
Introduction  
The OPG (Oxford Paranormal Group) introduces Harwood House.  

You have arrived at Harwood House. A taxi drops you off and can be heard leaving. 

 

You get a message on our tablet to go to house. 

Walk to the house, up the driveway, turn left at the big tree to proceed towards the house. Optionally 

explore towards Playground via the Woodland Graves, and Old Yard. 

Outside house, look about; There is a note left for you on the van. You are the newbie. 

We can hear a CB radio Walkie Talkie calling to us.  

 

Find CB radio Walkie Talkie in a flight case beside the van. Answer Steve of the OPG. (Oxford Paranormal 

Group) 



 

Collect the ghost gadgets from the case ς EMF and Night Vision camera. Also receive gadget guide 

leaflet.  

Steve buzzes in: introduces himself proper. You exchanged emails, eh? 

Walk towards the house, Steve continues with instructions; you are assigned a Ghost Vigil space in the 

Attic.  

Climb the fire escape to the roof and head inside the Attic door. 

 



 

Attic  
Steve over CB Walkie Talkie; tells you to collect additional gadgets. Collect from beside laptop: 

Dictaphone and Ghost Box. 

 

Steve instructed you ǘƻ ΨƭƻƎ ƛƴΩ ǘƻ ǘƘŜ ǎȅǎǘŜƳ ς use the laptop displaying 4 CCTV images.  

Select to log- in as a Guest; type in a user name, or accept Guest as default. 

A software download app button is displayed. Click this and be auto-returned to your personal Tablet ς

you receive 2 new programs, followed by Steve returning on Walkie Talkie. 

Look at tablet apps. You have a selection of programs to use. 3 of them are for the OPG.  



 

Database ς First blue icon, provides us with information about discovered locations, or features. 

OPG chat App - Last icon ς You can ask questions from a list on the left, more will add as you 

progress.  

 



o OPG members are shown on the right, clicking each face tells you more about each.  

o A Task List is in the OPG bottom right. Clicking each icon (when active) will tell you how 

to complete ƻǳǊ ŀǎǎƛƎƴŜŘ ǘŀǎƪǎ ŦƻǊ ǘƘŜ ±ƛƎƛƭ ǘƻƴƛƎƘǘΦ bƻǘŜ ǘƘŀǘ ǎƻƳŜ ǿƛƭƭ ΨǳƴƭƻŎƪΩ ŀǎ you 

progress. They are light grey, not white. 

 

o To the Left ς Chat Topics you can ask the OPG. These will increase as you encounter 

more. 

 

EVP software (2nd from last) ς This program is used to analyze EVP audio recordings, 

transferred after capturing them with the Dictaphone. 

 

Attic and OPG Tasks 
Explore the attic, look at everything and make a mental note of dates, names, and places. Initially, Attic 

Room 2 is locked off for an experiment, but we can see into that room via the CCTV camera. 

 

ESP experiment ς In Attic Room 1 - find the set up ESP card experiment, Jen will introduce it. The aim is 

to focus your physic abilities in predicting and finding pairs of ESP cards. Select pairs, remembering what 

you have seen and try and match all cards in as few attempts as possible. Repeat this experiment until 

Jen is pleased with the results and suggests to try using the Spiritboard.  

 

Base Line Test ς Using the EMF, look about the attic. Using your cursor roll over pluck sockets and 

potential equipment (when close) that may use, or once used power. Is any power still running to the 



building, can EMF reading be taken as paranormal if a hit is picked upΚ LǘΩǎ ƛƳǇƻǊǘŀƴǘ ǘƻ ǇƛƴǇƻƛƴǘ ǘƘŜ 

ǎƻǳǊŎŜǎ ƻŦ ǇƻǿŜǊΣ ǎƻ ǘƘŜȅ Ŏŀƴ ōŜ ǊǳƭŜŘ ƻǳǘ ŀǎ ΨǇŀǊŀƴƻǊƳŀƭΩ ōȅ ǎƪŜǇǘƛŎǎΦ  

Detect: the radio, clock, CCTV cameras, laptop, Spiritboard, Trigger Object sheet, electrical plug sockets 

in Room 1 beside a poster and beside the kettle. 

 

CCTV ς Monitor the CCTV cameras. Look out for and identify paranormal phenomena. Cameras are 

marked with a blue dot for potential activity.  Help is provided via the Question Mark buttons. Listen out 

for sounds, identify if they are Vocal or Audio, watch out for flashes of the past, passing orbs, or shadow 

figures.   

 

 

o Strong phenomena events will also occur on the CCTV ς Changes are detected in Attic Room 1, 

you are asked to identify changes occurring in the room. 

o When looking at Attic Room 2 ς hear the sound of someone walking across the room and 

opening the door. The sƻŦǘǿŀǊŜ ŘƛŘƴΩǘ ŀǎƪ you to identify that event, was the sound on the CCTV 

or was it behind you? Take a look and find that Attic Room 2 door has been opened. 

Ghost Box ς The Ghost box is a radio frequency scanner ς it is thought that the spirits can use radio to 

pick existing words on the airwaves as a way to communicate. Try using this tool outside in the 

Playground, an area that the OPG has yet to investigate. 



 

Whilst in the Playground you can play on the ride. You can capture an EVP whilst on the Roundabout.  

EVP Playground = Girl saying numbers 12345. 

Note: ¢Ƙƛǎ 9±t ǇǊƻǾƛŘŜǎ ŜȄǘǊŀ ŎƭǳŜǎΦ 9±tΩǎ ŀǊƻǳƴŘ IŀǊǿƻƻŘ IƻǳǎŜ ǇǊƻǾƛŘŜ ŎƭǳŜǎ ǘƻ ƴŜŀǊōȅ ǇǳȊȊƭŜǎ ƻǊ 

story, normally in short sentences which are deciphered on the Tablet. The Playground EVP is also 

providing an order, via the distinctive sounds of the playground equipment you can hear in the 

background. Use the Playground equipment in the same order to experience an event. 

Playground rides:  

Use the sounds heard in the Playground EVP as an order of what Playground rides to use. 

The order is: Swing - Slide - Rocker - Roundabout - Slide. 

! Ψ¢ƛƳŜ 9ǾŜƴǘΩ ƻŎŎǳǊǎΦ ¢ƘŜ ǇŀǎǘΚ /ƭƛŎƪ ǘƘŜ tƛƴƪ 5ƻƻǊ ǘƻ ŎƻƴǘƛƴǳŜΦ Continue your tasks. 

EVP ς Capture Electronic Voice Phenomenon in the Attic.  There are 3 to find. In Attic room 1 on the 

Tom Harding poster. Attic room 2 ς on the Spiritboard and another in front of the Clock. With the 

5ƛŎǘŀǇƘƻƴŜ ǳǇΣ ȅƻǳ ǿƛƭƭ ƘŜŀǊ ŘƛǎǘƻǊǘŜŘ 9±tΩǎ ŀǎ ȅƻǳ ƳƻǾŜ ȅƻǳǊ ŎǳǊǎƻǊ ŀǊƻǳƴŘΦ ¢ƘŜ ǾƻƭǳƳŜ ƳŜǘŜǊ ǿƛƭƭ ōŜ 

high, Click to capture. The Audio recording is transferred to your Tablet. 

 



Attic1  EVP from poster  = Thomas Remains Here With Us 

Attic 2 EVP from Clock = Why Did She Pick Me 

Attic 2 EVP from SpiritBoard = Ask Me About Lady Isabella. 

Analyze the EVPΩǎ ƻƴ ǘƘŜ ƭŜŦǘ ƻŦ ǎŎǊŜŜƴ όwŜŘ ƳŀǊƪŜŘ ǊŜŎƻǊŘƛƴƎǎ ƴŜŜŘ ǇǊƻŎŜǎǎƛƴƎύΦ [isten back to your 

recordings. Click the ? buttons.  Select the words you perceive from the options suggested. Submit your 

results with VALIDATE. When correct your EVP is marked as analyzed and now displays a Blue dot. 

 

Spiritboard ς Try the Spiritboard in Attic Room 2 (once the door is open). Ask questions to see if you 

receive any response. Notice that the planchette moves only a small amount at first; someone is trying 

to make contact. We will draw them out later when we return. 

 

OPG Questions - As we explore around the Attic and outside around Harwood House, Steve, Jen and 

Ben will radio on the CB Walkie Talkie.  They will ask us Questions about the potential ghost haunting 

the ƭƻŎŀǘƛƻƴΣ ǎǳŎƘ Ƙŀǎ ǿƘŜǊŜ ΨƛǘΩ ƳƛƎƘǘ ƻǊƛƎƛƴŀǘŜ ŦǊƻƳΣ  ǿƘƻ ΨƛǘΩ ƳƛƎƘǘ ōŜΤ vǳŜǎǘƛƻƴǎ about the building 

ǳǎŜ ŀǎ ŀ ŎƘƛƭŘǊŜƴΩǎ ŎŀǎŜ ƘƻƳŜΤ ƭŀǎǘ ǳǎŜŘ ƛƴ м984, classical design; near Oxford and so forth.  

Use the information gathered whilst exploring to answer the OPG questions. You must correctly answer 

a minimum of 7 questions. 



 

Most recent date in Attic = 1984. 

Who occupied the Attic rooms = A teacher marking text books. 

Anything about a local town or city = Oxford. 

²ƘŜǊŜ ŘƛŘ ǘƘŜȅ ŎƻƳŜ ŦǊƻƳΧ ǾƛƭƭŀƎŜǎ Ґ IŜŘƛƴƎǘƻƴΦ 

A name = Thomas Harding. 

What's in the photo frame = Ancient Philosophers. 

School subjects = Science. 

What was the house used for, in the 80's? = Children's home, called Shangri-La. 

Era of the house = Classical 

When the OPG are pleased with your investigation, and the task list is done, we have connected 

evidence of the haunting to a Teacher. The OPG give us a new location ς The Science Classroom! 

Exit the Attic, to the roof top. 

Whilst outside we can collect an EVP from beside the deckchair on the roof. Presumably Thomas 

Harding sat out here to take a break, with views down to the greenhouse below. 

EVP = Must Grow Her The Rose 

Climb down the fire escape, and look at the doors immediately beside you. These are the Science Lab 

Classroom doors. On the way, we receive a code to unlock the door.  

 

Enter the Science Lab Classroom 



 

Science Lab Classroom 
As you enter the Science Lab we have an intro from Bear on CB Walkie Talkie 

Look around Science; a locked door leads to a school corridor. See the Rune Experiment set-up on the 

Teachers desk, with a Laptop. We shall return to this later. 

 

At the rear end of the classroom, look at the pinboard display and the photographs. Ben asks us to look 

ΨƳƻǊŜ ŎƭƻǎŜƭȅΩΦ ¢ƘŜ ƪƛŘǎ ƛƴ ǘƘŜ /ŀǊŜ IƻƳŜ ǎŎƘƻƻƭ ǿŜǊŜ ǇƘƻǘƻƎǊŀǇƘƛƴƎ ƎƘƻǎǘǎΚΗ 

 

Zoom into each photo and identify the ghosts in the old photographs. There is a ghost in every photo. 

Example:  


