
 

WHAT THE BULLET SANG 
Written by Jeremy Alva 
 
ABOUT 
What The Bullet Sang is a freeform LARP designed to explore life as a survivor following a tragic,                  
life-altering event-- an attack, a natural disaster, or an accident-- and observe its longstanding effects on the                 
individuals and their community as time unfolds around them. This game will deal with heavy emotional                
subject matter, and may include descriptions of disturbing scenarios, violence, sexuality and other sensitive              
subjects. Please play with discretion. 
 
What The Bullet Sang is intended to be played as a freeform LARP, but may be adapted for play around a                     
table as well. 
 
 
PURPOSE THIS GAME 
The goal of What The Bullet Sang is to help people analyze and understand tragedy from a safe space. The                    
aim is not to parody the emotions one might feel after experiencing a life-altering moment, but to find                  
empathy and understanding for those who have. 
 
If you have experienced such a life-altering moment, my hope is that you are able to achieve some distance                   
between yourself and the situation to provide yourself space to understand how hard choices are made. In                 
the end, this game is about developing empathy, because we can all use a bit more of that in this world. 
 
 
HOW PLAY WORKS 
 
The first thing that will occur is that the facilitator will choose a tragic life-changing scenario they would like to                    
explore during gameplay. DO NOT REVEAL THIS AT THIS TIME. Instead, inform the players what sort of                 
community they will be representing, as they will now be creating potential characters from this community                
that will be affected by this event. 
 
After the characters are created, each player will select a character from this pool to choose from. Not all                   
characters will be selected. The facilitator will then reveal what life-altering event has just transpired. 
 
Play will unfold from this point forward in a series of three acts, set six months apart from each other. Each                     
act contains one group session that all players will participate in, and then a series of Player Scene’s for                   
each player to explore their own individual feelings on the scenario. The individual's scenes may be a scene                  
in the present where they may interact with other surviving characters, or a memory where they may interact                  
or speak to a character who has perished. 
 
Play concludes with a final group therapy session after the completion of the third act's Player Scenes.                 
There will then be a seperate out-of-character debrief. 
 
 



 

THE ROLE OF THE FACILITATOR 
The Facilitator will be playing the part of the Counselor, both in game and outside of it. 
 

In Game 
During the Group Therapy phase it will be your responsibility to ask leading questions to get the players to                   
analyze their situations, and to pull truths out of them. During the Scene phases you will be an outside                   
observer, taking notes on the scenes as they unfold. Assume that all scenes that unfold are stories your                  
charges are telling during this time. Use them to ask leading questions in the following Group Therapy                 
scene. You may also call an end to scenes at your discretion. 
 

Out Of Game 
An important and difficult task you will be presented with is to also monitor the players responses to the                   
situations described in game. If you feel necessary, you may ask to end a scene early if you feel that a                     
player’s emotions are getting too charged. 
 
BEFORE PLAY 
 

Prior To Character Creation 
Before play can begin, the facilitator must determine what sort of event they would like the group to play,                   
and what sort of community they will represent. DO NOT inform the players what the scenario is yet, only                   
what community they are working to build together. Knowing the community that the characters come from                
is key during the character development stage. Portraying an infantry battalion, a group of high school                
students, or members of a sleepy beachside community will affect how each character will be formed. 
 

Character Creation 
As a group, all players will work together to complete each character sheet. Each player must take some                  
ownership of at least some of the characters involved. There are ten characters to be built, each with their                   
own potential Names , Personality , and Presentation to choose from; as well as a series of Questions to be                  
answered to help build relationships between each character. All answers should be in past-tense, prior to                
the event you will be playing, within any time-frame that is reasonable for these characters to have known                  
each other. 
 
As a group, choose one of the Names , Personality , and Presentation for each character sheet. Each of                 
these elements is completely up to interpretation of the group to discuss, or even for the individual player                  
who chooses them ultimately to decide. 
 
For each of Questions , you will be choosing a character for each to build a relationship with. Do not use the                     
same character twice on a single character sheet, and try to avoid overdoing crossovers. Diversify               
relationships to build a greater social web. Each question has an empty field to fill in the name of the                    
character name it will relate to. There is then an open-ended field below each to briefly answer the question. 
 
Once all of the character sheets are revealed, each player will choose one of these characters to play. Place                   
the remaining character sheets in the center of the table or floor. Do not discard these. 
 
The facilitator will now reveal the life-changing event that has just occurred. 
 

Revealing The Event 



 

The facilitator will now explain the life-changing tragedy that has befallen this community. The character               
sheets that the players have chosen are those who survived this event. Those who remained unselected                
represent the individuals who perished during this event. 
 
The remaining character sheets should be set aside, but made available for those who need to reference it                  
for information, or who may play this character in a Player Scene. 
 
If you are having difficulty choosing an event you would like to explore, below are a few examples you may                    
choose from: 

- A military firefight that has suffered heavy losses. 
- An unexpected natural disaster has ravaged a small town. 
- There has been a mass shooting in a public space. 
- An unprecedented outbreak of a disease takes a toll on a city. 

 
PLAY RULES 
There will be three separate acts, each with a Group Scene, and a series of Player Scenes.The first act will                    
be set very shortly after the Event (the specific timeframe this occurs will be determined by the Facilitator).                  
Each subsequent act will take place six months following the previous Group Scene. There will be a fourth                  
Group Scene at the end to conclude play. 
 

GROUP SCENES 
Group scenes are played with all players. This can be set up in any number of ways-- as a group therapy                     
session; a support group; a military debrief; a town hall meeting; or a disaster relief group roundtable. The                  
idea is that all surviving characters are meeting together as peers, at least on some level. 
 
Group scenes are facilitated. The facilitator may act as a counselor or an authority, but must be played with                   
some level of empathy-- direct antagonism should not be a goal. The goal for the facilitator is to lead the                    
conversation, and encourage the characters to discuss their feelings on what happened, how their lives               
have been impacted, and how they are coping with the situation. 
 
There are three game mechanics that may be utilized-- any number of these may be selected by the                  
facilitator prior to play. 
 

1) Any time a player makes direct or meaningful eye-contact with another player, they must speak the                
truth of how they feel. Even if this is in direct opposition to what they are saying otherwise, they                   
must speak the truth. The character they are making eye-contact with does not hear this, but                
instead understands this intuitively. No other players hear this. 

2) Any time a player places their hand on another meaningfully, they must speak the truth of how they                  
feel. Even if it is in direct opposition to what they are saying otherwise, they must speak the truth.                   
The character they are touching does not hear this, but instead understands this intuitively. No other                
players hear this. 

3) If the players are seated during the group scene, any time one stands up to make a statement they                   
must speak the truth of how they feel. Even if it is in direct opposition to what they are saying                    
otherwise, they must speak the truth. The other players do not hear these words, but instead hear                 
what they expect this character to say in this circumstance. 

 
Each Group Scene ends when the facilitator feels it it is completed. At maximum, it should run somewhere                  
between 15-20 minutes. 
 



 

PLAYER SCENES 
Each player now has the opportunity to have their own individual focused scene, centered around their                
character. One at a time, in any order the players or facilitator chooses, each player will perform a short                   
scene. They may request any other character to join them for their scene, to explore how play proceeds. 
 

Act 1 
This scene will take place within the month following the Event. The wounds are still fresh, and all must                   
rebuild. You may use this scene to explore life during this very tremulous time in your lives. 
 
All scenes must be in the present, and may include any other surviving character. 
 

Act 2 
This scene takes place some six months after the Event. Life is getting better, but can still be very difficult.                    
Sometimes you can’t help but remember the past. 
 
Players may either choose to play a scene in the present, which may include any other surviving character;                  
or they can choose to play a memory, with a player of their choosing (or who volunteers) can play a                    
deceased character. Surviving characters may also participate in another’s memory. 
 

Act 3 
This scene takes place one year following the Event. Are things beginning to get back to normal? Will they                   
ever be normal? Should they ever be again? 
 
Players may either choose to play a scene in the present, which may include any other surviving character;                  
or they can choose to play a memory, with a player of their choosing (or who volunteers) can play a                    
deceased character. Surviving characters may also participate in another’s memory. 
 

END GAME 
After all of the scenes have been completed it is time to do one last group session together in character.                    
Take a few minutes to play the scene like all of the other group scenes. Then, each at their own discretion,                     
each player may exit the scene until nobody is left. This may happen at any time, including mid-sentence if                   
they so choose. 
 
After all players have exited the scene take a break to decompress, then come together to debrief out of                   
character. It is recommended to debrief in a different location than where you played to help better remove                  
yourself from your characters. 
 


