9 Lives Player Action List

Move:
Self Explanatory. 
The player can walk through a life replay without collision.

Action:
Generic button used to initiate canned animations. 
The player will be prompted when specific conditions are met.

Eavesdrop:
Conditions for option to be available: 
Eavesdrop is only available when the target NPC has people around him/her. 

Pass: The group has an average Suspicion of Med or Less.
The player overhears information

Fail: The group has an average Suspicion of above Medium
	The NPCs grow quiet and information is not overheard.

Small Talk:
Conditions for option to be available:
The target NPC must be alone. 

Pass: Target has Med – Low Suspicion
Conversation is had. 
Temporarily Lowers NPC Suspicion for the durations of the Conversation. (Enables Pickpocket-ing)	

Fail: Target has High Suspicion
NPC blows you off. 

Threaten:
Conditions for option to be available:
The target NPC must be alone.
 
Pass: NPC has Low Hostility
Reveal information

Fail: Target NPC has Med-High Hostility.
Med Hostility + unarmed: Goes to get the Guard
Med Hostility + Armed:  Kills the current Life
High Hostility + Armed/Unarmed: Kills the current player

Bribe:
Conditions for option to be available:
The target NPC must be alone.
 	
	Pass: Target has Med – Low Loyalty and DOES NOT HAVE wanted bribe item
	NPC informs the player that they want something.

Pass: Target has Med – Low Loyalty and HAS Wanted Bribe Item
	NPC accepts Bribe.
Player looses Bribe Item.
	Information is gathered.

Fail: Target has High Loyalty
Target NPC becomes aggressive.

Pickpocket:
Conditions for option to be available:
The target NPC must not be facing the Player. 
The target NPC must be alone.

Pass: Target NPC has Low Suspicion
Player receives item from Target.

Fail: Target NPC has Med-High Suspicion
High Hostility: NPC kills Player
Low – Med Hostility: Goes to get the Guard

Stakeout:
Conditions for option to be available:
Always Available by Pausing the current life…Puts the current Sonny into Surveillance Mode.

Pass: While in Stakeout Mode AND there are no NPCs with Med-High Suspicion OR High Hostility nearby. 
Reveal information on the map within that Sonny’s radius of Stakeout:
	-NPC’s Current Position
-NPC’s Suspicion radius
	-NPC’s Armament

Fail: When an NPC with Med - High Suspicion AND High Hostility  comes so close to Sonny that the NPC’s Suspicion radius envelopes a Stakeouting Sonny:
	The NPC will kill the ‘busted’ Sonny.

Action Buttons:
Conditions for option to be available:
· Break Radio:  Radio has been fixed by Chops (does Snags ever fix it? at what time?)
· Pull sheet:  The sheet is on the cage
· Play Slot Machine:  Player has not yet played Slot Machine
· Grab Glass:  Player is near the Glasses
· Buy a Drink:  Player is near the bar
· Throw Drink:  Player has a glass and is near Crumbs.
· Stealth Take Down an NPC: (do we have another name for this?)
· Target NPC must not be facing Sonny.
· Target NPC must be unarmed.
· Target NPC must have Low Suspicion.
· Target NPC must be outside of all other NPC’s Suspicion radius.
· Afterwards, the Target NPC can no longer be acted on by the Player.
· Swap Sonny Items: Player intersects with a replaying Sonny who possesses an item.
· Replays can be dead, alive, or on Stakeout.
· Only 1 item may be on any Sonny at a time. If the active Sonny has no items, he obtains the other Sonny’s item. If both Sonny’s have something, they swap items.

‘Guard NPC’ behavior:
· The Guard is triggered by an NPC who ‘tattles’ on Sonny
· Once the Guard has been triggered, they will search for the Sonny that was ‘tattled’ on.
· However, if another Sonny is detected on the way, the Guard will kill that Sonny instead.

‘Armed’ modifier:
· An NPC cannot be considered Low Hostility if they are armed.
· Having a Med-High Hostility DOES NOT automatically mean that they are armed.


ENVIRONMENTAL Points of Interest (P.O.I.’s):

-Radio: Can be broken to occupy Snags with repairing it.
>> Action Button: Break the Radio
>>If broken, Snags will try to Fix it.

-Birdcages: Pulling the sheet off of the birdcage will draw Razor out of the room for 30 seconds, while he puts the sheet back over the cage. (or is he entertained by it, maybe?)
>> Action Button: Pulls sheet off of Birdcage 

-Slot Machine with 1 credit (how to communicate this?): Play the machine for free.
>> Action Button: Acquires Money Bribe Item

-Partially Empty Glasses: Table near Frosty has half-full glasses all over it. 
>> Action Button: Acquires Half-empty Glass Item.

-The Bar: Shifty slides a drink to the player >> Action Button: Acquires Shot of Milk Bribe Item.


Important Events in the level
10:00:00
	Shifty is at the bar
	Wrinkles  is sitting at the front table
Snags and Bruiser are at the radio talking.
	Chops is at the radio trying to fix it.
	Razor is slamming some cat’s head on the bar.

10:00:30
	Razor’s victim slumps to the floor, and he returns to Frosty’s table
	Snags returns to Frosty’s Table
10:01:30
	Chops leaves the bar, his radio repairs complete, provided the player has not stolen his tubes, or bribed him.
10:05:00
	Snags moves to Bruiser’s table and listens to the fight. (wasn’t Bruiser pathing frequently?)
10:05:30
	If the radio worked, after the fight, Snags will return to Frosty’s table.
	If the radio is broken, Snags will be trying to repair it. (how long?)
10:08:00
Snags wins the bet, Bruiser has to pay up.
If Bruiser has no money (because it was pickpocketed) they will fight. (how long?)
10:10:00
	Mob Boss returns, and Frosty Leaves with him <PLAYTHROUGH IS OVER>



Character Responses
	1. “RAZOR”
Loyalty: High, Host: High, Susp: High
Armed: No

Bribe FAIL: “Hmph, you’ll go far that way, ya little puss. Let me put you out of your misery.” 
>>Death


Pickpocket PASS:”...” 
>> 

Pickpocket FAIL: “Looks like we got ourselves a cat burglar here. A dead one!” 
>>Death


Threaten PASS: “…”
>>

Threaten FAIL: “Hey, nice work soft-paw. You’re right - I’m not packin’ heat. But there’s more than one way to skin a cat! ”
>>High Host: Kills Player
>>Med Host: Alerts Guard


Small Talk PASS:”…”
>>

Small Talk FAIL: 1. “Kind of busy here with this peepin’ tomcat. Excuse me.” 
[bookmark: OLE_LINK1][bookmark: OLE_LINK2]>>Ignores, and continues beating another cat up.
2. (after NPC –NPC beatdown) “Beat it, fleabag.”
>>Ignores

Eavesdrop PASS:”…”
>> 

Eavesdrop FAIL: “Hey, this cat’s listenin’ in! You wanna know somethin’? Here’s somethin’ for ya!” 
>>Becomes Aggressive


Puzzle Piece: Take advantage of Razor’s lack of weapon to execute a Stealth Take Down.

(heard somehow? 1st 30 seconds) “You want another look at her, scaredy-cat? How’s she look now? Any better? No? Okay.” (continues hitting) “How about now, peepin’ Tom, how’s she look? Quite a piece of tail, no? Get out of here.” (dumps cat on floor)
	2. “CRUMBS”
Loyalty: High, Host: High, Susp: Low
Armed: Yes

Bribe FAIL: “You think I need that? Look at me, I’m polished, cat. Can you say, mistake?!?!!” 
>>Death


Pickpocket PASS: “SONNY: Smoke em’ if you got em’…”
>>Acquires Bribe Item: Cigarettes
>> Takes his weapon

Pickpocket FAIL:”…”
>>Death


Threaten PASS:”…”
>>

Threaten FAIL: “Hey furball! You just rubbed me the wrong way!” 
>>Death


Small Talk PASS: “Yeah, I saw ya there gawkin’ at my coat, eh buddy? This here is 100% Corinthian Rabbit. Best there is. And I paid a pretty penny for it too. Hey, got a little spot there, how’d that happen?” 
>>Shows off fancy coat
>>Temporarily Lowers Suspicion


Small Talk FAIL:”…” 
>>ignores player



Puzzle Piece: Provided the player has a half-empty glass item, Prompt “Spill a drink on him” <ACTION BUTTON> when within proximity. 

“Holy Mackerel, my new coat!”

“I’ve gotta go lick this clean… right after I kill this furball!”

After spilling the drink, Crumbs will kill Sonny and then move to use the restroom to clean himself off.

	3. “SNAGS”
Loyalty: Med, Host: High, Susp: Med
Armed: Yes

Bribe PASS – Need Item:
We might need something here in case Snags is the only one left guarding Frosty, and we’re past the radio event stuff or it was missed.

Bribe PASS – Have Item:


Bribe FAIL: “Look cat, you better be more careful around here. Not everyone’s gonna react so nice. I don’t need your money, I’m about to win a bunch off my buddy.” 
>>Declines Bribe


Pickpocket PASS:”SONNY: Just lookin’ after your health, cat.” 
>>Aquires bribe item: Cigarettes 
>> Takes his weapon

Pickpocket FAIL:”Say, hey buddy. Why don’t ya take this right here, instead?” 
>>Death


Threaten PASS: “…”
>>

Threaten FAIL: “I like your style alley-cat. I like to gamble too, but this time you lost.” 
>>Death


Small Talk PASS: 1. ”Evenin’ tom-cat. If the radio’s workin’ we got the catfight tonight at 10:05. Marbles vs. Blackberry. I’m givin’ 1-3 odds on Marbles, if you’re feeling playful…”
>>Temporarily Lowers Suspicion
2. (during or post-catfight) “?? (who won?)”

Small Talk FAIL: “Yeah, how ya doin’.”  
>>ignores player



Puzzle Piece: Moves to radio at 10:05, will try to fix if broken. 

(heard somehow?) “Hey, Chops didn’t fix nothin’ - radio’s busted. Let me take a look at this thing.”






	4. “SHIFTY”
Loyalty: Low, Host: Med, Susp: Med
Armed: Yes

Bribe PASS – Need item: “No thanks. What I need is some smokes. That’ll loosen my whiskers up a bit.”
>>Requires bribe item: Cigarette

Bribe PASS – Have item: “Now we’re talkin’. See that guy at the end of the bar? That’s Rambler, an ex-cop. Usually, you so much as meow off-key, and he’ll scruff you and plant your face in a litter box. But I’m givin’ him the okay on you, so he might open up a little now.”
>>Removes bribe item: Cigarette
>>Lowers Rambler’s Suspicion to Med.


Pickpocket PASS: SONNY: “I had a feeling something wasn’t quite right about this guy.”
>>Acquires bribe item: Bag of Nip

Pickpocket FAIL: “Hey, ya scamp! Get what’s comin’ to ya!” 
>>Death


Threaten PASS: “…”
>>

Threaten FAIL: “Listen softpaw, I’ve seen it all in my day. You got a lot to learn.” 
>>Death


Small Talk PASS: “You need a drink, pal? I got it strong and stronger. Whenever you swing by the bar, just give me a signal.”
>>Temporarily Lowers Suspicion
>>Enables ACTION for obtaining drink item?

Small Talk FAIL: “…”
>>


Puzzle Piece: Bribe to befriend Rambler (changing Rambler’s Loyalty to LOW).

	5. “DASH”
Loyal: Low,  Host: Low,  Susp: Med
Armed: No

Bribe PASS – Need item: “Man, I don’t know if there’s anything I know that you  don’t. Maybe some milk would remind me…”
>>Requires bribe item: Shot of Milk

Bribe PASS – Have item: “Okay, cat, listen. Be careful with the barkeep, Shifty. He’s got a double-barrel shotgun behind the bar, ‘case things get all hairball ‘round here. So, if he spills ‘ya milk, don’t cry about it, know what I’m sayin’?” 
>>Removes bribe item: Shot of Milk

Pickpocket PASS: SONNY: “This should come in handy…”
>>Acquires bribe item: Money

Pickpocket FAIL: “What’s this? A cat burglar, eh? Hey Bruiser, come pounce this guy in the white shirt!”
>>Alerts Guard

Threaten PASS: “ Alright, Alright! Real motivated are ya? Well listen, you wanna talk to Frosty, do ya? Well, try to rub one of her goons the wrong way. I know one of them is always cleaning himself, I bet he hates getting dirty…”
>>

Threaten FAIL: “…”
>>

Small Talk PASS: “Hey there, tom-tom, you play ya’s some tether-mouse? I like to have fun you know, no sourpuss here. Hey, you wanna have a little fun? Listen, there’s this goon, Crumbs over there in the VIC room guarding Frosty, you can really get his hackles up. He’s real particular about his wardrobe, has to be perfect. Real easy to rub him the wrong way, if you know what I mean. Funny stuff I tell ya.”
>>Temporarily Lowers Suspicion

Small Talk FAIL: “…”
>>


Puzzle Piece: Small Talk to learn Eric’s Vanity weakness. 
	6. “WRINKLES”
Loyalty: Med, Host: Low, Susp: Med
Armed: No

Bribe PASS – Need item: “Hey, I’m not looking for trouble. Trouble costs money, if you know what I’m sayin’.”
>>Requires bribe item: Money

Bribe PASS – Have item: “Well, at least I’ll make some dough tonight. You see Snags there, he’ll bet the house on just about anything. Seen that cat lose cash like it was ripped from a feather pillow. Terrible thing, unless you’re the one takin’ it from him, I guess.” 
>>Removes bribe item: Money


Pickpocket PASS: SONNY: “Ahh, nothing like second hand smokes.”
>>Acquires bribe item: Cigarettes 

Pickpocket FAIL: “Hey furball, don’t be so obvious. Hey, Bruiser! We got a cat burglar over here, white shirt!”
>>Alerts Guard


Threaten PASS: “Yeah yeah, tom-cat. Whatever you say…You looking for Frosty? You’ve gotta get her guards away from her. But be careful with the big guy. I hear he’s so dangerous, the mob won’t even let him carry a gun.”
>>Opens up FACE THE WALL action button

Threaten FAIL: “…”
>>


Small Talk PASS: “Evenin’, you here for the catfight? Comes on at 10:05, if the radio is fixed that is. But I ain’t layin no odds if that’s what you’re after. I like to make my money the old-fashioned way.” 
>>Temporarily Lowers Suspicion 

Small Talk FAIL: “I got nothing to say to you.”
>>ignores player


Puzzle Piece: Reveals Snags has a gambling addiction.





	
7. Mystery Man “RAMBLER”
Loyalty: High, Host: High, Susp: High
Armed: No

Bribe PASS – Need Item: “A bribe, huh? You scratch my back, I’ll scratch yours? Yeah, I took a bribe once, and here I am. No thanks, Tiger.” 
>> Requires bribe item: None

Bribe FAIL: “A bribe, huh? You scratch my back, I’ll scratch yours? ... I’ll scratch yours” 
>>Death


Pickpocket PASS: “…” 
>> 

[bookmark: OLE_LINK3][bookmark: OLE_LINK4]Pickpocket FAIL: “Hey, cat burglar, you better figure out who your friends are. Right now, I’m not one of ‘em.” 
>>Death


Threaten PASS:”…”
>>

Threaten FAIL : “Hey, cat burglar, you better figure out who your friends are. Right now, I’m not one of ‘em.” 
>>Death


Small Talk PASS: “If you wanna’ make waves there’s a lot to learn, friend.  You see that guy smashing faces into the bar? I see him in here a lot, never seen him with a piece. Normally, I’d say that was crazy, but I think he can get away with it.”
>>Temporarily Lowers Suspicion

Small Talk FAIL: “If Shifty don’t know ya, I don’t know ya.” 
>>Ignores Player until Identity revealed. 


Puzzle Piece: Small Talk to learn Razor is unarmed










	8. “BRUISER”
Loyalty: High, Host: High, Susp: Low
Armed: Yes

Bribe FAIL: “You got me all wrong, alleycat. I got a job. And now you got a problem.” 
>>Death

Pickpocket PASS: SONNY: “Hmm, I bet he needs this. What a pity.”
>>Acquires bribe item: Money 
>>Takes his weapon

Pickpocket FAIL: “…”
>>

Threaten PASS: “…”
>>

Threaten FAIL: “Hey alleycat, I’m the pouncer at this here joint. So now I’m gonna have to do my pouncerly duties on ya. Say good night.” 
>>Death


Small Talk PASS: “So who you like in the catfight tonight, there, tom? It’s Marbles vs. Blackberry. I know Marbles got that side swipe and all, but Blackberry’s got some bite, I tell ya. And what a cutie. Radio don’t do her justice.”
>>

Small Talk FAIL: “…”
>>


Puzzle Piece: Will fight with Snags if money is stolen.

	9. “CHOPS”
Loyalty: Med, Host: Med, Susp: Low
Armed: No

Bribe PASS – Need item: “Man, maybe if you’ve got something to take the edge off this job, I might be inclined to help you out.”
>>Requires bribe item: Bag of Nip

Bribe PASS - Have item: “Hey, thanks, tom-cat. I’ll pretend there’s a part I need, how’s that. Who can argue, right? Fight nights - always bring out the fritzes, that’s for sure.” 
>>Removes bribe item: Bag of Nip 


Pickpocket PASS: SONNY: “It’ll be hard to fix the radio without these.”
>>Acquires bribe item: Vacuum Tubes 

Pickpocket FAIL: “…”
>>


Threaten PASS: “…”
>>

Threaten FAIL: “Easy there, tiger. I’m just doin’ my job. Hey Bruiser, this new guy thinks he’s Chuck Morris! Pounce this guy!”
>>Alerts Guard.


Small Talk PASS: “Yeah, this model of radio gives me all sorts of problems. Gets a big hairball up in there, and fritzes out. Don’t worry, I’ll fix it before the catfight broadcast.” 
>>

Small Talk FAIL: 
>>


Puzzle Piece: Without vacuum tubes or with bribe, Chops does not fix the radio, so Snags spends all his time trying to fix it.







	EAVESDROPS:
Failure:
Each character - “Hey button up, someone might be keepin’ tabs.”

5&6 – part 1:
5 - ”Heya, Wrinkles, you gonna play any more or what, I’m gettin’ bored.”
6 – “I gotta think a moment. I don’t know about this new deal going down. We shouldn’t trust no monkey faces. I don’t care how much they’re paying.”
5 – “Well if yous ain’t stickin’ around, let me know. “

5&6 – part 2:
5 – “How ‘bout it, Wrinks, you playin’?”
6 – “Say, who’s the tomcat skulkin’ about? You know him?
5 – “Nah, but he looks familiar. A common face, I guess, you see it all over.”

3&8 – part 1:
Prior to 10:05 radio fight
3-“Alright, Bruise baby, I’ll give you 3-to-1 on Blackberry. You like her in this one, do you?”
8- “Oh I like her alright, she’s the cat’s meow I tell ‘ya.”
3- “Okay, fight’s at 10:05, and you better have the money, no IOUs, you hear me?”
8-“Oh you’re gonna owe me tonight, Snags.” 

3&8 – part 2:
After radio fight – Marbles won?
3- “Pay up, Bruiser. Like I said, that Marbles is somethin’ else.”
8- “There you go, fat cat. I think the fix was in, I tell ‘ya. Well, back to work. Stir up some trouble, would ‘ya?”

(What does Bruiser do the rest of the time?)

Frosty’s Table:
Possible when just Frosty and Snags?
Could hint at the bribe item Snags needs to leave the table.

What others???:
	LEVEL ENTRANCE:
SONNY: “So here I was, the Kitten Club. Big mob hangout. Hadn’t been here since I lost my girl, Muffin. But now I get this note that Frosty wants to see me. Frosty, the boss’ girl. What’s she want with me? Says I have to get her alone if I want to talk, but she’s perched up in the VIC room, surrounded by goons. If she were setting me up she’d tell me to walk right in. No, must be some reason she wants to play ball. I guess I’ll have to find out…”

SONNY STARTS:
1. “It’s Friday night, 10 o’ clock. Here we go.”
2. “It’s Friday, 10 o’ clock. Teamwork time.”
3. “10 o’ clock, copy cats. Mind if I join us?”
4. “Back again. Here’s lookin’ at us, kits.”
5. “Alright, just as before, only different.”
6. “Altogether now. We’re that team.”
7. “Feels warmer now. Bring the heat, Sonny’s.”
8. “10 o’ clock. Like I never left. Here we go.”
9. “Last time. 10 o’ clock. See us on the other side, kits. Go.”

SONNY HANDOFFS:
1. “Fancy meetin’ me here.”
2. “Do I mind if I borrow that?”
3. “Remind me to thank me later.”

SONNY COOP MOVES:
1. “What took me so long?”
2. “About time I got here.”
3. “Thanks, I owe me one.”

SONNY STAKEOUTS:
· IN TO – “I’ll setup here, keep tabs on the area.”
· OUT OF – “We need me, kit. Sharpen those claws.”
	SONNY DEATHS:
1. “You know, death has a strange feel. But don’t worry, you get used to it.”
2. “I’ll remember this tough guy. See you soon.”
3. “Nice move, you bastard. But do you see I’m still smiling?”
4. “Another me bites the dust. I kind of like dust. Kind of.”
5. “Dead again. Time to get serious. No more kittie stuff.”
6. “Gettin’ killed really clears up your head.  Things start addin’ up.”
7. “Alright, Sonny, time to think. Gotta claw your way back. Now’s the time.”
8. “This is it, cat. One more for all the marbles. Nine lives never felt so good.”
9. “That’s it. Finished, over. Nine lives, all dead. Maybe I’m in a better place. Sure can’t get any worse. Good luck, Cat City. You’ll need it. Goodnight, Frosty. Goodnight, Muffin. Rest-in-pieces, Sonny Ray.”

LEVEL EXIT:
Given the option to Small Talk Frosty:
FROSTY: “Well, Sonny Ray, you’re quite the cool cat. You played the room so well. That’s why I wanted to see you. I want to use that talent of yours to get us something we both want.”
SONNY: “What is it you think I want?”
FROSTY: “You want your city back – the way it was before all this nip took over, and the gangs and the filth. You want a clean break. You want to start over.”
SONNY: “I want Muffin. Do you know where she is?”
FROSTY: “I do. And I can help you get her. But you’ll need to help me…”
SONNY (VO): So we made our plans. I needed to kill Big Bastard, and tonight I’d have my chance. There’s a big shipment going out and everything’s at stake – more than the drugs, more than money, something else. Something else entirely…”


 (
“RAMBLER”
Loyalty
: High
Aggression
: Low
Suspicion
: High
Armed
: No
Pickpocket
: Arrests Player
Bribe
: Declines Bribe
Threaten
: Arrests the Player
Small Talk
: Ignore at first. Informed the player about Chuck’s lack of weapon after the player learns his identity.
Inspect
: Reveals unarmed
Solution
: 
Small Talk
 to learn Chuck is unarmed
) (
“CHOPS”
Loyalty
: Med
Aggression
: Med
Suspicion
: Low
Armed
: No
Pickpocket
: Vacuum Tubes (cannot fix radio)
Bribe
: Accepts Bribe to not fix the radio
Threaten
: Success
Small Talk
: Ignore
Inspect
: Becomes Aggressive
Solution:
 Get Steve to not fix the radio, so Double spends all his time trying to fix it.
)
 (
“BRUISER”
Loyalty
: High
Aggression
: High
Suspicion
: Low
Armed
: No
Pickpocket
: Bet Money
Bribe
: Death
Threaten
: Death
Small Talk
: “I hope that radio works tonight.”
Inspect
: Becomes Aggressive
Eavesdrop
: When talking to Double, learn they’re going to bet at 10:05
Solution:
 Will fight with Double if money is stolen.
)
