
We went out to find, and find we did.

No one will ever know.

I am the only one left, and I will soon be dead.

I leave a record, but I know it will not all survive.

I hope what is left will convince you to stay away.

Please.

Remember Us.
A Logbook Project Game. For 3 Players. 2 Hours. GMless.



Setting Up The Supplies
To play, you will need:
~ A large bowl of uncooked rice
~ A smaller bowl
~ A scale, measuring in grams
~ 20 tealights
~ Some large candles
~ Many index cards
~ Some pens
~ A lighter or matches

At the table you are going to be playing at, line up the tealights in a long row, about 3 inches apart from each other. 
Don’t light them yet! 

Place the scale where all the players can reach, and tare it to the smaller bowl. 

Set the bowl of uncooked rice next to it. 

Make the room as dark as possible, and light the large candles. Position them such that you can read the scale and 
have enough light to write on the index cards.
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Setting Up The Fiction
The group will be collectively playing as the Final Survivor of an expedition into the impossible. Whatever this 
place was, its nature was both enticing and scientifically baffling. The Final Survivor didn’t used to be alone, but 
all of their companions are gone now. What happened to them? Perhaps the Records will tell of their fate.

And that’s the real truth, that the group isn’t really playing as the Final Survivor. They’re exploring the Records 
that the Final Survivor left behind. The Records, by their nature, will not tell the whole story. By design, they do 
not tell the ending. As the Records deteriorate as the game progresses, they may cease to tell the beginning too.

The group starts by establishing that beginning, before the flames start going out.

As a group, answer the following questions and write each answer on an index card.
~ Who is the Final Survivor?
~ What was the expedition’s objective?
~ What was the Final Survivor’s contribution to the mission?
Place these cards next to the first three tealights. These are the first Records.

Read through the entirety of the rules before lighting the tealights.
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The Records
Each tealight represents a single opportunity for the Final Survivor to leave a Record of what happened on their 
expedition. The first three tealights start with Records, but the rest are open. Over the course of the game, the  
players will add Records to the story. These Records do not need to be placed on the row of tealights in a  
sequential matter, but when read from left to right, the Records will be assumed to be in chronological order (even 
when that seems unusual or incongruous). 

Over the course of the game, the tealights will be put out. Sometimes this will be done as a result of the scales, 
and other times the lights will simply go out. Tealights don’t last long. When a tealight goes out, if there is a  
Record attached to that light, it is left there, but it will be forgotten in the end. These are called Lost Records. If 
there was not already a Record attached to the extinguished light, no Record can be placed on it.

The medium of the Records (video, audio, text, other) is not a set thing. It may even change between Records.

The only rule about the content of the Records is that they will never tell the story of achieving the goals of the 
mission, as established in the beginning cards.

Stories told on the Records should be blunt and to the point. The Final Survivor always leaves Records for a  
purpose, and time is running out to get as much info back to the world as possible. Wasting time is wasting light, 
and wasted lights leads to a wasted life.
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Recording a Fragmenting Story
When play is ready to begin and the players have all read the rules, light the tealights.

Each player takes a handful of rice, puts it in the small bowl, guesses the weight, and then weighs it. The player 
who was most accurate will go first, with play passing to the left around the table after that.

On each player’s turn, take a handful of rice and put it in the small bowl. Before weighing, they guess the weight 
aloud and then weigh the rice. If the guess was within 1 gram, The Records Hold. If the guess was less accurate 
than that, The Records Fragment. Additionally, if the tenths place of the actual weight was even, The Survivor 
Reflects, and if the tenths place was odd, The Survivor Perseveres.
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The Records 
Hold

If the guessed weight is within 1 gram of the 
measured weight, 

The Records Hold.

Choose a currently lit tealight and add a  
Record to it, in accordance with whether the 

Survivor Reflects or Perseveres.
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The Records 
Fragment

If the guessed weight is more than 1 gram 
away from the measured weight, 

The Records Fragment.

Extinguish a tealight, forever dooming a  
Record to oblivion or limiting the Final  
Survivor’s chances to tell more of the story.

Choose a currently lit tealight and add a  
Record to it, in accordance with whether the 

Survivor Reflects or Perseveres.



The Survivor 
Reflects

7

The Survivor 
Perseveres

If the tenths place of the measured weight is 
even, 

The Survivor Reflects.

The Record that the player is writing should 
be a personal recording of some kind. 

It might recount mission-relevant things, be 
a discussion of the Final Survivor’s feelings, 
or otherwise give us a window into the Final 

Survivor, rather than the expedition.

If the tenths place of the measured weight is 
odd,

The Survivor Perseveres.

The Record that the player is writing should 
be about some trial or struggle the expedition 

faced.

It might recount interpersonal squabbles in 
the team, horrors of the expedition site, or 
otherwise reveal the toll the expedition is  

extorting from the team.



Ending The Game
As soon as there are no more lit tealights without a Record attached to them, the game ends.

From left to right, number all of the Records, including the ones attached to extinguished tealights.

Take all of the Lost Records and get rid of them. Those stories will never be witnessed.

Starting with the next player in the play order, read out the Records that remain, from left to right, one Record per 
player. Begin all readings by saying “Record Number X,” where X is the number of that Record. Once the last 
Record is read, blow out all the rest of the tealights. The Final Survivor is dead, the expedition is lost, and these 
Records are all that remain.
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What ever happened to me?



Record Seeds
This page is just a list of some ideas of potential Record subjects. They are meant as examples and inspirations, 
to be stolen and used and to be jumped off from to create your own ideas.
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If the Survivor Reflects:
~ Who did you see who you could not have seen?
~ What did you leave behind at home?
~ What is it like to continue without the Leader?
~ What are you most looking forward to back 
home?
~ When did you realize you were doomed?
~ What were you excited to find?
~ How did it feel to see trees again, after so long?
~ What is the last thing you just did?
~ What happened to the others’ records?
~ How did it feel to watch the Navigator die?
~ Do you think you are more likely to die from 
insanity or incompetence?
~ Is this all worth it?
~ What memory helps you sleep at night?
~ Are you ready for death?

If the Survivor Perseveres:
~ What was behind that door?
~ What was wrong about the water’s texture?
~ What was upsetting about the way those people 
spoke?
~ How did the Navigator die?
~ Whose survival did you prioritize at the cliffs?
~ How did you get through a maze that defied 
mapping?
~ Why couldn’t you light any fires?
~ Who betrayed the expedition?
~ When the waters rose, who was lost?
~ How did the team handle running out of  
supplies?
~ What thought can none of you seem to get out of 
your head?
~ What brought you closest to death?



Legal and Comments
Remember Us. is a game by The Logbook Project, aka Max Hervieux.

The game was created for Game Chef 2018, which features the theme of Lost Stories. The ingredients of this 
game are Weigh, embodied in the game’s core mechanic, and Blunt, embodied in how the game encourages, even 
demands, short answers that get right to the point.

The game is inspired by the novel House of Leaves (by Mark Z. Danielewski), the novel Annihilation (by Jeff 
VanderMeer) and its film adaption (directed by Alex Garland), the podcast TANIS (from Public Radio Alliance 
and Minnow Beats Whale), and the album Haunted (by Poe). With the exception of the album, I’ve not actually 
finished any of these (yet!), but the very concept of the genre of descent into the unknown is very compelling to 
me. It’s mystery, it’s horror, it’s surrealism... it’s a blending of all of those into a specific subset of stories about 
descents into madness, literal or metaphorical. The feeling of stepping into the unknown, and as soon as you’re 
too far to go back, realizing you’ve bitten off more than you should’ve, and having to accept that fate and make 
the most of it.

Layout done in Adobe InDesign. The fonts are Love LetterTW and Times New Roman.

Copyright 2018 to The Logbook Project

11



I don’t want to be forgotten


