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Bullseye

An urgent travelogue for 4-6 players

by Judson Lester



Foreword

Thanks to Kevin Allen Jr's excellent brainstorm, I accidentally found myself writing a
game for a character sheet that's certainly evocative. I hope I do the gorgeously violent
and mysterious sheet provided by Jason Sims justice in this design. Also many thanks to
my frequent collaborator Mischa Krilov for his insights in making this text halfway clear.

The Set Up
| don't know what you did, but you certainly pissed them off, but good.

Here's the deal: this is a game about a group of people who, for whatever reason, find
themselves pursued by other people who want them dead. Or hurt, or something. Who's
after them, and what they wanna do when they catch up, that's up to you and your friends.
Who the people on the run are, though, that's for you to know, and your friends to find
out.

Over the course of the game, you'll be portraying one of the folks who are on the run.
Ideally, he'll get out from under whatever trouble he's gotten himself into. Might be,
though, that his past catches up with him, and lays into him with a vengeance. Whichever
happens, the story of it happening is up to you.

Bullseyes
Enough talk. Let's get this crazy train on its rails.

First, you're going to need a Bullseye sheet for each player. Go ahead and photocopy 'em.
It's not like the Feds are gonna come after you. C'mon, you can trust me, it's all above
board. Fell of the back of a truck. Honest.

So now that you've got your sheets, take a look at them. Top of the sheet, you'll see that
there's a blank labeled The Bullseye. Everyone needs to decide on the first name of their
character and write it in the blank. You're now the focused, deliberate target of the
malevolent intentions of a powerful agency who wishes you harm. Congratulations are
probably in order. Best wishes might be a little dishonest.




Your Name

Obviously, your name can be
whatever you want. But at
least for the early stages of
the game, it's going to be the
only handle on your
character that anyone else at
the table has. You might
want to make it suggestive of
the concept you have in
mind, but misleading, ironic
or simply unhelpful names
are just as good.

It's really worth noting
though: your name is the
only initial characterization
the other players will see.
The jist of this game is to
make your character
interesting, so that the other
players will want to hear
more about him, without
giving the whole farm away
up front.

The next three blanks are worth talking about as a
group. Here's what they mean, so that you've got
something to talk about:

The Blanks

The Shooter: This is who's after you. If you're
the bullseye, then the guy
gunning for you is the shooter, right?

The Angel: This is your way out. This one
isn't written in stone, it's just your
first idea about how you might get out. You can
change this one in the course of play.

The Beef: This is what the shooter is so
pissed off about.

And here's why you'll want to talk about these amongst
yourselves: because they need to match up. No man is
an island, and nobody should have to run alone. So, one
way or another, everybody's bullseye needs to share
either their shooter or their beef with other bullseyes, so
that they're all connected. Angels can be shared or not.

Last thing to think about: you need to distribute 9

points between Avoid, Armor, Angel and Allies. You probably don't want a 0 in any of
these. So that you have some idea where to spend points:

Avoid: Your ability to sidestep the searching of the Shooter. While
this will help you get out of trouble yourself, it might put your

friends in danger.
Armor:

Angel:

Your ability to withstand the Shooter more directly.

The power and strength of your eventual out. This will make

the escape easier, but make getting the Angel on your side will

get harder.

Allies:

The strength of your help.




Lastly, note that the Shooter starts with Aim and Ammo of 1 apiece, and the Angel starts
with a 0 in both stats.

Leave the circles in the target rings empty for the moment.

You're also going to have to copy the evidence flags onto some yellow paper and cut
them out. Basically, cut long strips out, then fold them in half. Maybe fold in the little
tabs at the ends so you can put a penny on them to keep them standing upright. Put the
first 6 (like, the ones that say 1 through 6) in the middle of the table.

You're also going to need maybe a dozen dice. Regular old dice, like you'd shoot craps in
an alley to raise money for a bus ticket out of town. Maybe in two colors, if you're not
sure that you can keep two sets of dice separate. Some people like red dice for the
Shooter, like the house dice in a casino, and white dice for the Angel, but suit yourself.

Once you've got all that together, you're ready to get started.

Play

The first thing is always to put the Bullseyes together. Pick a place where all your
characters meet up. Figure out why they get together. Random chance in a train station
cafe is fine, so is introduction by mutual acquaintances. Just so your Bullseyes don't
know each other before hand.

From there, play out the story. There aren't many rules about how to do this, but there are
a few.

First, there's the rule of Unity of Time. Time always proceeds forward at a normal pace.
If everyone goes to sleep, it can then be the next morning, but no funny business with
"three weeks pass," or whatever. Because if a week passes and you don't do something,
you'll get caught. And, no you don't have to play out every single minute. We can assume
that you can grab eats or take a leak without needing to work that in all the time.
Basically, skip anything boring, play out anything else as it comes up.

And none of that fruity flashback crap, either. No one can follow it, and it probably cuts
everyone else out if it goes before you all met. If you're trying to add something in that
you would have liked to happen since then, tough. You should have thought of it before.

Secondly, there the Authority of Place rule. You get to say where your Bullseye is, within
reason, from moment to moment. No one else can say "Hugo is with me in the bank" if
you don't want Hugo to be in the bank. The Unity of Time rule supersedes this, though. If




you got in the car with Vernon, and he drove to the bank, then you can't really be that far
from the bank, can you?

Notice that it's possible for the characters to split up and go separate ways. It might add to
the action, or it might make sense in order to get more done. Maybe you can do more
damage that way. But for Unity of Time to work, the story you tell needs to hop back and
forth. You're allowed to go as far as "and what have you guys been up to while we've
been doing that?" Once everyone is met back up and you move forward, you can have
Bullseyes talk about what happened, but you can't revisit that time and play it out.

This is nice and all, but how does it get your guys out from under the hammer? To
answer that, we need to get into the actual nitty gritty rules.

Rules
Try to follow me, because I'm only gonna say this once.

Most of what your characters will do will be planning and scheming and desperately
acting in order to not get caught. Being half-smart, they'll want to find a way to be safe
again and have lives, instead of just running until they drop. And to do that, they'll have
to touch every contact and resource they have. They're going to have to Reach Out.

When you're talking about what your Bullseye is doing, and he's trying to make
something happen towards fixing the Beef, or drawing in the Angel, pick up one of the
little yellow evidence flags in the middle of the table, and hand it to another player.
Continue playing out your attempt to reach out.

Basically, you have to convince the player you give
the flag to that whatever fool plan you have might
actually accomplish something useful, even if it's only
setting up something for later. Everyone else needs to
agree that what you're trying might be effective.

Evidence Flag

Let's take a second to take a
look at a flag. Here's what's
on an example flag:

If you convince him, the player with the flag gets to
decide which ring on your target to put the flag, but it
should relate to whatever you tried. If you call up your + (13)
mom and ask her to wire you money, probably
"Loved Ones" is most appropriate. If you pull an
armored car out of your ass, "Possessions" makes
more sense.

-1

e Aim




So, if you chose a little yellow evidence flag that has "Aim" written on it, you'd be able to
add 1 point of Aim to your Angel. If you'd chosen one of the flags with "Ammo" written
on it, you'd be able to add 1 point of Ammo instead. You can, if you want, Reach Out on
the behalf of someone else, and add the Aim or Ammo to their Angel instead. The flag
still has to go on your target.

To keep things clear, there can only be one flag in hand at a time. When I hand you a
flag, you have to put it back on the table or on my sheet before someone else can pick up
another flag from the middle of the table.

When All The Flags Are Gone

When someone puts the last flag from the current batch on a target, it triggers a special

phase of play. Stop everything else and deal with what's about to happen. Which is this:
someone's target has attracted attention. To find out who, roll a die. Whatever you roll,

look at that flag. If you roll a 4, look at flag 4. The ring that flag is on attracts attention.
The player whose bullseye that flag is on, we'll call the "active player."

First of all, we need to juggle some numbers and roll some dice. Do the following things
in order:

1. The active player adds one to his Shooter's stat that's on the flag. If the flag says
"Ammo," add one to his Shooter's Ammo. If it says "Aim," add one to Aim.

2. The active player takes a number of dice equal to his Shooter's Ammo stat, and
rolls them. Separately, he rolls a number of dice equal to his Angel's Ammo stat.
This is where it would help to have two colors of dice. How the dice come up
tells a lot about how the next scene is going to play out.




3. Count the number of the Shooter's dice that are

less than or equal to the Shooter's Aim. We'll
call this the Shooter's number.

. Count the number of the Angel's dice that are
less than of equal to the Angel's Aim. Betcha
you wouldn't have guessed that's the Angel's
number.

. If the Shooter's number is greater, and the
difference is more that the smallest of the active
Bullseye's stats, the Shooter will catch up with
them. Then they'll settle up like gentlemen. That
bullseye has a couple of scenes left, in which
we'll see how his Shooter deals with him, and
then he's done.

If the Angel's number is greater, and the
difference is more than the biggest of the active
Bullseye's stats, the Angel springs them. The
next couple of scenes will detail their escape, or
the Shooter letting them go, or whatever. And
then that's the end of their story.

If neither is the case, and the various stats are
big enough to keep the difference between
Shooter's number and Angel's number from
meaning that the active bullseye gets caught or
escapes, then they'll go on, continuing to run and
plan and try not to get caught.

Rolling The Bones

Say your Shooter has
Ammo: 3 and Aim: 2.
You'd roll 3 dice. If they
come up 2, 6 and 5, you'd
have a Shooter's number
of 1.

Caught Or Escape

Your stats look like this:
Avoid: 2, Armor: 1,
Angel: 3, and Allies: 2.
You roll, and your
Shooter's number is 1 and
your Angel's number is 2.

Since your Shooter's
number is less than your
Angel's, you don't have to
worry about being caught.
You Angel's number is
only one bigger than your
Shooters, and that's less
than 3, your highest stat,
so you're not in the clear
yet, either. Keep running.

. Add the Shooter's dice. If the result is greater than the active Bullseye's Avoid
times his Allies, the current ring is at risk of cracking in front of the Shooter.

. Finally, add the Angel's dice. If that's greater than the active Bullseyes' Armor
times Angel, the current ring is at risk of being exposed to the Shooter.

The risk posed to a ring is that they'll be flipped: they'll turned on you, either deliberately
or against their will. Maybe even accidentally; Mom can't really be expected to stand tall
before the mob, can she? But somehow, they point at you, and whenever they attract
attention in the future, they'll lead to you. If they are flipped, draw an X across their circle
$0 you remember.




To keep a ring from flipping, the active player can buy them out. To do that, he spends a
point from his highest stat. At least, that's how it works the first time. When a ring gets
bought out for the first time, write a "1" in their circle. After that, you have to spend one
more point than the number in the circle, and write down the number of points you spent.
And they always have to come from your highest stat first.

So, the second time you need to buy out a ring, it'll cost 2 points to do. And you'll change
the number in its little circle to be 2, so that you'll remember that next time it'll cost 3
points. It'll get expensive quickly to buy out your rings.

Ring Scenes

In case it isn't amazing clear,
these aside scenes with your
rings are your chance to give
away little details about your
character. Your fellow
players can decide to help or
hinder you, and knowing that
they'll never find out more
about the fascinating portrait
you're painting might just be
what pushes them over the
edge to helping you out. On
the other hand, being the
least interesting of the bunch
might be why they put all the
flags on your target.

The player of the bullseye whose ring is attracting
attention gets to represent that ring. Everyone else
represents the active Bullseye's Shooter, as they
investigate that ring. Let's say we roll a 4, and the four
flag is on your "Loved Ones" ring. Your Shooter is the
LAPD, after you for a murder you didn't commit.

You could take on the role of your Aunt Mary, with the
LAPD suddenly at her door, asking questions about her
nephew. We'd all be the LAPD, barging into her house,
drinking her coffee and calling her blood a murdering
jerk. You'd get to tell us more about Harold, how sweet
he was as a boy, about the fiancee he's been lying to
you about, and how he would never ever kill anyone. If
we rolled that Aunt Mary flips, maybe she tells us about
how Harold always did have a temper, or where Harold
lives now. If we rolled that you get away, maybe Aunt
Mary confesses to everything and goes to the gas
chamber for you.

After what's sure to be an enlightening scene, we've got a little bit of extra stuff to do.
First, the flag that got rolled gets set aside: it takes a special place called the "hot lead," as
in the clue that your shooter is following to your door. It'll influence later rolls. Put any
flags that have higher numbers on them than the hot lead (up to six higher) in the middle
of the table. If you rolled a 4, then 5 and 6 are already on targets; they stay there. 7, 8, 9,
and 10 get put in the middle of the table.

Now, pretend the die roll had been one lower. Whoever has that flag gets to move one
flag between two other sheets. To be clear, he can't move flags off his target or onto his
target. But he can move a flag between two rings on someone else's target, or between
two other player's targets. Then pretend the roll was one higher than it was; that player
(could be the same one) gets to do the same thing, with the exception that he can't undo




what the first player did. If the roll was a 6, treat 1 as "one higher." If it was a 1, treat 6 as

"one higher."

So, for example, we rolled a 6. Hugo's player has his scene with a bartender who knows
Hugo by Reputation. Then we look for the 5 flag. It's on Annie's target, so Annie's player
gets to move a flag. She obviously can't move the flag, but she nicely moves the 1 flag
from Archer's flipped Possessions ring to his Friends ring. (She could have moved the 1
to someone else, since the 1 is about to give someone the ability to move a flag, since we
treat 1 as "one higher.") Archer moves a 3 flag from Hugo's target onto Annie's, because
he wants to hear more about Annie.

Moving Flags

There's really three things
you can usefully do by
moving flags. You can shift a
Shooter's bonus from one
player to another, basically
making it harder on one
player to get out from under
and easier for the other. Or
you can move a flag from a
safe ring to one that's already
flipped, so that attention will
get drawn directly to another
bullseye.

On the other hand, if you're
want, you could be nice and
move a flag from off of
flipped ring and onto another
ring that can cope with the
attention. Or you could mix
all three.

When all the flags are placed from the middle of the
table next time, add the hot lead flag to the die you roll
to see which flag attracts attention. If that pushes the
total over 12, just subtract twelve (or just use the
number in parenthesis under the main number on the
low flags - that's why it's there.)

Flipped Rings

When a flipped ring attracts attention, that attention
gets put on the Bullseye himself. Now when you roll
for risk, the risk is that you'll be caught. If you don't or
can't buy it yourself out, you're caught.

Regardless the attention scene has to do with the
Shooter catching up. Car chases, close shaves, tense
interviews and mistaken identity are all possibilities,
plus whatever you can think of that relates the Shooter
closing in.

Getting Caught, Getting Away

When someone does get caught, or gets away, one way
or another, that effects everyone else.

First, if everyone agrees, everyone can go for broke.

Everyone rolls their Shooter and Angel, and compares their Shooter's number to their
Angel's number. Shooter's higher: captured, Angel's number higher: escape. Once it's all
rolled out, put together one huge scene where everyone gets theirs, and call it a night.
Basically, this is your chance to avoid the huge shift in odds that's about to come down

the pike.




If, instead, everyone else decides to take their lumps and keep playing, put together a
quick scene where the bullseye who's getting caught or giving their Shooter the slip
actually does their thing. Everyone else can take the roles of the Shooter's agents (or
those of the Angel, as appropriate.) This is pretty much your last chance for anyone to
remember your character, so play it to the hilt. On the other hand, feel free to leave huge
mysteries about your Bullseye, if you didn't get a chance to really flesh them out.

And when a Bullseye gets caught, that winds up helping their shooter. Between the useful
tidbits he'll reveal under interrogation (or just spill hoping not to get killed), and the time
freed up by not having to chase him, his Shooter has that much more juice. The Bullseye
who got caught has to distribute all his Shooter's Aim and Ammo points to Bullseyes who
share his Shooter.

On the other hand, it also frees up his Angel. He also has to distribute his Angel's Aim
and Ammo between the Bullseye's who share his Beef with him.

Now, if a Bullseye escapes, that's different. Not only does his shooter have more time to
kill, they're also more pissed off. They'll chase the fish still available to them all the
harder in a rage about the one who got away.

If you escape, you have to distribute your Shooter's Aim and Ammo and your Angel's
Aim and Ammo to any Bullseye who shares a Shooter or a Beef with you and Shooter
Aim and Ammo. Said another way, add your Angel's Ammo to your Shooter's, and
distribute that as Shooters Ammo to anyone who shares a Shooter or a Beef with you,
then do the same with Aim.

If you decide not to go all in, keep playing. Of course, now you're all bearing the weight
of the points of the guy who got out, so expect things to be a little tougher. Plus, by now
you're probably alternating with shooter scenes, so things should pan out pretty quickly.
Players of escaped and captured Bullseyes should feel free to throw in entertaining
details, or add suspicious characters to the story, just to keep things lively. They certainly
can take on the roles of the heavy hitters that the Shooters are bringing in by now to take
down the guys who are being such a thorn in their sides.

Designer's Thoughts

I'm including this because I think there's a fair amount going on in the above, and I'd like
to try to lay out what I was reaching for so that you can at least what my ambitions were
before determining if I achieved them. Plus, it probably helps in terms of figuring out
ambiguities in the rules, if you can see the method behind the madness.




Most importantly, the idea is that every player have a character that they introduce over
the course of play. Generally I hope that this simultaneously will encourage more
engaging characters, and produce an interesting way to introduce them.

The mechanics are all geared around that goal. Starting with the character sheet, that has
no place to write more detail about the character than their first name, so that any further
detail kind of has to remain a secret - and be improvised and elaborated in play, if that's
your preference. The attention scenes are certainly designed as an opportunity to
characterize by demonstration. Shooters investigating a Possessions ring might search the
character's house, or review his bank statement, and a player gets to hint and suggest
about his character thereby. Even the core "reaching out" mechanic encourages this sort
of characterization, since necessarily we should learn tantalizing facts about a character
by what resources he has to call on when pressed.

Even the premise, I hope, serves this purpose. These are characters in crisis, their lives on
the line, trafficking with strangers. There's a significant weight of literature of varying
quality that suggests that just such a premise should give an excellent background to
expound on an interesting character. At the same time, it's a thin enough story premise
that I hope it will leave thin characters without support. In short, it will press characters
into depth, if that makes any sense.

The ability of players to reach out on the behalf of another player's character gives them a
way to reward characterizations that interest them. The after-attention flag swap allows
them to focus more light on characters that have stood in darkness.

The evidence flag mechanic means that the players will have a 6-12 point lead towards
escape early on. This should be breathing room enough to establish who their characters
are. As play continues, though, that bias will collapse towards even, so that there's a
definite pressure to successfully escape. Incidentally, the flags don't have folding lines on

purpose.

The escape/capture rolls allow an early phase where either result is unlikely. But as time
goes on, not only does it become more likely, it becomes more difficult to predict, which
I hope puts the strategy of the game towards a sort of rising tension, as the players must
navigate an ever narrowing plank with success on one side and failure on the other, but
either way the end of their character's arc.

Finally, the "hand a flag to another player" mechanic is a stab at a philosophical point I've
been developing, regarding player authority in a game sans game master. I'll be very
interested to see how well it works.




