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BY KYLE TAM







A?t /eas7L an hOMI’, bbﬂt as /ong 7N yOU neea/.

A %Mie?L P/ace 07[ P/G_Lj, somewhere _LjOM fee/ comfor*ab/e.

Some?%ing fo write and/or draw on - notebooks and index cards are ideal but any paper will do

Wriﬁng imla/ememts and, h(you're so inclined. art materials

A means of *rac/eing the time

Beloved is a game one Ip/ays by oneself, which means that as a so/htary experience it may not be ideal
for 'D/ayers s*rugg/ing with fee/ings of loneliness.

[ may also touch on themes of abana/onmem‘, iso/mtion, forgeHing, and the passage of fime. /fyou as a
F/ayer are s+rugg/ing with the above issues, there are online resources available from the Mind charhty

at b/?t/y/ mina/-/one/iness, which can he/la you parse your fee/ings and s*rugg/es with loneliness.

As a work that deals with situations surrouno/ing children, You may feel uncomfortable at the idea of
children being FWL into situations of distress or harm. Please note that none of the promp*s will ever
urge or force you fo /DWL children in a/omger. If you do not wish to answer a Prom'mt for your own
comfort You can choose to s/eilo said Prom/uf, or substitute an alternative 'oromluf from an eq,ua//y
alppropriafe section of the game (e.g. another Child's promlo* in /o/ace of your current Child's).



This is a game about the BELOVED, constructs and crafts made with the
intent of being companions, guarc/ians, guia/es, and Iu/ayma*es for their
Children. While H:ey possess sentience Hley do not act unless by the will of
their Children. While no BELOVED *ru/y dies, H;ey bear the effects of wear,
tear, and time, and can be lost, abandoned, or forgo”en until another Child
finds them.

You, as the player. may choose to make your game of BELOVED as mundane
or magica/ as you p/ease. Perhalps your BELOVED are Ipossessed of small
magic, charms and wards of Iprofec*ion to /eeelp their children safe. Or
/oerhaps H)ey are mere/y fogs, wm‘ching si/em‘/y as H;ey are made the

COVVIPOIHiOV!S and Inro?‘ec?‘ors 07( *he wor/o/'s Chi/dren. Wh/'chever game _(jOM
ChOOSQ 7‘0 Ip/ay, BELOVED can accommoo/a*e yOMI" f/lglnts O'F fancy.

Children are those who the BELOVED were created for, ac*ing as both a
BELOVED's owner and their ward. Eegaro//ess of their actual age, those who
possess one or another of the BELOVED are a/ways called their Child.

When you write the s*ory of each Chl/d think about the role that the
BELOVED ID/onS in their life. Where and how did H;ey receive their Beloved?
What re/mt/'onship do Hley share? How does having a BELOVED he/lp them

gI’OW?

Traits are the characteristics that describe each BELOVED. These can be

Ph_tjsica/ Proper?‘ies, magica/ proper?ties, or lpar?‘s of its Persona//?‘y that each
Child impresses upon it in the course of their lo/ay*ime‘

While each BELOVED has a list of recommended Traits you can use during
the course of Ip/ay, you are a/ways free to come up with others that you
think are suitable.



There a/wa_tjs comes a time, for every BELOVED, when their Child moves on
without them. Sometimes, a Child forge*s. Sometimes, a Child can no /onger
hold on to their BELOVED. But for the most Ipar*, Children move on from

their BELOVED because H)ey grow older and find that H»ey are no /onger n

neeo/.

In the time between Children, before a BELOVED is found by the next Child

that needs them, ery lie in a state of Dreaming. [+ is up to you how much
Time passes, from one Child to the next.

When the time is r/gh?t, the BELOVED will be found or bestowed to +he Child
that needs them. Sometimes, it is a brand new Child. Sometimes, it is the
same Chl/d but older and once ago/in in need of a BELOVED. And when the

time comes, you will be ready.

As time passes and the game continues, each BELOVED will grow, change,
and be changea’ by the Children H)ey come in contact with and the events
that er_tj experience. When asked to Change Some?‘hing about your

BELOVED you will most /i/ee/y be asked 1o add, remove, or moc/ify the
fo//owing-’

A Trait.

A detail about the way your Beloved looks.
A detail about your Child.

A detail about your Child's world.

o A I'QSPOHSQ ')LO one 07[ HOMI’ Be/oved ques*ions_

You may, at times, find that an event has occurred which necessitates
Changing more than one of the above. You may also find it alpprolnrimle to
depicf a Change unpromp*edi The on/y cardinal rule when it comes to Chornge
in this game is that it occurs on/y when it feels natural.



The game takes p/ace over three Acts, {orming the s*ory of each BELOVED
as the game progresses. While each Act sees you choosing one Child from a
given list of Children, there will be a number of Ac*—specif—ic Dreaming

OID7LI.0V)S for yOM ‘ILO choose fronm

After se/ec*ing a Chl/d there is a series of sfelps you Ip/ay H]rough to tell
the sfory of your BELOVED'S re/m‘ionshi/o with that Child, and how +he two
affect each other in big and small ways. [+'s your choice whether you use

these s*eps to tell a fu//y written sv‘ory, or whether you mere/y outline or
describe the events.

[ Describe your Chl/o/ giving them a name and a few impor*an* details
about them. Where did H)ey obtain or receive the BELOVED from? If

you choose for your BELOVED 4o be with the same Child at a different
Inhase of their life, their Ipersona/h‘y o/iffering in o/escrilpfor, instead

describe how time and circumstance have changed them.

2. Answer the two alues*ions or Prom/mts given beneath each Child.

3.Pick an imporfan* moment or exlperience that best exemlp/ifies your
BELOVED'S #ime with this Child, and the role you played in their life. If
your BELOVED was a child's constant play companion. choose from the
P/ayma*e Table. |f your BELOVED acted as a comfort in *ough times,
choose from the Comfort Table. |f your BELOVED chased away their
nightmares and fears, choose from the Guardian Table.

b You may., at this time, choose to answer a BELOVED olues*ion if you feel
that your BELOVED has grown and changed.

5./:ina//9, think about how your Child and BELOVED are par*ed. Where are
Hley separa?‘eo/, or how is the BELOVED forgo*?‘en?



While your BELOVED waits for the next Child that needs them, each Beloved
will find themselves emtering a state of Dreaming. The Act will exp/ain what
it is your BELOVED reflects on and dreams about while you wait. You can

choose either to wait in silence with a timer, or find an ambient soundtrack

that brings to mind comfort and warmth even in your solitude. Even*ua//y,
your BELOVED will find themselves once again found by another Child.

Before confinuing with the next Act, you may be asked 1o choose an olmtion

from a table +o relpresemL the passage of time /eading to changes in your
BELOVED's world or in themselves.

[ £ you wish fo exln/ore how you have grown and changea/, choose from Wear
and Tear. [f you want to exlp/ore the imlpacf your Children have had on the

world, choose from Distant Futures.

[+ is o/eag to take a break from the game, if you're fee/ing fired,
unmotivated, or otherwise are not currenHy comlpe//ed to continue /p/aying at
the moment. Rather +han P/orying In one /ong, full session, consider sp/i**ing

Hye game in?‘o severa/ sma//er, shor*er sessions.



The first s*e’p to P/”’Hi”ﬂ BELOVED is choosing one of the BELOVED +o
emboa/y. Each is an arche*glpe of a Ip/ay”u'ng that was somehow born with

sentience and /oerha/gs gaineo/ magica/ abi/i*y H:rough a wish, an accident, a

magica/ event, or sheer force of will. While H;e_tj have their own Hnouglnts
and olmmons ultimatel Yy all BELOVED wish to Iprm‘ec?t and nurture those that

H)ey COV)SIG’@F Hle/r Chl drenA
The available BELOVED are:

THE DOLL

o A mirror and shadow, made in the image of your creator
THE STUFFED TOY

o Warm and soft, a comfort for those who hold you close
THE PUPPET

o Though your voice is not yours, the lessons you teach are
THE ACTION FIGURE

o A facsimile, a re/p/ica, *a/eing on an ia/ernti*y of your own
THE ORNAMENT

o Fragi/e and frail, you are an observer and overseer

THE UNINTENDED

o Never mean?t +0 become, yOM have S')LI// answered Hwe ca//

0”02 yOM /'mve ChOS@Vl your BELOVED, answer *he 7[-I.I”37L 1ues7‘ions abmnt Whol?t
Hyey are ana/ hOW Hwey came 7L0 be. Wri?te abou?t WhO, or Wha?t, crea?‘ed Hlem

in as much or as little detail you wish. Then, give your BELOVED three
Traits, describing what H)ey are and what H)ey‘re like.

You may, if you wish, draw your BELOVED so that you can /eeelp track of the
ways in which Hﬂey have and haven't been changed. [f you aren t
comfortable with draw/ng your BELOVED, instead pic*ure them in their

mind's eye. Kee’p this image in mind as you engage with the game.



PREPARE YOUR HEART

BEGIN




L

[& cOncCLUpE

YOUR LAST CHILD

BEYOND ENDINGS







THE poLL

A mirror and shadow, made in the image of you

BELOVED QUESTIONS

SUGGESTED TRAITS

L




[He S/TMFFEQ 16Y%

and soft, a comfort for +hos

BELOVED QUESTIONS

SUGGESTED TRAITS

|

J




THE PUPPET

s you teach a

BELOVED QUESTIONS

SUGGESTED TRAITS

L




THE #CTION FIGURE

taking on an identity o

BELOVED QUESTIONS

SUGGESTED TRAITS

| el




Frail and fragi/e, you are an observer - an overseer

BELOVED QUESTIONS

SUGGESTED TRAITS

L




THE MILHLTE/LQEQ

ever meant to become, you hav red the

BELOVED QUESTIONS

SUGGESTED TRAITS

|

j







A NAUGHTY CHILD

A Child prone to pranks and trickery of all sorts

A SHY CHILD

A Child who keeps to themselves

A DREAMY CHILD

A Child who often finds themselves with their head in the clouds

A BOLD CHILD

A Child who isn't afraid to go where others wouldn't dare to go.

A CHEERFUL CHILD

A Child who happily greets the world with a wide grin.

A WILD CHILD

A Child untamed by the actions of others.
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A SWEET CHILD

A Child whose sugary behaviour enthralls all who meet them.

A QUIET CHILD

A Child whose actions speak louder than their words.

A LONELY CHILD

A Child who has found themselves without companionship.

AN ANGRY CHILD

A Child who rages against the perceived unfairness of life.

A BRAVE CHILD

A Child not lacking in fear, but who presses on despite it.

A FRIENDLY CHILD

A Child quick to befriend others, drawing them into their world.

A SILLY CHILD

A Child with an infectious little laugh.
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The beginning of your time as a BELOVED, as you learn to grow intfo the
lessons inscribed into your being. There is the start of the desire to

PFO*@C?L, 7L0 care, 7L0 V)UF?LMI'@, bu?‘ now Is *he */me 7‘0 exp/ore Wha?t Hm?‘ means

to you and the Children that find their way fo you.

|. Choose the first Child that you will care for - describe them, and how
you came to be theirs.
2. Answer the two ques*ions associated with them, in as much or as little

detail as you like.

3. Choose a Iprom/ml from the P/aymmte Table, Comfort Table, or Guardian
Table.
b Answer a BELOVED Question.

5 Think about how you are lost, or are passeo/ on from your Child.
6. Allow yourse/f- to enter Dreaming, as you wait for your next Child.

As you pass from one Child to another, you have entered a state of
Dreaming. Choose the /eng*h of time you lie Dreaming below, and follow the

instructions.
There is no time to think. No time to rest.
Rest for five seconds. Wonder where your Child is.

Rest for ten seconds. Breathe deeply.

Rest for twenty seconds. Contemplate your choices.

Rest for forty seconds. Make peace with yourself.

[f you rested, write about what your BELOVED dreamed of in the interim,
then choose who H)ey care for next. If you have a/ready chosen three

Children for +this Ac*, move on to Act Two to begin the process again.



As your Children have grown, so, too, have you. Though you still lvro*ec* and
care for them, /oerhaps you have also begun to accumulate ideas of your
own. Your own dreams and desires, for who you are and what you may

become. D/S+GH7L o/reams, bM?L iVY)POF*aH?L ones none”we/ess.

|.Choose a Child that you will care for - describe them, and how you came
to be theirs.

2. Answer the two ques*ions associated with them, in as much or as little
detail as you like.

3.Choose a Iprom/ml from the P/aymmte Table, Comfort Table, or Guardian
Table.

b Answer a BELOVED Question.

5 Think about how you are lost, or are passeo/ on from your Child.
6. Allow yourse/f- to enter Dreaming, as you wait for your next Child.

As you pass from one Child to another, you have entered a state of
Dreaming. Choose the /eng*h of time you lie Dreaming below, and follow the

instructions.

Rest for ten seconds. Breathe deeply.

Rest for twenty seconds. Contemplate your choices.
Rest for forty seconds. Make peace with yourself.
Rest for one minute. Choose from Distant Futures or Wear and Tear.

Rest for two minute. Choose from Distant Futures or Wear and Tear.

[f you rested, write about what your BELOVED dreamed of while wai*ing for
their next child, then choose your next Child. |f you have a/ready chosen two

children for this Act, move on to the final Act to conclude your BELOVED s
s*ory.



ACl [HREE

LETTING GO

DREAMING PEACEFULLY

L
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PLAYMATE

IEMVI games ﬂVld exc:*emem‘ gﬂ orel

The more that you play with your child, the more entwined you
become in their fun and their life. Choose one of the options
from below, answer the prompt, and if appropriate Change by
doing any of the following:

e Adding, removing, or modifying a Trait.

e Adjusting the physical appearance of your BELOVED.

e Describing something new about your Child.

e Discussing something new about the world, whether a little
change or a big one.

e Answering a BELOVED Question.

Your Child has invented a fantastical new world in their mind to
explore. What is this realm like, and what is your role within it?

A brand new game is sweeping through the friends of your
Child, and your Child is a natural. What game has them going
wild, and how did you play a part in their success?

In your Child’s dreams, you find yourself able to walk, talk, and
move about. What adventures do you bring them on in the Land
of Dreams?

The carnival has come to town, and your Child has insisted on
bringing you along. What do the two of you experience during
your visit?

You and your Child have gone to the toy store, unaccompanied,
for the very first time. How did you end up there, and what do
you two get together?

When you and your Child play together, how does your Child
usually behave? Do they like playing alone, or do they have a
group of friends they often play with?




COMFORT

She/fer from 'H)e s*orm, no mmL?Ler hOW hard Hwe wina’ b/OWS.

No Child is always happy, no matter how much you wish for
them to be. But if you are there, in times of sadness and pain,
perhaps you can aid them. Choose one of the options from
below, answer the prompt, and if appropriate Change by doing
any of the following:

e Adding, removing, or modifying a Trait.

e Adjusting the physical appearance of your BELOVED.

e Describing something new about your Child.

e Discussing something new about the world, whether a little
change or a big one.

e Answering a BELOVED Question.

A major change has come into your Child’s life, one that they
feel ill equipped to handle. In this time of uncertainty, what do
you do or say to help them stay anchored?

You have become the subject of a fierce argument between
your Child and another. What is the nature of the argument,
and how is it resolved?

Your Child is moving to another place. Where and why are they
going, and how do you reassure your Child that everything will
be alright?

Sadness lingers, even in the dreams of your Child. What do you
show them in order to bring a little bit of joy into their life?

You have been temporarily separated from your Child, through
accident or circumstance. Who or what has comforted them, in
their time of need?

Your Child tosses and turns fitfully in their sleep. How do you
ensure that they’re able to get a good night’s rest?

Someone in your Child’s life has passed on to the world beyond.
What solace can you provide for them, in this time of grief?
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GUAR DT AN

one FFOTLQC'ILOF in a d fflcu')t WOF

The BELOVED are not masters of the martial arts, but there is
still in them a dedication to the safety and security of the
Children in their lives. Choose one of the options from below,
answer the prompt, and if appropriate Change by doing any of
the following:

e Adding, removing, or modifying a Trait.

e Adjusting the physical appearance of your BELOVED.

e Describing something new about your Child.

e Discussing something new about the world, whether a little
change or a big one.

e Answering a BELOVED Question.

After watching a scary movie, your Child has developed a fear
of something new. What are they now afraid of, and how do you
help soothe your Child’s fears?

There are things, thoughts, creatures that lurk in the darkness
of your Child’s room. What do you do to keep them at bay?

An older Child is harassing and antagonizing your Child. Who is
this older Child, and how do you help your Child resolve the
issue?

Your Child is confronted with a strange and unusual animal.
What is the nature of the beast, and how do you assist your
Child in the confrontation?

You and your Child are travelling together, unassisted by
others, for the first time. What steps do the two of you take to
ensure that it goes smoothly?

As your Child grows older, they find themselves unsure of who
they want to be and what they wish to do. In the world of
dreams, what advice do you have for them?




pIST ANl FUTURES

Wl*h H)e FﬂSSIVIg 07( *lme a Hnngs can gl"OW

As your Children grow, the actions they take ripple outwards
across the world around them. Similarly, actions taken by others
in the world inevitably reflect on you. Choose one of the options
from below, answer the prompt, and if appropriate Change by
doing any of the following:

e Adding, removing, or modifying a Trait.

e Adjusting the physical appearance of your BELOVED.

e Describing something new about your Child.

e Discussing something new about the world, whether a little
change or a big one.

e Answering a BELOVED Question.

One of your Children has grown to have the profession they
wished for when they were young. Are they happy with their
work?

You see one of your Children on the news for a remarkable feat.
Which Child was it, and what have they accomplished?

It is announced that the line of toys you’ve come from will no
longer be produced. How do you feel about this, knowing that
you are one of the last of your kind?

You find yourself no longer in possession of a Child, but put on
display for the world to see. What manner of exhibit are you in,
and what do you think of the people that pass you by?

The longer you live, the less you see of other Beloved as
screens and pixels take precedence. What are your thoughts on
your place in an increasingly digital world?

Two of your Children cross paths with each other. What is the
nature of their relationship, and do they remember you?
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WEARR ANl [EAR

WI{'h H)e Fassmg 07( *lme a +hl}’lgs MMS'IL fade

Time waits for no one - not even you, best BELOVED. Its
constant forward movement means that you shall find yourself
fraying, rusting, even rotting apart little by little. Choose one of
the options from below, answer the prompt, and if appropriate
Change by doing any of the following:

e Adding, removing, or modifying a Trait.

e Adjusting the physical appearance of your BELOVED.

e Describing something new about your Child.

e Discussing something new about the world, whether a little
change or a big one.

e Answering a BELOVED Question.

Parts of you have become frayed, chipped, worn, torn. If your
maker could look at you now, what do you think they would
say?

You have found yourself an elder to a group of young, eager
Beloved, communally caring for a group of Children. How do
you lead them?

Dropped accidentally during a Child’s journey, you find yourself
stuck somewhere deeper and darker than anywhere you have
ever been. Where are you, and what manner of things do you
see and experience?

Over time you have been repaired, endlessly, stitched or glued
up. How different do you feel, and what stories do the tell-tale
marks of repair tell?

A part of you is broken beyond repair, lost to time and
negligence. What does it change within you, if anything at all?

Time passes, endlessly and unceasingly, and you find yourself
unable to enter the Dreaming as you usually would. What do
you watch or do to pass the time?










