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Origin & Game System  
The Will was initially played with a small group of friends in 2015. During that first game 
session we followed a set of rules centered around a tower of wooden blocks. Since then, I have 
adapted the game to be system-agnostic and provided guidelines to play the game using simple 
systems based on 6-sided dice and standard decks of cards. 

You could easily adapt this game to work with many different role playing game systems. I have 
provided some general guidelines for adapting the adventure to common RPG systems, but I do 
recommend playing it as a story first.  

Copyright & License 
This text is copyrighted 2016 by Andrew Linke. It is published under a Creative Commons 
Attribution-NonCommercial-ShareAlike License. 
This basically means you can make copies for players, share a PDF of the adventure with 
friends, modify it and share your version under the same license, etc., but you’re not allowed to 
sell copies of the game and you must credit me as the original creator. If you want to sell your 
revised version of the adventure, contact me and we can probably work something out. 

This text contains no rules, instructions, or other content taken from the rules of any 
existing game system. The author makes no claim on any of the works mentioned in the 
“Inspiration for Game Masters” section and this adventure is not derived from any of them. 
These works are mentioned only to give the reader further inspiration for the atmosphere of this 
game. 

Please contact me if you have any comments or suggestions for the module. The current 
version is the first edition to be printed. I’ll update it to version 0.6 eventually, then to 1.0 when I 
finish designing my d6-based RPG, probably sometime in 2276. 

-Andrew Linke, February 2016. 
www.alinke.com 
www.linkebooks.net 
twitter.com/darkillumine  
facebook.com/booksbylinke 

Version History 
Version 0.5 (significant revision in preparation for Tidewater Comicon) - February 2016 
Version 0.2 (post-play revised notes) - March 2015 
Version 0.1 (pre-play notes) - March 2015 

https://creativecommons.org/licenses/by-nc-sa/3.0/us/
https://creativecommons.org/licenses/by-nc-sa/3.0/us/
http://www.alinke.com
http://twitter.com/darkillumine
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Premise 
Players take on the roles of people who have 
gathered to hear the reading of the family 
patriarch’s will. Some of the players may be 
members of the family. Others could be 
spouses, lovers, estranged family, or 
previously unacknowledged bastards. A few 
could be business partners, tenant farmers, or 
servants, hoping to receive something in the 
will, even if it is only a recommendation to a 
new employer or a favorable continuation of 
their lease from the heir.  

The deceased, Edward Mitchel, was a 
renowned inventor and practitioner of stage 
magic. He was responsible for at least a dozen 
of the most successful stage shows in New 
York and invented devices used by many of 
the early Hollywood studios to record their 
films. 

And so the adventure begins… 

Preparing to Play 
The essential difference between this 
adventure guide and many role playing game 
supplements is that this adventure is intended 
to be played as an interactive story, rather 
than a combat simulation. The emphasis is on 
the interaction between player characters as 
they confront or assist one another in a trying 
situation.  

As a player, you should focus on your 
interactions with the other players. Your job is 
to have fun, try to stay in character as a 
person other than yourself, and attempt to 
solve the mystery that the host (sometimes 
called the game master) presents to you. 

Before the game begins, you will create a 
character. How you create the character will 
be up to your host, but they will likely ask 
you to fill out the supplied questioner. Use 
this as an opportunity to get into the head of 
your character. Imagine that you are an actor 
trying out for a new roll, because that is what 
makes role playing games distinct from other 
cooperative games played with friends. 

It is theoretically possible to use an existing 
character from another game to play this 
adventure, using the character’s abilities to 
roll different numbers of dice for different 
actions. To that end, suggestions for adapting 
the adventure to different systems are 
provided. 

That said, I strongly encourage you to attempt 
the game as a story with the basic rules before 
making significant changes. 

Suggested Characters  
Players and the host should work together to 
select the characters they will play. While it 
might be fun to run an adventure with several 
siblings squabbling over their inheritances, 
there are advantages to playing a character 
with other life experiences.  
• The investigator (Medical? Paranormal? 

Criminal? Private?) 
• The younger heir (Unlikely to inherit.) 
• The daughter (Unlikely to inherit.) 
• The heir (Oldest son. Assumes he will 

inherit the majority of the estate.) 
• The priest (Of any denomination.) 
• The lawyer (May represent the family, but 

has personal motives.) 
• The loyal servant (Worked for the 

deceased for years, but still doesn’t know 
all his secrets.) 
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Playing the Game 
At times during the game play you may be 
faced with a situation which places your 
character at risk. You may recognize why this 
is happening, or the host may be secretly 
preparing for a potential disaster behind the 
scenes.  

When these moments of danger or 
uncertainty arise, your game master will 
ask you to pass a test. Test may come in 
many forms. Your host may ask you to roll a 
dice, pull a block from a wooden tower, draw 
a card from a deck, flick the arrow of a 
spinner, or otherwise simulate the uncertainty 
of success that your character faces. If you 
succeed, the story will proceed and your 
character will likely gain some benefit. If 
you fail, your character will likely die. The 
host may choose to kill off your character 
immediately or at a moment when doing so 
will create tension for the other players.  

Do not feel bad if your character doesn’t 
survive The Will. We all know how few 
characters make it through a horror or 
suspense movie alive. Sit back, enjoy some 
snacks, and watch the other players as they 
attempt to solve the mystery with fewer 
resources.  

Success, Failure, and Death 
Every time a player attempts an action which 
carries a chance of failure, they must pass a 
test. At times, the game master may ask for 
you to pass when you are unaware of any risk 
of failure, just go with it. Your host may know 
a secret about the lock you are trying to open, 
or they may be attempting to increase the 
tension of the moment.  

Many different events may require a test. 
Some common examples include: 

✴Attempting to remember something 
from the distant past. 

✴Attempting to use an unfamiliar device. 
✴Trying to administer first aid. 
✴Attacking, or defending against an 

attack. 

A second test may sometimes be necessary if 
the action is extremely difficult or dangerous. 

If player-versus player conflict occurs, the 
attacking player must take the first test. If 
they pass it, the defending player makes a test 
to resist the action. If the defender passes the 
test, they resist the attempted action. The 
attacker may then allow their action to fail 
without consequence, or attempt a second 
test. If the attacker takes and pass the second 
test, the defender may accept the attack, or 
attempt a second test to defend. If the 
defender passes their second test, the 
attacker’s attempt fails and their character 
will suffer a consequence (but not be killed).  
This is an interactive story, not a combat 
simulation. 

Whatever role playing game system you 
choose to use with this adventure, there is one 
essential rule that must be made clear to all 
players at the outset: Failing a test will 
almost always result in death. This death 
may not be immediate (characters shouldn’t 
generally be killed trying to open a door), but 
will occur at the next opportunity which 
makes sense in the context of the story. That 
said, it would be entirely appropriate for a 
character to be be killed by a faulty electrical 
switch, a warding spell placed on a door lock, 
or the poisonous splinter of an exotic plant, if 
such is appropriate to the scene described.  
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The difficulty of tests increases as the game 
goes on, to simulate the increasing tension 
and danger of the situation in which 
characters find themselves. 

Tests using cards 
Give every player a single heart card from a 
standard deck of cards, then shuffle the 
remaining cards and set the draw pile in the 
middle of the table. Every time players must 
complete a test, they draw a card from the 
center draw pile. 

✴If it is a heart, they pass and may keep 
the card.  

✴If it is a diamond, they pass and put it in 
the discard pile.   

✴If it is a club they fail, but without 
consequence. 

✴If it is a spade, they fail and might die. 

Players may avoid facing the deadly 
consequences of failure by discarding a heart 
from their hand. Players are permitted to give 
cards to one another before drawing for a test. 
Reshuffle the discard and draw pile each time 
a character is killed. Do not give out free 
heart cards again after the initial deal. 

Tests using dice 
Provide a pool of 6-sided dice for players to 
use, equal to three times the number of 
players at the table. Players may take as many 
dice as they want from the pool, debating 
among themselves how many dice each will 
receive. 

At any time before rolling for a test, players 
may trade dice among themselves, but they 
may not add additional dice after a test has 
been attempted. Players may decide how 
many dice to spend on any test, and may ask 

other players to share dice with them before 
rolling for the test. When using this system, 
the target number for all rolls is equal to 1+
(the act number). For example, if a player 
faces a test during Act 1, they must roll at 
least one 2 on the dice that they use for that 
test. During Act 2, they must roll a 3 or 
above. During Act 3, they must roll a 4 or 
above. 

Once a dice has been rolled it is removed 
from the table for the remainder of the act, 
unless it is the last remaining die on the table. 
That last remaining die may be used by any 
character on a test.  

The host may choose to grant any player up to 
three additional dice on a specific roll if they 
believe that the player’s character would 
perform better than average on that action.  

Whenever a player fails a test (and is thus 
fated to die), all players surrender their 
unrolled dice back into the pool (which is 
adjusted to contain three times the number of 
players who have not been fated to die) and 
players again draw from the pool.  

Tests using Other Game Systems 
In game systems which use dice pools, follow 
the easy difficulty guidelines for your game 
system in Act 1, then increase the difficulty of 
tests or require an additional success in Acts 2 
and 3.  

If playing a system which uses a d20 for tests, 
you may want to start with easier than 
average difficulties for tasks, or to modify my 
instant death rules, replacing them with larger 
than expected amounts of physical or 
psychological damage.  



Character Survey 
1. What is your role? (Please choose from one of the options in consultation with GM and 

other players.)  
 

2. Everyone is addicted to something, somehow. It might be a drug, an experience, even 
something normally positive such as religion or helping others. What addiction does your 
character have? How does it impact them negatively?  
 
 

3. You are unlikely to receive a significant inheritance so long as _________________ is both 
alive and free. How far are you willing to go to secure the inheritance for yourself?  
 

4. Some say that the deceased was a talented inventor, other say he made a deal with the devil. 
What do you believe and why?  
 
 

5. I would sacrifice anything, even my health or life, in order to…  
 

6. When you have trouble sleeping, what do you do? How often is this necessary?  
 
 

7. In the years since the war the world has seen much change. Jazz. Automobiles everywhere. 
Airplanes. Just last year a “talking picture” was released. How do you feel about all of this 
change? 
 
 

8. At some point in your life you developed strong feelings for or against spiritualists and/or 
organized religion. What led to this?  
 
 

9. What was the first thing you ever killed? How do you feel about it?  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10. What do you carry in your pockets or purse?  
 
 

11. What gives you the strength to get out of bed every day?  
 
 

12. Who among the other characters do you secretly admire? (GM may secretly moderate 
between people if they want to be having a private affair.)  
 

13. Who among the other characters do you hate?  
 
 

14. What is your most embarrassing memory?  
 
 

15. What do you think you are really good at, but you actually aren’t?  
 
 

16. What special ability or power do you have? (Or try to convince others you have, when you 
actually do not.)  
 
 

17. What is the one thing you would never, ever do?  
 
 

18. What is your name? 
 
 

19. Describe your appearance. 
 



Hosting the Game 

If you intend to be a player in this game, stop reading now.  

Spoilers aplenty follow. 

If you intend to run this game, continue… 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Secret History 
As players progress through the story, it will 
become apparent that the deceased, Edward 
Mitchel, accidentally opened a portal to 
another dimension. Through that portal, 
Mitchel made contact with five powerful 
entities. The fifth and most powerful being 
considered using the portal to cross over into 
the mortal realm and destroyed the world, but 
instead made a pact with Mitchel to spread its 
influence through subliminal messages in his 
films and stage acts.  

Mitchel repeatedly attempted to break the 
pact or transfer it to another person through 
increasingly brutal acts against individuals 
who were secretly brought to the estate, but 
he failed every time. Unable to write or speak 
directly about the pact (due to the fifth 
entity’s hold on to his mind), Mitchel left 
obscure clues scattered across his estate.  

With the death of Edward Mitchel, the pact 
ended and the entities have decided to come 
through and make themselves known, perhaps 
seeking to consume our world, or perhaps 
seeking another host to help the fifth entity 
continue insinuating itself into the minds of 
the masses. 

Inspiration for Game Masters 
Watch The Great Gatsby or BBC adaptations 
of Agatha Christy novels, such as the David 
Suchet Hercule Perot mysteries or the 2015 
production of And Then There Were None, to 
get a sense of the setting. This story is 
intended to be set during the Roaring 
Twenties. You may want to encourage your 
players to dress in period appropriate attire, 
serve cocktails, and play some big band or 

jazz music low in the background during 
gameplay.  
  
You may want to read more about Nicola 
Tesla and Thomas Edison, including 
descriptions of their laboratories, to gain a 
feel for the sort of over-engineered, sparking 
device described in Act 3. The depiction in 
both the book and film of The Prestige is a 
good shorthand for their fascinating 
experiments.  

The depiction of warlocks bargaining with 
incomprehensible entities in Bitter Seeds may 
provide valuable imagery to a host. 

In naming the entities, you may draw your 
inspiration from works of literature, 
mythology, angelology, etc. Alternatively, you 
may keep an air of mystery and uncertainty 
by merely describing the entities as the First, 
Second, Third, Fourth, and Fifth. Keep your 
descriptions of the entities vague and 
menacing.   

Working with Players 
Be flexible and work with players both before 
and during gameplay to craft a fun story, even 
if doing so necessitates making changes to the 
material presented in this module. Ensure that 
all players have a mobile device or, if you 
want to ban electronics from the game table, 
all have an adequate supply of notecards and 
pencils for use in passing notes. 

As you read the following sections, you will 
find a combination of specific story elements, 
detailed plot events, and general suggestions 
for engaging players with the story. Always 
remember that this is a game between 
friend and everyone should have fun. 



The Story 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Act 1 

Arrival & Introductions 
Characters arrive at the estate, park their cars 
in the wide, curving driveway, and gather in 
the study, dining room, or library. The GM 
may select whichever location seems most 
appropriate to the group. Whichever location 
you choose, it is richly decorated with Tiffany 
lamps, oak paneling, brightly colored 
wallpaper, drapes, freestanding globes, etc. 
Furniture is all heavy, well oiled wood with 
wrought iron accents. 

Allow players time to mill about and reveal 
some of their past. Give those who might 
have some knowledge of the estate a few 
hints at how this place has changed since they 
were last here. Especially suggest that all 
traces of traditional religious imagery have 
been removed, unusual construction projects 
have been started and then abandoned, and 
doors have been enhanced with stronger 
locks. 

All players know the estate is surrounded 
by a high metal fence, but few if any know 
that it is electrified and may kill anyone who 
touches it. There is no way to disable power 
to the fence, so the players are effectively 
trapped. Characters all know that the 
deceased is supposed to be extremely 
wealthy. They all know that the will 
demanded all be present to hear the reading 
within 48 hours of Edward Mitchel’s death, 
which occurred about 40 hours ago. Attempt 
to convey a sense of looming danger, as the 
clock ticks down and characters find 
themselves trapped within the gates of the 
estate. 

It is important to both encourage players and 
allow them to freedom to expand on what 
they imagine the estate to be like. This is a 
collaborative experience. Take note of what 
players say and only contradict them if they 
make a statement that will interfere with the 
story. Even then, it might be best not correct 
players and blame any inconsistency which is 
later revealed on the character lying, 
misremembering, or suffering from the 
influence of the entities. 

The Will 
After characters have had time to interact and 
settle in, begin the reading of the will. If a 
player is portraying the family lawyer, 
provide them with the following information, 
which comprises the preface to the will. It is 
up to that player (or you as the GM) how 
much of this introductory letter you reveal to 
players.  

The following tokens are of immense 
importance to the future security of my estate 
and, one might even say, the world. I fear that 
a situation beyond my control prevents me 
from explaining the full truth of the matter, 
but a thorough investigation of my home and 
examination of these talismans will reveal the 
truth. In the event that such efforts prove 
successful, the full remainder of my estate will 
be shared equally between those of my heirs 
who remain alive, in accordance with the 
rules outlined in the following document. May 
providence have mercy upon us all.  
(This is followed by several pages of legal 
mumbo jumbo about running the trust, voting 
rules, and requirements for inheritance.) 

The five items below should be distributed to 
the characters. Be sure to not include the 
function of each item in your description to 



The Will  14

the player. Discovering the function of each 
item, especially their interactions, is part of 
the mystery. Who receives what item should 
be determined by the GM, based on the 
backgrounds developed by each player before 
the game begins. If there are fewer than five 
players, give two items (but not both the box 
and the ring) to the same character. General 
guidance to the form of each object is 
provided, but feel free to modify the form of 
each to fit the taste of your players. 

Box - Contains the key that unlocks the 
basement door. Extremely plain. No writing 
or marks, other than wood grain.  

Ring - Allows the wearer to unlock the box. It 
should be somewhat mysterious in design, 
perhaps with a strangely cut opaline gemstone 
or an ouroboros motif. Any other unusual 
materials or unnerving engravings, castings, 
or gems are good.  

It may be appropriate, especially if you have 
fewer than five players, to combine the Box 
and the Ring into two objects which are not 
apparently linked, but which will fuse 
together to form the key when placed in 
proximity.  

Amulet - Prevents possession by entities, 
including the Fifth. You may wish the amulet 
to be in the shape of a creature from 
mythology, an elder god, or a family relic that 
is somehow twisted into a disturbing form.  

Journal - Reveals the secrets how to operate 
the device in the basement and perform the 
rituals which will either summon or banish 
the Fifth entity. Many pages are torn out. 
Those which remain are written in a coded 
language. The names of the four entities that 
must be invoked in the ritual are not included 

in the text. Some were likely on the pages 
which have been ripped out. Others might be 
obscured by spilled ink or blood stains on the 
pages. 

Vial of green liquid - Contains the blood of 
the Fifth. Allows holder to give commands to 
the four lesser entities, permitting them to 
perform the ritual without harm. Discovering 
the function of the vial is practically 
impossible except through experimentation or 
if the owners of the vial and the journal 
collaborate to examine the journal in detail 
for several hours. If opened, the scent of the 
blood may overcome everyone in the 
immediate vicinity, causing psychic damage 
that will double the difficulty of their next 
five tests. 

Searching the house will reveal more clues to 
the operation of the machine. These are 
further explained in the Act 2 notes. 

Allow players a few minutes of exploration 
and interaction after distributing the relics. 
When an increase in tension is appropriate, 
transition into Act Two. 

Act 2 
“Spirits” begin to appear throughout the 
house and grounds. These are projections of 
the four lesser entities, which are reaching 
into our world in an attempt to possess the 
players. Lights flicker if characters spend 
more than a few minutes in a single room or 
area of the grounds, especially if they are in 
singles or pairs.  

Possession 
The game master should attempt to possess 
characters who are alone first. When an entity 
begins making a possession attempt, players 
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must pass a test in order to not be possessed. 
If they are alone they must pass two tests to 
succeed. If characters are in pairs or threes, 
two tests must be passed, but the tests may be 
split between the two players if they act out 
one of the characters attempting to rescue the 
other player (shake, slap, smelling salts, 
prayer, stiff drink from flask, etc.) If the 
assisting player fails the test, their character is  
immediately possessed in place of the original 
victim. 

In groups of four or more, the entities will not 
attempt possession. Instead, they will go 
through the house trapping doorknobs, light 
switches, chandeliers, and other seemingly 
innocuous objects in an attempt to kill off 
characters. 

Any character whose player fails a 
possession test is possessed by one of the 
entities. They do not die immediately. A 
maximum of four players may be possessed 
ay any time. 

Begin passing players who have lost control 
of their characters private notes and pushing 
these players to become destructive towards 
the party. If they manage to kill off or cause 
the possession of all of the characters, they 
“win” the game by releasing the Fifth entity 
upon the world. If the player is not able to 
make good progress towards killing or 
possessing the rest of the characters, or is 
being too obvious in their actions, kill off the 
possessed character after they have done 
some damage. 

Messages 
As players continue to explore the house, they 
should discover five messages. These may be 
burned or written in blood on the walls or 

floor, scrawled across the pages of a book, 
spelled out by dead animals in the garden or 
withered grass in the lawn. The messages are 
written in a strange script which player 
characters cannot initially understand, unless 
their background specifically mentions 
knowledge of ancient languages or the occult. 
The location of each message not specified in 
these instructions because the game master 
should introduce each message at a moment 
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and in a manner which increases the tension 
of the story. 

These messages are essential to players 
“winning” the game. Each is accompanied 
by the name of one of the five entities. See 
Act 3 for more information about how players 
use this information to “win” the game. 

Characters with relevant experience may 
immediately understand all of the messages 
after passing two tests (representing the 
possibility of their knowledge serving as a 
conduit for the entities to possess them). If 
these players fail a test, their characters will 
still understand the message, but will become 
possessed.   

Players who do not have experience relevant 
to interpreting the texts will not be possessed 
by reading the messages, but they will not be 
able to interpret the text without using books 
from the library.  

The messages, in order, are: 
Preserve the pact. (First Entity) 
The vessel must be replaced. (Second Entity) 
The aeons behold the present. (Third Entity) 
The pact is broken. (Fourth Entity) 
I shall consume. (Fifth entity) 

Locations 
During this act, characters should investigate 
the house and surrounding grounds. 
Encourage players to use their imaginations 
and interact with the setting and one another. 
They might sneak off to the hedge maze for a 
tryst, gather weapons from the garden shed, 
or discover a pile of bones buried in the 
greenhouse. When running this game at 
home, all of those elements were thought up 
by players in my group on the fly, passed to 

me in notes, and quickly incorporated into the 
story to add additional drama.  

Investigating the library will provide clues 
allowing any character to interpret the 
mysterious script without having to make an 
immediate test against possession. Depending 
on the amount of time they are willing to 
spend searching, and the method of the 
search, players will likely have to pass a test 
in order to locate the relevant tomes of 
ancient knowledge which will help them 
interpret the script. 

Investigating the maze will likely prove lethal 
as characters are assaulted by minor entities 
which attempt to infest their minds. Every 
character who enters the maze should 
experience at least two moments of intense 
confusion and headaches as these nameless 
horrors attempt to invade their minds. If a 
character has been developed as supremely 
logical or intensely religious, they may be 
attacked fewer times due to the strength of 
their convictions.  

This mental assault is different from the 
standard possession attempts. Characters 
whose players fail these mental attack tests 
will not immediately die or turn against the 
party. Instead, all of their subsequent tests 
will require twice as many successes. 

Investigating the bedrooms will reveal a sad 
tale of a lonely man who, despite his playboy 
reputation, seems to have rarely if ever had 
guests. The guest rooms are almost 
completely bare. The walls and floor of the 
master bedroom are covered in scrawled 
messages which utterly defy understanding. 
Characters may attempt to interpret the 
messages with repeated tests, but should be 
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rewarded only with confusing statements and 
nonsensical instructions.  

If a player has taken on the role of a servant 
from the house, the game master should 
privately share with them that house guests 
occasionally arrived, but always “left quietly” 
after only one night. If they are playing a 
close aid to Edward Mitchel, they might 
know that he occasionally arranged for both 
prostitutes homeless people to be brought to 
his home. The servant never saw these people 
leave, but assumed they did during the night.  

Investigating the wine cellar attached to the 
kitchen will reveal the bodies of Edward 
Mitchel’s victims. The cellar has been turned 
into a makeshift butchery, where Miller cut 
meat from the bodies of his victims and 
preserved it before giving it to his servants to 
cook for meals. At least one body is still in 
the room, along with packages of salted and 
cured human meat. A blood-stained journal 
gives no explanation, but accounts for at least 
thirty victims over the last decade. Whether 
Mitchel was forced into cannibalism by the 
entities or it was a mere side effect of his 
increasing madness is not explained by the 
journal.  

The servants knew nothing of this (unless the 
player independently thought of something 
similar while developing their backstory), as 
the room was always padlocked and servants 
were strictly ordered to never enter the 
master’s private wine cellar.  

Investigating the dining room will reveal 
splatters of blood in the crevices. These are 
not immediately obvious, as the whole room 
is decorated in crimson. All of Mitchel’s 
victims were killed here during private 
dinners.  

Characters whose players who are willing to 
accept a test will experience a vision 
explaining the blood: Mitchel repeatedly 
attempted to transfer his bond with the fifth 
entity to others. Each attempt resulted in the 
death of his victim. Initially, he simply buried 
the bodies in the garden. Later, he began 
butchering them for meat before burial, eating 
that meat, and serving it to his next victim.  

The study is lined with mysterious relics 
from around the world. None of these are 
relevant to the investigation. Use descriptions 
of curios from around the world to try and 
distract players, separating at least one f their 
characters from the group so you can attempt 
to possess them.  

If players begin to suspect that possession has 
occurred, allow them to suspect that it might 
be caused by one of the relics in the study. 
Try to get them to spread those relics out to 
different parts of the estate, thereby breaking 
up the party and making them more 
susceptible to possession. 

The basement is locked. It can only be 
opened by using the key in the box or by 
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smashing the door. Smashing the door 
requires three successful tests in a row, due to 
strength of the door, the magic which locks it 
shut, and the stairs just on other side. See Act 
3 for information about the contents of the 
basement. 

Act 3 
This act begins after players have discovered 
all of the messages, opened the basement 
door, and one character has been possessed, 
killed, or infected by the entities from the 
maze. If players are beginning to slow down 
in their investigation, or are failing to make 
progress through the story, you may push 
them into act three. 

Drawing Attention to Clues 
As the act opens, smoke or blood begins to 
pour from all of the messages. The intent of 
this is both to draw players to any 
undiscovered messages and increase the 
ominous mood of the game.  

Characters who hold inherited relics which 
should be combined will begin feeling an 
inexplicable urge to partner up, hopefully 
leading their players to discover the synergy 
between the relics.  

Any characters who have been possessed or 
infected will begin feeling an urge to go to the 
basement. If players have not worked out how 
to open the basement door yet, you can begin 
giving clues to any possessed characters.  

The Machine 
The basement contains a massive machine 
constructed from bare copper wiring, 
scorched wooden framing, and massive 
power boxes studded with crude capacitors 

and spark gap generators. The machine 
continually hums with low discharge of 
energy. It crouches over a platform in the 
center of the basement like a spider crouching 
over its victim.  

Touching the machine requires an immediate 
test to see if the character is electrocuted 
(unless they have read the journal and know 
how to operate the machine safely). 

In Acts 1 and 2, the machine can be inspected, 
but does not pose any threat beyond 
electrocution. Frequent light flickers and 
possession attempts happen while characters 
are in the basement. 

In Act 3, the machine awakens, seemingly of 
its own volition. A great rip in the universe 
appears at the center of the machine as the 
fifth entity attempts to escape. Any character 
who can see the machine must pass a test or 
be possessed by the fifth entity. If they leave 
the room and come back, they must pass the 
test again. 

Any character who is possessed by the fifth 
entity will not immediately die. Instead, they 
will attempt to kill one other character before 
they die from a stroke, aneurysm, or in their 
suicidal attempt to kill another character. 
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Winning the Game (Save the World) 
If the characters successfully identify the 
names of the five entities and speak them 
aloud, along with a banishing phrase from the 
journal, while standing around the machine, 
the portal will be sealed and the electric fence 
surrounding the house (powered by the 
portal) will be deactivated, allowing the 
surviving characters to escape.  

Each time a character speaks one of the 
names, they must pass two tests. Passing the 
first test allows them to speak the name and 
banishing phrase, contributing to closing the 
portal. Passing the second test allows the 
character to continue living after speaking the 
phrase. Characters who fail the second test 
will immediately die.  

Winning the Game (Destroy the World) 
Characters who have become possessed by 
any of the five entities from beyond the portal 
may also “win” the game by killing, or 
assisting in the possession of, all of the other 
characters. 

Once all of the living characters are 
possessed, allow them a brief time to work 
out the clues and perform the ritual to release 
the fifth entity upon the world. The 
mechanics of the unleashing ritual are the 
same as the ritual to close the portal, except 
that even passing the second test will result in 
permanent madness for the character.  

Assuming that the possessed characters 
complete the ritual, they will be rewarded 
with a brief glimpse of the fifth entity passing 
into our realm before the inconceivable 
weirdness of its appearance destroys their 
minds, leaving them dead or irreversibly mad.  



The Will is a standalone roleplaying investigation game. 

Summoned to the estate of a reclusive inventor, the players must uncover 
the cruel secret to his success. 

Designed to be played as an interactive story, rather than a combat 
simulation, The Will is both easily accessible to players new to role 
playing games and features enough content to entertain experienced 
gamers.  

Genres: RPG / Horror / Mystery 
Audience: Adults / Mature teens 
Players: 3 or more (game host + at least 2 players). 
Playtime: Approximately 5 hours (group interactions may vary playtime). 
Supplies: Dice or deck of cards. Pencil and paper.  
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