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Roles:
Each paper prototyping session will consist of three groups of people: A Player, Game Masters (GMs), and Observers. 
Player: The players’ job is to play through the game as they see fit. They are encouraged to have as much fun with the game as possible, and to try different things. They need to feel as though they cannot ruin the session, and any mistake they make is important for our documentation and improvement.
Game Masters (GM): The objective of the GMs is to run the game. They will act as ‘the computer’ during our simulation. Because our game is one of options, the GMs will be scribing options onto option panes and presenting them to the player (more on this later). The GM is required to set the board up ahead of time.
Observers: Arguably, the most important people in the room. The Observers should be taking notes, and asking questions. The GMs need to concentrate on running the game, and the Player needs to focus on just playing the game; Observers will be the ones documenting things such as:
What seemed to be Fun?
What did not seem to be Fun?
What was confusing?
What, if anything, was contradictory?
Was all the information clear?
Did anything seem outlandish, weird, or ‘too hard to figure out?’



Controls and Abilities:
The player plays the game by moving the “Sonny” marker around the board interacting with NPCs. When a player moves their piece near an NPC, they can ask the GM what their options are. The GM then writes the options the player can select onto an “Option Pane” associated with the character. At any time the player may chose to trigger their Nine Lives Ability. This will bring up the Timeline selection menu, allowing the player to select an MLO (Multi-life Opportunity) to go back to. 
Movement: The player picks up and moves their “Sonny” token around the board. When they want to interact with an NPC they have two options. They can either place their token directly on the NPC’s marker, directly approaching the NPC. If they place it behind the NPC’s marker, they are considered behind the NPC and have all of the options they’d have from the front, but they also have the additional option of “pick pocketing” the NPC.
Option Panes: Each interactive object in the game (NPC/POI) will have a corresponding Options Pane associated with them. This is a small piece of paper with the name of the object written at the top, and a series of boxes listed below. In each box is an option the player has with that NPC. The boxes will begin empty, and each option will be written in by a GM. When new options become available, new options are added to the empty boxes. As options change, they’re erased or scratched out. 
GM NOTE: These option panes are incredibly important. Our game is NOT a role-playing game where you can go up to people and ask about any old thing. We are very carefully gating and controlling what options are available on any NPC at any time. Meaning, when a player says “I want to go use Item X on NPC Y” they can’t. They first much approach the NPC and see what options are available. What they want to do might not be an option, and therefore should not be valid. By showing the player the exact options available, the player will be limited in doing only the things we’re allowing them to do.
Nine Lives MLOs: Each MLO exists an alternate reality separate from the main timeline. They exist for only two minutes. When a Sonny returns to this time, everything done there is moot. The only things that matter are Items, and Completing the MLO. An MLO is completed when a specific objective is fulfilled. This objective will be stated to the played, although not directly. A completed MLO cannot be re-visited, but several MLOs can co-exist in the same time. If a player fails to complete the MLO’s objective, then they are returned to the main timeline with the MLO still available.


Opening: 
Sonny has just had a rock thrown through his window. The rock has a note wrapped around it: “Sonny, I know where Muffin is. Come see me at the Kitten Klub. –Frosty.” Sonny grabs his old Police badge, and his trusty revolver and heads downtown.
The Kitten Klub is on the top floor of a high rise building. Sonny enters the building and takes the elevator to the top floor. The doors open and Sonny walks into the Klub. 
Sonny’s Voice over: “The Kitten Klub, a wretched hive of scum and villainy a known hangout for cats trying to escape the long paw of the law. It looks like the first thing I need to do is find this Frosty dame. I probably should find somebody here who knows more about the patrons to point her out to me.” 




Puzzle’s Narrative Flow: 
Sonny enters the Kitten Klub at 10:00 and delivers his expose on needing to find Frosty by learning more about the Klub’s Patrons to find Frosty. [TUORIAL MESSAGE: “Walk to the bar by using WASD for movement and the mouse to look/steer”]
Sonny reaches the bar.[TUTORIAL MESSAGE: “Talk with Shifty, the bartender, by moving close to him and selecting the option ‘talk’]
Sonny Talks with Shifty who welcomes Sonny to his establishment. Shifty also tells Sonny about Bruiser, who’ll pounce him if he makes too much of a ruckus. After the conversation is complete, another option is unlocked on Shifty (“Ask about Frosty”)[TUTORIAL MESSAGE: “Now that you’ve met Shifty, ask him about Frosty”]
Shifty points Sonny to Frosty, sitting back in the VIC area, which he is not allowed in unfortunately. Shifty goes on to explain that if Sonny tries to enter the VIC, he’ll be reprimanded by Bruiser. Sonny tries to argue that he needs to talk with Frosty really bad, Shifty states that if he let anybody into the VIC, it wouldn’t be the VIC. Bruiser is the only one authorized to distribute and enforce the VIC passes.[TUTORIAL MESSAGE: “Ask Bruiser about VIC passes”]
Sonny moves near the VIC so that he can ask Bruiser about the VIC passes. Bruiser tells Sonny that he’s not getting in with those shoes it’s nothing personal, but that Sonny has to be somebody really important into be allowed into the VIC[TUTORIAL MESSAGE: “Show your Police Badge to Bruiser.”]
Sonny flashes his old police badge to Bruiser. Bruiser is surprised to learn that Sonny is a cop (not really). Bruiser explains that he wishes he could let Sonny into the V.I.C. but the cats in there are powerful and dangerous members of the Cat Mob. Bruiser says that he needs to see a V.I.C. pass from Sonny, for his own safety. Sonny asks Bruiser what he can do to get a Pass. Bruiser tells Sonny that he’s got a crush on Dotty, the waitress. If Sonny can get Dotty to talk with Bruiser, Bruiser will give him a V.I.C. pass.[TUTORIAL MESSAGE: “Talk with Dotty, the waitress.”]
Sonny moves near Dotty and talks with her. Dotty greats Sonny and tells him that if he wants to order a drink, he needs to go through the bar. Dotty only serves patrons that are sitting at a table.[TUTORIAL MESSAGE: “Ask Dotty About Bruiser”]
Sonny asks Dotty about Bruiser. Dotty says that she’s good friends with Bruiser, but not really interested in him romantically but, “If Bruiser was nice enough to buy her a drink or something, she’d accept it, and see where things went. By this time, its 10:10, and Shifty goes to the back room for a moment.”[TUTORIAL MESSAGE: “Tell Bruiser the good news”]
Sonny returns to Bruiser and tells him “Dotty wants you to buy her a Drink.” Bruiser anxiously replies that he wishes he could, but Shifty has gone to the back to grab more bottles. ((MLO A – 10:10 Buy a drink))[TUTORIAL MESSAGE: “Start another life at 10:10, and buy a drink from Shifty. Press XXXX to open the timeline and select a time to being a new life from. Note that Life replays only exist for 2 minutes.”]
Sonny uses his 9-Lives ability and jumps back to MLO-A (10:10). There he goes to the bar, where Shifty has a new option “buy a drink.” Sonny orders a glass of milk. Shifty, pours Sonny the drink, and now Sonny has a new item in his inventory “A Drink.” [TUTORIAL MESSAGE: “You have completed this Multi-Life Opportunity. Press XXXX to open the timeline and return to the present. Note that you will retain the Drink you just got.”]
Sonny returns to the present, and approaches Bruiser. Sonny gives Bruiser the drink, at the same time Shifty returns from the back room carrying bottles. Bruiser thanks Sonny and says that he’s going to talk with Dotty when she comes by the bar to get another round of drinks to deliver. Dotty returns to the bar at this time and re-stocks her tray. Because Sonny has given Bruiser a drink to give to Dotty, Bruiser will over her a drink and the two will talk for a little while. Once their conversation is finished, Dotty resumes drink delivery.[TUTORIAL MESSAGE: “Get a VIC pass from Bruiser.”]
Sonny approaches Bruiser and is given the option “Ask about Dotty.” Bruiser says that he thinks Dotty likes him, and is feeling good about the rest of the night. He gives Sonny a VIC pass, and tells him to be careful in there. Sonny walks into the VIC room. As soon as he draws near Frosty, he is immediately approached by Razor. Razor tells Sonny that he’s never seen him around here before, and unless he’s got some kind of business with him personally, he needs to leave. Sonny takes the hint and leaves the V.I.C. [TUTORIAL MESSAGE: “Ask around about Razor”]
Sonny returns to the main area of the bar and mingles with the crowd. Eventually he runs into Dash, one of Sonny’s informants. When Sonny asks Dash about Razor, he says that Razor is the head mobster at the Kitten Klub right now. Crumbs and Snags are just followers and shouldn’t give Sonny a problem. Razor’s only weakness, as far as Dash knows, is that he’s got a soft spot for the fish in the tank, especially the huge goldfish, “Large Larry.” ((MLO B – 10:15 Go fish)) [TUTORIAL MESSAGE: “Get Razor out of the Kitten Klub VIC room”]
Sonny begins a new life at MLO-B (10:15) and approaches Chops, the Bar’s handymancat, while he’s cleaning the fish tank’s water filter. When asked about Razor, Chops says that he’s always on his case to take good care of the fish. Chops doesn’t care too much about the fish, and if he had another project to work on in the bar, he’d rather be doing that. [TUTORIAL MESSAGE: “Inspect objects in the bar, and find something else for Chops to do.”]
The following could happen during a life replay, or during the present: Sonny examines the radio and learns that it is broken. Sonny remarks that Chops could fix this. Sonny returns to Chops and tells him that the Radio is broken. Chops stops messing with the fish tank and says that of all the time consuming jobs in the bar, fixing the radio is the worst. [TUTORIAL MESSAGE: “Talk with Razor about the Fishtank”]
Sonny returns to the present and enters the VIC and is again approached by Razor. However, this time Sonny tells him that “Large Larry” and the other fish in the tank aren’t doing so well. Razor exclaims “What!?” and runs out to check on the fish. Sonny uses this opportunity to move near Frosty. Crumbs approaches Sonny and asks to see some kind of proof that Sonny’s allowed back in the V.I.C. [TUTORIAL MESSAGE: “Show Crumbs VIC pass”].
 Sonny shows Crumbs the VIC pass, and Crumbs reluctantly lets Sonny talk with Frosty. PUZZLE I COMPLETE!!
Puzzle I – Obstacles / set-up
Frosty, Crumbs, Snags and Razor are in the VIC area; Shifty is tending the bar
Chops will clean the the fish tank from 10:15-10:17, if the tank is not clean, the fish will die at 10:20.
Sonny can only tell Chops about the radio while he’s cleaning the fish tank.
Shifty will go to the back to get more drinks whenever Sonny talks with Dotty about Bruiser for the first time.
Bruiser will not allow Sonny to enter the VIC area
Razor will keep Sonny from talking with Frosty once he’s in the VIC area
Crumbs and Snags will alternate leaving the VIC area to wander the Kitten Klub. 


NPC/POI matrices: 

Frosty is objective in this puzzle. She has called Sonny to the Kitten Klub, claiming to have information as to the whereabouts of Muffin.



Bruiser continues to act as the bouncer. He will reprimand Sonny for 30 seconds if Sonny causes too much of a disturbance within the bar. This reprimand takes the form of Sonny trying to appease bastard through apologizing while Bruiser threatens to throw Sonny out of the bar. Bruiser will approach Sonny and reprimand him if:
Sonny Rattles the Birdcage
Sonny knocks on the glass of the birdcage
Sonny enters the Locker Room area  without Bruiser
Sonny tries to open anybody else’s lock box
Sonny threatens Dotty



Chops is the handycat at the Kitten Klub. He job usually entails fixing things and cleaning up messes. 




Crumbs is a Mob bookie. Crumbs isn’t as loyal to the mob as Razor is, and will only try to stop Sonny if he tries to talk with Frosty. 





Shifty is the bartender of the Kitten Klub. He doesn’t like to get too personal with his customers.  


Dotty is the flirtatious waitress of the Kitten Klub. She will wander about the bar serving drinks to people who need them. 



Rambler doesn’t serve much of a role in this Puzzle. He will more than likely end up being a container for information. He is more important in the third puzzle. 

Razor will keep Sonny from talking with Frosty, if he gets too close to her. He tells Sonny that if he doesn’t have business with him, personally, he needs to get out of the VIC. 




Snags is not really a part of this puzzle. He’ll ask to See Sonny’s VIC pass before he gets to Frosty. He’ll also be, verbally, a little more protective of her than Crumbs.



Wrinkles is sitting by the Office, calmly shuffling cards.


Dash tells Sonny that Razor is obsessed with the Fish Tank being clean. 

   


Option Pane Templates: This is where the templates for NPCs, POIs, and their option panes are.









NPC Markers
          

Paper Prototype Documentation:								Date: _____________
Who is the player: _____________________

Who are / is the GM / GMs: __________________________________________________

What was the Player’s favorite part: ________________________________________________________________________________________





________________________________________________________________________________________







________________________________________________________________________________________

What was the Player’s least favorite part: ________________________________________________________________________________________





________________________________________________________________________________________







________________________________________________________________________________________




What was confusing to the Player: ________________________________________________________________________________________





________________________________________________________________________________________







________________________________________________________________________________________

Where / Why did the player Struggle or get stuck: ________________________________________________________________________________________





________________________________________________________________________________________





Additional Feedback from the Player:
________________________________________________________________________________________





________________________________________________________________________________________
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Chops

A ‘ Talk to Chops ‘ While Feeding the fish

Chopstells Sonny that Razor is always on his case to clean the fish tank’s water filter. But if there
was another project for him to work on in the bar, he’d prefer that.

B l Talk to Chops ‘ While Chops is repairing the radio

Chopssays that everythingis always fallingapartin the bar, and this looks like it’s going to take a
whileto fix the radio.

C l Tell Chops about Broken Radio ‘ While Chops is feeding the fish, and Sonny has inspected the radio

Chopstells Sonny that fixing the radio is of much higher priority than cleaningthe fish tank.

D l Command ‘ Conditions for availability

E l Command ‘ Conditions for availability

F ‘ Command ‘ Conditions for availability
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Crumbs

A | Talk to Crumbs | None

TellsSonny that he better have a VIC pass, if he’s going to be hanging around back here in the
VIC.

B | Item: VIC pass | Crumbs as asked to see Sonny’s VIC pass

Sonny shows Crumbs the VIC pass, allowing Sonny to talk to Frosty.

c | [

D | [

E | Command | Conditions for availability

F | Command | Conditions for availability
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Shifty

A ‘ Talk to Shifty | Always Available

Shifty welcomes Sonny to the Kitten Klub...also tells Sonny about Bruiser, who'll pounce him if he
makes too much of a ruckus.

B ‘ Order a Drink | Available after Asking Dotty about Bruiser

Sonny receives a drink

C ‘ Ask about Frosty | Always Available

Shifty points Sonny to Frosty, sitting back in the VIC area, which he isnot allowed in unfortunately. Shifty goes on to explain that if Sonny triesto
enter the VIC, he'll be reprimanded by Bruiser. Sonny tries to argue that he needs to talk with Frosty really bad, Shifty states thatif he let
anybody into the VIC, it wouldn't be the VIC. Bruiser isthe only one authorized to distribute and enforce the VIC passes.

D ‘ | Always available

E [

F ‘ Command | Conditions for availability
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Snags

A | Talk to Snags | Always Available

Snags tells Sonny that Frosty has been waiting for somebody...

B | Item: VIC pass | Snags as asked to see Sonny’s VIC pass

Sonny shows Snags his VIC pass, which barely convincesSnags that Sonny is OK. Snags seems to
be more protective of Frosty than Crumbs...

c | |
D | Command | Conditions for availability
E | Command | Conditions for availability

F | Command | Conditions for availability
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Aff

Wrinkles

A | Talk to Wrinkles | Wrinkles is playing the game

Wrinkles tells Sonny that he’s not reallyinterested in playinga game right now, but maybe later.

B | [

F | Command | Conditions for availability
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Dash

A ‘ Talk to Dash ‘ Always Available
Sonny talks with Dash who complains that every time he sees Sonny at the Kitten Klub, Sonny
asks him to do something he doesn’t want to.

B ‘ Ask about Razor ‘ Sonny has been stopped by Razor

Dash tells Sonny that Razor is the head mobster here right now. Also, he’s always concerned with
the fish tank

cl
D ‘ Command ‘ Conditions for availability
E ‘ Command ‘ Conditions for availability

F ‘ Command ‘ Conditions for availability





image22.png
NPC-Green





image23.png
Deck of Cards

A | Examine Deck of Cards | Always Available

Sonny describes the deck of cards as havingthe Kitten Klub logo printed on the back
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Birdcage

A | Examine Bird cage | Always Available

Sonny describes the birdcage as a precariously balanced container. He comments that behind
the cage is a sign that Cleary states “Do not Rattle the Birdcage”
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Flower Vase

A | Examine Flowers | Before 10:35

Sonny describes the flowers as looking quite fresh





image26.png
A | Examine Fish Tank | Before Tank has been cleaned

Sonny describes the fish tank as needing a good cleaning, looks like the filter is failing.

B | Examine Fish Tank | After fish tank has been cleaned

Sonny says that the fish tank looks clean and the fish look fine.

C | Examine Fish Tank | After Chops has quit cleaning the fish tank

Sonny describes the fish tank as gross, and the fish are not doing so well.
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Frosty

A | Talk with Frosty

| Always Available

ENDOF PUZZLE 1

B |

C | Command

| Conditions for availability

D | Command

| Conditions for availability

E | Command

| Conditions for availability

F | Command

| Conditions for availability
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Bruiser

A ‘ Talk to Bruiser ‘ Always Available

Bruiser tells Sonny that he better not cause any trouble in the Kitten Klub.

B ‘ Ask about VIC Pass ‘ Available after asking Shifty about Frosty

Bruiser tells Sonny that he can’t let just anyone into the VIC, Sonny needs to show Bruiser that
he’s somebody important.

C ‘ Tell Bruiser Dotty’sresponse ‘ Sonny has asked Dotty about Bruiser

Sonny tells Bruiser that if he were to buy Dotty a drink, she’d talk with him. However, Bruiser
tells Sonny that at this point, Shifty is in the back room doinginventory.

D ‘ Ask about VIC Pass l Bruiser has talked with Dotty

Bruiser thinks that Dotty was really into him, and gladly gives Sonny a VIC pass.

E ‘ Item: Police Badge ‘ Badge in Inventory

Sonny flashes his badge, and Bruiser is fooled into thinking Sonny is still on the force. Bruiser
says that he’ll get Sonnya VIC pass, if he can get Dotty to talk with Bruiser.

F ‘ Item: Drink ‘ Drink in inventory, Sonny has talked with Dotty about Bruiser

Sonny gives Bruiser the drink so when Dotty comes back up to the bar he’ll offer her a drink, and
they’ll talk for a bit.





