating. 

Eventually, after pleasantries have been exchanged, Evelyn will propose a game. 
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“This house has a fascinating history, I don’t know if the coachman told you, but some say that 

Wolf’s Hollow, and the site of this house in particular, is one of the places where Christ apparently 

walked when he was purported to have visited Britain. Many scholars maintain that he visited the 

South of England, walked on Glastonbury Tor, for example, but there is a story that he had reason to 

come this far North, because here, he would meet The Devil for the first time. Christ was said to 

have wandered into the mists, arms outstretched, and The Devil came to him in the form of a black 

dog and whispered that he would test him one day. He told him that he would be starved for many 

days before they met. The Devil also told him of his eventual betrayal and death by Crucifixion and 

that he would be tortured before his death. 

“Now, this story is, if nothing else at least fascinating for its peculiarity. Now, I’m not saying that I 

believe it, and, Gentlemen, let’s not get ourselves carried away, this is a house of reason and I am a 

woman of sound mind, but this house does have a certain… energy…” 

She gestures to the table and says “I thought we’d play a little game before dinner. These are 

dowsing rods. Each of you take one in each hand, hold the short end in your first and then let the 

long end hang loose.” She demonstrates this. “Now these are supposed to find water, ore, sites of 

particular spiritual or magical interest and gravesites. You hold them parallel to each other and walk. 

When they arrive at a site of interest, they will move together of their own accord and cross! Of 

course, quite silly, really, to think that these could be used to find anything of substance, but I’d like 

you all to take these and to walk around the House and see if the rods cross at any point. This can be 

your little pre-dinner appetiser. Now, away gentlemen! I look forward to hearing if you find anything 

of interest… Who knows, you may discover something quite unusual!” 

The Hunt for Leylines 
The Players are free to walk all around the house. Ask each player to make a Supernatural roll to 

determine their success with the Dowsing rods. A critical success of 100 will allow a player to feel 

drawn to a particular point of interest. 

The House is mostly open, players may walk between rooms freely. They cannot gain access to 

Evelyn’s room (The Best Bedchamber). 

Points of interest occur in The Chapel, The Nursery, The Gallery, The Landing on the First Floor, The 

Landing on the Second Floor and outside Evelyn’s room. 

The Chapel 

The chapel is a dim, stone room, with cobwebs around the small altar at the end. It looks oddly 

uncared for compared to the rest of the house. Near to where the dowsing rods cross can be found, 

with a successful Reactions roll, a Bible, which has a place holder sat marking a page in The Book of 

Revelations – “A pale horse appears, whose rider is Death, and Hades follows him. Death is granted a 

fourth part of the earth, to kill with sword, with hunger, with death, and with the beasts of the 

earth.” 

The Nursery 

The Nursery is well kept and has been kept strangely in keeping with a child’s room. There are two 

cots in the corner, which rock gently when the door is opened. A toy chest sits next to a large 

wardrobe. The wardrobe is empty except for two, small, white gowns. The toy chest contains some 

ugly looking doll, including a horrific looking Black toy dog with bared teeth. It is moth-eaten and 

missing an eye. 
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The Gallery 

The Gallery is full of more paintings like the ones in the bedrooms. Peculiar subject matter that feels 

uncomfortable to look at. Two frames are completely empty. The dowsing rods stop the holder in 

front of a triptych of a landscape. It shows a bleak moor that could well be the surroundings of the 

house. In the left image stands a dead tree, with a noose hanging from it, In the central image stands 

an enormous, black dog, with white eyes. The right image has been torn in half. Just evident where 

the rip is appear to be small black fingers of a painted hand that is reaching from where the piece has 

been ripped away. 

First Floor Landing 

The Landing gives a view down into the hall. The rods cross at the top of the second flight of stairs. 

On a successful Reactions roll, a player can see that there appears to be a door, hidden behind a 

hanging curtain on the left wall. It is locked when they first try it, but when they turn away, it will 

creak open. It leads into a small square room that has a two-way mirror into the William Cavendish 

room. 

Second Floor Landing 

The Landing follows up and back on itself, much like the stairs from and to the First Floor. On the 

intermediary landing, on the wall, is a plaque. The Rods will cross in front of it. The plaque reads  

“A House so blest by comp’ny fair 

Should know that manners matter there 

Afore you leave by any door 

Respects upon the residents pour. 

The Master, the Mistress, the Children and Hound 

Should all be greeted ‘fore you’re homeward bound”. 

This will relate to the final encounter. 

 

Evelyn’s bedroom 

Outside Evelyn’s room the rods will cross over sharply and suddenly. The door to Evelyn’s room is 

locked and cannot be forced open, even with a successful Endurance roll. As the players look around, 

there will be a loud, single knock from inside Evelyn’s room. After this there is silence. 

 

When the players have either found all the leylines, or have given up of their own accord, the bell will 

ring for dinner. 
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Dinner and a Show 

Dinner 
Dinner is surprisingly extravagant, considering how small the staff of the house appears to be. It is 

taken in the Banqueting Room. 

Describe an array of meats, cheeses and pies. It is unnervingly like the spread that was being 

consumed by the enormous lady in the painting in Lady Arabella’s chamber. 

Evelyn sits at the head of the table, her hands clasped neatly in front of her. Next to her is a woman 

dressed all in Black, with a veil obscuring the top half of her face. They are having a conversation in 

hushed tones.  

A successful Reactions roll will allow the Players to hear ‘..in place for later?/ Yes, everything is set up 

perfectly’. This is purely in reference to the after-dinner entertainment, but will help to increase the 

tension for the players. 

She stands up, greeting you all warmly. “Gentlemen, did you have fun? You must tell me all about 

what you found around the house. Oh, but I forget my manners. Gentlemen, this is my new friend, 

whom I mentioned in my letter, a most fascinating woman called Persephone. She will be joining us 

for dinner and providing the after dinner entertainment.”  

Persephone smiles beneath the veil and her voice comes out in a strange husky whisper ‘A pleasure, 

gentlemen. Evelyn has told me much about all of you. You were good friends to her in her time of 

need.’ 

The Players can eat dinner, then and can discuss their findings on the dowsing hunt. Evelyn is polite 

and fields conversation well. She will say she did not know about the viewing room. A successful 

Character roll will reveal that she is lying. 

 If asked, she will also say that she was not in her bedroom and will look at Persephone when asked.  

Throughout dinner, Players may make Reactions rolls. Successful rolls will allow them to notice that 

Evelyn does not seem to blink. 

When dinner draws to a close and the final plates are cleared by the Maid, Persephone will excuse 

herself to “Prepare”. Evelyn will talk with the Players for a little while longer and then ask them to all 

make their way to the Drawing Room. 
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The Show 
The card table, which previously held the dowsing rods is now gone, replaced by a round table with a 

black tablecloth thrown over it. Around the table are 6 chairs, one of which Persephone is sitting in. 

Placed in the overly-wide padded chair is a black, wooden box, about 2 feet long, one foot wide and 

one foot deep. It has a hinge on it. And a lock. 

The room is darkened, except for a few candles, which sit on the table. 

Persephone bids you to sit. In the middle of the table is a wooden board, with letters and numbers 

arranged on it. Players may make a Supernatural roll to recognise the ‘Talking board’, a board used 

by spiritualists to communicate with the dead. 

She looks around you all and, in her husky whisper, begins to speak.  

“I am a woman of unusual talents. I am a woman of particular skills. Some call what I do spiritualism, 

but I simply see myself as a conveyor. A conduit. A gateway. I am a medium 

Now Evelyn came to me as a woman of reason and I present myself to you, as gentlemen of reason. I 

do not claim to do anything that one would call impossible. Instead, I see what I do as the height of 

science and philosophy. Magic is simply a science that has not yet been articulated numerically or in 

words and tonight, I plan to demonstrate to you the utmost advances in the science of conversation. 

“I first met Evelyn a year and a half ago. She came to me, a hollow, husk of a woman, lost in grief and 

despair. She came to me hopeless and heartbroken. She came to me alone. 

This was, until I helped her to talk through the emotions she was feeling. The sense of hurt, of loss. I 

helped her to tell Michael exactly how she felt” 

A Reactions roll will allow the players to see that Evelyn’s eyes flick briefly to the box on the chair 

when this is said. 

Persephone gestures to the planchette in the middle of the table. “This is a talking board. It allows us 

to channel the voices of the Dead as they communicate with us. We ask questions and they respond 

via this. 

“Gentlemen, I do not ask you to suspend your disbelief, or to discard your reason. All I ask of you is 

to follow my instructions and see if you do not walk away from this table knowing that the world is a 

very different one to when you sat down.” 

Persephone will explain how the board works to the Players and then will ask them all to join hands. 

Whoever is holding Evelyn’s hand and Persephone’s hand will notice that their hands are unusually 

cold. 

“First, we must clear the air. Close your eyes, gentlemen, and breathe deeply.” 

Ask the players if they all willingly close their eyes. Anyone who does not must make a Character roll 

to remain undetected. On a fail, Persephone will target them and tell them to close their eyes to 

allow the Spirits in. 

“Now, we ask the Spirits to let us know if they are willing to come. When I say, ‘we welcome you’, 

you must all repeat ‘We welcome you’. 

“Spirits, we invite you, find the door between the veils and ask of us the right to enter. We welcome 

you!” 
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The Players must speak the words ‘We Welcome You’, once they do this, a loud KNOCK is heard from 

the box on the chair in the corner. 

Persephone will get up at this point and tell the players that they can release each other’s hands. She 

goes to the box and opens it. 

The candles all extinguish themselves, then relight. Persephone rejoins the group. 

“Now, place your hands together on the heart-shaped counter on the board and we will ask a 

question of the spirit. If we ask the right ones, we may be able to ask it to find another for us to 

communicate with, someone you once knew… 

“Hello, gentle spirit!” 

The temperature in the room drops and you see the candle light flicker, then beneath your fingers, 

you feel the counter begin to move. 

The counter moves to ‘Hello’. The spirit will spell out the name A-R-T-E-M-I-S if asked its name. It will 

give short answers where possible. When people ask where it is from, it will say A-M-E-R-I-C-A  Once 

the group have quizzed it, Evelyn will ask it to find Michael Doncaster-Albright. The candles will flare 

and the Spirit will say ‘Goodbye’, then the candles will go out again and the box will slam. 

A few moments go by in pitch darkness and then there is a single loud KNOCK again from the 

direction of the box. Persephone strikes a match and relights the candle. Then she goes over and 

opens the box. Once again, the candles extinguish and relight themselves. Persephone walks back 

over to the table and takes a seat. 

At this point, the Players must all make a Mental Resolve roll before they are allowed to make any 

other checks during this scene. Players may make a Reactions roll or Character roll to try and read 

the faces of Evelyn or Persephone. Evelyn is smiling, slightly, as if she is aware of a joke that the 

others are not. Persephone’s half-hidden face is impossible to read. 

Persephone will continue: 

Persephone: “Who here joins us, now?” 

Evelyn: “Michael?” 

The counter will move to ‘Yes’. 

Evelyn: “It’s good to see you again. Persephone is here with me, and a few of your old friends, this 

time” 

G-O-O-D 

L-O-N-E-L-Y Evelyn will shed a single tear at L-O-N-E-L-Y 

The spirit will converse with the party for a little while. It will spell out the following answers to 

questions: 

Where have you been? G-O-N-E What is death like? C-O-L-D or T-I-R-E-D Do you miss me? A-L-W-A-Y-

S 

At any mention of the God, the counter will shake uncontrollably and then fly off the table, knocking 

the candle down. The box will slam and open and slam and open again.  



P a g e  | 18 

 

Copyright 2018 Matt Jones at Ursidice. Download the rules for S.C.R.E.A.M at Ursidice.com/SCREAM, 
follow us on Instagram & Twitter @Ursidice and subscribe to our Podcast on iTunes & Spotify 

The candle blows out and there is a scraping and creaking as it sounds as if the chairs are being 

forcibly pulled around the room. There is the sound of books falling from the shelves, then the 

slamming of the box stops and candle lights itself again. The room appears unchanged The counter, 

which flew from the table, is now back in the centre of the board, partially covering the ‘Hello’ spot. 

Evelyn: “Michael?” 

The counter moves itself to NO 

The new Spirit will answer questions cryptically. If asked who it is, it will state M-Y H-O-U-S-E several 

times, then B-L-A-C-K D-O-G. Eventually it will spell out O-U-T and N-O E-S-C-A-P-E. Once it spells out 

No Escape, the candle will go out and the banging will begin again, loudly, the door to the drawing 

room will slam several times and then the growling of some sort of dog or wolf can be heard faintly 

coming from the hall. The candles will then light again, but Evelyn and Persephone are gone.  
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All Hell Breaks Loose 
The following events can happen in any order. Any Players who already have a FATE score of 13 will 

be first to be hunted down by The Black Dog. Certain other encounters can be triggered by opening 

other rooms. The doors leading out of the house are locked and the windows are impossible to break. 

While moving around the house, doors open and close violently on their own and screams and cries 

can be heard from many different directions. 

Ground Floor 

The Kitchen 
The Kitchen is full of cobwebs and rotten food. Most of it is moulded over completely. Players can find 

a butcher’s knife or a set of carving knives in this room. Once this room has been entered, The Lady of 

The House becomes a potential encounter. 

The burnt corpse of the maid is folded up in the hearth. 

The Nursery 
In the nursery, the cots are rocking themselves gently and a voice can be heard softly singing ‘Rock a 

bye baby’.  

The door to the wardrobe is open and the children’s gowns are gone. Once this is seen, The Children 

become a potential arrival for the Players to encounter. 

The Banqueting Hall 
The Lady of The House is in the Banqueting Hall. She takes up nearly all available space. 

The Chapel 
No spirits can enter the Chapel. If anyone grabs the crucifix from the altar, they gain advantage on 

any Mental Resolve checks (roll two dice and pick the highest result). The same result occurs if 

anyone is in possession of the Bible from earlier. 

First Floor 

The Bedrooms 
Any of the previously entered bedrooms are unchanged, except that the paintings are now empty. 

The Gallery 
The Triptych is now a yawning opening that appears to lead outside. In the distance, a group of 

people are preparing a lynching. They will all turn to look at the viewer. 

The Landing 
The small viewing room is now open and a peculiar homunculus sits in the room, chuckling and 

smiling at anyone who passes by. It is reminiscent of the small figure in the picture in Sir William 

Cavendish’s Room 

The Paved Room 
The floor of this room is like ice. Players must make a Reactions roll, or slip and fall.  
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The Second Floor 

The Long Gallery 
The paintings in this room are now all just yawning black holes. Players must make a successful 

Endurance roll, or be pulled into them. If they are pulled in, they appear in another room in the 

house. 

Evelyn’s Room 
Evelyn’s room is now open and on the bed is the corpse of Evelyn. It is only recognisable by her 

wedding ring. The bed is covered in dried blood and it looks as if she slit her wrists and lay there, 

waiting to die. It is unclear how long the corpse has been like this, but it is definitely longer than the 

few hours since Evelyn’s disappearance. 

The Little Chamber 
If no one has been killed, yet, the little chamber is locked. Once a Player has been killed and awakes 

there, the door will be open. 

The Black Dog 
The Black Dog cannot be killed, it will chase down Players and attempt to kill them. It can only travel 

up stairs and through open doors. It cannot open a closed door. 

 A Mental Resolve roll is needed every time the Dog is sighted again. Once line of sight is broken, the 

disadvantage is no longer imposed.  

To run from the dog a successful Reactions or Endurance roll is needed.  

If a character is caught and they have no luck, they are bitten and receive 3 FATE points. If they 

already have a FATE score of 13, they are killed. The dog will worry its victim and then leave them for 

dead. 

The Children 
The Children can walk through walls and doors and can appear at any moment. They both have long 

carving knives behind their backs. They do not speak and will stare blankly and silently at anyone 

who attempts to engage them in conversation.  

A Mental Resolve roll is needed every time the children appear again. Once line of sight is broken, 

the disadvantage is no longer imposed.  

The children can be attacked on a successful Reactions roll and will disappear.  

On a successful Character roll, they can be told to ‘Go Away’ (or similar( and they will disappear. If 

they are shown any toys from their toybox, they will sit and play with it and remain in the location 

they were given the toy.  

If the children get close enough, they will attempt to stab a Player. A Player must make a Reactions 

or Endurance roll, or take 2 FATE points. If the children are not fought off, they will continue to stab 

the character as long as they are nearby. 

The Lady of The House 
The Lady of The House is an enormously fat lady who will attempt to absorb a Player into her. She is 

rotten and covered in old food.  

The Lady will appear in the Banqueting room. She cannot move. 
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A successful Reactions roll is needed to avoid being absorbed. If a Player fails, they take 2 FATE 

points and must succeed on an Endurance roll, or be crushed to death. 

The Learned Gentlemen 
If a character is killed they will awake in ‘Little chamber’. 

They will be tied to a table and will be dissected by the men from the painting in Sir William 

Cavendish’s room. Their screams can be heard throughout the house. If they are freed by another 

character, they are given 10+ FATE points and can rejoin the game. 

This can only occur once. After that, Death is final. 

The Master of the House 
The Master will follow any character who has a FATE score of 10 or more. They will walk behind them 

cackling and calling to the other members of the house to join him. He cannot be dispelled. He will 

attach himself to the most recent character to get a FATE score of 10 or more. 
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This is The End 

Survival 
If a Player successfully survives an encounter with The Black Dog, The Children, The Master and The 

Lady of The House, as per the rhyme on the Second Floor Landing, and then attempt to leave the 

house, then they will find the door open and will be able to run into the darkness of the night. The 

coach is not there and the coachman can be seen hanging from a tree just outside the gates to Wolf’s 

Hollow. 

If any one of The Black Dog, The Children, The Master and The Lady of The House is not triggered, 

then Players need only encounter triggered inhabitants.  

 

If all of Players die, read: 
As the last of you falls to the ground, bloodied and weeping, there is a great rumbling and shaking. It 

is the booming, guttural sound of some great creature laughing. This sound grows louder and louder 

as the house shakes and begins to crumble, leaving only darkness… 

Then, the sound of crackling fire and, in the distance, relentless screaming.  

If any number escape and survive, read: 
The moor is cold and the mist so thick that you cannot tell if you are running in circles or making any 

kind of headway into the night. The pounding of your heart and the pounding of your feet create an 

impossible, relentless, ghastly rhythm. You run fast and you keep running, the sucking boggy ground 

pulling at your feet as if to try and keep you from fleeing. Somehow, impossibly, after running for so 

long that you do not know, you come across the track and the halt, where you arrived yesterday 

morning.  

You look around, to see if any others survived and there, on the platform, is another figure. They are 

dressed all in black, with a veil across most of their face. They walk towards you, slowly, and behind 

you, you can hear the slowly growing noise of a snarl, growing in the throat of an enormous Black 

Dog. 


