A game by Asmus Nielsen

Death isn’t fruly the end.
Your memory lives on.
Here's your story after death.
Here's who you were.
Here's how your memories are preserved.

Here's how you're forgotten.

Forget-Me-Not
My(;éotis
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Foreword

This game includes strong themes of death, identity loss, memory loss, and
general dreariness. While it's supposed to be an over-all cathartic
experience, if these themes upset you in any way, please remember to take
breaks, or abstain from play entirely.

On top of that, this game is written and played under the Olivia Hill rule:

“If you're a fascist, you're not welcome to play this game. It's against the rules. If
you're reading this and thinking, "You just call everyone you disagree with a fascist,"
then you're probably a fascist, or incapable of drawing inferences from context and
acknowledging a dangerous political climate that causes the oppressed to be
hyperbolic. Don't play this game. Heal yourself. Grow. Learn. Watch some Mr.
Rogers' Neighbourhood or something.”

With all that out of the way, please enjoy yourself.

This game is largely influenced by my own fears and experiences with death,
including the fact that ultimately, at least to the non-religious heart, death is
the end of everything that is you. The only thing that remains afterwards is
what people remember you for, and as. When those memories fade, that’s
when a person is truly, fully, and utterly gone.
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The Game

In Forget-Me-Not: Myosotis, you explore a character alongside their journey
of being forgotten.

Myosotis is a journaling game, which means that you'll be writing a lot. If
writing is a difficult process for you, using something like a speech-to-text app
is heavily recommended. Either that or recording your voice. Something that
allows you to return to what you've made. The game can be played solo, or
by up to four players. Take turns drawing cards from the same deck and
answer the questions together.

The memory of the deceased is represented by a deck of cards - once the
cards run out, so does their legacy. This is when one can be considered truly
dead.

Along the way, you'll need to note down some things. These things include
people the deceased knew, the ones that remember them, the places
they've been, etc. The book will inform you when you need to be noting such
things down.

You're encouraged to reuse elements between each question. Reuse
people, places, items, memories. Connect the dots, create a life.

And at the end, when the deck of cards is empty, you'll be left with notes
describing their life. Who they are, what they did, who they knew. This is
where you bury the deceased, by writing an obituary. A short piece of text
describing who they truly were.




You start by gathering everything - your writing tools of choice, and your
deck of playing cards - whether physical or virtual. Before playing the rest of
the game, you'll want to decide on some basic information of the deceased.
Name, appearance, their most basic of identities. Note this down.

Shuffle the cards, removing the Jokers prior to the process. Death is no joking
matter, after all. Take your time.

Then, draw a card. Depending on the rank and suit of the drawn card, the
effect of the drawn card varies. The exact page of each card rank is
specified on the next page.

The main decider of the card is the suit. The suit of the card decides whether
this is an element of the deceased that will be remembered or forgotten.
Note down the element, according to the suit of the card. You can pick-and-
choose from the various questions, try to answer at least two though.

When a rank is forgotten, after developing the memory, the card is
discarded, and if ever you encounter that same card rank again, you discard
it.

On top of that, the suit also decides the connotation of the element -
whether positive or negative. The suits are as follows:

Remembered Forgotten

Positive Hearts » Clubs &

Negative Diamonds ¢ Spades #

Once the cards have run out, so have the memories of the deceased. This is
where the card-drawing part of the game ends, and where you will begin
writing their eulogy, follow by the final words of remembrance - the epitaph.
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Two

“A relationship they had.”

Forgotten

Clubs &

A lifelong ally.
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Three

“A nickname they were given.”
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A name given out
of respect

A name given out
of mockery
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Four

“A story they told.”
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One that gave
them comfort.

One that they
feared
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Five

“A mistake they made.”

Forgotten

Connotation

Clubs &

Positive

Note:

What was it

that they did?e
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What changed

after making it¢

What did they
learne

Negative

Note:

What went

Wrong?e

A mistake that
made everything

What could

they have
done instead?

waorse.

What
happened

afferwards?

Remembered

Hearts »

A mistake they
learned from

Diamonds ¢

A mistake they
couldn’t fix.
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Six

“An item they had.”
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Seven

“An achievement they made.”
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Eight

“A lesson they learned.”

Forgotten

Clubs &

One that taught
them disgust
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Nine

“A thing they created.”

% L
t 0 £ £
O O O O
(o)) - el . el
s 0= © 3
= o= T 5

O 0o O &

£ 0 €

o O O

- C

O O

> -

c = oo >~ () 0 dn/u. O oo
2 O = .n_nue. £ ) = c =0
—_— 0] .. T v = +— = > .. wn C 5 0O Cer
..ﬁlu ..W ..n_hv £ 9 T 0O Hlu..um = ..n_bv o 0 O += C o
c — © 2 O O [0) —_
5 | < 22 ze 2g |¢ 58 8o Bo
O £ ¥ z° : £ 20

& &

£ 2
3 5 o
m < Z . o=
9 €8 S £ 2
£ > ) - )
o | 2 c &) c
€| O O & O
o | O 0
ez | T O




Page 14
Ten

“A place they were.”

Forgotten

Clubs &

How long did  WNITIII-R I WAV =Y )

A place they were
hurt.
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Jack
“A skill they had.”
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A skill they loved
[SYelgaligle]

A skill learned out of
necessity
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Queen
“A thing they lost.”

Forgotten

Clubs &
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King
“A baftle they fought.”
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A memoir and a final word

After finishing your deck, leave the deceased buried. Write a short eulogy - a
few lines describing the dead individual, who they were, what they loved.
Specifically note a few of the most important memories created. Note these
down, perhaps on a final page or on the back of a journal.

With the death of an individual, and their will and identity left buried, their
essence is reduced tfo it's most core parts - an epithet. Note a single word,
feeling, phrase or thing that represents the deceased best. Keep this as their
tfrue name - not the name they were given, but the name they became.

When all things are said and done, the things remaining are these words
you've written. Feel free to share their tales and lives through comments,
messages, videos, posts, and other forms of media.
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Resources for those struggling with feelings of grief or regret:

hitps://www.nhs.uk/mental-health/feelings-symptoms-behaviours/feelings-
and-symptoms/grief-bereavement-loss/

hitps://www.cancerresearchuk.org/about-cancer/coping/dying-with-
cancer/after-someone-dies/coping-with-grief

hitps://www.helpguide.org/articles/grief/coping-with-grief-and-loss.htm

Remember those you've lost. They miss you too.
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https://www.nhs.uk/mental-health/feelings-symptoms-behaviours/feelings-and-symptoms/grief-bereavement-loss/
https://www.nhs.uk/mental-health/feelings-symptoms-behaviours/feelings-and-symptoms/grief-bereavement-loss/
https://www.cancerresearchuk.org/about-cancer/coping/dying-with-cancer/after-someone-dies/coping-with-grief
https://www.cancerresearchuk.org/about-cancer/coping/dying-with-cancer/after-someone-dies/coping-with-grief
https://www.helpguide.org/articles/grief/coping-with-grief-and-loss.htm

"Someday soon, perhaps in forty years, there will be no one alive
who has ever known me. That's when | will be truly dead - when |
exist in no one's memory. | thought a lot about how someone very
old is the last living individual to have known some person or
Cluster of people. When that person dies, the whole cluster dies,
too, vanishes from the living memory. | wonder who that person
will be for me. Whose death will make me fruly dead?"

~ Irvin D. Yalom
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