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Resumo

A investigação em agentes autónomos para narrativas interactivas tem-se baseado no principio

de que é possível gerar histórias a partir das interacções entre agentes, que implementem papeis

de personagens bem definidos. Estas aproximação implica grandes custos na configuração das

personagens e comportamentos dos agentes. Propomo-nos a reduzir estes custos transferindo parte

da responsabilidade de criação de histórias e das suas personagens para agentes autónomos.

Apresentamos o conceito de authorial-agents, agentes autónomos que raciocinam sobre o im-

pacto dos seus comportamentos no desenvolvimento de uma história. A criação destes agentes

implica a implementação de técnicas de interpretação que permitam negociar o desenvolvimento

de uma história.

Neste trabalho, implementamos modelos computacionais baseados em: estudos de comporta-

mento de actores em contextos de criação cooperativa e na análise de técnicas de interpretação.

Contribuímos para a criação de authorial-agents identificando e implementando três diferentes téc-

nicas. Os agentes usados nos dois primeiros casos de estudo implementam dois mecanismos de

tilt distintos, detectados no nosso próprio estudo comportamental de actores de teatro de impro-

visação: status shift e property inconsistency. O agente estudado no terceiro caso implementa o

mecanismo de escalada emocional fundamentado na nossa análise de técnicas de interpretação e

estruturação de sketches humorísticos.
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Abstract

Autonomous Agents research in Interactive Storytelling (IS) has been following the principle that

stories can be dynamically generated by the interaction between characters in real-time systems,

as long as they implement well-defined characters. Such approach requires a heavy authorial effort.

We contend that this is could be reduced by shifting some of the authorial power to the agents.

We present the concept of authorial-agents, autonomous agents able of reasoning over the

impact of their own actions in the story development and change their actions accordingly. The

creation of authorial-agents requires the implementation of acting techniques that negotiate story

development in all its dimensions.

Our approach for creating authorial-agents consists on the implementation of computational

models based on cognitive studies over actors behaviors or detailed analysis of acting techniques.

We contribute towards the creation of authorial-agents by identifying and implementing three dif-

ferent acting techniques for authorial-agents. Each technique is presented in a case study. The

authorial-agents for the two first case studies apply two different tilt mechanisms that were identi-

fied in our cognitive study of improvisational actors: status shift and property inconsistency. The

third case study implements an emotional escalation mechanism supported by our analysis of the

acting techniques used to create comic sketches.
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CHAPTER 1

Introduction

Each media breakthrough brings new opportunities for storytellers, either by improving previous

paradigms or by establishing new ones. The digital breakthrough of the last few decades is no

exception. Our heroes are no longer stuck in our television set, they are on the web, on our

smartphones, they are everywhere and, most importantly, they are interacting with us!

At least ever since Meehan and Schank’s TALE-SPIN(Meehan, 1977; Schank and Riesbeck,

1981) that the Interactive Storytelling (IS) community has been exploring the possibilities of com-

putation for creating stories. We are not just interested in representing stories in a computational

form, but in using technology to promote user’s sense of immersion, agency and transformation

(Murray, 1998). We want users to feel part of a story by playing a decisive role in the action

development.

Artificial Intelligence (AI) research in the domain of autonomous agents has been playing an

extremely relevant role in IS. Agent approaches to IS rely on the principle that stories can result

from the actions and interactions between those agents in real-time systems, as long as they

implement well defined roles (Young, 1999). This interest goes back to seminal projects such as

the OZ project (Bates et al., 1994) or CAIT (Hayes-Roth et al., 1995) and continues to be followed

(Aylett et al., 2006; Si et al., 2005b) nowadays in diverse IS application areas.

The implementation of agents with a higher level story perspective that goes beyond the char-

acter perspective, poses too many difficulties and most researchers have been privileging the im-

plementation of agents that have well defined roles. Recent developments towards the creation

of rich autonomous characters that plan with emotional consistency citepAylett:2006kx,Si:2010qf,

increase story variability (Cavazza et al., 2002) or adapt character social behaviors to particular

cultural aspects (Mascarenhas et al., 2009; Si et al., 2006) are indeed role constrained. However, by
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limiting such complex agents’ behaviors to well defined roles, and given that each agent needs to be

authored independently of the others due to its particular role in the story, the use of autonomous

characters has lead to the increase of the authorial burden.

An alternative approach to these as been taken by two different projects Versu (Evans, 2013)

and Prom Week (McCoy et al., 2011, 2012). Both cases approach the definition of character

behaviors as a result of the social context in which the characters are embedded. At the time

of writing there are still no big insights about Versu, which is a commercial product, except for

some of Richard Evans’ invited talks, as the one that occurred at ICIDS 2012. In Versu, social

behaviour is apparently achieved through careful authoring of social conflict situations written by a

professional writer. In Prom Week the social behavior is autonomously generated using rule models

inspired in social sciences. These two alternatives are very recent, and while a critical assessment

of Versu would require more details it seems that its dependence of very detailed authoring does

not allow it to make the case for reducing the authorial burden. In the other hand, behaviour

generation in Prom Week looks very promising and it is widely recognized to have very good

impact in gameplay, although this is still achieved in a sequence of very small and strict situations.

Furthermore, we argue that these approaches model social interesting situations but do not model

story development itself since the agents continue to be constrained in a social role.

The work presented in this thesis is motivated by the argument that the authorial burden of

autonomous agents for IS can be reduced by endowing agents with their own authorial abilities.

This means creating agents that implement real time processes of evaluation and creation of stories.

In a way, we are trying to move from the creation of “virtual characters” in a story to the creation

of “virtual story improvisers” that make stories emerge.

We propose the concept of authorial-agents as autonomous agents that are able to reason about

the impact of their own actions in the story development and change their actions accordingly. Au-

thorial agents rely on the implementation of their own story models which emerge in collaboration

with other agents.

1.1 Problem

Authorial-agents do not play roles that are completely pre-determined. In a system with authorial-

agents, the narrative itself is not pre-determined. The narrative is defined from the agent’s inter-

actions with each other within story action, hence they have explicit intentions regarding their

performance that go beyond the simple sequence of actions. This is similar to the problem that

real life actors have when improvising or interpreting a scene. They act in front of an audience

while at the same time they negotiate with each other the progress of the scene.

The creation of authorial-agents requires the implementation of acting techniques that negotiate

story development in all its dimensions. One fundamental reason behind the disinclination of
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research towards authorial-agents is the lack of a clear assessment of the cognitive processes and

acting techniques involved in a collaborative story creation. Such knowledge could support the

design of computational models to be used in a multi-agent context. This brings us to the following

research question:

How can we create authorial-agents that embed acting techniques and

story models for collaborative story creation environments?

Collaborative story creation can be seen as a complex negotiation process where each authorial-

agent proposes, accepts or rejects story elements based on their story model. In order to create a

collaborative story model one must address several sub-problems:

• Which story elements are relevant for a story? - stories can be decomposed onto many dif-

ferent elements, such as characters, characters’ motifs, location, relations, objects, events,

premise. A story model for collaborative environments should be represented in terms of

the processes of detecting and manipulating the elements that better contribute to the story

creation.

• Which elements move a story forward? - The addition of story elements to a scene offers

new opportunities for story development. Authorial-agents should identify the story elements

that better create such opportunities, by reasoning upon the impact that a new story element

might have in a ongoing story.

• Which story elements are more suitable for each story moment? - Different stories have dif-

ferent paces. Authorial-agents should be able of reasoning over story development in order

to understand story pace and perceive the right timing for adding elements to a scene.

Story pace is deeply related to its emotional evolution. It is from the display of the characters’

inner conflicts and emotions that tension grows. Authorial-agents in digital environments share

the responsibility of conveying the inner perspective of the characters that better contribute to the

story impact on the audience. This implies the following sub-questions:

• Which techniques can be used by an agent to increase its expressivity? - an authorial-agent

should implement strategies for portraying inner character states in order to affect the emo-

tional tension of a story.

• How can an authorial-agent deliberatively affect the emotion of a scene? - in order to control

the impact of their own performance in a story, authorial-agents should be able of reasoning

over their impact on the emotional development of a scene.
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1.2 Approach

We consider authorial-agents as a virtual metaphor for actors in a non scripted environment.

This novel approach to IS’s autonomous agents presents many research challenges for years to

come. In this thesis, we hypothesize that valuable contributions towards the creation of authorial-

agents can result from the analysis of real actors and acting techniques. Each such technique

should be analyzed and implemented in small authorial-agents prototypes, thereby isolating each

contribution in order to facilitate its validation. We propose to address authorial-agents research

in a three stage approach consisting of: analysis, conceptual model and implementation. The first

is the analysis of relevant acting techniques and actors behaviors. In this analysis step we will

consider two particular cases: Improvisational Theatre (Improv) and Humour. After this, we will

then formalize the results of the analysis into functional conceptual models. In the last step we

implement the conceptual models in an authorial-agent (Fig. 1.1).

Analysis!  Conceptual Model! Implementation!
!

Conceptual 
Models!

Computational 
Functions!

Integration in 
Authorial-

Agent!Acting  
Techniques!

Actors’ Behaviors!

Figure 1.1: Research approach

1.2.1 Improv Analysis

Several research areas have studied improvisation and its implications. From a management per-

spective improvisation has been defined "as the degree to which the composition and execution of

an action converge in time"(Moorman and Miner, 1998), while at the same time it has been re-

garded in other disciplines as the act of real-time dynamic problem solving (Johnson-Laird, 2002).

In general terms we can define improvisation as a single process that merges the execution and

conceptualization of an object or task.

Improv is a term commonly used to identify the theatre approach to improvisation. Improv

has been defined as "a form of unscripted performance that uses audience suggestions to initiate

or shape scenes or plays created spontaneously and cooperatively according to agreed-upon rules or

game structures" (Seham, 2001) and as "the creation of an artifact with aesthetic goals in real-time

that is not completely prescribed in terms of functional and/or content constraints"(Magerko et al.,

2009).
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We take improv as the real life cooperative story making example that is closest to the concept

of authorial-agents, because in both contexts the story results from the on-the-fly contributions of

individuals that participate in the story as characters. We argue that the problem of creating a

story in improv is similar to the problem of creating stories in a multi-agent context, although one

most consider the AI limitations in this particular context.

We approach improv as the main source of analysis for creating authorial-agents. In improv,

actors develop stories by developing a shared understanding about a platform, which is the collec-

tion of story elements that establishes who, what and where the story being created is happening

(Johnstone, 1999). An improv scene with two actors, might start with one actor acting like super-

man showing-off his super powers and flying around. Then the other actor could start pretending

to be a kitten stuck in a tree branch. This would establish who the characters are (powerful su-

perman and friendly kitten), where they are (near a tree), and what they are doing (superman is

rescuing the kitten). Such platform establishes a consistent story setting, but it does not provide

much more action to explore beyond the easy rescue of the kitten. Where is this story heading?

Good improv actors are not only experts in the cooperative process of establishing a platform,

but also in adding story elements that tilt this platform in order to create story movement, provide

climax and guide the sequence of actions. Continuing with our previous example, the actor playing

the kitten could tilt the established platform by showing a kryptonite rock attached to his leash.

The platform changes, because superman is no longer powerful and now one will doubt about the

kitten’s friendliness. Now the actors have the need to justify these changes, and new action will

emerge from this need. The relevance of the tilt process in improv’s collaborative story creation

makes it a natural candidate for the first step of our approach. As such, we proposed to assess the

information used by real improv actors and the techniques by which this information is manipulated

to produce a tilt. We will pay special attention to status changes, i.e changes in the character’s

levels of dominance over the other characters and scene elements. Status changes are mentioned

by practitioners as a most relevant instrument for encouraging actors to add new dramatic content

that justifies changes (Johnstone, 1987, 1999).

The second step of the analysis stage is to build conceptual models of the techniques identified

using very low level functions. This step is bounded by the research goal of creating computational

solutions for autonomous agents oriented towards the use and manipulation of explicit information.

Because of this, the assessment of the tilt process is intrinsically related to the story development

model and, as such, a conceptual model for tilt must fit into a general story development model.

1.2.2 Humour

Humour is "the quality of being amusing or comic" (Dictionaries, 2012), being amusing or comic

a quality of what causes laughter. We can consider humour as a process of evoking laughter. We

regard humour as highly emotional context, in which the actors sense of timing is decisive to their
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comic impact. Adding to this, humour is highly present in improv, hence, we defend that the study

of humour could also contribute the development of authorial-agents.

There are many acting techniques and story development forms related to humour, from which

comic sketches is perhaps the most popular and the one that is closest to short improv presentations,

in terms of structure. While performing a comical sketch, actors are concerned about building up

tension in order to create the right timing for a punchline, the final line that causes the comic effect.

This concern establishes two parallel processes. While in one hand actors are concerned about the

action sequence, on the other hand they are concerned about building up the right tension before

releasing the punchline. We argue that this parallelism is a real life example of an authorial-agent

that is concerned about the impact of its own actions on the overall story structure, rather than

being just focused on maintaining the character role consistency.

We propose to analyze how this buildup is managed by an actor in terms of character emotions.

We need to assess a computational model to be used by authorial-agents that endows them with

the ability of actively considering the emotional evolution of the characters in a scene. We call this

model Emotional Escalation.

1.2.3 Conceptual Model and Implementation

The conceptual model stage takes on the result of the analysis and organizes them in terms of

functions. The implementation stage starts with the implementation of the functions identified

in the previous conceptual models. In this step the formalisms for representing each function

are validated in algorithmic representation. This stage is completed with the integration of each

technique in an authorial-agent scenario that allows the demonstration of the use of each model.

1.3 Contributions

In this work we present the concept of "authorial-agents" as autonomous characters that reason

about the impact of their actions in the development of a story. As mentioned earlier, this is a novel

approach to autonomous agents research in IS that involves many research challenges for years

to come. We contribute towards the creation of authorial-agents by extracting and validating,

through implementation, relevant conceptual models of acting techniques based on improv and

humour. More specifically, we present the following contributions:

• A collaborative story development model using tilt for authorial-agents - although others have

approached improv as a metaphor for interactive storytelling, this has only been done through

shallow understandings of improv theory (Hayes-Roth et al., 1995; Louchart and Aylett, 2002;

Perlin and Goldberg, 1996; Swartjes, 2010). We present a collaborative story development

model that is based on the cognitive study using real-life improv actors (Brisson et al., 2011a,

2013).
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• Emotional escalation model - we present the concept of emotional escalation as a strategy

for autonomous agents to manipulate the tension of a scene using emotions. Emotional esca-

lation endows authorial-agents with the ability to cooperate in the creation of the emotional

development of a scene. By controlling the timing and emotional impact of their actions

authorial-agents can proactively build up tension to prepare relevant story moments (Car-

valho et al., 2012).

• Implementation and discussion of three different authorial-agents - The first two agents are

called improv agents due to their relation to the collaborative story development model using

tilt. The improv agents implement tilt strategies identified in (Brisson et al., 2011b, 2013).

The last agent is an emotional escalation agent based on the analysis of humour and comic

sketch (Carvalho et al., 2012):

Status Shift Tilt Agent - applies a tilt strategy using status. This strategy was identified

in the analysis of the collaborative story development model.

Property Inconsistency Tilt Agent - applies a tilt strategy using property inconsistencies.

This strategy was identified in the analysis of the collaborative story development model.

Emotional Escalation Agent - applies the concept of emotional escalation in context of

a comic sketch generation.

1.3.1 Resulting Publications

The above mentioned contributions have been published in the following:

• A. Brisson, B. Magerko, and A. Paiva. A Bottom Up Approach to Create Authorial-Agents

based on Improvisational Theatre. Special Issue on Computational Narrative and Games.

IEEE Computer Society (to appear), 2013.

• A. Carvalho. Laugh to me: Exploring computational humour. Master’s thesis, Instituto

Superior Técnico, Technical University of Lisbon, 2012.

• A. Carvalho, A. Brisson, and A. Paiva. Laugh to me! implementing emotional escalation

on autonomous agents for creating a comic sketch. In ICIDS 2012 Proceedings of the 5th

Joint International Conference on Interactive Digital Storytelling : Interactive Storytelling,

Lecture Notes in Computer Science. Springer-Verlag Berlin, November 2012.

• A. Brisson, B. Magerko, and A. Paiva. A computational model for finding the tilt in an

improvised scene. In Fourth International Conference on Interactive Digital Storytelling,

ICIDS 2011, volume 7069 of Lecture Notes in Computer Science, pages 158 - 163, Vancouver,

Canada, November 2011b. Springer.
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• A. Brisson, B. Magerko, and A. Paiva. Tilt riders: Improvisational agents who know what

the scene is about. In Proceedings of the 10th Intelligent Virtual Agents, volume 6895 of

Lecture Notes in Computer Science, pages 35 - 41, Reyjjavik, Iceland, September 2011a.

Springer.

1.4 Document Structure

The document is structured as follows: we start by presenting the Improv and Emotional Escalation

Background (Chapter 2) that is more relevant for our research. Afterwards we present and discuss

related work in the area of agents for IS (Chapter 3). The cognitive study that supports our improv

approach is described in Chapter 4 along with the story development model and tilt strategies

identified in it. We then follow with the presentation of the implementation of a tilt agent on

Chapter 5. Chapter 6 describes the simulation scenarios of three authorial agents: Status Shift

Tilt Agent, Property Inconsistency Tilt Agent and Emotional Escalation Agent. In Chapter 7

we detail the conclusions of our contributions and discuss future relevant research directions for

authorial-agents.
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Improv and Emotional Escalation Background

In the previous chapter we proposed to contribute to creation of authorial-agents by implementing

computational models of acting techniques. In this chapter we summarize the relevant backgrounds

of Improv and Humour that fundament our research.

2.1 Improv Background

Improv (Improvisational Theatre) is "a form of unscripted performance that uses audience sug-

gestions to initiate or shape scenes or plays created spontaneously and cooperatively according to

agreed-upon rules or game structures"(Seham, 2001). In this special theatre genre, players ( the

term commonly used in improv for actors due to the strong presence of play/game models in im-

prov) are free to change, adapt, add or remove elements to the scene whenever they want, with

the goal of creating a good show for an audience.

As opposed to traditional acting, where the actors prepare themselves to portray a strongly

detailed character before acting a pre-authored story, improv players know almost nothing about

their characters or the story that is being presented when they step on stage. Character moti-

vations, elements for justifying their motivation and behaviors, are constantly being created on

the fly in cooperation with other players. This leads to a cooperative creation of a story world.

Improv players are not serving a pre-defined story within a strongly defined character. Conversely,

they share the creative responsibility of the show, which includes building their own character and

story.

While it may seem that improv’s intrinsic unpredictability prevents its use as source of study

for computational models, it is clear that improv actors have the need to achieve consensus in a
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performance. According to improv theorists, such as Johnstone (Johnstone, 1987, 1999) or Sawyer

(Sawyer, 2003), improv performances tend to fall into very high-level structural forms. In this

chapter, we will present the improv concepts used in our research. We start by presenting an

historical background. We then present the concept of collaborative emergence as it is proposed

by Sawyer(Sawyer, 2003) and the storytelling fundaments of improv.

2.1.1 Brief History

The Improv Theatre’s roots go a long way back at least until 16th century’s Commedia dell’arte,

a street theatre style performed by itinerant companies across Europe. Commedia dell’arte used

stereotypical masks and improvised performances based on sketches or small scenarios. Famous

theatre theorists and directors considered improvisation as a powerful acting instrument for learn-

ing and rehearsal. One example of this was Konstantin Stanislavky, who repeatedly included im-

provisational exercises in his actor training Method (Stanislavski, 1989). In early 1900’s Jacques

Coupeau a very influencial french director, was the first to use semi-improvisational games in

rehearsals (Copeau, 1990). Also by this time Moreno created what might have been the first

professional company to perform without a script "The Theatre of Spontaneity"(Moreno, 1983).

The interaction between all these theatre schools resulted in a prosperous ground for practition-

ers particularly focused on improvisation, such as Viola Spolin (Spolin, 1999). The social turmoil

around upper class theatre elites and the need to bring theatre closer to the common working class

was the driving force that led some of these practitioners to the creation of the first Chicago Im-

prov Theatre, "The Compass" (Coleman, 1991). This company was the origin of a long history of

success and failures of improv theaters across the United States that eventually led to the creation

of numerous improv forms and improv theatres around the world, and established Chicago as the

birthplace of improv theatre.

2.1.2 Improvised Dialogues

In "Improvised Dialogues - Emergence and Creativity in Conversation" (Sawyer, 2003), Sawyer

presents a very detailed ethnographic and sociological analysis of the cooperative creative process

in improv. Sawyer’s work was based not only on video recordings of performances, but also on notes

taken from his privileged position as a piano player for some Chicago improv groups in the period

between 1992-94. Among other aspects, this analysis regards the dynamic creation of a collective

conversational frame and its influence in each individual performance. It also includes very detailed

performance transcriptions and dissections, as well as a reference for examining collective behaviors

in this context. From all the contributions of this research there are four elements that are essential

to our work: Dramatic Frame, Collaborative Emergence, Offer and Response.

Following Sawyer(Sawyer, 2003), when two or more improv actors improvise, their dialog results

in the creation of a dramatic frame, which is a shared understanding of all performance elements
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brought to scene. Such elements include among other: the characters enacted by each actor; their

motives and relations; the joint activity in which they are engaged; action location; time period;

story genre; relation of the current joint activity to that plot and a large amount of implicit

information (information that is presented without being directly referred), such as contextual

information about an activity, place or time.

The dramatic frame configuration results from a turn-by-turn interaction called collaborative

emergence, which is supported by two major functions:

• offer: proposal of a new element to add to the frame, this may be related to any element of

the dramatic frame.

• response: validation of early proposals by integrating them in the dramatic frame or rejection

of early proposals by disabling its integration or making it more difficult.

It is the interaction between offers and responses that determines the collaborative property of

the process. Offers with no response are kept in the individual frame of each actor. It is only from

offer / response agreement or disagreement that new elements may take part or be excluded from

the dramatic frame. Only confirmed offers can be moved to an emergent dramatic frame, which

then influences the next actions of the actors (vectors of causation).
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Vectors of !
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Interactional!
power  of offer!

Portion of offer entering 
the emergent frame after 

filtering by others!

E(t) = the emergent frame active for a specific interactional time (t)!

Figure 2.1: Collaborative emergence process, adapted from (Sawyer, 2003) pp.68

2.1.3 Storytelling in Improv

In spite of all the creative freedom involved in improv, improv players seem to have a tendency

to fall into very high level patterns when creating a story. A possible reason behind this is that

storytelling is not only an ancestral art but also a very important component of human thought.

As such, storytelling development is linked to the development of thought itself, and influences our

way of acting and telling stories. Improv players are no exception to this.
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At least since 353 BCE , the approximate date of the earliest-surviving work of dramatic-theory

Aritotle’s Poetics (Buckley, 1992) authors have been privileging three act structures in their stories.

It is taken as a common rule of theatre that three acts is a safe form that includes exposition, climax

and resolution. Egri addresses this issue as a Dialectic process that starts with the presentation

of a statement proposition, a Thesis, followed by an Antithesis that opposes the initial statement

and is concluded by a Synthesis that resolves the conflict betweem the two early elements. He

defends that this process provides the most important element of drama movement, conflict (Egri,

2004). In cinema McKee addresses this element as"The Law of Conflict", stating "Nothing moves

forward in story except through conflict" (Mckee, 1997), and places it as the motion source of his

three act adaptation to cinema Central Plot (Mckee, 1997).

Three Beat Sequence

Improv players tend to fall into very high level structural forms similar to the rule of three. Note

that we are referring to very high levels of a collective creative process, is not the same than saying

that experienced players fall or tend to fall into predefined plots, or story settings.

An example of this tendency that is extremely important to our research is the three beat

storytelling process observed by Johnstone(Johnstone, 1999) and also by Sawyer(Sawyer, 2003).

Both authors observed that storytelling in improv tends to follow a pattern that starts with the

establishment of a routine, and is followed by a disruption of that same routine that leads to the

need of resolving the discrepancies elicited by the earlier disruption. During the first two beats

that normally represent half of a scene "actors are encouraged to offer new material" (Sawyer,

2003) and in the last beat they are encouraged to connect the elements introduced earlier in the

scene resolving all or the most relevant discrepancies raised in the breaking of the routine (see

Figure 2.2).

Figure 2.2: Storytelling 3 beat sequence
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2.1.4 Tilt

In improv, players develop stories by developing a shared understanding about a platform, a

collection of story elements that establishes who, what and where the story is happening (Sawyer,

2003). However, the simple creation of a platform, e.g. a mellow/passionate couple (who) in heir

honeymoon (what) entering their hotel room (where), is not much more than a description of

the story environment, "the stability that precedes the chaos"(Johnstone, 1999), and it does not

produce an interesting story by itself. It is up to improv players to introduce new elements to the

scene that unbalance the established platform. An example of this scenario could be the husband

finding his spouse wearing his clothes and then have to adapt to the fact that she is the man in

the house.

Johnstone also reports the possible existence of several weak tilts on scene. He defends that

weak tilts are tilts because they affect a platform’s balance, but do not introduce "a mystery" to

a scene that strong tilts do.

We can define tilt as the process of proposing a new story direction by introducing a significant

change in an established platform.

2.1.5 Status

From a sociological perspective, status is a complex social concept that defines a position in a

social system (Linton, 1950). It is directly related to the social structures of roles that define

hierarchies and the rights and duties of individuals. People are associated to status only through

their participation in social systems that include them. Also, following Kemper (2011) status is

both a scalar a value that defines social positions in a group, and also "the actual behavior or acts

or means by which the scalar standings, worth, prestige, honor of a person or its social position is

conveyed in interaction".

Johnstone (1987) argues that a very significant proportion of drama in improv results from sta-

tus transitions, i.e. changes in character status, because in order to accommodate these transitions

the actors need "to find justifications for the changes" (Johnstone, 1999).

Status is present in improv in three dimensions (Johnstone, 1987): demeanor, relationship and

space. Demeanor is perceived through character postures, where high status is portrayed through

erect and graceful postures while low status is associated to awkward and graceless postures. High

relationship status is directly related to authority the same way that low status in this dimension

is related to acquiescence. The space dimension is related to the way each actor can occupy space,

the higher the status the more an actor can occupy space as opposite to low status actors try to

avoid intruding upon space.

By combining the three status dimensions one observes that status can be addressed as a

measure of social dominance that is attached to a subjects position in a group, but at the same

13



Chapter 2

time it can be affected by the results and form of his interactions. This status omnipresence in

characters’ actions, led Johnstone to argument about the impossibility to enact a neutral-status

character.

2.2 Emotional Escalation Background

The relevance of comedy in theatre and film has not passed unnoticed by the IS community

(Cavazza et al., 2003; Olsen and Mateas, 2009; Thawonmas et al., 2003). The common ground

between most IS approaches to comedy is that they find theoretical support on Schulz’s incongruity-

resolution theory (Martin, 2007). Schulz proposes that comic situations arise from a character

failing to achieve a goal, such formalization has been adapted to IS through the implementation

of planning formalisms that allow a character to fail in order to produce a comical effect.

One particular comical genre that can be related to this thesis research on authorial-agents is

comical sketch. Following PERRET (1990) and Vorhaus (1994), sketches are short, isolated scenes

that develop a certain comic premise (the incongruity that composes the initial idea of a comic

story) before offering a punchline (the conclusion of a joke that resolves the incongruity and offers

humour). Vorhaus also defends that this should be achieved by creating and gradually escalating

a conflict between characters. Both authors stress the need to for building up the tension (set-up)

before presenting a joke (pay-off).

Vorhaus (Vorhaus, 1994) underlines the importance of creating and developing a character

conflict in comic sketch. He proposes the concept of strong comic perspective, which consists in

developing unique character points of view. Such character’s point of view should result from

specific personality traits that are distorted from the common personalities.

In our research we are aware that comicality and its intrinsic need for building up the right

tension before delivering a joke is one the hardest acting challenges. We define Emotional Escalation

as the process by which an authorial-agent gradually increments the emotional tension of a scene

in order to setup the right timing for a punchline.

2.3 Conclusions

Johstone and Sawyer present formalizations about the processes embedded in improv acting. Such

formalizations allow us to establish a formal approach to the analysis of improv for computational

purposes. While collaborative emergence formalizes the process by which actors create a shared

knowledge that influences their own performance, Johnstone proposes an intrinsic structure for

how stories are developed in this context by proposing a three beat pattern. From a functional

perspective this pattern could be implemented by three high-level functions:

1. Storyworld creation
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2. Break of the regular development of the storyworld created previously

3. Reestablishment of the regular development of the storyworld

Each one of these functions is a huge challenge for AI and raises innumerable issues. The

first two functions are more related to the association of ideas and concepts, posing problems

of knowledge representation, data-mining or common sense reasoning, to name a few. The third

function is more related with causality connections on real time which present reasoning and beliefs

revision challenges.

Both authors emphasize the nuclear relevance of the tilt process on the storytelling process. Tilt

clearly operates over a platform, which can be seen as a sub-set of the scene knowledge. Hence a

detailed assessment of the tilt process could allow us to determine the knowledge and the functions

needed for an authorial agent to provide movement to a story, and consequently contribute to a

definition of a cooperative story development model.

Based on his experience as a practitioner and teacher, Johnstone argues that an improv actor

is constantly conveying his status. This argument is supported by Kemper’s status definition that

not only considers the social position of a character but also his actions. We conclude that status

can be addressed as a measure of social dominance that is attached to a subjects position in a

group, but at the same time it can be affected by the results and form of his interactions.

Emotional Escalation is the process by which an authorial-agent gradually increments the

emotional tension. This can also be seen as strategy for building up tension in order to prepare

the delivery of a joke. The development of an Emotional Escalation model for authorial agents,

should consider the concept of strong comic perspective(Vorhaus, 1994) and this could be done by

endowing authorial-agents with personality representations to support their characters behaviors.

There are many similarities between the comic sketch theory supporting emotional escalation

and the improv background. Strong comic perspective can be seen as a tilt of a characters per-

sonality from a normal personality, furthermore a punchline can also be seen as a tilt from an

incongruent platform to congruent platform. Under this perspective, emotional escalation gains

more relevance as it can also be used to prepare the right timing for a introducing a tilt.

2.4 Summary

In this chapter we presented an overview of improv’s history and main concepts that relate to our

research. We presented a very brief overview of the classical rule of three, specially its consistent

presence in theatre and cinema and its impact in Improv. We summarized the process of collabo-

rative emergence. This background supports the data analysis approach that will be presented in

Chapter 4. We also presented the theoretical background for emotional escalation which supports

the Emotional Escalation Agent implementation that will be presented in Section 6.2.
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In the next chapter we will discuss related work and how the development of authorial-agents

can improve the current interactive storytelling state-of-the-art.
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Related Work

Since its emergence, IS has been an extremely attractive application field for a wide variety of

research disciplines. Each discipline brings novel techniques, advances and perspectives about IS.

While multidisciplinarity enriches our research field it also contributes to the lack of a standardized

IS taxonomy shared by all researchers. In this chapter, we present and discuss research examples

that are relevant for illustrating the contributions of this thesis. We will focus on describing

different approaches to the development of models that embed story structure, its elements and

the impact of such elements on story development. In this domain we make a clear distinction

between systems in which the complete story development is centralized in a single entity and

systems in which the the story representation is split among multiple entities with complementary

knowledge about the story development. This distinction is motivated by the strong impact that

each of these representations have on the systems’ development process, potential and final results.

The works presented in this chapter are divided into two categories: Character Centered ap-

proaches where all story knowledge is encoded in the characters AI; Plot-Based approaches where

the story knowledge is encoded in global action sequences. Additionally, because of the the rele-

vance of improv in the research approach followed in this thesis, we extend our IS research overview

with a detailed discussion of the main improv contributions to IS that are previous to this research

3.1 Plot-Centered Approaches

Plot-Centered approaches to IS are motivated by the intention of providing a more restrained

authoring environment that enhances authorial control. The story plot is encoded in a unique

set of rules that are normally used in a planning algorithm. The following sub-sections present
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examples of approaches to IS systems where the story knowledge is encoded in global action

sequences that affect multiple parts of a story world.

3.1.1 Mimesis

Mimesis (Young et al., 2004) is an IS system that uses a plot centered approach. A very interesting

aspect of its architecture is that it distinguishes between the story content and its presentation to

the user. This particular aspect allows the system to manipulate the story presentation without

affecting significantly the authorial intentions included in the story content. This way, it is expected

that Mimesis increases the capability of adapting the story development to the user behavior

without breaking the story structure.
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Figure 3.1: Mimesis components from (Young et al., 2004)

The Mimesis action described in Fig.3.1 begins with a plan request from the game engine

to the Storyworld Planner, that includes a specific story problem that needs resolution. The

Storyworld Planner receives this request and creates a new Storyworld Plan for the action with

the goal of resolving the story problem provided by the engine. Story Planner then sends the

plan to the Discourse Planner which is the the component responsible for planning the action

sequence, schedule all the media resources needed for a story including the presentation sequence

of the story (discourse). This planner integrates the Storyworld and the Discourse plan onto a

general plan describing all system and user activity to be executed. Afterwords, the Narrative

Plan is sent to the Execution Manager, that builds a Direct Acyclic Graph, and starts acting like

a process scheduler selecting the actions for execution according to plan. These actions are sent to

the MWorld in the form of Action Directives that include all the information of the action to be

executed. The MWorld component that receives the Action Directives is the MWorld Controller.

When this component receives an input, it maps the information contained in the Action Directives
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onto their respective Function Calls in the Game Engine. In order to do this, the Controller uses

the Action Class Library with all class definitions and a look-up table. After sending the functions

for execution, the MWorld Controller receives a notification whenever an action is halted either by

successful or unsuccessful completion and communicates it to the Execution Manager. The system

keeps looping until the end of the plan is reached.

Intervention and Accommodation

When an IS system includes user interventions, it adds the user’s unpredictability to the story.

Problems arise in this context whenever the user executes actions that conflict with the active plan.

More precisely, whenever a player decides to perform an action that generates a world state that

conflicts with the constraints of the story plan. In Mimesis these actions are monitored via user’s

action commands, prior to the its execution. The system chooses between two strategies when an

exception is signaled:

• Intervention - The system intervenes by causing the action to fail.

• Accommodate - The system adjusts the structure of the plan to accommodate the new activity

of the user.

With these two strategies, the system considers the computational costs associated to the

generation of a new plan and the impact over the user’s sense of agency (Murray, 1998). Mimesis

optimizes this selection by analyzing each plan before executing it. This analysis aims at identifying

points where enabled user actions can threaten its plan structure, before executing it.

Discourse Manipulation

Recent contributions from this research derive directly from the architectural detail of separating

the Discourse Planner from the Storyworld Planner. This very particular detail can be used to

manipulate camera control (Jhala and Young, 2009), rearrange the order of presentation of the

story events in order to generate surprise and arousal in the user (Bae and Young, 2008) or for

creating suspense (O’Neill and Riedl, 2011).

3.1.2 FAçaDE

FAçaDE is the most disseminated IS application with more than 500000 downloads since July 5Th

2005 from its website (Mateas and Stern, 2011). In this IS experience the user is invited to visit

a special couple, Grace and Trip, who are his best friends. It is a great evening to remember old

stories such as the wedding at which he was best-man, but soon the user finds out that his friends

are passing a marriage crisis and expect him to pick a side of the conflict.

The story develops as the user interacts with his hosts in a three dimensional environment.

Interaction is achieved by walking around the house (living-room and kitchen) and using some
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interactive objects. It is also possible to interact with the other characters, which are behavior-

based agents, either by using natural language text or by selecting special actions like kissing,

comforting and hugging. The smooth and the effective interaction flow alongside a rhythmic story

development are most certainly among the critical success elements of this application.

Figure 3.2: FAçaDE screenshot

The base of FaçaDE’s success is the innovative narrative design approach taken by its authors.

Instead of focusing solely on procedural generation processes for content generation and all its

technological limitations, or on an extremely detailed graph and the combinatorial explosion that

derives from this approach, they created a mixed solution of these two approaches based on the

screenwriting concept of Beats.

According to McKee (Mckee, 1997) a Beat "is an exchange of behavior in action/reaction. Beat

by Beat these changing behaviors shape the turning of a scene". Mateas and Stern imported this

concept to FAçaDE (Mateas, 2002; Mateas and Stern, 2003) and coined the concept of Action Beats

as units of fragmentation of a story and all its possible story outcomes. Story Beats encapsulate

story states with preconditions and effects, behaviors and discourse acts for the behavioral agents.

The whole narrative representation is a sum of all the possible combinations of these elements

according to the policys defined by the authors. One should note that Story Beats do not script

exact action sequences but just define behaviors and goals for each given moment "offering a non-

trivial simulation space" (Mateas and Stern, 2003). This way only one beat can be active at a

given time.

To monitor the story evolution with all its elements (beat sequence, agent’s behaviors and user

interaction) and apply the author’s policy FAçaDE’s implementation includes a Drama Manager,

that is responsible for activating the beat that better suits authorial intentions in each context.

(see figure 3.3)

Whenever a beat successfully finishes or aborts, the Drama Manager receives as input every-

thing that is happening in the story world, the past sequence of beats and user interactions, a

cluster of beats that satisfy the current preconditions and a story arc with the desired tension

values sequence for the story and chooses the next beat to activate according to the following

algorithm:
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Figure 3.3: FAçaDE architecture

1. Initialize any beat-specific state that may play a role in beat selection.

2. Evaluate the preconditions for all the unused beats. This computes the Satisfied set with all

beats with satisfied preconditions.

3. Evaluate the priority tests of each beat in Satisfied. Collect those with higher priority into

the set ScoredHighestPriority.

4. Score each beat in the HighestPriorityTest using its effects to compare the beat with the

desired story arc. This score evaluates the effects of a beat in a story variable named Tension.

The result of this step is ScoredHighestPriority

5. Multiply each Beats score by its weight. Produces the WeightedScoreHighestPriority.

6. Select a beat randomly from the previous set according to a probability distribution defined

in the weighted score.

During each Beat users interact with the environment and with the other characters with a

high degree of freedom. Nevertheless, in what refers to Agency users are expected to act within

character. There is no attempt whatsoever to integrate out of character actions into the story

development, the user is not expected to add completely new elements to the scene, or to place

himself in the center of the action. Instead, he can seriously influence characters’ affinity among

each other and that will have an influence on the scene tension and flow towards the next beat

selection. Also, the expressive power of the natural language engine limits the user to written

language and its timings.

Up until today, FAçaDE continues to be the most successful IS example ever disseminated.

Its contributions go beyond the design, closing the gap between scientific IS and artistic Drama

Theory, introducing some very important concepts such as Action Beats and Story Arch.

21



Chapter 3

3.1.3 Discussion

In an overall appreciation we observe that plot-centered approaches have allowed a coherent in-

tegration of the user actions in the story development. In Mimesis, a reason behind this success

is the separation between the story presentation and the story logic, while in Façade the authors

succeeded in providing the successful integration between the artistic thought on story develop-

ment, that results from the dynamic story structure provided by adapting the Beat concept to

Interactive Drama. In both cases the users have the possibility of experiencing a better sense of

agency, as long as they accept the story logic and do not try to diverge too much from the stories

that they are invited to explore. Also, the continuity given to the Mimesis approach in several

different projects, argues in favor of its adaptability to new story genres and its capacity to include

storytelling techniques from other media.

On the other hand, the inclusion of user actions in plot-centered approaches typically results in

a combinatorial explosion scenario. Authors are faced with the delicate balance between increasing

authorial costs and reducing user influence. In Mimesis the authorial costs are diminished at the

cost of the computational resources used to re-plan a new story plot, while in FAçaDE the authors

report a total of more than two man year effort in the authoring process (Mateas and Stern, 2003).

We argue that the cost of adapting a story to the user actions can be heavily reduced by

improving IS abilities to relate and interact with the user, i.e., including more realistic interactions

between the user and the characters of a specific interactive storytelling system. Pre-determined

plots, even when they are highly granular as in FAçaDE, are too restrictive and place the user in

the position of exploring a pre-determined path instead of providing him with the illusion of being

a true protagonists and the author of a story.

In the next section we will address Character Centered approaches and how the motivation of

creating more human-like interactions and emotional consistent characters has contributed to the

creation of emergent IS experiences.

3.2 Character Approaches to IS

Character approaches to IS are strongly motivated by the relevant impact that the interactions

between characters have in a story development. This motivation requires for IS systems to be

heavily populated by strongly designed characters, i.e., characters that embed behaviors are con-

sistent with their roles, while at the same time are able to interact with other characters in a

dramatical form.

The typical authoring process for a character centered approach follows recursive cycles that

include three steps: character design, simulation and refinement (see Fig. 3.4). In the first step the

author encodes each character’s behaviors in the specificity of the AI architecture used in a multi-

agent system. In the second step, the author runs a simulation to observe the agent’s emergent
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behavior. In the last step, the author evaluates how much the emergent behavior of the system

represents the authorial intentions. The author then identifies the agent modifications needed and

applies them in a new authoring cycle.

Character 
Design!

Simulation!Refinement!

Figure 3.4: Character centered authoring

In this section we will present some relevant research examples that follow a character centered

approach. For each example we provide a brief overview, its main contributions as well ass the

limitations that can be related to our research.

3.2.1 Interactive Storytelling Prototypes.

This character based approach (Cavazza et al., 2002), follows Michael Young’s (Young, 1999)

proposal that stories can be dynamically generated by the interaction between characters that use

real-time planning systems, as long as the characters implement well defined roles. In this case each

role is a character plan and it is from "on-stage" interaction between these plans that "situations

of narrative relevance" occur (Cavazza et al., 2002). This idea establishes two very strict requisites

for the character’s planning algorithm:

• Consistency between plan definition, the character’s role and narrative meaning.

• Real-Time adaptability to non-determined on-stage events. Characters should be ready to

deal with unexpected events in the virtual world, specially those caused by user interaction.

Considering these requirements the authors decided to implement a planning system based

on Hierarchical Task Networks(HTN)(see Figure 3.5). Each character goal is decomposed into

alternative actions. Since each action has its own preconditions, one can define several ways of

achieving a goal according to the environment conditions. This way, it is possible to define different

sets of actions for each goal, creating a diversity of solutions. Nevertheless, this adaptability
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subtasks of the HTN and narrative functions
described in narratology that stand for key
narrative actions seen from a given charac-
ter’s perspective. The difference lies in the
fact that the agentive (or predicative) struc-
ture for the equivalent narrative functions lies
outside the corresponding portion of the
HTN, in the interaction with narrative objects
and other characters filling up the roles for
that narrative function. For instance, when
seeking information about Rachel, Ross
could talk to her friend Phoebe. If he talks to
Phoebe, she will complement the agentive
role of the corresponding narrative function.
Also, whenever multiple characters interact,
they potentially instantiate narrative func-
tions “bottom-up” through the conjunction
of activities from their respective HTNs.

HTN planning
Interactive storytelling requires interleav-

ing planning and execution.2 We have thus
devised a search algorithm to produce a suit-
able plan from the HTN. Exploiting our total
ordering assumption and subtask indepen-
dence, the algorithm searches the HTN
depth-first and left-to-right and executes any

primitive action it encounters in the process.
It allows backtracking when primitive
actions fail (such as following competition
for action resources by other agents, or user
intervention). In addition, it attaches heuris-
tic values to the various subtasks, so forward
search can use these values to select a sub-
task decomposition (this is similar to the use
of heuristics that Peter Weyhrauch described
to “bias” a story instantiation9). 

An essential aspect of HTN planning is that
it is based on forward search while being goal-
directed at the same time, because the top-
level task is the main goal. (Other recent for-
ward-search planning systems, such as the
Heuristic Search Planner10 or MinMin,11

search forward from the initial state to the
goal.) Consequently, because the system is
planning forward from the initial state and
expands the subtasks left-to-right, the current
state of the world is always known (in this
case, the current state reached by the plot).

When initially describing the roles, we
chose to adopt total ordering of subtasks.
Total-order HTN planning precludes the pos-
sibility of interleaving subtasks from differ-
ent primitive tasks, thus eliminating task inter-

action to a large extent.6 In the case of story-
telling, the subtasks are largely independent
because they represent the story’s stages.
Decomposability of the problem space derives
from the inherent decomposition of the story
into various stages or scenes—a classical rep-
resentation for stories. Our use of HTN is cur-
rently associated with substantial simplifica-
tions of the associated planning problems,
such as subgoal independence, empty delete
lists, and total ordering of subtasks at AND
nodes. However, this approach to planning
seems consistent with the knowledge-inten-
sive nature of interactive storytelling and some
of its inherent properties, such as the tempo-
ral ordering of various scenes. Other planning
techniques—ones more oriented toward a
problem-solving approach, for example—
could be used, such as one that manages
resources and orders actions (see, for instance,
D. Weld’s “dinner date” example, which
describes planning in a domain similar to our
sitcom example12). However, it is still unclear
under which conditions a more generic
approach will benefit interactive storytelling.

In addition to their top-down plans, char-
acters also react to specific events. For exam-
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Figure 1. A Hierarchical Task Network for the main character, Ross.

Figure 3.5: HTN example from Cavazza et al. (2002)

can generate inconsistencies in character behavior, as well as lead to blocking situations when a

character is faced with an unexpected environment state for which there is no alternative plan.

When using these character/character interactions as a source of narrative relevant events, re-

searchers use a bottom-up approach for story development, where characters act following their

own plans. In such approaches, the character’s interactions may produce undesirable story states,

raising the need to develop strategies to overcome these states without loosing narrative signifi-

cance. This research includes two strategies to overcome this challenge: Situated Reasoning and

Action Repair.

Situated Reasoning happens when the world conditions do not correspond to the character ex-

pectations to perform a task without causing it to fail. In such conditions, the character maintains

its initial plan but finds a way of doing it with the actual conditions. If, by any chance, the initial

plan of the previous character fails, he drops the failed plan and creates a new one. This is called

Action Repair. An example shown in (Cavazza et al., 2002) is a character (man) that wants to

perform a secret task (know more about the woman he likes) and decides to go to her room and

read her PDA. When he is moving to the room he sees her moving toward him. Using Situated

Reasoning, this character finds a way to be unseen, waits for the other to go away and resumes

plan execution (walking through the corridor). If when performing the secret task, he notices that

it is impossible to execute it (someone, maybe the user, has hidden the PDA and there is no way

to find it), he builds a new plan (talk to a friend to get information about the girl), which is Action

Repair.

In these prototypes the user is invited to watch a generated story in a interactive way, i.e., the

user can influence the story directly in an third-person perspective, without taking any role as a

character. The user interacts with the system by manipulating objects in the virtual environment,

and by giving advices to characters using speech.
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(a) Friends (b) Charbovary (c) Merchant-of-Venice

Figure 3.6: Screenshots of different Interactive Storytelling Prototypes.

This particular approach to IS as been applied in several scenarios based on works from other

media, such as Friends (Cavazza et al., 2002) inspired in the homonimous sitecom, Charbovary

(Cavazza et al., 2007)based on Flaubert’s novel of Mde.Bovary and Merchant-of-Venice(Julie Por-

teous, 2010), based on the homonym Shakespearian tragic comedy, each of them with specific

contributions to research (see Fig. 3.6).

While Friends implemented the basis of this approach, the other two add new functionalities

to the planning algorithm. Mde.Bovary included a representation of the affective state of the

characters throughout the story, which was based on original annotations of Flaubert himself.

Although there is no appraisal mechanism associated to this implementation, the values of the

emotions are used to constrain the planning algorithm in order to maintain the characters evolution

consistent with the authorial intentions.

The Merchant-of-Venice (Julie Porteous, 2010) prototype introduced the concept of character

point-of-view, which consisted of a complementary higher level description of the story correspond-

ing to the characters intentions in the plot. By switching between character’s perspective in a

story the systems ends up generating different story developments and increasing story variability.

3.2.2 Thespian

Thespian(Si et al., 2005b, 2006) is a framework for authoring and simulating interactive-narratives.

Until 2009, Thespian had been used to author more than thirty interactive narratives(Si et al.,

2010). It has been applied in the creation of Interactive Pedagogical Dramas (interactive narratives

with learning goals for the user)(Si et al., 2005b), particularly in foreign culture training scenarios

for the military (Si et al., 2005a).

Thespian’s most relevant contributions to IS are related to the agents’ architecture and to

the authoring process. The agents are built upon a multi-agent framework for simulating social-

interactions called PsychSim (Marsella and Pynadath, 2004), which includes a Partially Observable

Markov Decision Process (POMDP) to control the characters in a story and a theory-of-mind

model, which allows agents to include models of others in their own decision process. Furthermore,

25



Chapter 3
2 Example Domain

Fig. 1. A screen-shot from the Tactical Language Training System

Our conversational norms model is built within the Thespian framework
that was used to realize the Mission Environment (Figure 1) of TLTS. The user
takes on the role of a male army Sergeant (Sergeant Smith) who is assigned to
conduct a civil affairs mission in a foreign town. The TLTS uses a 3D virtual
world built on top of the Unreal Tournament Engine. The human user navigates
in the virtual world and interacts with virtual characters using spoken language
and gestures. An automated speech recognizer identifies the utterance and the
mission manager converts them into a dialogue act representation that Thespian
takes as input. Output from Thespian consists of similar dialogue acts that
instruct virtual characters what to say and how to behave.

We will use one of the scenes from the Pashto version to illustrate the working
of Thespian’s conversational norms model. The story begins as the user arrives
outside of a Pashto village. Some children are playing nearby and come over to
talk to the user as the vehicle arrives. The user’s aim in the scene is to establish
initial rapport with people in the village through talking to their children in a
friendly manner. The children possess different personalities. Some are very shy
and some are very curious about the American soldier.

3 Thespian

We developed Thespian as a multi-agent system for controlling virtual characters
in an interactive drama. Thespian is built upon PsychSim [17, 18], a multi-agent
system for social simulation based on Partially Observable Markov Decision
Problems (POMDPs) [19].

Figure 3.7: Screenshot from a Tactical Language System supported by Thespian. (from (Si et al.,
2005a))

Thespian’s authoring process includes an authoring tool for identifying and refine critical plot

sequences using a fitting algorithm. In the following we will summarize Thespian’s contributions.

Thespian Agents

The agent architecture implements a POMDP approach to control the characters. Each character’s

personality and motivations are encoded as agent goals. An agent includes five main components:

• State - set of features representing the agent’s true state. It includes numeric representations

of state features (e.g., age) and numeric representations of relation features between the agent

and other agents (e.g. affinity).

• Action dynamics - define the impact of an action in a state. The impact can be defined in

probabilistic terms, e.g., the author can define that when hunter shoots a wolf, the wolf dies

60% of the time.

• Goals - goals are implemented as reward functions that convert each world state into a

numeric value. PsychSim uses two kinds of goals that attempt to minimize/maximize different

things. Feature goals concern the value of a specific agent feature, while Action goals concerns

the number of times a specific action is performed.

• Policies - define how agents select the better action in each state. The default policy used

in Thespian is a bounded lookahead policy, by which agents simulate candidate actions and

select the one that generates the most rewarding outcome. Nevertheless, agents can be

configured for multiple levels of lookahead by which they can define a cycle in which after

simulating the effect of their actions, they can simulate the effects of the actions of others

and then simulate their actions on that new level and so fourth.
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• Beliefs - an agent’s subjective view of the world consists of his own state and a probability

distribution of the elements defining the sate of other agents. Each agent as a model of itself

and one or more mental models for each of other agents (theory-of-mind) which are calculated

by applying Bayes theorem. More details on the belief revision process that supports this

component can be found in (Si et al., 2006).

The belief model and policy system have been extend to include more complex and realistic

social behaviors. Examples of this are the social norms models presented in (Si et al., 2005b, 2006),

used in a IPD scenario to train military officers in inter-cultural interaction. In these examples the

state features were authored to represent critical social variables, such as trust, liking relationships,

affinity, freedom. Also, the action dynamics and goals were tailored in order to manipulate and

consider the previous referred variables. By using these elements in their behavior along with

their theory-of-mind implementation, the agents are able to simulate the trust and other relational

issues that are present in the relations between citizens of an occupied country and the military

that seek information about the local armies.

Proactive Authoring

Authoring a PsychSim agent to play a specific character requires the definition of a large num-

ber of state variables, dynamics and goals that must be tuned in order to produce the desired

results. Moreover, the inclusion of user actions in an interactive narrative adds a high level of

unpredictability to the unfolding story paths, which escalates the authorial efforts. In order to

facilitate this process, Thespian framework includes an authoring tool that facilitates this process.

The authoring tool considers a recursive authoring cycle that follows four steps (see Fig.3.8)

Fit Virtual 
Characters!

Simulate 
Potencial Users!

Filter Generated 
Paths!

Figure 3.8: Proactive authoring cycle, adapted from (Si et al., 2007)

First the author defines the story state, goals and dynamics for each character, as well as the

desired story paths including actions and speech acts sequences. In the second step Thespian runs
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a fitting algorithm that uses the story path as a reference for producing a series of suggestions

for configuring the agent’s personalities. The suggestions consist on modifications to initial goal

weights and the detection of goal conflicts (i.e. two our more goals that can not all be satisfied

simultaneously), in such case the author must either correct the story path or the characters’

configuration. Afterwards, the system simulates the users behaviors. In this step the user is

assumed to be well motivated "have consistent motivations throughout the story" (Si et al., 2007),

and modeled in a psychSim agent. The system can simulate different users by applying different

mental models to the user agent. After generating all story paths, the system proactively filters

story paths that although might be consistent to the author intentions, represent problematic

sequences. The heuristics applied in this filtering use a percentage value and an integer value

given by the author, to detect story paths in which an agent’s behavior is repeated in a higher

percentage or a number of times higher than the given values. The authoring cycle is concluded

when the author reviews the story paths presented and eventually corrects them in order to start

a new fitting step.

3.2.3 FearNot!

FearNot! was "developed to be used as an educational tool in schools to promote awareness about

bullying behavior in schools."(Figueiredo et al., 2008) In this IS system the user takes on the role

of a friend of a bullying victim to whom the user is asked to give advices from time to time.

From a narrative perspective, FearNot! is a sequence several instances of two different kinds of

episodes:

• Interactive Episodes: where the user interacts with the victim autonomous character. The

user provides advices using a written natural language interface. This interaction affects the

autonomous character’s emotional state and goals and will consequently affect its behavior.

• Emergent Non-Interactive Episodes: where autonomous characters take on the roles of bully

victims, bullies, defenders and bystanders in the performance of typical bullying situations.

The story unfolds from the interactions between the characters. One should notice that the

user influence in the non-interactive episodes is achieved by the effects of his influence over

the Victim in the interactive episodes.

The action begins with one or more non-interactive episodes that present the initial story setup

to the user. Following this the narrative extends through a series of sets of one interactive episode

followed by one or more non-interactive episodes.

The autonomous characters are implemented in FATIMA (Fearnot AffecTIve Mind Architec-

ture) (Dias and Paiva, 2005), an affective architecture for autonomous agents based on the OCC

model of emotions. The autonomous agents are responsible for the emergent behaviors and for

maintaining an emotional consistency of the characters. In order to guarantee that the emergent
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Fig. 1. The architecture

agent. The SF agent can itself change the environment through a set of actions
named Narrative Actions.

3.1 Episodes

An episode (Figure 2) represents a part of the story that can be combined with
other episodes, where each combination produces a different overall story.

Fig. 2. Episode Structure

As the story unfolds and the SF perceives the actions that occur in the en-
vironment it populates the Story Memory with Story Events - descriptions of
the actions the characters performed. The episodes’ preconditions are matched
against the Story Events and when satisfied indicate that the episode is a can-
didate for selection by the SF. The Story Memory also contains information
that describes the characters, for example whether a character is hurt or not.
This information is stored as properties and can also be matched against the
preconditions of episodes.

The finish conditions determine when the SF should end an episode and se-
lect another for the continuing story and are identical in form to the episode

Figure 3.9: Facilitator architecture (Figueiredo et al., 2008)

behaviors comply with the educational goals of the project, FearNot! implements a metaphor for

an educational role-play facilitator called Story Facilitator (Figueiredo et al., 2008). The purpose

of the Story Facilitator is to mediate the possible conflicts between the emergent behaviors and

the educational goals by selecting the sequence of episodes that are presented to the user.

Story Facilitator

Story Facilitator is a metaphor that refers to educational role-play. In educational role-play par-

ticipants experience different perspectives of a social issue by playing the perspective of others.

The action is monitored by a tutor (facilitator) who intervenes in the story in order to guarantee

that the educational goal is achieved without breaking the role-play experience of the participants.

Usually this is achieved by separating the story into episodes, allowing the facilitator to provide

short representative backgrounds for each player character or add new elements to the scene at the

beginning of each episode.

Fig. 4. The stages the episodes go through

At the very beginning (Start) the SF loads all the episodes for the story and
puts them in the Story Memory. It then selects an episode that has an empty
set of preconditions and marks that episode as selected so it will not be selected
again.

The SF will then execute all the Narrative Actions contained in the selected
episode’s intro/set-up. Each time a character that is not controlled by a user is
inserted on the set, the SF reads that character’s properties and stores them in
the Story Memory, and then sends the character’s goals listed in the selected
episode to the agent that is responsible for controlling the character. After the
intro/set-up of the episode ends, the SF hands control to the agents and user(s)
controlling the characters, making the story emergent from that point on.

During this phase, where the agents and user(s) control the characters present
in the set, the SF perceives all actions performed in the virtual environment and
updates the Story Memory with Story Events. If the content of the Story Mem-
ory satisfies a trigger’s condition, the SF intervenes and executes the trigger’s
Narrative Actions. Finally, if one of the episode’s finish conditions is satisfied
by the contents of the Story Memory the SF ends the current episode and uses
the Story Memory to check if there are other episodes whose preconditions are
satisfied. If so, the SF selects one of them as the next episode. If there is no other
episode that can be selected, the SF ends the story.

4 Case Studies

4.1 FearNot!

FearNot! (Figure 3) is an Interactive Virtual Environment (IVE) developed to
be used as an educational tool to promote awareness about bullying behavior in
schools.

Figure 3.10: Story facilitator cycle (Figueiredo et al., 2008)

There are four major stages considered by this architecture in order to manage the episode

sequence for each story: SelectEpisode, Introduction (Set-up), Emergent, Trigger Exectution. (see
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Figure 3.10). Just before initiating a story, SF loads all episodes for the story and puts them in

the Story Memory ready to be used. Afterwards, at Select Episode stage, the SF searches the

story memory for the initial episode and marks it so it will not be selected again. At Introduction

(Set-up) stage the SF executes all the Narrative Actions specified in the selected episode’s set

up. It loads the scenario, stores each character’s properties into Story Memory, selects their goals

and sends them to the corresponding autonomous agent that play the character, as defined in the

episode. Following this, at Emergent stage, the autonomous agents that play the episode roles take

full control of the action, letting the story unfold from their interactions. During this stage the

SF monitors and stores all action events in Story Memory. Whenever the Story Memory state

satisfies any author defined conditions in the Episode it triggers the Trigger Exectution where the

SF executes the actions defined by the author. Afterwards, the execution returns to Emergent

stage until another trigger condition is satisfied or the Episode’s finish conditions are satisfied, in

which case the execution goes back to Select Episode, where a new episodes will always be initiated

as long as there is any episode with satisfied pre-conditions, otherwise the story ends.

FATIMA Autonomous Characters

FATIMA (Dias and Paiva, 2005) is strongly based on OCC cognitive theory of emotions (Ortony

et al., 1990), where emotions are defined as valanced (good or bad) reactions to events. The as-

sessment of this relationship between events is called the appraisal process. In order to achieve

believable and expressive agents, their behavior is influenced by their emotional state and person-

ality. FATIMA includes a reactive level that provides a fast mechanism to appraise and react to

a given event and a deliberative level takes longer to react but allows more complex goal-driven

behavior.

In order to build agents in FATIMA one has to define the actions available for the domain (they

will be used by the planner in the deliberative layer), and then to individually define each of the

characters. The character’s personality is strongly based on OCC and is defined by: a set of goals;

a set of emotional reaction rules; action tendencies; emotional thresholds and decay rates for each

of the 22 emotion types defined by OCC.

The emotional reaction rules assess how generic events are appraised and represent the charac-

ter’s standards and attitudes. The rules are used to influence interpersonal relations that are also

modeled in FATIMA. For instance, if an agent performs an action that triggers negative emotions

in another agent, the relation of the latter with the former will deteriorate. These relations are

stored explicitly in the agent’s model of the world and can be used to activate goals and other

type of behavior. Action tendencies correspond to the reactive behavior and are simple action

rules triggered by particular emotions. For example, we can have a character crying when very

distressed.

For each emotion there is an emotional threshold and a decay rate. The threshold corresponds
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to the character’s resistance towards an emotion type, when an event is appraised, the created

emotions are not necessarily "felt" by the character unless their appraised value is higher than the

threshold. The decay value determines how fast does the emotion decay over time. In addition to

goals, standards and attitudes, these emotional thresholds and decay rates are used to complement

a character’s personality. For example, a peaceful character will have a high threshold and a

strong decay for the emotion type of anger, thus its anger emotions will be short and low. Thus,

it is possible to have two characters with the same goals, standards and behaviors that react with

different emotions to the same event (by having different thresholds).

Current research using FATIMA is motivated by two complementary perspectives. The first is

to improve agent-agent and agent-human interaction believability by including a model of cultural

behavior based on rituals (Mascarenhas et al., 2009), a model motivational drives (Lim et al., 2010)

and a representation of personality traits (Doce et al., 2010). The second motivation is to endow

FATIMA agents with an actor perspective over the character performance. This perspective has

produced a Double Appraisal model (see Section. 3.2.4), a model for endowing agents with the

awareness of the dramatic impact of their actions in a story. Also, in this thesis (see Section. 6.2)

we will present a case study under this motivation that endows FATIMA with the ability of acting

an emotional escalation in comic sketch scenario.

3.2.4 Double Appraisal

Double Appraisal(DA) (Aylett and Louchart, 2008) approaches IS with the motivation of endowing

agents with the ability of reasoning over the impact of their own action in a story. "Rather than

selecting the action with the highest value for the character state after appraisal, the one with

the highest emotional impact is chosen" (Louchart and Aylett, 2002). DA extends FATIMA (see

Section 3.2.3) and relies on its emotional elements to sense the dramatic intensity of a scene.

Using a simulation theory, DA agents run parallel appraisal cycles in order to evaluate the possible

emotional impact of their actions in other agents in order to relate it with the dramatic impact of

their actions.

This approach includes three implementations, Reactive DA, Deliberative DA and DA with

modeling(DAM):

• Reactive DA - instead of a single action, the appraisal output of the character produces a set

of valid elements, consistent with the character role, ranked by emotional intensity. It then

reappraises each of these elements in simulating their impact if they were targeted towards

him. After running the second appraisal cycle with each one of the previously selected actions,

the system chooses the action with the greatest emotional impact and executes it.

• Deliberative DA - in this case the main emotional intensity is used to select a plan that

executes a character intention rather than a single action. Because each plan execution
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consists in several sequences of actions, evaluating them through the appraisal of each one of

their elements could easily result in a serious combinatorial explosion. To simplify this, the

authors selected the action in the plan that finally satisfies the plan’s post-condition, as the

representative action.

• DAM - Is an extension of the early DA models that instead of appraising the emotional

impact in a simulation where actions are executed towards himself and appraised with his

own emotional state, uses a representation of the actual emotional state of each one of

the other characters. After running this simulation the system chooses the single highest

emotional impact for any of the agents in the scenario.

The system was evaluated in a text base scenario. Five agents played 5 different roles with

intrinsic and conflicting goals, while another agent played as game master(GM). Five different

kinds of stories were generated, each of them corresponding to a particular variation of the system.

The resulting stories were ranked by users / readers according to their interestingness, and the

events in the stories were marked according to their meaningfulness and dramatic intensity.

The most significant result of this evaluation is that the participants reported DA/DAM sto-

ries(Story 3,4 and 5) as being significantly more interesting than the story based on the original

FATIMA architecture. As for DA vs DAM models the differences were marginal and consequently

inconclusive. The authors argue that this fact might be the consequence of the simplification of

the intention plan and of the short length of the scene and number of interactions.

3.2.5 Discussion

Character centered approaches have successfully contributed for integrating more believable be-

haviors and interactions in IS. Thespian and FearNot! achieve this by incorporating psychological

models in their agents’ minds that allow for emotional and social consistency. Nevertheless, this

contribution continues to be made at the cost of authoring effort. Thespian successfully reduces

part of this cost by implementing an authoring tool, but still the large amount of features that is

required for authoring each agent continues to present a very hard challenge for the authors.

By failing to reduce authoring costs the developers choose to reduce user interaction power.

In the Interactive Storytelling Prototypes the user interaction is very limited to the interaction

with environment objects and with the expression of advices to some characters. We see this as

a strategy for preventing the user from generating undesired story states that could callout the

characters limitation to act beyond the pre-established behaviors defined by the author.

FearNot! disguises this issue by including the interactive and non interactive episodes mechanic

consistent with the story fantasy. While the user interacts "in character" with the main character

in an interactive episode, he is influencing the system selection of story episodes and also influencing

characters starting emotional states in each episode. There is a well defined boundary between
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interaction mode and emergent mode that allows an easier management of the user/author conflict.

Nevertheless this is achieved by interrupting interaction mode, and consequently breaking the user

sense of agency, whenever the user wants to intervene an emergent episode or fails to express his

opinion in the textual interface.

Double Appraisal is an example of how character centered approaches are thriving to move out

of the autonomous character paradigm to the boundaries of authorial-agent. The good results of

DA and DAM vs. non DA are a solid example of the possibility of generating more interesting

stories even when control is delegated to its participants. It also defines a new technique for

selecting dramatically intense actions, that can be generically applied to any system populated by

autonomous agents with cognitive appraisal mechanisms.

Nevertheless some important remarks should be considered. One could argue that the existence

of a Game Master in the test scenario contradicts the essence of the character centered approach,

because the story creation is still shared with a non-character. We consider that while the simple

existence of a GM may contradict this essence, the characters still gain a significant autonomy that

can not be discarded as an emergence factor. This argument can also be extended to the need for

including a facilitator in FearNot!.

Another debatable aspect in DA is the principle that the most dramatically intense action

available is always the best choice for story interestingness. It is known that there are different

story moments and that choosing the right timing for each dramatic action is one of the hardest

tasks that screenwriters and performers face. An example is overacting. An actor who overacts

fails to deliver dramatic intensity to an audience, because his exaggerated emotional state leaves

him with no options to buildup a tension process for the audience to follow. In the DA scenario the

overacting issue does not occur because agent actions are conditioned by its current goals, hence

conditioned by the authorial influence that defined his goals. The agent has no model defining

his perspective over story development, hence he has no explicit intention of manipulating the

story development. Instead, he is reasoning over a limited spectrum of actions available to his

character at a given cycle based on a premise that the story is constantly asking for maximum

dramatic intensity. A good improvement of this approach would be to allow agents to reason about

dramatic intentions in a story. We will detail this argument in the motivation for the Emotional

Escalation prototype (see Section 6.2).

The motivation towards reducing the authorial effort on character centered approaches clearly

establishes two main research directions for the next few years. In one hand, IS will clearly

benefit from research on cognitive and social intelligence models. The above mentioned examples,

particularly FATIMA and Thespian, demonstrate that character centered approaches are good

application field for such areas, as they contribute to increasing the believability of the interactions

within an IS system. Such contributions contribute to the reduction of authorial costs in unexpected

story contexts, by providing agents with more autonomous and believable interaction abilities. The
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other direction is given by the attempt to endow agents with authorial abilities, such as explicit

intentions over story development. In the next section we will see how improv as been influencing

this research direction for IS.

3.3 Improv in IS

IS and Improv share the same common goal of creating stories in a collaborative way within an

unpredictable environment. This common goal has already led some significant research to use

Improv as a source of inspiration for IS. In this section we present some emblematic examples of

such approaches.

3.3.1 IMPROV at NYU

In the late 90’s the NYU’s Media Research Lab conducted the IMPROV research project under

the direction of Prof. Ken Perlin. This research focused on the development of three dimensional

environments for human interaction, through avatar control, with "computer-controled agents"

(Goldberg, 1997). This research pioneered in several areas and contributed to several research

topics for non-player characters, such as procedural animation, behavioral scripting and human-

computer interaction. On the realm of interactive storytelling, IMPROV considered the devel-

opment of autonomous agents with improvisational skills (virtual actors) as an opportunity for

adding adaptability to virtual environments and reducing the effort of creating pre determined

story content.

A common concern in all sub-topics of this research, was believability. Following a believability

perspective based on the suspension of disbelief principle, the aim was not to create realistic virtual

characters that completely imitate real life characters, but rather to create characters to which users

can relate to(Perlin and Goldberg, 1996), characters about whom a user can perceive an internal

personality, attitudes towards new circumstances or any given situation(Perlin, 2003).

At a technical level, "IMPROV is a system for the creation of real-time behavior based animated

actors" (Athomas et al.), which is divided in two main components:

• Animation engine - focused on delivering procedural animation techniques to allow authors

to create layered non-repetitive animations, that can be blended in soft transitions.

• Behavior engine - enables authors to define rules for generating character behaviors on how

to communicate and take decisions.

The results produced by both components and its integration are still relevant references in

current research, nonetheless because of its direct relation to this thesis work, we will give a

particular attention to the behavior engine.

34



3.3. IMPROV IN IS

Following (Athomas et al.), the user is a system variable that prevents authors of interactive

settings to create deterministic scenarios. All user actions towards an actor convey a particular

user expectation that must be fulfilled by the actor when selecting a new action. This behavior will

generate another unexpected response from the user. This is the main argument that led IMPROV

research to enable authors with more than a tool for creating linear action sequences, but rather

with a tool for creating layers of choices in the form of global and slowly changing plans that could

rapidly adapt to changes in the environment.

Plans are encoded as small scripts for very specific situations, such as, greeting someone or

fidget. Whenever an actor identifies a context, it loads the behavior script that corresponds to

that specific context. One can see that this process generates the repetition of behaviors whenever

an actor encounters a similar context. To prevent this robot-like behavior, and consequent loss of

believability, the scripts include tunable statistics. Tunable statistics consists on enabling variability

to a behavioral action or activity. When creating a script the author can associate different actions

to the same task and associate these actions to values, e.g Fridget - Twiddle thumbs 0.7, Scratch

head 0.3, Pick nose 0.2 (Goldberg, 1997). Using this script format the agents can plan weighted

decisions about the actions to perform, that will make that some options will occur more often

than others.

Tunable statistics were extended to add variability to activities, and for defining the importance

of particular skills for executing a particular activity (e.g. Difficulty .32 for Riding a Bike) or the

effects of an action towards others (Belch can have an an effect of setting other-actors sympathy

towards the character to .01). Another use of tunable statistics, and perhaps the most relevant to

this thesis, is that it allows to define personality traits for each character. These personality traits,

such as, intelligence, amiability, strength ant others allow the agents to select the scripts and action

that more accurately convey the characters’ personality. This selection is made using a fuzzy logic

algorithm, that considers the distance between the personality and other character variables to

those associated with the actions to perform, and weights these values before making a decision.

This way the system can achieve a balance between character consistency and believability (through

variability).

3.3.2 Directed Improvisation

The paradigm of Directed Improvisation presented by Hayes-Roth et al. consists of a constrained

real-time creative performance "without detailed preparation and often by making use of the re-

sources at hand" (Hayes-Roth et al., 1995). The test bed that implemented this paradigm was called

Computer-Animated Interactive Theatre (CAIT). It followed two complementary approaches Im-

prov Puppets, Improv Actors and also Mixed approach that combines these two. These approaches

are based on the general assumption that "all acting is improvisation" (Applebee, 1980), and that

there is a spectrum of different improvisation approaches according to the directorial influence (see
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Autonomous Improvisation Cooperative Improvisation
One-Step Improvisation

Choose among alternative logically
equivalent behaviors

Respond to a partner’s behaviors

Sequential Improvisation
Construct a coherent path to a dra-
matic moment

Interact with a partner’s behavior se-
quence

Patterned Improvisation
Instantiate an improvisational schema Recognize and participate in a partner’s

schema

Table 3.1: Improvisation forms, adapted from (Hayes-Roth and Gent, 1997)

Figure 3.11).

Figure 3.11: Spectrum of Directed Improvisation

The directorial influence is described using the spectrum of Directed Improvisation. This spec-

trum is defined by two symmetrical axis that represent Direction (directorial control) and Improvi-

sation (the freedom to improvise), and two distinct moments on a play development (rehearsal and

performance). At the Maximum Direction/Minimum Improvisation end are the plays that take

advantage of interpretational freedom during rehearsal but follow rigid error recovery references in

performance time. At an intermediate level are plays in which the plot is defined during rehearsals

and in which the actors are allowed to freely interpret their characters inside the boundaries of

the rehearsed plot. At the other end of the spectrum are plays in which actors are totally free to

improvise everything in rehearsals and in performances.

Another important fundament for this research concerns the application of three different levels

of complexity on two different forms of improvisation: Autonomous Improvisation, with a single

performer; and Cooperative Improvisation with multiple and coordinated performers. (see Table

3.1)

Based on the Spectrum of Directed Improvisation Hayes-Roth el al. defined two different

approaches to Improv Agents:
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• Improv Puppets: follows the traditional puppets concept of serving as passive vehicles for

story making, except that in this case Improv Puppets are animated synthetic characters that

can be directed by the user in terms of verbal and physical behaviors in real-time(Hayes-Roth

and Gent, 1997).

• Improv Actors: the synthetic characters act autonomously with preconceived "behavior

scripts" that "synchronize sequences of physical and verbal behaviors to be performed".

(Hayes-Roth et al., 1994)

The main difference between the two approaches is that in Improv Actors user control is strictly

confined to pre-performance time. In the next section we will address some relevant technical

aspects of the implementation of the these two paradigms.

Improv Agents implementation distinguishes three major modules: Mind, Mind-Body Interface

and Body. (see Figure 3.12)

Figure 3.12: Logical system organization for two agents in virtual world.

The Body module is responsible for controlling the graphical representation of the agent. Among

others it has the aim of controlling body transformations, gaits and providing an interface between

world events and the Mind-Body Interface module.

All the sensorial input received by the Mind-Body interface is filtered and classified in this

module before being transmitted to the Mind module. In the opposite data direction, it is also in

this module that Mind outputs are converted into instructions for body effectors.

The Mind module iterates a three-step execution cycle that begins in the Agenda Manager

component. This component uses recent perceptual and cognitive events, knowledge and state

information to select behaviors that are possible and relevant in the present situation. In the

second step the Scheduler selects one of these behaviors for execution according to the constraints

defined in the Control Plan.
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In order to help and better contextualize behavior selection, the system implements a represen-

tation of mood with three dimensions: Emotional (Happy-Sad), Physiological (Peppy-Tired) and

Social (Friendly-Shy). Mood is used to categorize behaviors and to select them according to the

dynamic mood of the agent’s internal state.

As a result of the use of mood, the Mind is able to send new instructions to the interface not

only when a new set of relevant behaviors are identified but also whenever it experiences a mood

change.

Using status in a "Master and Servant" scenario

"Otto and Gregor" (Hayes-Roth et al., 1996, 1997) is a master vs. servant scenario inspired in

a traditional improv exercise where players play a Boss that wants to fire his Employee. The

interesting element of this scenario is that its development is influenced by the combinations of

character statuses, e.g., in a situation were the Boss plays an extremely lower status than his

Employee it may happen that the Boss not only ends up not firing his Employee but even with

the Employee demanding a raise.

Figure 3.13: Otto and Gregor in a master-servant scenario.

In this scenario the original "Improv Actor" architecture was extended to include the notion

of status. Following Johnstone (Johnstone, 1987) status is present in three dimensions: demeanor,

relationship and space. High status in demeanor is perceived through erect postures and graceless as

opposite to low status in demeanor that leads to awkward postures and graceless; high relationship

status is directly related to authority the same ways that low status in this dimension is related to

acquiescence; the space dimension is related to the way each actor can occupy space, the higher the

status the more an actor can occupy space as opposite to low status actors try to avoid intruding

upon space.
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3.3.3 Digital Improv

In the previous sections of this chapter we addressed IS research projects that rely on hypothesis

driven from observational information about improv. The Digital Improv Project (Baumer and

Magerko, 2009; Magerko and Riedl, 2008; Magerko et al., 2009) takes a step forward by relying on

an empirical understanding of the cognitive and social phenomena of the improv creative process.

This research uses its own cognitive studies of improvisational theatre with real life improvisers.

In this research the working defintion for improv is defined as "the creation of an artifact and/or

performance of aesthetic goals in real-time that is not completely prescribed in terms of functional

and/or content constraints" (Magerko et al., 2009). There is a special attention to the creative

process itself. This approach is sensitive to the fact that the study of a creative process involves

a wide variety of research fields, from which, an even wider range of research issues emerge. The

need for creating well delimited scientific contributions in such a rich research landscape is the

underlying motivation for using a bottom up approach, since it allows to isolate elements and

contributions.

This bottom up approach starts with the cognitive study of real life improv actors. The general

goal of the cognitive studies is to extract explicit data from the actors creative process. Once

analyzed, the data can be used to ground specific solutions for problems that arise from the goal

of creating micro-agents with improv abilities, i.e. agents that implement a specific improv ability.

In the following subsections we will present the empiric study approach that is being taken

by this project to study the improv phenomena, the theory domain that resulted from the first

analysis of data, the generic decision cycle generalizations and its fuzzy knowledge structure that

was a main source of inspiration for the work presented in this thesis.

Empiric Study Approach

The goal of the empiric studies is to raise data to support a better understanding of the improv

phenomena and the implementation of computational agents that apply improv techniques. To

do this the Digital Improv project applies a retrospective protocol by which improv actors are

invited to self-report their experience in pre-recorded sessions. This approach is supported by its

non-pervasive nature. Since Improv already involves extremely complex social interactions, the

use of pervasive analysis techniques, such as interrupting a scene, would contribute to distract the

subjects and affect the quality of the results. Furthermore, the quality of the self reports can be

considered of high fidelity, because actors are usually very experienced in self analyzing their works

and performance since it is one their most important training strategies

The retrospective protocol includes two main steps: observation and data coding. The obser-

vation step is implemented as follows. Improv troupes are invited to perform in an environment

specially prepared to accommodate improv exercises in front of a small audience. The space is fully

equipped with video and sound recording devices that do not interfere with the performance area.
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All participants are over 18, have at least some experience performing improvisational theatre and

are reimbursed monetarily and with dinner for the evening sessions.

The observation consists on 4 stages: Pre-Performance, Performance, Individual Retrospective

Protocol and Group Interview :

• Pre-Performance - participants are asked to fill out a questionnaire about their history,

relationship with their troupe and level of expertise. Expertise is measured in terms of specific

metrics, such as training, period for which they have been doing improv and professional

experience (paid work).

• Performance - participants perform three kinds of improv games: Games with no con-

tent restrictions; with low content restrictions; and high content restrictions. Other games

included Party Quirks and Film and Theatre Styles, which are common improv forms.

• Individual Retrospective Protocol - each participant participates in a private interview,

where he is asked to remember and report his participation while watching a video playback

of the group performance. In this step the participants are invited to report what they were

thinking at each relevant moment of the scene.

• Group Interview - follows the same approach of the individual interview, this time with

the whole group. This step is extremely useful for the actors to confront their experience

with the one of their colleagues, detect misunderstandings and the processes by which they

reach agreement.

The data coding consists on identifying relevant data in the combination of the interviews and

performances videos. The goal is to establish a data driven approach to induce a working theory

of cognition in improvisational theatre (improv Theory Domain) that can be used to determine

high level categories for the data analysis.

Early analysis of the coded data produced two main contributions that we will summarize in the

next sections. The Improv Theory Domain that isolates the computational challenges presented

by improv and the definition of a decision cycle to be applied in an improv agent. We will also

detail how these contributions supported the development of a fuzzy knowledge structure that was

used to implement an improve agent that in party quirks scenario.

Improv Theory Domain

From the analysis of the data collected Magerko et al. (2009) defined a domain theory on improv

cognition detected in the experiments that is summarized in Fig.3.14. This theory summarizes the

cognitive challenges presented by improv.

Four different kinds of Basic Cognition were elicited in the studies:
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Figure 3.14: Improv domain theory map

• Inference - frequent reports of performers inferring information about the scene from other

performers actions, more specifically inferring about scene location, improviser’s goals and

knowledge.

• Schema Generation - participants reported the use of schemas for character’s features,

activities and behaviors.

"I was just being a ridiculous caricature of my friends that are obsessed with video

games... kind of anti-social... "

• Mental Imagery - in general, improvisers visualize their environment and consider how it

would affect their actions.

• Decision-Making Strategies - Strategies used to take decisions upon story development.

Game Within Scene - strategies that use rules that emerge from the story. In this

analysis the authors identified two games:

An example emerged for the selection of a particular kind of character prototype.

Ex: "I’m going to be the guy whose opinion differs from them" .This game developed action

around the continued opposition between the characters. Another example emerged from

the reality of the scene. What happened when an actor was playing an invisible man eating

chips? Another actor screamed Ex: "Flying chips!!!" pointing to the chips that were being
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eaten by a player portraying invisible man. From this moment on the invisible can play with

the others by scaring them with flying objects.

In some cases the subjects reported their difficulty in sharing their perspective of the scene.

These reports were included in the Shared Mental Models sub-domain that includes two opposite

states:

• Cognitive Divergence, occurs when the individual mental models of the characters differ

from each other. Two different cases were observed:

Diegetic - when divergence is about facts of the story world. This is probably the most

common form of cognitive divergence in Improv

Non-Diegetic - when divergence is out of the story world. An example may be a misin-

terpretation of the rules of an improv game by one of the players.

• Cognitive Convergence - "the process of establishing cognitive consensus" (Baumer and

Magerko, 2009), although consensus may never be reached either because performers give up,

or refuse to accept the mental model of actors by stubbornness or intended comedic affect.

Normally the convergence process follows 3 steps:

1. Observation of Divergence

2. Repair - Align with other or with himself

3. Acceptance

Narrative Development, focuses on the processes and elements used to create a story in the

observed presentations.

• Story - the content in the narrative

Existents - all sorts of props, people and spaces

Improvisers define characters by how they develop traits (e.g. relationships, goals,

history, physical and mental attributes). Improvisers also report to keep track of the envi-

ronment elements (e.g. location, objects, environment properties, etc...)

Events - what occurs in a narrative. According to (Ryan, 2006) there are 2 two kinds of

events:

Active that affect the story state

Passive don’t affect the story state

• Discourse - how the story is presented to the audience. This includes two dimensions:

Manifestation (the medium in which the story is expressed), this is not much relevant

for this research since it only considers stage presentations.
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Structure - narrative organization, that relates the story with the sequence of events and

other presentation elements. In improv the narrative is created and presented at the same

time in an offer / response process.

The last group of improv challenges corresponds to Referent Use, which are the references that

improv players naturally bring to an improvisation. Two different types of referents were identified

in this study:

• Past experiences - specific language elements or behaviors that are embedded in the actors

acting by its training and previous performances.

• Game rules and conventions - the conditions imposed by improv training exercises or perfor-

mance genders.

Decision Cycle

Another contribution of this work is the analysis of the improv decision cycle (see Fig. 3.15). This

cycle starts with the improvisers reception of new Input(I) that can be either visual, audio or any

other kind of stimuli derived from scene development and its participants. The second step of the

cycle is the Creation step that encompasses the process of extracting knowledge(K) from the input,

perceive the story state(S) and select possible events to add to the story state. Afterwards the

player performs a Selection of the event(E) to be executed. Besides originating a space of rejected

states(R) and a new story state S1 the execution of E is receive by the other performers as an

offer, which is a new input for their decision cycle.

Figure 3.15: Improv agent decision cycle, adapted from (Baumer and Magerko, 2009)
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Fuzzy Knowledge Representation

The Digital Improv’s prototype that is more related to the research in this thesis is Party Quirks

(Magerko et al., 2010a, 2011b) which is inspired in an homonymous improv game. In the real life

version of party quirks one actor plays a party host, while the other actors play the guests. The

audience provides secret quirks or characters to each guest. The task of the host is to guess the

quirks or the secret character for each guest.

Although knowledge disparity and congitive convergence (see Section 3.3.3) can be considered

"an ubiquitous aspect of improvisation"(Magerko et al., 2011b), in Party Quirks these elements

are particularly relevant, since it is the goal of the host to guess the information that is hidden

from him and know by everyone else.

In order to simulate this cognitive disparity one needs to create a knowledge space where diver-

gences and ambiguities can occur, i.e. a space that allows for a multiplicity of interpretations for the

same event. In Party Quirks this was achieved by implementing a fuzzy knowledge representation

(see Figure 3.16).

 Opposing. Like the man who flies uncontrollably, an 
improviser might take a typical behavior for a schema and 
replace it with an opposing idea. A prototype for flying is 
the Superman-style character who is in control of his 
actions; the improviser here instead chose an “out-of-
control” character who was scared of his own abilities.  
 Caricaturization. Another technique an improviser 
might use, as with the video game addict, is to portray a 
caricature of a prototype. Though perhaps less of a "twist" 
than choosing opposing characteristics, it may also be an 
interesting character choice to go for exaggeration. The 
portrayal of a “video game addict” mentioned earlier is an 
example of this, where the improviser picked the most 
salient features for portrayal and exaggerated them.  
 Reverse scaffolding. An alternate take on displaying 
character attributes is what we call reverse scaffolding: 
improvisers initially portray more esoteric aspects of a 
character prototype and slowly offer more exoteric 
attributes as a scene goes on. This technique is most 
common in what we call knowledge disparity games, 
which involve some improvisers on the stage having 
information about the scene that one or more other 
improvisers do not have (e.g., Party Quirks). An 
improviser typically applies reverse scaffolding when 
another improviser is trying to guess the specifics of some 
scene element (e.g., what characters are on stage, the 
setting, etc.) and the improviser providing clues does not 
wish to start off heavy-handed (i.e., big clues early on may 
lead to a premature scene ending). 
 Blending. This type of twist does not involve tweaking a 
behavior within a prototype, but rather combining elements 
from multiple schemata. In this way, the improvisers can 
construct more complex characters rather than relying 
solely on stereotypes. For example, a popular 

improvisation TV show often has characters that are 
blended prototypes, such as “mosquito” and “gets drunk 
off of blood” (de Moraes and Forrest 2001). Blending often 
occurs when an actor is initially imbued with a 
combination of concepts. How to computationally blend 
prototypes is an open research question and has yet to be 
implemented in our work. 
 By using one of these techniques, an improviser can 
therefore make a character more interesting based upon a 
schema (or multiple schemata) as a starting point. This is 
an important aspect of improv, one that relates to both 
basic cognitive concepts such as knowledge representation 
and concepts of character development in narrative. We 
have applied our micro-agent technique to focus on this 
essential component of character development. 
 We have developed a micro-agent that employs the first 
three of these behaviors for portraying a character 
(opposing, caricaturization, and reverse scaffolding) in the 
game Party Quirks. Guests at the “party” share a common 
knowledge base centered on character schemata. One 
common organizational scheme for knowledge about 
characters is for categories of knowledge to be organized 
around prototypes, the focal members that are defined by 
people's judgments of “goodness” of category membership 
(Rosch 1999). Therefore, when considering a “bird,” one 
tends to think “has wings,” “has beak,” “can fly,” etc.—so  
that the image that comes to mind more closely resembles 
a robin than an ostrich. Rather than asking if something is a 
bird, where the determination is a binary true or false, we 
can recognize the “fuzzy boundaries” of categories and 
instead ask how similar a particular instantiation of a bird 
is to our ideal model (Bruckman 2006).  
 We have therefore adapted this concept as well as the 
non-Boolean concept of fuzzy values from fuzzy logic to 

Figure 1. Diagram of character prototypes, their degree of membership (DOM) in attributes, and the translation of DOM values in 
an attribute to an action for an agent to execute. Figure 3.16: This picture illustrates the Knowledge Structure used in the Party Quirks prototype

taken from Magerko et al. (2011b). We can clearly identify the conceptual hierarchy involving
actions, properties and prototypes and the strength of the connections between these concepts.

Characters and quirks are modeled as character prototypes, where prototype refers to "an

idealized, socially recognizable construct that maps to a certain kind of character" (Lakoff, 1999).

Each prototype is composed by a collection of properties. Each property is related to one or more

prototypes with a value between 0 and 1 called Degree Of Membership. Properties are portrayed

by actions. Actions and properties are related with each other by a DOM Range which is an

interval of values within the DOM values. In an example from (Magerko et al., 2011b) a Ninja has

a high DOM value for using a sword and a low DOM value for clumsiness, while a Town Drunk

has opposite values.
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Prototypes are characterized by properties that are communicated by at least one action. Using

the example in Figure 3.16, the property size can be represented by two <action, DOM Range>

pairs: <causes the ground to shake, 0.8-1.0>and <bumps_into_something, 0.6-1.0>. The action

bumps_into_something is also associated to another property clumsiness with a high DOM range

<0.5-0.8>, which in this case can be associated to a Town Drunk prototype. Hence, the same

action can be used to describe different properties of different prototypes. The final result of this

approach is a knowledge structure that promotes the reusability of its elements, variability of the

prototypes presentation and a shared resource for all characters to infer from.

Another relevant contribution of the fuzzy knowledge structure is that it allows to replicate

knowledge disparity situations that are ever-present in improv. An example of a knowledge dispar-

ity scenario, could be one of an agent playing a Dragon that executes the bumps_into_something

to portray the Dragon’s large size and clumsiness, while at the same time another agent inteprets

this action as portrayal of the clumsiness of a Town Drunk.

A way to provide agents with the awareness that such divergences may occur, is to let them

calculate the amibiguity of an action, i.e. a measure of much a prototype can be determined

from a <attribute, value> pair. The ambiguity value considers how much the value for a pair

is distant from the average value of the other pairs for the same attribute and on the number of

other prototypes that can be described by the same attribute. The resulting value is normalized

according to the other pair values of the prototype in order to facilitate comparisons.

Cognitive consensus is achieved through a series of offer / response sequences by which the

guests can display queues about their quirks and characters. The game gets more interesting

as the guests apply different strategies for suggesting their quirks. According to Magerko et al.

(2011b), there are at least three character portrayal strategies that can be used by the guests:

• Reverse Scaffolding - the main purpose is to keep the scene interesting through delaying the

hosts success without breaking the character. The guests achieve this by starting with less

obvious offers, and by increasing the offers accuracy over time. The same is to say, the guests

start with more ambiguous offers and incrementally reduce the ambiguity of their offers over

time.

• Caricature - consists on exaggerating a particular prototype or quirk for achieving a comic

purpose. This is achieved by repeating the selection of actions with very low ambiguity

values.

• Opposing - when opposing, the guests inverts the DOM value for an attribute with low

ambiguity an d includes this new value in his action selection. A possible result of this could

be a barman behaving exactly like a barman except that it has low value for bottle juggling.

The strategies presented above were implemented in a prototype demo presented at the 2011

Chicago Improv Festival were it was used by professional improv practitioners, that could interact
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with a Party Quirks agent. This is still an ongoing research that continues to develop relevant

contributions to the possibilities of improv in AI and vice-versa, recent examples of these are the

contributions to cognitive consensus (Hodhod and Magerko, 2012a) and shared mental models

(Hodhod and Magerko, 2012b).

3.3.4 Back-Leading through Character Status

In "Back-Leading through Character Status" (Zhu et al., 2011) the authors propose a new model

for guiding the user experience on an interactive storytelling application. In this model, the authors

recover the interactive theatre terminology of inter-actors (trained actors that interact with an au-

dience) and spect-actors (participative audience). The interactive storytelling system is addressed

as an inter-actor that guides spect-actor in an exciting narrative experience while transmitting

the sense of control the user. This balance between guiding the experience while transmitting the

sense of following is inspired in the Back-Leading techniques developed by experienced ballroom

women dancers that need to lead the dance while appearing to be following their less skillful male

partners.

Back-Leading through Character Status consists on maintaining a status negotiation with the

user in order to promote the occurrence of status shifts that according Johnstone (1987) motivate

the characters actions and contribute to the audience excitement. This way the system can guide

the user through low status and high status conditions that establish the user action space without

directly forcing the user to take any particular action.

Four different types of status transitions are considered in this model:

• Both lower status

• Both raise status

• One raises while the other lowers

• The status is reversed during the scene

The task of the inter-actor is to engage the spec-actor until the point at which the spect-actor

is willing to take his own actions. The inter-actors’ choice of status postion offers cues to the

spect-actor about its relations with the surrounding environment hence promoting the spect-actor

awareness of the story setting and his role in it.

The above mentioned effect can be explained using the theory of Force Dynamics (FD) (Talmy,

1988) that models "how semantic entities interact with respect to force". FD establishes a frame-

work the includes the concepts of " exertion of a force and the overcoming of such resistance,

blockage of a force and the removal of such blockage, and so forth." It generalizes upon a basic

pattern of two entities, an Agonist (the focal entity) and an Antagonist the exerts force over the

Agonist (see Figure 3.17).
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Agonist!

Protagonist!

Figure 3.17: Theory of Force Dynamics is defined by a Protagonist that exerts force to an Antag-
onist.

An example of an application of the Back Leading through Character Status could be an Inter-

actor (Protagonist) playing to be a police officer that orders a driver (spect-actor and agonist) to

stop the vehicle, thereby exerting a force that leads the driver to stop driving around and prepare

to present his documents. Afterwards the inter-actor could lower his own status by apologizing

"So sorry, Mr. Mayor couldn’t recognize you. I hope there’s no harm done." and as a result offer

a high status transition to the (spect-actor) back-leading him to act like a Mayor without limiting

the spect-actor actions.

3.3.5 Late Commitment and Open World Assumption

A most distinct aspect of Improv is that its participants develop a common understanding of the

story elements as the story creation process goes along. This aspect results from the fact that the

actors have to build upon a story setting that is undefined at the beginning of the creative process.

In The Virtual Storyteller (Swartjes and Theune, 2008), Ivo Swartjes(Swartjes, 2010) focuses

on the problem that arises when an agent has to plan in a storyworld that is not fixed at authoring

time, but it is instead dynamically defined at runtime in favor of a better story development.

A dynamic definition of the storyworld, implies that an agent can add elements to the storyworld

in runtime, e.g. when an agent playing a policeman says "You’ll rotten in this cell...", he is saying

that the there is a cell in the storyworld and that the other actor is in it, without this ever being

completely defined in authoring time.

Two different types of goals are applied to the planning algorithm: Inner Character Goals (IC)

and Out of Character Goals (OOC). Inner Character goals allow to define the behavior of the agent

that emerges from the character’s structure of beliefs and actions, while OOC goals are related

to the agents ability to define properties of the initial state of the storyworld. This distinction is

most helpful when we consider the case in which an agent runs out of active character goals to

explore the storyworld. In this case, the agent can use OOC goals to plan actions that will guide

the agent to add content to the storyworld. The new content will update prepositions about the

storyworld that will activate new IC goals for the agent to pursue. An example could be that of an

agent playing a prisoner that runs out of active IC goals to pursue, detecting that if he adds a new

statement to the storyworld (has, shovel, SELF) = TRUE, he can activate the EscapeFromPrison
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IC goal.

Through Late Commitment (Swartjes, 2010), the agents only establish certain storyworld

prepositions as being FALSE or TRUE during runtime. To achieve this behavior, Swartjes ap-

plied Open World Assumption (OWA) logics. Unlike classic Closed World Assumption (CWA)

logic where every statement is valued as FALSE or TRUE, OWA considers a third value UN-

KNOWN to which every statement is set to, while it has not been evaluated. This allows for an

agent to bring up new elements about to the storyworld that refer to statements that have not been

previously addressed. Going back to the previous example, the value of the statement (location,

object) for (cell, shovel) is UNKNOWN since the beginning of the scene, and because of this the

agent can attribute a TRUE of FALSE value to it without bringing up inconsistencies.

This was not the first time OWA logics was applied in IS. In (Riedl and Young, 2005), the

authors present the Initial State Revision (ISR) algorithm that considers the use of OWA to

evaluate mutually exclusive sets of prepositions. These sets are valued as UNKNOWN at authoring

time. When a set of prepositions is valued as TRUE all the other sets of prepositions that are

mutually exclusive to it are set to false. In the case of the Impro-POP planner (Swartjes and

Theune, 2008) there is no use of mutex sets. In this case the author defines framing operators,

which are also independent sets of preconditions and effects that are used in the OOC dimension

of the planning algorithm. According to its author, framing operators are not used to establish

new facts about the storyworld settings, but rather "a commitment to truth or falsehood of facts"

(Swartjes, 2010).

Another important feature of the Impro-POP algorithm is that it integrates OOC and IC

perspectives with a special regard to its improv grounding. OOC operators are only used in

the planning algorithm whenever the planner fails "to reuse plans already in the partial plans or

choosing new IC operators" (Swartjes, 2010), this way the Impro-POP favors the reincorporation

of previously defined story facts, whenever possible, before adding more elements to it, which is in

line with one of improvs principles of reincorporating material (Imp, 2012).

3.3.6 Discussion

The Improv project at NYU, pioneered in many different aspects, particularly in what concerns

its contributions to the study of believability in virtual characters. Rather than following realism,

believability is related to the user involvement and acceptance of the system rules, and consequently

his willingness to accept that characters have their own life. This is related to the systems ability

to convey the characters’ inner life, through a clear portrayal of the character’s personality through

their behaviors. A relevant contribution to this thesis is the adoption of stochastic decision process

methods to generate believable and non-repetitive behaviors, more particularly in a way to promote

action variability without breaking character’s consistency. Nonetheless, the system depends on

heavy scripting efforts of activities and action to get a character prepared. Furthermore, the
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large quantity of variables that be used to describe a personality and the characters tendencies

brings even more weight to the authoring process. While the stochastic methods seems relevant

for achieving a safe balance between variability and consistency, the authorial burden related to

this approach is challenge that needs to be addressed.

Directed Improvisation is the first approach to IS that fully refers to Improv as source of

inspiration. Its main contribution was the demonstration of how status can affect story variability.

Nevertheless the term Improv Actor seems too ambitious for an agent whose behaviors seem to

be strictly confined in a pre determined story space. Also, the notion of Improv Puppet seems

to be pushing the limits of the improv essence and it can only be accepted in the context of the

extremely vast scope of the improv definition used in this work.

Digital Improv establishes a systematization of the improv process, supported by empirical

research. The improv domain presented identifies the most relevant challenges of an AI approach

to improv and allows us to detect possible research contributions. We observe that the Digital

Improv’s Improv Theory Domain includes the problems raised in the discussion of the challenges of

the three beat pattern presented in Section 2.3, this agreement should be seen has a reenforcement

of the credibility of the analysis process and its results.

In terms of basic cognition the inference of a story state from the semantics implicit in action

is a serious challenge that involves extracting knowledge from the sensory stimuli. This hard

task is present in the first step of the cycle when the Performer extracts K from I to identify a

story state (see Figure 3.15). In our opinion this process is seriously dependent of two critical

design milestones: the development of an inference strategy; and the definition of a Story State

representation, and none of them has a simple nor obvious solution.

Just the Story Sate definition, that is a central element of this model, is not straight forward,

it is domain dependent and just the mere consideration of representing story states collides with

the traditional agent roles that are defined in character and consequently collides with traditional

architectures. This cycle implies the design of an agent architecture that can reason upon character

and story state at the same time.

The Fuzzy Knowledge structure presented in Section 3.3.3 establishes an extremely relevant

contribution towards defining a knowledge structure that can be used by autonomous agents that

aim at mimicking the improv acting behaviors. It defines a knowledge structure that can be easily

extended using crowd sourcing techniques wile at the same time it promotes the reusability of

knowledge in different scenarios, contributing in this way to reducing the authorial burden implied

in the creation of autonomous agents for IS.

Although the approach followed to define this knowledge structure was fully motivated towards

generating character portrayal behavior, we argue that this same structure could be applied to

other entities that are relevant for defining the knowledge space of an improv performance, such

as, relations between characters, locations, objects or even activities. In Section 4.5.2 we propose
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to adapt this knowledge structure to accomplish this extension. We will use it as reference in the

experimental observation and data analysis approach in our research, in order to identify relevant

knowledge entities and the strategies that operate over them that are used to develop tilts in an

improv presentation.

Back-Leading is another good example of how interactive storytelling can extract useful lessons

from interactive theatre and improv. This model sets the basis for a current ongoing empirical study

of interactive theatre which is extremely related to the research presented in this thesis. Status

shifts are presented as opportunities to guide the action directions and elicit audience excitement

which, thereby sharing the same motivation than our research to study status shifts to generate

contributions for the interactive storytelling community. At the time o writing this thesis there are

no more contributions from the research on Back-Leading, nevertheless it is expected that future

outputs will contribute to reinforce the contribution of status and status changes to interactive

storytelling and consequently reinforce the relevance of both researches to the community.

The reincorporation of story material in Late Commitment, is a much relevant adoption of

improv "best practices" to IS as it allows the creative process to be extended from the authoring

stage to the execution stage. One of the reason that makes Late Commitment possible is the archi-

tectural decision that clearly separates in character goals and out of character goals. This division

allows the agents to take individual decisions about the story development without constraining

to the role of the character that they are playing. These are very solid adoptions of improv knowl-

edge. This agent is based on a OOA planner that elaborates long planning decisions, which mimics

the unpredictable state of an improv setting but also a decision process that plans many actions

ahead. Our main criticism on this work is towards its planing approach, because real-life improv is

based on fast and intuitive decision making, not only to provide more creative freedom but mainly

because of the ubiquitous negotiation (offer / response) process, which prevents actors to raise to

much expectations about their future action since at each turn they are dependent on the new

inputs of other actors.

3.4 Summary

Both plot centered and character centered approaches have produced significant contributions for

IS. FAçaDE continues to be the most successful IS system ever developed and autonomous agent’s

research for IS continues to produce relevant AI and HCI outcomes.

Part of FAçaDE’s success results from its story beat representation for defining the plot. The

story beat approach enhances authorial control in a dynamic environment that promotes story

variability. Nonetheless, it is common for a user to experience loss of agency, particularly when

the characters fail to respond to user actions that are not contemplated in the current story beat.

Character centered approaches try to overcome such loss of agency by endowing the autonomous
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agents that play a character with more realistic interactive behaviors.

While the creation of more socially intelligent agents is being achieved it is still made at the

cost of increasing the agent’s authoring complexity. Hence, while character centered approaches

are improving their interaction possibilities, they could largely benefit from a reduction of the

authorial effort.

In Chapter 1, we proposed authorial-agents as a solution for this problem based on a transfer

of the authorial power from the author to the agents. This solution requires the definition of

cooperative processes of story making based on improvisational theatre that could be applied to

autonomous agents. In this context, Improv Project approach to improv analysis presents the

opportunity for assessing the cognitive processes involved in the cooperative creation of stories. In

the next chapter we will present how the Digital Improv approach was adapted for this purpose.
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CHAPTER 4

A Conceptual Model for Story Development Using Tilt

In the previous chapters we presented improv theory and how it could be used to facilitate the

creation of authorial-agents. In Chapter 1, we present improv as the real life cooperative story

making example that is closest to the concept of authorial-agents, because in both contexts the story

results from the on-the-fly contributions of individuals that participate in the story as characters.

Based on this, we argue that since the problem of creating a story in improv is comparable to the

problem of creating stories in a multi-agent context, the creation of cooperative story models for

authorial-agents could be informed by the analysis of real-life improv. In Chapter 2 we advocated

in favor of the use of improv actors as a metaphor for authorial-agents and concluded that the

improv collaborative story creation process used by improv actors is strongly supported by the

tilt process. Following this, in Chapter 3 we underlined the opportunity presented by the Digital

Improv project to assess the cognitive process involved in an improv performance.

In this chapter we report the approach followed to analyze the Improv Project’s video data

(see Section 3.3.3) in order to identify the information used by improv actors to develop stories

and tilts in an improv a scene. The main purpose of this analysis was to use its results to support

the modeling of the cognitive processes involved in improv story creation. Furthermore, given the

relevance of the tilt process on the story development, we aimed at assessing the elements involved

in the creation of a platform and the elements used in the process of tilting it. It is important to

remark that we want to identify and extract relevant information from a complex phenomena in a

subjective environment. This assessment involves an unmeasurable quantity of subjective data, as

such, we can not aim at identifying a complete and indisputable model, but instead an informed

modulation that can be used to explain an generate new phenomena which is very similar to the one

analyzed. We will present the results of the analysis using our own coding approach to the Digital
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Improv data. The coding approach is based on the collaborative emergence theory presented in

Section 2.1.2. Partial contents of this chapter were presented in Brisson et al. (2011a,b, 2013)

4.1 Video Data Description

In this analysis we used video data from the Digital Improv project. The video data was collected

according to description in Section 3.3.3. First a group of three actors was invited to perform an

improv scene. The scene was recorded. After the improv performance, each actor was interviewed

individually. The interviews were taken in parallel, recorded in video and in each interview the

video of the performance was provided to the actors to comment and review their performance.

After the individual interview the actors again in a group interview were they could collectively

discuss and comment on the performance using a the performance video. This group interview was

also video recorded (see Figure 4.1).

Group Performance!

Individual 
Interview!

Individual 
Interview!

Individual 
Interviews!

Group Interview!

Figure 4.1: Data gathering process

At the time of this research the Digital Improv video repository included more than 70 hours

of performance and interview footage(Magerko et al., 2010b). From this collection we selected the

videos of the two scenes (Scene A and Scene B) with the best story examples. In Scene A, 3 actors

were asked to perform a 3 minutes long scene and produced a 3 minutes 38 seconds scene with 65

actor turns. Scene B was performed by 3 other actors, that were asked to perform a 3 minutes

scene of "three college friends at the zoo" and produced a 4 minutes 25 seconds long scene (see

Table 4.1).

In scene A, the action starts with two man discussing the benefits of fair trade products. Both

characters develop a routine in which they emphasize the benefits of fair trade to the world. The

routine is broken when a third actor enters scene as a fair trade worker asking for food. Full

transcription and analysis for scene A is provided in Annex A.

Scene B takes longer to develop than scene A. The actors quickly establish a platform of three

college "buddies" where one of them is a rule follower who criticizes his friend whenever they break

any rule. This routine is only broken further ahead when they find out that the "go by the rules

character" is being a victim of domestic abuse, shifting the whole story direction and the characters
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Scene A Scene B

Number of actors 3 3

Constraints 3 min 3 min; "three college friends at the zoo"

Scene length 3min 38s 4min 25s

Interviews footage 98 min 108min 37s

Number of actor turns 65 76

Table 4.1: Two scenes were analyzed, Scene A and Scene B. Each scene was performed by three
different actors. In Scene A the actors were asked to perform a 3 minutes long scene, the final
scene took 3 minutes and 38 seconds, the interviews summed up to 98 minutes of footage and the
interaction between actors resulted 65 different turns in which an actor intervened. Scene B had
an extra constraint that suggested the actors to be "three college buddies at a the zoo". Scene
B took 4 minutes 25 seconds, 108 minutes and 37 seconds of footage were collected during the
interviews and the actors interventions added up to 76 actor turns.

Tilt Example (Scene A) Tilt Example (Scene B)

Buildup Two actors (1 and 2) emphasize how ac-
tor 1 is saving the world reselling Fair
Trade products. .

Three actors (4, 5 and 6) Actor 6 acts
as "serious no fun guy" that teaches his
friends how to behave in public places.

Tilt <Actor 3 enters as Fair Trade worker>
Actor 3 - Please feed me!
Actor 1 - <fails to explain himself>

Actor 5 - <towards Actor 6>
Does she (Actor 6’s wife) hit you?

Effect Actor 2 - <shocked at Actor 1> Actor 6 -I don’t want to talk about it
guys... <avoids eye contact>

Table 4.2: Tilt examples from the scenes analyzed. In Scene A the a tilt occurs when the actors
break a routine in which they overvalue the benefits of fair trade when they introduce a fair trade
worker that starves. In Scene B the tilt occurs when the character that was always playing as a
role model is found out to be a victim of abuse.

relations. In Table 4.2 we provide examples of tilts that occurred in these scenes. Full transcription

and analysis for scene B is provided in Annex B.

4.2 Approach

In Section 2.1 we present improv as "a form of unscripted performance that uses audience sug-

gestions to initiate or shape scenes or plays created spontaneously and cooperatively according

to agreed-upon rules or game structures" (Seham, 2001) and as "the creation of an artifact with

aesthetic goals in real-time that is not completely prescribed in terms of functional and/or content

constraints"(Magerko et al., 2009).

The task of assessing the information used in an undetermined, creative and collaborative envi-

ronment presents many challenges, among these is the fact that acting conveys a lot of non-verbal

and subjective information that can lead to ambiguous interpretations of the same actions. Such

information is present in the actors’ mental process and can not be directly assessed. Furthermore,

the spontaneity inherent to an improv performance does not allow for pervasive interruptions that

55



Chapter 4

could be used to enquire the participants in loco. This is why we can not use the immense collection

of improv performances available online to accurately identify the cognitive processes involved in

improv nor use classical approaches to extract statistical relations from them, because they do not

have any information about the cognitive processes and the subjective elements of improv.

At the same time, the development of a computable conceptual model for story development in

improv requires objective information that can be directly mapped into computational represen-

tations. Previous IS research inspired on improv (see Section 3.3) rely on shallow understandings

of the improv phenomena. While such approaches produced significant contributions, the effort

made by the Digital Improv research project to collect video data results in a data collection that

contains not only the improv performances but also the individual comments of each actor and

the discussions of the scene development process between the actors. (see Section 3.3.3) The size

of the data sample does not stand for the whole improv phenomena, nonetheless, it is clear that

this data is far more descriptive of the mental process associated to it than any other data source,

making it an unique data source for detecting and resolving some of the most relevant ambiguities

between the individual and collective perspectives of the actors about a scene.

The specificities of the video data, such as its size, the spontaneity of the performances recorded

and the details about the actors’ cognition, allow for deep understanding of the recorded phenom-

ena. We argue that this understanding can be used to generalize a conceptual model for story

development in an improv context. Similar to a grounded theory approach (Glaser and Strauss,

2012), designed to understand complex social phenomena, instead of deducing conclusions from a

large data source, we propose to induce a conceptual model that fits the behavior of smaller and

very detailed detailed data, where every elements of the model is clearly supported by the data

source.

TranscriptionScene 
Video

Transcribed 
Scene Coding

Interviews 
and Scene 

Videos

Figure 4.2: The first step of the analysis process was to transcribe the video scenes divided by
actor turns. Afterwards the transcriptions were annotated according to the info provided by the
videos using our coding scheme.

Figure 4.2 presents an overview of the analysis process, which started with the full transcription

of a scene. Each actor turn was transcribed in detail. Afterwords each actor turn was annotated

with the variables for each platform element using the coding scheme specially designed for this
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Platfrom Elements Variables Annotated

P (Proposed) When any variable is presented to a scene, it is la-
beled with P on the frame of the actor that proposes
it.

R (Received) When an agent proposes a variable, the other agents
interpret it and register the result of this interpreta-
tion with the value R.

A (Altered) If the scene development leads into a state in which
the value of an R variable is no longer consistent,
the agent modifies its value to a possibly consistent
value and marks it as A.

C (Confirmed) When a variable is addressed by an agent other than
that which originally proposed it or when a variable
is repeatedly proposed or very strongly proposed, the
variable is marked as C.

Table 4.3: Coding scheme

purpose and with annotations from the observer.

Our approach for identifying objective data about the platform elements in such an ambiguous

and unstructured environment using video data from each actor’s perspective and their discussion,

relied on two assumptions: principles:

• Explicit data assumption - the coding approach should discard all the ambiguous informa-

tion that seems dependent of subjective interpretation and only consider information that is

clearly presented during a scene, information confirmed or given by the actors in the post

performance interviews.

• Tilt relevance - since tilt is considered by practitioners as the main element of story develop-

ment in improv, we argue that a computational model of story development based on improv

requires a strongly supported representation of a tilt function. In order to get this support,

the data coding should be focused on the assessment of the cognitive processes used in tilt.

In order to avoid the misinterpretation of implicit information in the annotation process, we

consider each improv actor as a virtual agent whose knowledge over the scene is completely provided

by the explicit interactions with the other agents. We consider as explicit interactions the content

of dialogues and clear mimics. Furthermore, we use the interviews to confirm information that

could be annotated whenever possible.

We defined a data-coding scheme based on collaborative emergence (see Section 2.1.2) to be

applied in transcriptions of improv scenes (see Table 4.3). The story elements annotated with our

coding-scheme are organized according to the platform elements of who? what? and where? (see

Table 4.4) and included into one of two kinds of data sets story frame and dramatic frame. Story

Frame is the individual perspective of an agent that includes all the unconfirmed story elements

that it considers to exist in the scene. Whenever a Story Frame element is confirmed by another
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Platfrom Elements Variables Annotated

Who? Characters (name, occupation, habits, physical at-
tributes, other attributes)
Relations (affinity, status)

What? Activities (subjects, targets, props)

Where? Location (scenario elements, props)

Other Explicit Offers (Subject, Variable, State)

Table 4.4: Annotated platform variables

agent or clearly reinforced by the agent that proposed the element, the value associated to the

elements is passed to Confirmed (C). Only confirmed elements are sent to the dramatic frame.

At each turn, each variable present in each story frame is annotated with the corresponding

code. We are able to annotate which elements compose each individual story frame and also which

of those elements take part in the shared dramatic frame. Figure 4.3 shows the coding sequence

for a regular offer / confirmation interaction. The interaction starts with Actor A proposing an

element from his story frame. To do this A executes an offer. B interprets A’s offer extracting from

it the new elements to his story frame. We code these elements in B story frame with a received

value. B’s story frame influences his response as he tries to confirm the received offer. B confirms

to A. When A receives the values offered by B we consider that both actors have confirmed values

for the elements corresponding to A’s offer and B’s response. The confirmed values in both story

frames are sent to the dramatic frame.

 Dramatic Frame!
DF
(1)!

Actor  A! A(1)!

Story Frame A! SF
(1)!

B(1)!

SF
(1)!

!!"#$%!

A(2)!

SF
(2)!

!&
'(

)%
*
+,
'(

!
!Actor  B!

Story Frame B!

-'.(.+%/!0+12+,'(!

A(3)!

3%'4'2+5! &'()%*$/!

Figure 4.3: Coding sequence for a regular offer confirmation interaction
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4.3 Analysis

The approach described in the previous section was applied to the two scenes with the best tilt

examples from the data collection (see table 4.1). According to Table 4.5 and Table 4.6 the final

annotations included 166 variables annotated for Scene A and 262 variables annotated for Scene

B. These variables were distributed along the story frame of each actor and the collective story

frames on each performance. The variables annotated were platform variables (Location, Activity,

Characters and Props), constraints (such as the pre-determined scene length) and also the relations

between the characters that includes annotations about status transitions and relation types, such

as friends, clients, among others.

Actors
Total

D1 D2 D3

Constraints 1 1 1 3

Location 3 2 2 7

Activity 14 13 12 39

Characters 23 23 23 69

Props 10 10 10 30

Relations 6 6 6 18

Total 57 55 54 166

Table 4.5: Quantification of the variables annotated for each actor’s story frame in Scene A.

Actors
Total

D5 D6 D7

Constraints 2 2 2 6

Location 6 6 6 18

Activity 30 30 28 88

Characters 27 27 27 81

Props 15 15 15 45

Relations 8 8 8 24

Total 88 88 86 262

Table 4.6: Quantification of the variables annotated for each actor’s story frame in Scene B.

4.3.1 Tilt Occurrences

Following our tilt working definition (the proposal of a new story direction by introducing a signif-

icant change in an established platform, see Section 2.1.4), we annotated every instance of a tilt in

the analyzed videos. We observed that more than one tilt happened within each scene, although

for both scenes there was a tilt that had a greater impact over story development than the others

(see Table 4.7).
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Tilt Occurrences (scene A) Tilt Occurrences (scene B)
Weak Tilt 2 1
Strong Tilt 3 1

Table 4.7: Tilt occurrences

Turn Actor Action Comments

1 D1 < is using a sort of broom on the
floor>
<making a scratchy noise>

D1 proposes "breaking leaves" in
a garden
D2 sees a sort of indoor mainte-
nance

2 D2 <opens a door>
<walks to the middle, informal,
relaxed>
Hey! How are you?
Gotta get that Cup of Joe

D2 proposes Coffee Shop
D1 receives as being inside

Table 4.8: Non consensual location example

4.3.2 Location Divergence

In scene A, we found evidence of a tilt that occurred without a shared value, between actors, for

"Location" (i.e. there was no value for "Location" in the dramatic frame). Furthermore, the value

within the story frame of each of the two actors, playing the two main characters was inconsistent

at the moment the tilt occurred. In this case one of the actors performed the whole scene thinking

he was in a coffee shop while his partner was not even sure if he was indoors our outdoors. Table

4.8 describes how this divergence results from the misinterpretation of an action gesture of one of

the actors.

The scene starts with Actor (D1) performing what seems to be a "sweeping" gesture. In the

post-performance interviews, his partner (D2) reports that he interpreted D1’s gesture as some

kind of indoor maintenance, while D1 reports that he was breaking (sweeping) leaves in a garden

and got completely lost about the scene location when D3 started acting like if they were indoors:

"Where are we? Does he think I was mopping?" This way D1 was forced to alter (A) his own

activity and location to an unconfirmed value that could possibly be consistent with his partner’s

frame. Even though this divergence in their mental models was maintained almost until the end,

the scene developed a good tilt. The resulting individual frames are presented in Table 4.9.

The final annotation of two short scenes with 3 characters included the annotation of 428

story elements. The interview videos not only facilitated the confirmation of some elements, but

also allowed to detected elements that weren’t easy to perceive from the performance videos.

Nonetheless, the possibility of using these videos exponentially increased the size of the video data

to be analyzed, which increased the duration of the coding task.

The final coding allows us to isolate a relevant part of the explicitly confirmed knowledge used

in each moment of the performance. A preliminary analysis allowed us to observe that a tilt can
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D1 Story Frame D2 Story Frame Function

Activity D1 Mopping (A)
(Breaking leaves (P))

D1
Maintenance (R)

Platform Buildup

Location Inside (A)
(Outside(P))

Inside (P)
Coffee Shop(P)

Props Mop(A)
(Rake(P))

Table 4.9: Sub-set of the actor’ story frames at Turn 2. D2 received (R) D1’s activity as mainte-
nance and proposes (P) Coffee Shop for location. D1 is forced to alter (A) his previous proposed
value for location.

Story Step Priority
Platform Buildup Create a Platform
Tilt Buildup Unbalance the established platform and ride it.
Problem Unbalance the established platform significantly and ride it.
Denouement Balance the story elements in order to slow down the action, and tight

loose ends.

Table 4.10: Story steps primary goals

occur without an established value for location. We also detected the occurrence of several tilts in

each scene, which goes in line with Johnstone’s notion of weak and strong tilts presented in 2.1.4.

In the next sections we report how we used these results as a input to define a conceptual model

of a cooperative story process for authorial-agents and analyze the strategies used to produce a tilt.

The conceptual story development model included in the next section was presented in Brisson

et al. (2011a).

4.4 A Conceptual Story Development Model With Tilt

Our first observation when approaching the definition of a conceptual story development model for

authorial-agents based in improv was that players have different concerns over story development

during a performance. An example is the concern about adding elements to the environment at

the beginning of a scene, while at the end they are more concerned about establishing relations

between all the elements presented in the scene, or the need to resolve a problem presented in the

story. We call the story moments with distinct player concerns story-steps. In the analyzed scenes,

we observed four different story-steps, each one with a distinct priority (see Table 4.10).

The four story steps were the first high-level elements for the definition of the conceptual model

presented in Figure 4.4. In the following subsections we will detail all the elements of this model

and the observations that led to their definition.
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Figure 4.4: Conceptual story development model using tilt

Inputs Output
Current Platform
Agents Frame
Dramatic Frame

New Platform Elements
New Platform Restrictions

Table 4.11: Platform offer

4.4.1 Platform Buildup

The first step is where players create a platform and establish a routine. In scene B (see Table 4.2),

player 6 reports the definition of his character (who?) in the established platform at the beginning

of the scene before the occurrrence of the first tilt: "this is where I thought I was going to be the

guy that plays by the rules. In this relationship of 3 guys from college I’m gonna be the dork.".

Platform buildup includes two main functions: Platform Offer and Platform Exploration.

Platform Offer

Platform offer is used to add content to a story, such as character definition, story context, scenario,

and other, with the goal of defining a platform that extends the space of possibilities in a story. The

search for a platform offer is mostly associative and should use elements from the agents’ perceived

story frame. An example of this occurs in scene A when one of the players comments "Hey, looks

like you guys got a new line of muffins this morning," offering the existence of a muffin table in

the scene. Explicit offer rejections can also be seen as offers of elements that can not be added to

the scene. This requires the goal of building a platform that does not include the proposed offer

(platform restriction), which means that a rejection may also be a platform offer.

Platform Exploration

It is the use of story elements within the current dramatic frame without adding any new story

development. This function is recurrently used in every step without a direct impact on the story
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Inputs Output
Dramatic Frame Character Action

Table 4.12: Platform exploration

Inputs Output
Current Platform Target Platform

Tilt Variable

Table 4.13: Tilt offer

development either when a player finds no alternative or just wants to establish a relation with

the scene elements An example of this is when a character in scene A offers a muffin to another

player "Here, have a muffin man. They’re delicious." These can be considered as default actions

whenever no relevant action can occur.

4.4.2 Tilt Build Up and Problem

These are very similar story steps, which are responsible for breaking the routine. In both analyzed

scenes we observed that a larger tilt occurs after the initial tilt that breaks the established platform.

This larger tilt leaves a heavier mark on the scene and represents a nuclear problem to be addressed.

This is in line with Johnstone’s notion of minor and major tilts. Minor tilts are part of a buildup

that moves the scene towards an inevitable major tilt. Player 6 from Scene B reports the occurrence

of two different scene changes. The first tilt which we identified as a part of Tilt Buildup results

from an insult of one of his friends to his wife: "Yeah and I wish you didn’t have that wife and those

children!". Player 6 comments this insult: "The scene is now shifting into something else, (...)

where dealing with my wife which he doesn’t like. I’m thinking should I not like my wife or should I

like my wife? And that’s going to base my opinion about what he said." From this moment on, the

scene develops around player 6’s wife with growing conflicting opinions about her which end up

leading to the offer "Does she (wife) hit you?" at this point player 6 reports: "Now this is turning

into a big tilt, which is a term for when a scene just takes a big turn into turning something else.

A Big offer." We detected two main functions in these steps: Tilt Offer and Tilt Riding.

Tilt Offer

Given a platform as a set of story variables that represent the who? what? and where? story

values, a tilt can be seen as the transformation of a story platform, and its variables, into a

new platform that is similar enough to avoid unresolvable inconsistencies and at the same time

significantly different in some crucial variable sub-set (Tilt Variable). Following this perspective

we define tilt offer as a function that brings new content to a platform with the goal of unbalancing

it and present a tilt variable.
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Inputs Output
Current Platform
Agents Frame
Tilt Variable

New Platform Elements or
a Platform Exploration fo-
cused on the Tilt Variable

Table 4.14: Tilt riding

Inputs Output
Inconsistent story ele-
ments

Platform element that
justifies the inconsistent
state.

Table 4.15: Tying loose ends

Tilt Riding

Tilt Riding differs from platform exploration because it is not just a casual exploration of a plat-

form, but an exploration of the platform elements that are more directly related with the tilt

variable, with the purpose of increasing its importance and the characters attachment to it.

An example of tilt riding in scene B occurs after one player insults player 6’s wife "Yeah and I

wish you didn’t have that wife and those children!" and the scene grows with new elements related

with the new variable "player 6’s wife". Other players keep adding elements to the scene against

player 6’s wife, while he purposely fails to counter them. They start by finding her ugly, "manish",

too tall, "mammoth shewoman", until they reach the new tilt where they offer that she hits player

6. Player 6 accepts this tilt and rides it by exploring the fact that he is a victim of abuse "I started

acting like abuse victims act", changing his character.

4.4.3 Resolution

This is the step where players attempt to resolve the tilt reasons in order to make the action come

to an end (e.g. "at this point the clock in my head is going off. This should be wrapping up we

should be finishing this scene.").

Tying Loose Ends

This function aims at slowing down the pace of a story after its conclusion in order to bring it

to an end. In example A one player took advantage of the fact that everybody in the scene was

drugged to justify the cognitive divergence state generated from his initial activity. "Oh my god!

You’ve drugged this entire firm. No wonder I was breaking leaves in the break room." This is

also inline with improv theory "A pointless story is one in which the recapitulation is missing or

bungled, whereas a perfect story is one in which all the material is recycled" (Johnstone, 1999).

This function does not necessarily add new elements to the scene, but rather gives more importance

to the definition of causality links between inconsistent or isolated story elements and the story.
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Figure 4.5: Platform elements representation

4.5 Tilt strategies

One of the main goals of our data analysis was to assess how story elements are manipulated in a

tilt process. As we have seen earlier, tilt is a process that operates over a previously defined story

platform. It manipulates story elements, unbalancing the platform and providing movement to

the story. Therefore, before advancing with the creation of a tilt function that operates over the

platform properties, we had to formalize a representation for a platform.

4.5.1 Platform Representation

We consider a platform as a collection of elements that establish the characters who?, activities

what? and location where? of a scene. In our data analysis we observed that in Scene A all the

tilts occurred without a commonly established where?. Although further analysis of more improv

scenes are needed to take conclusions from this particular occurrence, this observation suggests

that where? contributes to a platform definition but may not be essential for the tilt process. We

argue that location’s contribution to story development is similar to contribution of props (objects

that exist on a scene). Props and location help to add more associations to the story elements,

in order to feed the actors process of adding elements to a scene. The essential elements for

representing a platform are the characters and their relations who? and a common understanding

over the activities being performed (what? ). Elements describing location and objects are helpful

for associating new elements to a scene but are not necessary for tilting a platform, at least in the

examples analyzed.

Based on this, we propose that the knowledge structure used by improv agents to represent a

platform should include four elements: who?, what?, where?, and props, and tilt processes should

be primarly directed towards who? and what? elements (see Fig.4.5).
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Figure 4.6: Platform elements instantiation

4.5.2 Knowledge Structure

Each specific platform is a unique combination of different instantiations of platform elements.

Like in improv, there are no restrictions to the possible combinations of these elements in a plat-

form. Nevertheless, some combinations of platform elements present stronger associations between

elements than others. We follow the principle that some platform elements are more likely to occur

in the same platform (co-occur) than others, e.g. the activity of eating is more likely to occur in a

restaurant than in a work meeting. Two platform elements that are very likely to co-occur have a

strong value associated to their relation, while platform elements that are very unlikely to co-occur

have weak values associated to their relation. We represent this particular aspect with a Degree

of Association (DOA), which represents a strength of the association between two elements. An

example of an instantiation of platform elements related to a coffee shop is represented in Fig.4.6.

The instantiation of platform elements is made by executing the actions that portray them.

As such, we need to establish a relation between the actions and the platform elements used. Our

complete approach for the knowledge structure used in the analysis is described in Figure 4.7. It

is an adaptation of the character prototype structure used in the Digital Improv Project’s Party

Quirks system (Magerko et al., 2011a), where each element is characterized by a set or properties,

e.g., a coffee shop can be characterized by being crowded, or an activity of drinking coffee can be

characterized by being a lonely activity. The strength of the relationship between the elements

and the attributes is represented by a DOM (non-boolean Degree Of Membership of an element

belonging in a given set). The main purpose for DOM in our case is to provide a value for the

importance of a property in the definition of an element.

For each property there is a set of actions portraying it. The relationship between a property
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Figure 4.7: Knowledge structure for tilt analysis

and each of the actions that portray it includes a Range, which is a probabilistic distribution of

how much an action portrays the corresponding property. Range is used to provide more variability

when selecting an action to portray a property.

Relations between elements’ properties include a value for inconsistency, which represents the

strength of how much the semantic value of a property conflicts with another. The need for this

representation is related with our observations of improv actors. In some particular examples,

actors intentionally mix elements with semantic inconsistencies in a scene.

In the next subsections we detail two status strategies that were detected and analyzed in scene

B from our data.

4.5.3 Tilt: Status Shift

In scene B actor A builds up the character of a "serious no fun guy" by repeatedly correcting

his friends about how they should behave in a zoo. We could consider "serious no fun guy" as a

character prototype that has properties of "respecting rules," "set an example," "patronizer". We

observed that by portraying this character actor A raises his status over the others.

This platform is maintained for awhile, until the moment in which actor B looks aggressively

at actor A saying "I don’t have a wife and i don’t have children, like you do!". Now actor A is

being criticized instead of criticizing. Actor B continues "And i wish you didn’t have that wife

and those children!". In the post performance interview actor B reports "...i decided to endow him

with a horrible wife". The scene changes, now actor A is no longer the "serious no fun guy" that

tells others what to do, but the unlucky buddy that got married to the wrong woman. Player A

status drops provoking a status shift from a high value to a low value.

Based on this we consider that a tilt agent using a status shift technique could follow these

steps:

1. Detect if a particular actor is gaining relatively more status than the others. Define that

actor as a target.

2. Endow the target actor with properties of a low status character prototype (ex: Married to

horrible wife)
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3. Endow the non-target actors with properties of a character prototype with higher status than

character selected for target actor.

4.5.4 Tilt: Property Inconsistency

This example is a minor tilt that occurs in scene B, where at an initial step player A endows himself

with the prototype of a zoologist. Following our knowledge structure approach this means that the

zoologist (platform element for who?) is associated to player A. Supposing that in the knowledge

base a zoologist has the property of respecting animals with a high DOM associated. Although

"respecting animals" is a property with a high DOM to Zoologist it can not be immediately added

to the platform, because it has not been addressed yet. Further on, player A endows himself the

attribute of not "not respecting animals", by saying "animals are lesser than humans," which is

an action that portrays "no respect for animals." This action has a negative value for consistency

with "respects animals", which is an attribute with a very strong DOM associated to the zoologist

prototype enacted by player A. Now player A is a zoologist that does not respect animals, and this

tilts the action because now there is a property that breaks the normal "routine" of a zoologist,

which can be explored.

In this case a tilt agent using our knowledge structure would create a tilt by endowing a

character with a property which is inconsistent with a who? element of the target character. We

consider that an agent performing this technique would follow two steps:

1. Select a property of an active who? element with a high DOM value that has not been

addressed.

2. Select an action that endows the character playing the who? with a property that is not

consistent with the property used in the first step.

4.6 Discussion

The retrospective protocol approach followed on the collection of Digital Improv’s data, produced

a unique source of information about the improv process in terms of the information about the

actors cognitive process that can be extracted from it. We approached this data from a bottom

up perspective that allowed us to induce a conceptual model of story development.

The approach of annotating story frames and drama frames, allowed us to observe the consti-

tution of each story platform along a story. This annotation was particularly useful for detecting

that not every platform element has to established when a tilt a occurs and to detect the main

transformations on the individual story frames when a tilt occurs.

Every element of the story development model and of the tilt formalizations is supported by

video data and consistent with the improv theory principles presented in Chapter 2. Adding to
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these we had the concern to use a clear and objective terminology that could has much as possible

be represented in computational terms. One should note the effort made to establish a consistent

relation between platform elements, which is much similar to a knowledge base structure. This

allows us to argue in favor of the potential of the model in our research. The consistency of the

model with improv theory supported in the experience of practitioners is also signal of the potential

of the model to be generalized.

As any grounded theory, the results of this analysis could be improved. We believe that this

could be achieved by repeating the analysis process with more observers. From the results of this

observations, new elements could be found and more importantly, stronger results could be be

inferred from the analysis the similarities between different annotations. We do not propose our

model as a unique general solution, but rather as an informed and data supported model that is

consistent with our data and with general improv theory, bringing more insights about the process

and a representation that is concerned about facilitating a computational representation of the

model.

4.7 Summary

The functions identified in the conceptual model for story development presented in this chapter

establish an agenda for implementing a collaborative story model for authorial-agents. The im-

plementation of this research agenda includes a large number of AI challenges for years to come,

most of them already identified in Section 3.3.3.

Given the relevance of the tilt process and platform representation in this model, we decided

to start this agenda with a formalization of a platform representation and an analysis of the tilt

process. In the next chapter, we report how the platform formalization was used to define a

knowledge base structure for authorial-agents and how this knowledge base was used to in the

implementation of authorial-agents that execute the tilt strategies identified in this chapter.
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CHAPTER 5

Tilt Agents Implementation

The implementation of an authorial agent prototype for tilt respected three main concerns:

• computational implementation of the two tilt strategies detected in the data analysis.

• mapping of the concepts used in the tilt analysis.

• authoring concerns: allow an easy manipulation of the knowledge base content and its ex-

tensibility.

In order to maintain the focus of research in the tilt mechanism using just the knowledge

inferred from explicit actions, we introduced some simplifications in the implementation scenario.

We minimized coordination and dialogue issues by considering a scenario of only two agents,

instead of using three actors like in the analysis scenarios. The agents take alternate turns to

execute an action. We also simplified the offer/response process by not considering offers that

endow elements to other characters. An agent can infer story elements from the actions of the

other agents, but only takes actions to influence location, props, their own activities and their own

characters. Cooperation is perceived when an agent accommodates itself to his perception of the

other agent. Some elements of this chapter are also reported in (Brisson et al., 2013).

5.1 Architecture Overview

Figure 5.1 presents an overview of the tilt agent architecture. Whenever an action is executed in

the story world, the emergent frame updates a list of story events. Each story event is identified

with a unique ID and contains: the action executed; a reference to the subject that executed the

action and the turn at which the action occurred.
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Figure 5.1: Tilt agent architecture

Plaftorm Elements Collection

Characters Activities Location Props

[Id, Conf, Turn] [Id, Conf, Turn] [Id, Conf, Turn] [Id, Conf, Turn]

Table 5.1: Platform elements collection

The Assumption Engine (AE) uses the last event to retrieve, from the Improv Knowledge Base,

the platform elements that are most related with the event. The inference mechanism used in

this step produces a collection of platform elements organized by lists of element types (see Table

5.1). Each retrieved element is identified with an Id value, the Turn at which the assumption was

generated and scored with a Confidence value. The Confidence value represents how much the

agent believes that the element is part of the scene at given turn (details on section 5.4).

Afterwards, the AE merges the new assumptions with the previous assumptions updating the

confidence value for each element (details on section 5.4.1). Elements with a confidence value above

an acceptation threshold for more than one turn are sent along with their confidence values to the

Platform Elements collection, which represents the agent’s perspective over the story platform.

Using the Dramatic Frame as input, the Narrative Action Selection can detect if a platform is

established or not, and based on that decide upon which narrative action to take (propose platform

element, confirm element, tilt offer, tilt riding, etc...). Afterwards the Behavior Selection compo-

nent selects, from the improv knowledge base, the action behavior that represents the previous

options. In this implementation the Behavior Selection component was simplified to select the

action that most strongly portrays an element, without repeating actions.
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Figure 5.2: Knowledge structure

5.2 Knowledge Structure

The representation of Action, Property and Platform Element, in the Improv Knowledge Base,

maps the model used previously in the tilt analysis, with the exception that their relations can

now be quantified with fractional values between 0 and 1 (see Fig 5.2).

During the process of populating the knowledge base we observed that the properties used

to describe activities were not very related with the properties of other elements and would not

contribute to the tilt functions. We simplified the relation between actions and activities with a

direct relation ATA (Action To Activity). ATA also includes a fractional value between 0 and 1,

that represents how much an action can be used to describe an activity. This also simplified the

process of populating activities.

Because of its complexity, the effort of creating a specific dialogue system for this prototype

would cause our research to diverge from the main goal of isolating the study of tilt. We introduced

a relation between actions called Expectations, which is used to represent how much the agent

performing an action expects a specific range of actions in response. This way an agent that is

expected to respond to another agent’s action can choose between the possible responses those

that better match his portraying intentions or even reject to respond.

The representation of the relations between characters includes two dimensions: status and

blending. Status is represented with a value ranging from -1 to 1. The absolute value of status

represents the status distance between two characters while its negative or positive values are used

to define the direction of the status. E.g. a status of -3 between A and B, means that A as a lower

status than B with a distance of 3, while a status of 7 between C and D means that C has a higher

status than D with a distance of 7. Blending is a rough measure of how much an agent portraying

a character can start portraying another specific character maintaining consistency. E.g. a Father

character prototype has a low blending value with the Son character prototype, because it is not

much expected that someone behaving like a Father suddenly starts behaving like a Son. This

approach bootstraps the implementation of a conceptual blending mechanism (Fauconnier and

Turner, 2003) which happens when two different concepts that share the same knowledge space are
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Figure 5.3: Screenshot of the KB menu for populating DOA

use to define a new idea or concept. Such, implementation could consist on developing functions

that would generate new platform elements by gathering their properties in a new platform element

and recalculate the corresponding DOM values. This would require further studies on the subject

of conceptual blending that would take us beyond the scope of our research on tilt, nonetheless it

presents a much relevant challenge for future work.

5.3 Populating Improv Knowledge Base

The knowledge base was populated by the developers using a visual tool (Fig. 5.3). The tool

was specially developed for configuring the improv knowledge base. All the data is maintained

in a relational data base management system using MySQL (see EER Model in Figure 5.4). The

data base implements the knowledge structure for the improv knowledge base. It is possible to

configure all the concepts and relations from the knowledge structure. It also allows to preview the

results of the inference functions, or simulate sequences of assumptions. Details on the inference

and assumptions update functions will be addressed in the following sections.

5.4 Assumption Engine

The assumption engine implements two main functions: Knowledge Inference (Fig. 5.5) and

Assumptions Update:
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Figure 5.4: EER diagram of MySQL implementation

Figure 5.5: Inference strategies

Knowledge Inference

Knowledge inference consists on using the actions performed in the story world to retrieve from

the improv knowledge base the story elements associated with the given action. The output of this

function includes a confidence value between 0 and 1 for each retrieved element. We implemented

two inference strategies: hierarchical inference and associative inference.
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Hierarchical Inference Hierarchical Inference receives actions as input for retrieving platform

elements following two steps. First it retrieves all the properties related to the given action using

the range value. Afterwards, it retrieves all the platform elements related to each property. The

Inferred Confidence IC value for each inferred platform element e is a weighted average between

the Range that relates the action a executed and the property p inferred, and the DOM values

used to infer e from p:

IC(e) = αRange(a, p) + (1− α)DOM(p, e), (5.1)

where 0 ≤ α < 0.5. The rationale behind this weighted average is to give more impact to the first

step of the inference, which is more accurate than the second step that builds upon the first step

results.

In the particular case of activities inferred using ATA the inference process is more straightfor-

ward and the IC value corresponds to the ATA value.

Associative Inference Given any platform element a, an associative inference returns all plat-

form elements that might exist in the same story platform. The final IC value for a platform

elements b resulting from an associative inference of a is a weighted average between the inferred

confidence value of a and the DOA value that relates both elements:

Confidence(b) = αConfidence(a) + (1− α)DOA(a, b) (5.2)

where 0 ≤ α < 0.5.

5.4.1 Assumptions Update

At the end of each turn, each agent calculates an Updated Confidence UC value for each element

in the emergent frame. This value considers the IC values of a given element in each turn. Since

whenever an actor makes a new offer in a scene he can reject or confirm the previous offers, we

follow the rationale that the new IC values have a bigger contribution to the UC than the others.

Based on this, we calculate the UC using a weighted average between the last IC for that element

and the average of all its previous IC:

UCn(e) = αICn(e) + (1− α) ¯IC1:n−1(e) (5.3)

where n = number of turns when e is a platform element belonging to Locations or Props and

n = number of subject turns when e belongs to Characters or Activities. α < 0.5.

One should note that since the agents do not make offers to affect the other agents, the UC for

characters or activities only considers ICs from the turns in which the agent that performed the
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Figure 5.6: Offer / Confirmation sequence for a strong offer with a strong confirmation.

action took any action. It is also in this step that agents calculate a Confidence Increment (CI) for

each UC, which is the difference between the new UC and the previous UC for an element. This

value is used to detect the main changes in a platform and, consequently, detect tilt occurrences.

5.4.2 Platform Update and Tilt Detection

The process implemented for determining a platform (Figure 5.6) is an adaptation of the collabo-

rative emergence process presented in Section 2.1.2 and of the coding process presented in Chapter

4. Instead of sharing a collection of elements in a shared frame, each agent builds its own platform

composed by elements with high confidence values. The underlying assumption on this process

is that each agent considers that the values with high confidence are consensual. Whenever the

UC value for a given element is higher than the acceptance threshold, the element is sent to the

platform collection. The element is marked as proposed when it is sent to the platform for the first

time. This adaptation considers the emergence of a platform definition for each agent. When sent

for the second time, the element is marked as confirmed. The main conceptual difference in this

implementation is that we consider proposed elements as being part of the platform, while in the

cooperative emergence process only confirmed elements are part of a platform. This allows us to

use the proposed elements in the detection of tilt occurrences.

Following our working definition for tilt, a significant change in the platform and given our
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observation, during the data analysis, that tilt is a process that results form the actors’ offer /

response interaction. We implemented Tilt Detection as function that checks when tilt is being

proposed. This function checks the assumptions in the platform for major variances in the confi-

dence values. It does so by using the records of the CI (Confidence Increment) for each platform

element and by considering that a tilt starts when at least one significant positive increment and

a significant negative increment occur for the same type of platform element in a turn. E.g., an

actor that switches from portraying a police officer to portray a father will have a strong negative

CI for police officer and a strong CI for police officer.

5.5 Status Shift Implementation

Status shift is a tilt strategy based on the intensification and reversal of status dimension of the

character’s relations. During the intensification step, agents seek to gradually increase their status

difference by portraying characters with a greater status difference, while maintaining the positions

of high status and low status. The status reversal consists on the shift of the high status and low

status direction.

Fig. 5.7 presents an overview of the tilt status implementation. The agent starts by checking if

a status tilt is starting. To do this the agent checks if a tilt occurred in character assumptions for

the other agent, and if the new strongest character for the other agent allows a status shift. When

a tilt is not detected, the agent priority is to establish a relation with the other agent. The agent

considers that a relation is established when both agents have confirmed character elements that

have a relation defined in the improv knowledge base. To establish a relation with the other agent,

the agent first checks if its own character is established and if his character has an antagonist

relation, i.e. relations with a relevant status distance. If so, it reinforces its own character by

executing an action that is highly related to his character. If a contrast relation is not found, it

selects a new character with a high blending value with his strongest character. In the case of

not having a character established, the agent either choses to blend with the status antagonist

of the other agents character, or portrays a random character if the other agent does not have a

character established. Next we address the two most relevant functions for this process: Tilt Status

and Portray Status Antagonist.

5.5.1 Tilt Status Function

When an agent detects that both agents have established characters and that the established

characters have an antagonist relation between them, it executes the Tilt Status function. Tilt

Status searches the improv knowledge base for a target character element following these steps:

• Selects from all the Relations those in which one of the characters has a high blending value

to its own established character and the other character has a high blending value to the
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other agent’s strongest character.

• Selects from the relations resulting from the previous step, all the relations in which the

character with a status value opposed to his current status have a high blending value to his

character.

• Selects from the resulting set the relation with the highest status difference.

• Portrays the character from the resulting relation, that has a high blending value to his

character and an opposite status.

5.5.2 Portray Status Antagonist Function

After detecting that a status tilt was started by the other, the agent will try to ride the tilt by

adapting his character to an antagonist of the other agent character. It does so by searching the

other agent’s character relations for the relation with a status shift, which has the strongest status

difference and in which the other character is compatible to its current established. We consider

that the highest status difference will produce more impact and that minimum blending value

should contribute to maintain some consistency. Our implementation consists on the following

steps:

• Selects from Relations all the pairs in which the other agent’s character has a new shifted

status.

• Selects from the previous set, the relation with the highest status difference that has a

blending value, towards his strongest character, above a given threshold.

5.6 Property Inconsistency Implementation

Property Inconsistency was implemented with the goal of maintaining as much as possible the

structure provided by the Status Shift tilt strategy (Fig. 5.7). This constraint was assumed as

a contribution to facilitate the future integration of both tilt strategies in the same agent. Tilt

Started was adapted to detect the occurrence of property inconsistencies, Tilt Status was replaced

by Tilt Property. Since status change is not the goal of this strategy, although it might occur,

instead of riding a tilt using Portray Status Antagonist the agent disregards the need for a status

shift aiming only at portraying an antagonist of the new perceived character. Next we address the

implementation of Tilt Started and Tilt porperty Inconsistency.

5.6.1 Tilt Property Inconsistency Function

This function is used by the agent to select an action that is inconsistent to his strongest character.

From our tilt analysis, a property inconsistency happens when an actor executes an action that
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Figure 5.7: Tilt: status shift implementation overview

portrays a property that has a high inconsistency value with the character that the agent is

portraying. We apply this definition in the Action Inconsistency (AI) function that measures the

inconsistency between an action and a character. This function is given by:

AI(a, c) = αI(p1, p2) + βConf(c, p1) + γRange(p2, a), (5.4)

where α + β + γ = 1, AI is the Action Inconsistency, I is the Inconsistency, a ∈ Actions, c ∈
Characters and p1, p2 ∈ Properties. AI between a character c and an action a is calculated by

the weighted average of three values: the inconsistency value between two properties p1, p2, in

which p1 has a DOM relation with c and p1 is inconsistent with p2 ; the confidence value that

relates the consistent property p1 and c; the range that relates the inconsistent property to the

action being evaluated.

5.6.2 Tilt Started Function

Tilt started was modified to detect the occurrence of a property inconsistency. At the beggining

of the action selection the agent evaluates the inconsistency of the action that was executed in the

previous turn. A tilt is detected when the agent acknowledges a high value for AI of the action

executed in the previous turn.
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5.7 Discussion

The agent architecture maintains consistency with the concepts of the improv theory presented

in Chapter 2 and with the data coding approach presented in Chapter 4. The implementation

approach of the tilt functions is in line the results of the data analysis. The improv knowledge

base structure is extremely similar to the knowledge structure used in the data analysis. Never-

theless, some modifications, such as the action to activity or expectations were introduced in the

implementation process. This is due to the fact that the data analysis procedure was designed to

provide general insights about the cognitive processes used in the tilt process. In the other hand

the tilt agent implementation focused specifically on implementing tilt on an environment with far

more constrains.

The process of populating the knowledge base was extremely facilitated by the use of the visual

tool. The implementation of the knowledge base in MySQL creates several opportunities for further

improvements on the populating process, since it allows for an efficient management of large data

bases. It also establishes a clear division between the knowledge used by the agents and their

decision processes, since all the knowledge in the improv knowledge base is independent of the

functions that manipulate it.

The authoring process for the scenarios was detached from the narrative creation process.

This detachment contributed to reduce the authoring burden of the system, although it could

be improved by allowing non-developers to contribute. Such crowd-sourcing approach would also

allow for demonstrating the behaviors of the agents with a larger amount of data.

5.8 Summary

This chapter summarized the implementation of authorial agents that with tilt abilities as well as

design and implementation of the knowledge base used by the agents. In the next chapter we will

present the most representative results produced by these agents.
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Case Studies

The research approach presented in this thesis relies on the adaptation of real acting techniques

to autonomous agents in order to enable the creation of authorial-agents. We focus on the effort

of adapting acting techniques to the development of authorial-agents. Instead of creating full

interactive storytelling scenarios with a complete story and user interaction, we choose to implement

small acting contexts with no users where the agents can demonstrate the potential of their acting

techniques in a controlled environment. This setting allows for a faster development cycle while

maintaining the balance between the reduction of technical dependencies and the demonstration

of the research results. In this chapter, we will present and discuss two case studies that follow this

same motivation. The first case study is based on improv and corresponds to running simulations

of the tilt agents introduced in Chapter 5 and reported in (Brisson et al., 2013). The second case

study used emotional escalation agents that were built for humour context. Emotional escalation

agents were implemented as a FATIMA (see Section 3.2.3) extension specially designed to consider

the actors ability of buildup up tension on a comic sketch in order to create the right timing for

a comic punchline. The agents in the second study are Emotional Escalation Agents . We discuss

the issues that are exclusively related to each scenario within the corresponding case study and

conclude with an overall discussion of the shared issues and their potential integration.

6.1 Tilt Agents

In this section we present a simulation for each of the tilt strategies described on Chapter 5. We

start by presenting an example of a status shift and follow with the presentation of a property

inconsistency. In both cases the scenarios setup include two agents acting an improvised scene
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Turn Agent Description Dialogue Platform Elements

1 A Demanding to see
license and registra-
tion

"License and Registra-
tion please Sir!"

A.Identifying(P) A.Police(P)
B.none

2 B Looking in the eyes "I will not do it." A.Identifying(C) A.Police(P)
B.Thugh(P)

3 A Adjust hat place-
ment over own head

"hmm hmm" A.Identifying(C) A.Police(C)
B.Thugh(P)

4 B Punches the other
in the face

POW ! A.Identifying(C) A.Police(C)
B.Thugh(C)

5 A Pouts and screams "You never let me do
anything!"

A.Identifying(C) A.Son(P)
B.Thugh(C)

6 B Poiting finger and
shouting

"I forbid you to keep that
behavior!"

A.Identifying(C) A.Son(P)
B.Father(P)

7 A Pouts and kicks the
ground

"No! No! No!" A.Identifying(C) A.Son(C)
B.Father(P)

8 B Point finger "You should not do that
child!"

A.Identifying(C) A.Son(C)
B.Father(C)

9 A Begging with sweet
voice

"Please, please can i get
some candy?"

A.Identifying(C) A.Son(C)
B.Father(C)

10 B Looking down at
the other

"You know... When i
was your age i had to
work to buy food"

A.Identifying(C) A.Son(C)
B.Father(C)

Table 6.1: Tilt example: Status Shift

from scratch in alternated turns. The improv knowledge base presented in Sections 5.2 and 5.3

was the same for both scenarios and for all the characters.

6.1.1 Tilt: Status Shift

The testing scenario for the status shift technique includes two agents that interact with each other

in alternate turns.

Table 6.1 presents an example of a scenario run using this setup. The action starts with agent

A executing askForDocuments. The action executed by A produces a high IC for a Police Officer

character. Since there is no relation established, B looks for an antagonist relation and chooses

portray Thug. Because askForDocuments is an action that expects a response, B searches for

an action with a high expectations value with askForDocuments and a IC value with Thug high

enough to propose this character.

At the ending of the second turn, the platform for both agents includes a proposed character

element for each of them. The characters are not established but have an antagonist relation. In

turn 3, A reinforces his character causing Police Officer state to change to confirmed (C). B takes

the same decisions in the fourth turn confirming Thug.

There is a confirmed character value for each character at turn five, in which A plays a Police
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Turn Agent Description Dialogue Platform Elements

1 A Demanding to see
license and registra-
tion

"License and Registra-
tion please Sir!"

A.Identifying(P) A.Police(P)
B.none

2 B Looking in the eyes "I will not do it." A. Identifying(C) A.Police(P)
B.Thugh(P)

3 A Adjust hat place-
ment over own head

"hmm hmm" A. Identifying(C) A.Police(C)
B.Thugh(P)

4 B Punches the other
in the face

POW ! A. Identifying(C) A.Police(C)
B.Thugh(C)

5 A Looking at the
other

"May God forgive this
child’s sins"

A. Identifying(C) A.Police(C)
A.Monk(P) B.Thugh(C)

6 B Immobilizes the
other

"Do not move!" A. Identifying(C) A. Identify-
ing(C) A.Police(C) A.Monk(P)
B.Thugh(C)

7 A Staring at the sky "Bless this magnificent
day...!"

A. Identifying(C) A.Police(C)
A.Monk(C) B.Thugh(C)

8 B Fires several shots
to the air

"Yeehaa!" A. Identifying(C) A.Police(C)
A.Monk(c) B.Thugh(C)

Table 6.2: Tilt example: Property Inconsistency

Officer that has a higher status than a Thugh. Instead of continuing to explore this relation A

considers that a platform is established and that it can start a tilt. A finds a tilt in the Father/Son

relation and starts behaving like a son. In the following turn B responds by selecting the Father

character and a new tilt buildup cycle begins, with A playing a Son and B playing a Father.

6.1.2 Tilt: Property Inconsistency

To illustrate the differences between property inconsistency and status shift, we simulated the

buildup of the scene with property inconsistency (first four turns) to repeat the buildup of the

scene with status shift. We let the agents run autonomously after the buildup process.

In the description of the scene (Table 6.2) we see that at the fifth turn A executes the action

forgiveSins. This action has a high AI value for Police, resulting from the Inconsistency between

Authority, property used in the improv knowledge base to characterize characters that have an

official authority, and ForgiveSins property that characterizes characters with a religious authority.

Because the chosen action also has a high value for representing a Monk, agent B also detects that

is proposing a new character. B responds by antagonizing with the character with a highest

assumption value for A at the begging of turn 6, which at that instant is Monk. Since in this case

status shift is not relevant, B chooses to portray the character in the improv knowledge base with

the biggest status difference to Monk which continues to be Thug and a new buildup occurs to set

up the new Monk and Thug relation.
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6.1.3 Discussion

The example runs presented bring to attention the success of the tilt strategies and the limitations

of the tilt buildup and tilt riding functions.

During tilt buildup and tilt riding, the agents apply an action selection policy that consists of

selecting from the actions that have not been executed, the action that more strongly portrays their

current strongest character. The most positive side of this simplification is that it accelerates the

tilt buildup process allowing the agents to quickly propose and confirm their characters, quickly

establishing a platform that can be tilted. On the down side, in the tilt riding story step the

agents start building a new platform whose only functions are to emphasize the tilt occurrence

and provide the grounding for a new tilt to happen. The final result is a cyclic output of a tilting

game, which clearly illustrates the goal of the scenario and presents new research challenges, being

one of these challenges the creation of a resolution.

Regarding a comparison between the tilt function and relying solely on our observations, the

implementation of status shift tilt seems to have greater impact than the property inconsistency

tilt. One of the reasons behind this is that the status shift implementation was based on the

analysis of a strong tilt, while property inconsistency was based on a weak tilt that developed into

a big tilt. Also, the status shift produces by definition a change in both agents while the same

does not necessarily happen in a property inconsistency tilt, thus reducing an impact of the tilt

and tilt riding functions in the platform.

The tilt functions also differ in terms of consistency with the data analysis. While status

shift clearly operates over platform data to detect a tilt, the tilt detection function for property

inconsistency relies on the analysis of the action inconsistency between the action performed and

the character of the agent that executed the action. This is because the platform representation

in the agent does not include a representation of properties. Such properties are inferred from the

character elements represented in a platform.

6.2 Emotional Escalation Agent

This agent implements the concept of Emotional Escalation, a gradual intensification of the char-

acters emotions (see Section 2.2). We do this by extending the FATIMA architecture (see Section

3.2.3) in order to include emotional goals over his own emotions and the emotions of other agents,

that influence the characters’ planning. In the following we present a brief overview of the Emo-

tional Escalation implementation, the test scenario used in the evaluation and a discussion of the

main contributions of the case-study to this thesis. This agent was developed in the context of

Laugh To Me a project presented in (Carvalho, 2012; Carvalho et al., 2012) which is a joint work

between the author of this thesis and André Carvalho.
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6.2.1 Implementation Overview

While other approaches to humour (Cavazza et al., 2003; Olsen and Mateas, 2009; Thawonmas

et al., 2003) rely on the generation of action incongruence through planning formalisms for failing

characters actions, we approach incongruity from an emotional perspective. We define an emotional

incongruence as an incongruence that arises from the personality of the agent itself, i.e., how

differently the agent appraises the world considering what it would be expected of him. Emotional

incongruence can be easily adapted to FATIMA by authoring the agent’s personality properties.

Two scripted elements are used to facilitate the sketch structure: the beginning and the punch-

line (the final joke that closes the sketch). However the timing for delivering the punchline is

determined by a set of pre-conditions that define the Emotional Escalation: Emotional Goals and

Emotional Guidelines:

• Emotional Guidelines - are a function of the emotion potential value over story time. Story

time units are number of actions of the character. Potential is a value between 1 and 10 used

to calculate the intensity of an emotion. The intensity is the difference between the potential

and thhreshold for an emotion. Each emotional guideline defines a desired potential for an

emotion at time point. The agent is proactive in the search for actions that minimize the

difference between his emotional values and the values defined in the emotional guidelines.

To do this he simulates the impact of the actions to evoke the maximum value for the

desired emotion and minimize the distance between the evoked value for that emotion and

the guideline.

• Emotional Goals - are a set of pre-conditions that group Emotional Guidelines with a set of

preconditions. When these preconditions are checked the emotional guidelines are activated

and the agent will consider the guidelines in the action selection.

Emotional Goals and Emotional Guidelines allow the agent to be active in how he elicits

specific emotions in other agents. The authoring of these elements can be used to establish a

buildup towards the punchline. In Laugh To Me, these elements are authored using guidelines that

determine a gradual intensification of the emotions, thus defining an Emotional Escalation.

6.2.2 Scenario

The test scenario was set in a pastry shop, where one agent plays a comic character (the Seller)

and the another agent plays a Client (see Figure 6.1). The Client is a normal character who wants

to buy a cake. The Seller is a comic character who refuses to sell a cake to the buyer. The Client

is obese, and the attitude of the Seller ranges from being plain insulting to stress the fact that the

Client is overweight as a reason not to sell the cake. The final punchline is a Seller’s attempt to

sell something else. Since we defined a Seller that wants to make the Client angry, it seemed fitting

to author the seller for trying to sell anti-depressants.
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Figure 6.5: Screenshot of our prototype running in Unity. The Client is showing Anger.

several features of the face, namely the skin color, the eyes, the eyebrows and the mouth. We

can see the final result in figure 6.5, which shows the Client displaying Anger.

6.7.1 Architecture Overview

Each part of the character we want to control is animated independently. As such there is a

controller for the mouth, eyes, eyebrows and face, as well as for the arm, as shown in figure

6.6. We call these partial expression controllers. This way we can create more expressions by

combining different expressions of the different parts of the character face. These expressions are

controlled by a global expression controller, that dictates the behaviour of each partial expression

controller to express a given emotion.

The animation itself is a sprite animation. Sprites are sequences of frames that are stored in

one single image (see example in figure 6.7). We apply these sprites, as textures, to planes. The

sprites are resized so that only one frame appears at a time. The horizontal offset applied to the

texture varies over time, changing the frame that is viewed, thus animating the character. These

sprites may also have different rows to represent different animations, so a vertical offset is also

added to select the right animation. This resizing and animation is handled by an Animation

Controller.

Each Partial Expression Controller is a separate state machine with its own Animation Con-

troller, and each different animation is represented by a state. The parameters of an animation
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Figure 6.1: Laugh To Me screenshot

6.2.3 Authoring

The Seller is a comic character that wants to annoy the Buyer, hence we authored it in order to

arouse Distress. The emotional goal Displease Client-A, consists of an initial sigmoid curve of the

Client’s Distress that is followed by an exponential growth curve. This makes for a change of pace

in the sketch that starts slow but escalates fast after the initial setup.

Figure 6.2 presents the final output for the Seller’s emotional guideline. One should note that

since Distress is generated by negative desirability, the emotional values in Guideline refer to the

Buyer’s emotions.

The Buyer is a regular character. His personality is defined according to "normal standards"

so that he appraises events, such as being insulted, as highly undesirable. The Client’s authoring

considers two main elements: the intention of buying a cake and the intention of opposing to

the Seller’s behavior. This was authored defining two emotional guidelines. The first emotional

guideline concerns Joy and it is satisfied by performing the action AskForCake. This goal was only

designed to define the beginning of the scene. The second emotional guideline is KeepPride and

consists on performing FormallyComplaint actions that enable the Pride emotion.

Figure 6.3 presents the implementation of the KeepPride goal. The fast growing curve for Pride

generates the selection of the FormallyComplain action. Although other actions were available to

the agent this was the action that better satisfied the selection policy.

6.2.4 Evaluation

A prototype implementing the previously described scenario was evaluated in a study to determine

if the Emotional Escalation was perceived and to assess the potential of this approach. Since
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understand the description we will present in this section. Note that the potential represented

is the actual potential of the emotion felt by the character. As such, if the potential is below

the threshold, it shows on the plot as if it has zero value.

6.6.1 Seller with Distress guideline only

Figure 6.2: Emotional Goal DispleaseClient-A. Letters represent actions: A-RaiseMoralIssues,
B-Reason, C-WarnHinderAppetite, D-MakeSarcasticRemark, E-MakeFatPeopleJoke, F-
FormallyComplain

Figure 6.2 shows a graphical representation of the Emotional Goal Displease Client-A.

We can see both Distress Emotional Guidelines that are part of this Emotional Goal, a Sigmoid,

we dub S1 and a Quadratic we call Q1. Before explaining how each action was selected, recall

Distress is the result of negative Desirability. Note as well that, since the desired effect is to

distress the Client, the emotional output shown in figure 6.2 refers to the model of other the

Seller has of the Client.

At the beginning, the most influent guideline (remember the higher the emotional potential

defined by the guideline, the more importance it is given by the heuristic) is the Sigmoid, S1. This

Sigmoid has a slow growth rate, and this is why the initial action chosen – RaiseMoralIssues

repeats several times, as the Quadratic guideline grows to catch it.

The sketch only proceeds when the Quadratic guideline’s value is bigger than that of the

Distress potential of action RaiseMoralIssues, choosing a more undesirable action, which is

Reason. From here on, the exponential guideline gains preponderance, making the sketch evolve

at a faster pace. The Seller selects the action WarnHinderAppetite, followed by MakeSarcasticRemark

and finally MakeFatPeopleJoke. These actions are more and more undesirable, leading to a

growing Distress of the Client. The MakeFatPeopleJoke is appraised by the Client as especially

undesirable (and also as undesirable for the target of the action), which angers the Client above

the limit imposed by the ShowGreatAnger Action Tendency.

Throughout the sketch, the Client reacts to the Seller’s actions. The Client starts by showing
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Figure 6.2: Emotional Goal DispleaseClient-A. Letters represent actions A-Raise Moral Is-
sues, B-Reason, C-WarnHinderAppetite, D-MakeSarcasticRemark, E-MakeFatPeopleJoke, F-
FormallyComplain. S1 is the sigmoid curve and Q1 is the quadratic curve.

Figure 6.4: Emotional Goal KeepPride. Pride guidelines only, Joy guideline not shown. Letters
represent actions: A-AskForCakeOrCandy, B-FormallyComplain

in figure 6.4, the AskCakeOrCandy action generates a level of Joy that is just below the guideline

value. It also produces Pride, though the potential of the emotion that results of this action

is below the threshold level of the Client, which means the Client himself does not feel that

emotion as a result of AskCakeOrCandy.

The second action, FormallyComplain, is chosen because of the rapid growth of the Pride

guideline. There are several other actions the Client could do that are praiseworthy, for example

Reason and DemandRespect. However the Client appraises reasoning as undesirable, while

DemandRespect has an emotional pre-condition that requires the subject of the action to feel

Reproach towards the target.

6.7 Animation system

Our prototype includes an animation system that showcases the actions of our agents. The

animation system should:

• Provide a comic, non-serious context;

• Allow the characters to communicate through textual utterings.

• Be able to showcase the characters emotions;

To comply with the first requirement we decided the environment should have a cartoonish

look-and-feel, inspired by comic animated series. We decided that actions should be able to pop

up speech bubbles with text, as used in graphic novels, which solved the second problem. The

third property was a bigger challenge.

We developed an animation system that emphasizes the facial expressions as a vehicle of

emotion, a topic vastly researched by Paul Ekman [26], [27]. To do this we animated separately
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Figure 6.3: Emotional goal KeepPride. Pride guidelines only, Joy not shown. Letters represent
actions: A-AskCakeOrCandy, B-FormallyComplain
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Question Number Question

1 How did the Seller feel in the beginning of the sketch?
2 How did the Seller feel in the middle of the sketch?
3 How did the Seller feel in the end of the sketch?
4 [Do you agree] The Seller behaved as expected, given the situa-

tion?
5, 6, 7, 8, 9 [Do you agree] Same as 1-4 but regarding the Costumer?
10 [Do you agree] The sketch was too long?
11 [Do you agree] The sketch had a good ending?
12 [Do you agree] The ending should be better explained?
13 [Do you agree] The sketch was funny?

Table 6.3: Questions stated in the online questionnaire

Emotional Escalation was designed with goal of producing a growing emotional intensity we wanted

to evaluate if this evolution was perceived by external viewers. In this context it is important to

highlight the relevance of coordinating the emotional development of each character with the action

development.

Based on this motivation we designed a questionnaire with tree main goals:

• Evaluate the subjects perception of the Seller’s emotional development.

• Evaluate the subjects perception of the Buyer’s emotional development.

• Evaluate the subjects opinion about the overall sketch development in terms of pace, com-

prehension, comic impact and characters emotional evolution.

The goals presented above were used to design a questionnaire with three sections (see Table

6.3). The first two sections were designed to evaluate the viewers perception about the emotional

development of each character. To do this the user was first asked to select from a set of nominal

values the one that corresponded the most to feelings of the character at the beginning, at the

middle and at the ending of the sketch. Each of these sections ended with a question in which

the subjects could classify the character’s consistency using a Likert scale. The third section

aimed at evaluating the sketch development as whole in terms of perceived length, quality and

comprehension of the punchline and the comic impact of the sketch.

The study was taken using an online questionnaire to which 75 subjects (37 males and 38

females) replied after viewing a screen cap video of the agents running the scenario. The partic-

ipants clearly identified Happiness as the initial feeling of the Seller (60% of the answers to Q1)

while a significative number did not identify the feeling as any present in the list (25, 3%). The

middle section of the sketch (Q2) presents less clear results, and Worry gathers only 36% of the

responses and 28% are unable to find in the list a word that could express the Seller’s feelings.

As for the ending part of the sketch (Q3) opinions are divided between answers associated with
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Sadness (49, 3%) and Disappointment (42, 7%). The perceived emotions are thus consistent with

both the actions and expressions of the Seller character. Initially the Seller feels glad for seeing

the Client, thus Happiness seems the most appropriate answer. As the sketch unfolds, the Seller’s

smile fades to a neutral smile. Participants reported some doubts on how to interpret this, but

decided the Seller was worried. In the ending part, the Seller fails to sell the antidepressant pills

and, as a result, he sports an extremely sad smile. Participants recognized his sadness, and inferred

the Seller got disappointed for not selling the antidepressants, from the actions and subsequent

reaction

The Client’s emotional escalation was even more straightforward than the Seller’s. Being the

regular character, most of the emotional escalation of the sketch was perceivable through him. The

initial perception of the Client’s feelings is similar to the Seller’s, with Happiness being the mode

answer to Q7 (57%). The evolution of the Client’s feelings is then perceived as a growth of Anger

(61, 3% thought the Client was angry throughout the middle section – Q8 – of the sketch, and

70, 7% – Q9 – in the ending part).

The majority of the participants (76%) totally disagree the Seller character behaved according

to expectations (Q4). We can thus say the Seller was recognized as the incongruent character. In

contrast, participants agree the Client behaved as expected.

The answers on whether the viewers thought the sketch was funny (Q18) was not conclusive

with 3 as the median value selected. Some correlations with other questions may provide a better

insight on why the participants deemed the sketch funny or unfunny.

A Spearman correlation test indicates an inverse relation between perceived length (Q13) and

funniness, with a correlation factor (rho) of −0, 366 significant at the 0, 01 level. This helps

make the case that pacing is indeed an important subject in Interactive Comedy. Spearman-rho

correlation tests also indicate funniness of the sketch relates directly with the quality of the ending

(Q15, rho of 0, 597, significant at the 0, 01 level) as well as inversely with the need of a better

explanation for the ending (Q16, rho of −0, 356 significant at the 0, 01 level). This relation stresses

the importance of the punchline of the sketch, and the way it derives from the buildup.

6.2.5 Emotional Escalation Discussion

Although the evaluation of the comic effect of the scenario remained inconclusive, the fact that users

identified the desired emotional evolution is a good indicator of the success of emotional emergence

for establishing a consistent character evolution, i.e., a character emotional transformation that is

inline with the characters’ personality and role.

Emotional escalation aimed at providing agents with a new emotional perspective over story

development . The agents use the emotional perspective to actively reason over the impact of their

own actions on the tension of a scene. This was achieved through the implementation of emotional

guidelines and emotional goals. The agents are not just focused on playing a character but are also
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actively concerned about the impact of their own actions on the tension of the scene. The char-

acter’s consistency (even when incongruence is part of the character’s consistency) is guaranteed

by the configuration of the agent’s appraisal and emotional personality variables. Emotional goals

establish an emotional reference for the authorial-agents to follow. This reference is completely

authored, the agent is free to adapt his action selection according to the emotional goals at the

cost of maintaining the general character properties defined by the author. Nonetheless, emotional

escalation is a relevant contribution to the authorial-agents paradigm. It reduces the authorial

effort because it moves the author focus way from the complex task of authoring of goals and

actions to a much simpler method.

Further contributions to authorial-agents could result from the study of the dependencies and

effects of the emotional guidelines over story development. A computational representation for such

dependencies and effects, could allow agents to actively adapt their emotional impact according

to the story needs or even breakthrough in the consideration of the emotional impact over an

audience.

6.3 Case Studies Discussion

The authorial-agents presented in this chapter include some differences that result from the fact

that the agents were developed in different contexts, nonetheless they include some relevant simi-

larities.

Both approaches rely on the analysis of acting methods and knowledge. Tilt agents relied

on improv theory, while emotional escalation agents relied on theories of humor from psychology,

writing and acting. The main difference in this case is that while tilt agents are supported by

a cognitive study specially designed to asses the agents low level implementation requirements,

the emotional escalation approach followed a top-down strategy. Both approaches successfully

met their goals of providing a tilt mechanism or a gradual emotional evolution, endowing the

agents with actors’ behaviors and acting techniques. We argue that the emotional escalation agent

top-down approach success results from the use of an appraisal mechanism strongly supported

by psychological theory previously used and validated for autonomous characters. In spite of this

difference in the foundations of their conceptual models, we consider that in both cases the research

approach proposed by this thesis was applied.

The possible integration between these two approaches to authorial-agents is a natural question

that we should discuss. Could an authorial-agent integrate tilt with emotional escalation? Our

experience in the development of both agents allows us to defend that emotional escalation is

extremely related to the tilt build up process used. In fact this integration could improve the tilt

buildup process by allowing agents to actively create tension before starting a tilt. Furthermore,

we see emotional escalation as a particular strategy for exploring a platform, hence it could also
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contribute for a more interesting exploration of the story space defined by a platform. Nevertheless,

there is a particularly relevant obstacle that should be considered, which is related to the authoring

process.

While in tilt agents the story is completely created by the agents, in emotional escalation this

is not the case. Emotional escalation agents are still confined to a character personality that is

completely authored. An integration of emotional escalation would have to deal with this difference

in one of two ways, either endowing the agents with the ability of building up its own personality or

restrain tilt agents with a character personality. The first approach would provide more authorial

power to the agents, hence it is more in line with the concept of authorial-agents. On the other

hand the first approach would require the need to research and analyze a model of personality

buildup adding further obstacles to the implementation. The second approach also presents some

challenges, one of which is the limitations that maintaining a consistent personality may present

to the tilt functions.

6.4 Summary

We presented two authorial-agents case studies. The tilt agents result from the application of the

improv background and data analysis presented earlier in the text, while emotional escalation was

implemented in a humour context from a completely theoretical background. We presented and

discussed transcriptions of running examples of the tilt agents and the evaluation of emotional

escalation agent and discussed the issues related to a possible integration between these agents.

In the next chapter we will compare the results presented in these case studies with the research

challenges presented in Chapter 1. From this we will extract the main contributions of this thesis.
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Conclusions and Future Work

In Chapter 1 we propose a new paradigm for applying autonomous agents to IS called authorial-

agents. This new paradigm aims at shifting the authorial effort towards the autonomous agents

by endowing them with the ability to reason about the impact of their own actions in the story

development and change their actions accordingly. We advocated that the creation of authorial-

agents relied on the definition of conceptual models that adapt acting know how to computational

functions. This approach was followed by a cognitive study of the story creation process in improv

(Chapter 4) that was used to the define the story development conceptual model that defined the

implementation of the tilt agent (see Chapter 5).

A similar approach was followed in the implementation of the emotional escalation agent sum-

marized in Section 6.2. In this case the analysis step did not include a cognitive study, but rather

a profound bibliographic research on humour and principles of comical sketch writing.

In the following, we relate the results presented in this thesis with its expected contributions

(see Chapter 1). We complement the Chapter with additional conclusions that result from broader

perspective of the research and with the future research directions proposed by the improvement

of our research.

7.1 Improv Agents

Improvisation is an extremely difficult cognitive and cooperative challenge even for real actors.

Such challenge presents novel opportunities to several AI disciplines, such as dialogue, mental

models or computational creativity. In this work, we focused on modeling and implementing the

tilt process using a very small subset of the explicit information exchanged in an improv scene.
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We contributed to assess the cognitive processes involved in the cooperative creation of stories.

More particularly, we proposed two different tilt strategies based on the results of a cognitive study.

This contribution validates our motivation towards using improv as a case study for cognitive

processes that can enrich the authorial power of agents in storytelling contexts.

The story creation process in improv continues to present many challenges beyond tilt. The

platform buildup process aims at cognitive consensus and as such it could be improved by extending

the dialogue process with a theory mind.

Tilt riding could be improved, by extending the concept of blending to the portraying functions

of an agent that changes character. The agent could consider that the new character is not the

character prototype but a mixture of the characters that he portrayed in a the scene. Furthermore,

the particular technique of property inconsistency could be improved by promoting a character

blending between the original character a character that is highly related to the new property.

The tilt process itself can be improved by studying more improv examples with the purpose

of raising evidence over other tilt strategies. One should note that the strategies reported in this

thesis only use a very minor set of the existing knowledge in an improv scene. We argue that from

retrieving inputs from further data analysis, together with further studies over the challenge in

platform buildup and tilt riding, new tilt strategies will be found.

The resolution story step aims at resolving problems and discrepancies raised in the story. This

presents causality representation and problem resolution challenges.

The conceptual story development model using tilt was essential in our attempt to formulate the

functions involved in a collaborative story development process for authorial-agents. This story

model allowed us to perceive and contextualize the computational complexity required to develop

an authorial-agent based in improv. By contextualizing each function in a single model we were

able to express the relevance of tilt in formal terms. Although this relevance was already clear for

theorists and practitioners, including the subjects of the cognitive study, it had no been proposed

yet in a conceptual model specifically designed for the purpose of a computational implementation.

The relevance of tilt in this formal model reinforced our initial motivation for approaching the

authorial-agent from the tilt perspective, since the implementation of such a nuclear element will

certainly influence the design of the other functions.

We defend that the conceptual story development model using till is a relevant contribution

for authorial-agents, because it establishes an integrated research agenda. Each function of the

story development model can be associated to specific acting techniques that should be studied

and analyzed for supporting new models. The resulting models should be applied in the creation

new authorial-agents that can be integrated in a single authorial-agent that applies the whole story

development model.
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7.1.1 Further Cognitive Assessment for Story Development

Future work on this topic should include new cognitive studies similar to the one presented in

this thesis, meaning that new data should be collected following the same protocol but in different

scenarios and that it should be evaluated using the same approach used in this research. The

studies should include improv performances with constrains and interviews specially designed to

consider four main goals: platform exploration, tilt riding, problem resolution and tying loose ends.

We propose six different improv games that could be use in the studies.

• Tilt Tilt Tilt - In this game two actors must continuously tilt a scene as much as possible.

• Make More Interesting - "One player starts a scene. As soon as the trainer claps his hands,

the player needs to make whatever he was doing more interesting, without advancing. If our

player was opening a briefcase at the clap, he needs to make ’opening a briefcase’ more inter-

esting; he is not allowed to take something out of the briefcase, as that would be advancing;

player needs to stick to ’opening the briefcase’." (Imp, 2012)

• Tilt Now! - Whenever the outsider says "TILT!", the actors must tilt the scene. This way

the platform exploration and tilt riding can be extended without a explicit intention of tilting

a scene allowing to evaluate the particularities of these story moments.

• Major Problem - similar to the previous scenario, although in this case the outsider would

say "MAJOR PROBLEM!" and the actors would have to propose and adapt to a highly

dramatic problem and resolve it.

• Supermen - "First player gets from the audience a silly little problem, like My Shoelaces are

Untied, and a simple object, say a kitchen cabinet. First player starts a scene in which the

Problem arises, and her character is unable to fix the problem. Hence she calls in (explicitly)

the help of Kitchen Cabinet Man. This is a SuperHero, like Superman, Spiderman, you know

that kind of cartoon-character hero types. Our Superman comes in with lots of brou-haha

(high Status ) only to make the problem worse (and a status switch to low status). So

our hero calls in the help of yet another Superman. Use whatever you can think of first.

SayToothpaste Man. Again this hero comes in high status, screws up even more, does a

status switch and calls in yet another hero, who finally fixes the problem." (Imp, 2012)

• Crisis Situation - "2 players on stage approach each other with a crisis, and an object

unrelated to the crisis. After each has presented his or hers, each solves the other‘s crisis

with their own object. Replies must be instantaneous and may be ridiculous." (Imp, 2012)

In table 7.1 we associate each of the proposed games to its potential contributions to the

improvement of the collaborative story model.

97



Chapter 7

Game Platform
Explo-
ration

Tilt Tilt Riding Problem
Resolution

Tying
Loose Ends

Tilt Tilt Tilt X

Make More
Interesting

X

Tilt Now! X X X

Major
Problem

X X X

Supermen X X X

Crisis
Situation

X X

Table 7.1: Each game proposed was designed to elicitate contributions to specific research goals

7.2 Emotional Escalation Model

Action development in the sketch structure used in Laugh To Me is based on the concept of

emotional escalation. The agents that apply emotional escalation are authorial agents, because

they behave not only as characters but also as actors that play characters. The agents guide their

action selection according to the emotional guidelines. The pacing of the sketch can be controlled

by the shape of these guidelines, and how fast or slow they contribute to the emotional escalation,

which is the evolution of emotions towards an emotional peak in which the sketch is resolved.

The preliminary results of our study indicate a promising start for this approach on authorial-

agents, since the viewers identified this process and the evolution of emotions in the agents.

The emotional escalation authorial-agent was implemented as a prototype built upon the FA-

tiMA agent architecture, and tied it to an animation system that is capable of expressing the

agents emotions and thus portraying the emotional escalation. The assessment of the comic value

of the resulting sketch is encouraging albeit, non-conclusive. The relation between the perceived

length of the sketch and its funniness suggests pacing should be a topic of interest in Interactive

Comedy.

This work contributes to how Interactive Storytelling, the comedy genre and autonomous affec-

tive agents may complement each other in the form of authorial-agents. The emotional escalation

model still relies on considerable authoring, both for the characters personalities and on the emo-

tional guidelines. Nonetheless, this effort would be substantially heavier if we considered the use

of the classical FAtiMA authoring approach with the aim of producing the same emotional devel-

opment. Furthermore, the authoring of the comic character’s personality based on incongruence

avoids the repetitive task of tweaking actions and goals in order to produce the same effect.

Another advantage results from the fact of emotional guidelines being represented in terms of

emotional potential, instead of dealing directly with the actions and goals of the agent. This fact

contributes to enhance its reusability, either the reusability of the characters or the reusability of
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the emotional passing in another context.

With further understanding of how the evolution of emotions of characters takes place in a

collaborative story creation environment, we could improve the agents ability to change his behavior

according to his appraisal of the story development.

7.3 Further Conclusions

Our data analysis approach has proven to be very time consuming, nevertheless it also has proved to

contribute to raise evidences that can be applied to computational models. This is why we conclude

that the analysis process is a valid approach for the purpose of improving authorial-agents.

The improv knowledge base structure is independent of the authorial mechanisms used in the

agents. Instead of authoring planning mechanism where the story development is mixed with its

content, the development of the tilt agents is clearly focused on the development of functions that

could better use the world knowledge. This is a clear contribution to move the authorial efforts

from the author to the agents.

The separation between improv knowledge base and the improv agents implementation facil-

itates the data extensibility. In future work we want to extend the content of knowledge using

crowd sourcing techniques, in order to allow the agents to produce a larger variability of scenarios.

The collaborative efforts that actors take in the unpredictable environment of improv makes it

still the best real life metaphor for interactive storytelling. Autonomous agents can improve their

storytelling capabilities by implementing computational representations of the large quantity of

storytelling techniques used in improv. It is possible to develop computational models of interactive

storytelling techniques based on the analysis of improv. By bringing these techniques from the real

world to the autonomous agents realm, we are contributing to the creation of authorial-agents and

thereby reducing the authorial burden.

7.4 Summary

Research in authorial-agents contributes to shift authorial effort towards autonomous agents. This

was achieved in two forms, in the form of tilt agents and in the form of emotional escalation agents.

The tilt strategies applied in the improv agents establish a first bridge between two future research

directions, one concerning the platform buildup step and the other concerning the processes that

follow tilt. Further research of these topics should consider new cognitive studies for which we

propose a new set of improv games that could be used for specific contributions. The emotional

escalation agents contributed towards the reduction of the authorial burden in comic sketch context.

Further studies assessing the role of emotions in collaborative story creation, could contribute to an

adaptation of emotional escalation to other genders and particularly to IS using authorial-agents.
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67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

! ! !

!

!

 

+1(%#2#
^(!-12!/2)%((%()!+.!-12!&62(2!#"!%&!@2,.+,0%()!*!,*(<+0!*6-%[%-7!k?,2*5%()!J2*[2&l!+'-&%<2C!/'-!#A!@2,62%[2&!-1*-!#"!k%&!&822@%()!+,!0*5%()!&+02!
&+,-!+.!0*%(-2(*(62lC!k-12!.%,&-!-1%()!^!&*8!8*&!*!6*.ml;#A=U!!#"!0*<2!*(!+..2,!%(!.+,0!+.!*(!*6-%+(!-1*-!*&!%(-2,@,2-2<!*6-%[*-2<!-12!#Ab&!T*.m!.,*02U!!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!?,2*5%()!

32*[2&;>=!
J+6*-%+(n!!

• 9'-&%<2;>=!
>,+@&n!

• _*52;>=!

V6-%[%-7n!
• #"!

O*%(-2(*(62;_=!
J+6*-%+(n!

• T*.m;_=!
>,+@&n!

• O+@G;_=!

V6-%[%-7n!
• #"!

&822@%();_=!
!

>3*-.+,0!/'%3<!'@!

!

+1(%#3##
#A!.+33+8&!1%&!W,*02!+.!W,%2(<37!T*.mC!+@2(&!*!<++,!*(<!2(-2,&!8%-1!*![2,7!.,%2(<37!*--%-'<2U!V-!-1%&!@+%(-!#"!,2*3%Z2&!12!%&!8+,5%()!%(&%<2!*(<!-1*-!#A!
*&!63+&2!,23*-%+(!8%-1!1%0!kL12,2!8*&!&+,-!+.!&1*,%()!+.!&-*-'&g!12!%&![2,7!6+0.+,-*/32!8%-1!02!*(<!+',!&',,+'(<%()&l#AU!!E2!*662@-&!-12!+..2,!+.!
/2%()!8+,5%()!%(&%<2!/26*'&2!12!,2*3%Z2&!-1*-!1%&!*6-%+(!0%)1-!1*[2!/22(!%(-2,@,2-2<!*&!/2%()!0+@@%()!-12!.3++,!k812,2!*,2!82G!<+2&!12!-1%(5!^!8*&!
0+@@%()Gl!

T+0.+,-*/32!,23*-%+(!%(!6+0.+,-*/32!&',,+'(<%()!.+,!/+-1!81%32!12!#"!8+,5%()!%(&%<2!*6-%[*-2&!1%&!9..%62!.,*02!8%-1!*!)++<!6+332*)'2!,23*-%+(U!^(!-1%&!
6+(-2D-!0'..%(&!-*52&!1%0!-+!-12!/,2*5!,++0U!

V3&+!.,+0!#B!@2,&@26-%[2C!&%(62!&12!8*&!+(!-12!+@@+&%-2!&%<2!+.!-12!<++,!6,2*-2<!/7!#A!&12!*&&'02&!&12!%&!+(!-12!%(&%<2C!&+!&12!6+'3<!8+,5!%(!-1*-!
@3*62U!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!! V6-%[%-7n! V6-%[%-7n! >3*-.+,0!2&-*/3%&12<!-1%&!

! "A!

• #"!O+@@%();V=!
o /,2*5%()!32*[2&;V=!

• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!
• #B!8+,52,;>=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;_=!
• #++,;_=!

• #"!O*%(-2(*(62;_=!
• #A!G!

J+6*-%+(n!
• ^(&%<2;>=!
• T*.m;>=!

T1*,*6-2,&n!
• #"!T*.m!8+,52,;>=!
• #A!T3%2(-;>=!

_23*-%+(!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• O+@G;_=!
• O'..%(&;>=!
• #++,;>=!

• #"!&822@%();_=!
J+6*-%+(n!

• T+..22R1+@;_=!
T1*,*6-2,&n!

• #"!T*.m!8+,52,;>=!
• #A!T3%2(-;>=!
• #B!R+02+(2!.,+0!-12!%(&%<2U!L1*-!

*3,2*<7!8+,5&!%(!-12!%(&-%-'-%+(!
_23*-%+(!

• R-*-'&n!YM'*3;>=!
>,+@&n!

• ?,++0!;_=!
• O'..%(&;_=!
• #++,;_=!

!
!

<+2&(b-!02*(!-1*-!@3*-.+,0!
/'%3<!'@!*&!2(<2<C!:'&-!-1*-!%-!
%&!2(+')1!-+!&-*,-!3++5%()!.+,!*!
-%3-U!!
^(!&@%-2!+.!&+02!<%[2,)2(62&C!
/+-1!@3*72,&!*,2!23'<2<!-+!/2!
%(!6+(&2(&'&!*/+'-!3+6*-%+(C!
,23*-%+(C!61*,*6-2,!,+32&!

!

+1(%#4##
#"!&-*,-!-1%(5%()!lQ1*-b&!<%..2,2(-!*/+'-!+',!0'..%(&GlC!#"!8*(-&!-+!0*52!-12&2!0'..%(&!&@26%*3!*(<!^!-1+')1-!-127b,2!*33!(*-',*3C!)+%()!.+,8*,<!-+!
W*,2!L,*<2!k-+8*,<!@+3%-%6%Z%()!-1%&!2M'*3!+..%62lC!#A!-*52&!-1%&!+..2,!*&!*!&2-!'@!/,%()&!*--2(-%+(!-+!%-!k82b,2!/'%3<%()!*!&2-!'@C!.+,!2D*6-37!81*-!&12;#B=!
6*02!.+,g!82!*,2!)+%()!-+!/2!8,+()!*/+'-!%-g!),2*-!32-&!)+!8%-1!-1*-!%&!)+((*!6,2*-2!-12!.223%()!+.!3%52!7+'!(+8C!@2*62!*(<!123@C!*(<!^b0!2D@26-%()!%-!
*33!-+!)+!8,+()!*(<!%-b&!)+((*!)+!%(!-1*-!-,*65lU!!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!

J+6*-%+(n!
• ^(&%<2;>=!
• T*.m;>=!

T1*,*6-2,&n!
• #"!T*.m!8+,52,;>=!

V6-%[%-7n!
• #"!&822@%();_=!

J+6*-%+(n!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!T*.m!8+,52,;_=!
• #A!T3%2(-;_=!

_23*-%+(!

>3*-.+,0!2&-*/3%&12<!-1%&!
<+2&(b-!02*(!-1*-!@3*-.+,0!
/'%3<!'@!*&!2(<2<C!:'&-!-1*-!%-!
%&!2(+')1!-+!&-*,-!3++5%()!.+,!
*!-%3-U!!
^(!&@%-2!+.!&+02!<%[2,)2(62&C!
/+-1!@3*72,&!*,2!23'<2<!-+!
/2!%(!6+(&2(&'&!*/+'-!
3+6*-%+(C!,23*-%+(C!61*,*6-2,!



! "B!

• 9..%62;>=!
T1*,*6-2,&!

• #"!8+,52,;>=!
• #B!8+,52,;>=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;>=!

• #++,;_=!

• #A!T3%2(-;>=!
_23*-%+(!

• R-*-'&n!YM'*3;>=!
>,+@&n!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;_=!
o 9,)*(%6;_=!
o W*%,L,*<2;_=!

• #++,;>=!
!

• R-*-'&n!YM'*3;_=!
>,+@&n!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;_=!
o 9,)*(%6;_=!
o W*%,L,*<2;_=!

• #++,;>=!
!

,+32&!

!

+1(%#5#
#A!T+(.%,0&!-12!W*%,!L,*<2![*3'2C!/7!,2@2*-%()!%-!8%-1!*!0+65%()!-+(2U!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!
• #B!8+,52,;>=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&n!YM'*3;>=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
• #A!T3%2(-;>=!

_23*-%+(!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;_=!

V6-%[%-7n!
• #"!&822@%();_=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!
• #A!T3%2(-;_=!

_23*-%+(!
• R-*-'&n!YM'*3;_=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!

>3*-.+,0!2&-*/3%&12<!-1%&!
<+2&(b-!02*(!-1*-!@3*-.+,0!
/'%3<!'@!*&!2(<2<C!:'&-!-1*-!%-!
%&!2(+')1!-+!&-*,-!3++5%()!.+,!
*!-%3-U!!
^(!&@%-2!+.!&+02!<%[2,)2(62&C!
*33!@3*72,&!*,2!23'<2<!-+!/2!
%(!6+(&2(&'&!*/+'-!3+6*-%+(C!
,23*-%+(C!61*,*6-2,!,+32&!

! "X!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!

o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
!

o W*%,L,*<2;T=!
• #++,;_=!

!

Consistency 
V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-

V6-%[%-7n!!
• G!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!
• #A!G!
• #B!G!

_23*-%+(!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #++,;_=!!

 

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!!
• G!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!
• #A!G!

• #B!G!
_23*-%+(!

• R-*-'&n!YM'*3;>=!
>,+@&n!

• O'..%(&;T=!
• W*%,L,*<2;T=!

!



! "]!

+1(%#6#
#"!@+&%-%+(&!1%0&23.!*&!W*%,!L,*<2!&'@@+,-2,U!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;>=!
• #B!8+,52,;>=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;_=!

• #A!T3%2(-;>=!
_23*-%+(!

• R-*-'&n!YM'*3;>=!
>,+@&n!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;_=!
o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
!

V6-%[%-7n!
• #"!&822@%();_=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;_=!
• !
• #A!T3%2(-;_=!

_23*-%+(!
• R-*-'&n!YM'*3;_=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!

L%3-!?'%3<!i@!
#"!%&!@+&%-%+(%()!1%0&23.!
%(!*!@3*62!812,2!12!5(+8&!
&+02+(2!0%)1-!6*-61!1%0!
%(!*!8,+()!&%-'*-%+(U!E%&!
9..2,%()!-%3-!),+'(<!
*66+,<%()!-+!-12!@,2[%+'&!
2&-*/3%&12<!@3*-.+,0U!

!

+1(%#7#
#A!V65(+832<)2&!#"!@+&%-%+(!+(!W*%,!L,*<2!*(<!6+(.%,0&!%-U!>,+@+&%()!1%0&23.!*3&+!*&!*!W*%,!L,*<2!/'72,U!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!

V6-%[%-7n!
• #"!&822@%();_=!

J+6*-%+(n!

#"!%&!@+&%-%+(%()!1%0&23.!
%(!*!@3*62!812,2!12!5(+8&!
&+02+(2!0%)1-!6*-61!1%0!

! "`!

• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;_=!
_23*-%+(!

• T+o8+,52,&;>=!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;>=!

_23*-%+(!
• R-*-'&n!YM'*3;>=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;_=!
o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
!

• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;_=!
_23*-%+(!

• R-*-'&n!YM'*3;_=!
>,+@&n!

• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!

%(!*!8,+()!&%-'*-%+(U!E%&!
9..2,%()!-%3-!),+'(<!
*66+,<%()!-+!-12!@,2[%+'&!
2&-*/3%&12<!@3*-.+,0U!

!

Consistency 
V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!n!

• V6-%[%-7!
o G!

• J+6*-%+(n!!
o ^(&%<2;V=!

• T1*,*6-2,&!
o #"!8+,52,;>=!

! W*%,!L,*<2!?'72,;T=!
o #A!G!
o ! W*%,!L,*<2!?'72,;>=!

o #B!G!
o _23*-%+(!

! R-*-'&n!YM'*3;>=!
• >,+@&n!

o O'..%(&;T=!
o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #++,;_=!!



! "c!

!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7!
G!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;T=!

o W*%,!L,*<2!?'72,;T=!
• #A!G!

• #B!G!
_23*-%+(!

• R-*-'&n!YM'*3;>=!
>,+@&n!

• O'..%(&;T=!
o W*%,L,*<2;T=!

• #++,!;_=!

!

+1(%#8#
kL12!T+3+0/%*(C!9,)*(%6C!W,22!L,*<2!O'..%(&!&2202<!3%52!*!,%<%6'3+'&!%<2*!-+!02C!%-!&2202<!-+!02!-1*-!12!8*&!,2*337!@'&1%()!-12!0'..%(&!0*5%()!*!
1*,<!&233!+(!-12!0'..%(&C!<%<(b-!5(+8!%.!#A!8*&!,2*337!/'7%()!%-!+,!(+-l!!

Q17!8+'3<!#B!@%65!-1%&!&2-'@G!Q17!%&!-1%&!,2*337!*!&2-'@G!!

?26*'&2!-12!W*%,!L,*<2!O'..%(&!8*&!-12!0+&-!6+(.%,02<!+..2,!*-!&-*52U!R+!-12!M'2&-%+(!%&(b-!817!#B!@%652<!-12!0'..%(&!-+!)+!+(C!/'-!817!<%<!-127!)2-!
&+!%0@+,-*(-G!Q1*-!<%<!#A!*(<!#"!&*8!+(!W*%,!L,*<2!-1*-!*33+82<!-120!-+!@,2@*,2!*!&2-'@G!

c! #B! $2(-2,&!.,+0!,%)1-!&-*)24!
$.*62&!#"!8%-1!&2,[*(-!@+&-',2C!1+3<%()!
&+02!&+,-!+.!-,*7C!*(<!&@*(%&1!*662(-4!
O,U!T+..22O*(!!0*<2!'@!&+02!0+,2!0'..%(&!
.+,!7+'!.,+0!1+023*(<U!

!
#B!T1*,*6-2,!W,22!L,*<2!Q+,52,!

T+3+0/%*(!
#"!T1*,*6-2,!W,22!L,*<2!?+&&!
R-*-'&!#B!$!$!#"!
#B!+..2,&!#"!-+!/2!*!6+..22!
+8(2,C!/'-!12!<+2&(b-!
'(<2,&-*(<!kT+..22O*(l!/'-!
T'.0*(gU!;H,+'@^(-2,[U!""nBB=!

!

#"pH,+'@!^(-2,[%28qn!^b[2!(2[2,!-1+')1-!6+..2,!&1+@!*-!-+!&+02!@+%(-gU!^!-1+')1-!+..%62!;W+,!-12!2(-%,2!&62(2G=!72*1F!

! "d!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;_=!
• #B!@,+<'62,;_=!

o W*%,!L,*<2!>,+<'62,;_=!
o T+3+0/%*(;_=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;_=n!

o ?+&&;#BC!#"=;_=!
o #BUR-*-'&!$$$!#"UR-*-'&;_=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;_=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;>=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;T=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;>=!

• #B!@,+<'62,;_=!
o W*%,!L,*<2!>,+<'62,;_=!
o T+3+0/%*(;_=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;_=n!

o ?+&&;#BC!#"=;_=!
o #BUR-*-'&!$$$!#"UR-*-'&;_=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
• O'..%(!L,*7;_=!

!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;>=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;T=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;_=!
• #B!@,+<'62,;>=!

o W*%,!L,*<2!>,+<'62,;>=!
o T+3+0/%*(;>=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;>=n!

o ?+&&;#BC!#"=;>=!
o #BUR-*-'&!$$$!#"UR-*-'&;>=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;>=!

L%3-!?'%3<!i@!
#B!2(-2,&!
/,%))%()!
0+,2!
%(.+,0*-%+(!
*/+'-!-12!
@3*-.+,0!
2&-*/3%&12<!
*/+'-!W*%,!
L,*<2U!R12!
*&&'02&!*!
W*%,!L,*<2!
,23*-2<!,+32!
-1*-!8%-1!
[2,7!3+8!
&-*-'&!
-+8*,<&!#"C!
6+(-%('%()!-+!
%(6,2*&2!#"b&!
-,*@!*(<!
<2@2(<2(67!
+(!W*%,!
L,*<2U!

!



! "e!

+1(%#9#
#"!*662@-&!-12!*6-%[%-7!@,+@+&2<!/7!#B!k^!*@@,26%*-2!%-l!

d! #"! ^!*@@,26%*-2!%-U!
$3++5&!*,+'(<4!
$-',(&!-+!#A!*(<!81%&@2,&4!
H+<C!&12b&!*((+7%()g!
$-*52&!*!/,2*-14!
$-',(&!-+!#B4!

#"!J%52&!0'..%(&!

!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;_=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;>=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;_=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!

L%3-!?'%3<!i@!
#"!%&!
@+&%-%+(%()!
1%0&23.!%(!*!
@3*62!812,2!
12!5(+8&!
&+02+(2!
0%)1-!6*-61!
1%0!%(!*!
8,+()!
&%-'*-%+(U!E%&!
9..2,%()!-%3-!
),+'(<!
*66+,<%()!-+!
-12!@,2[%+'&!
2&-*/3%&12<!
@3*-.+,0U!

! Af!

o #BUR-*-'&!$$$!#"UR-*-'&;T=!
>,+@&n!

• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!

o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

!

Consistency 
V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!n!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!G!

o W*%,!L,*<2!?'72,;>=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();>=!

_23*-%+(!
• R-*-'&n!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;>=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

J+6*-%+(!

• ^(&%<2;V=!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

T1*,*6-2,&n!
• #"G!



! A"!

o W*%,!L,*<2!?'72,;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
_23*-%+(n!

• #"!#B;T=n!
o ?+&&;#BC!#"=;T=!

o #BUR-*-'&!$$$!#"UR-*-'&;T=!
>,+@&n!

• O'..%(&;T=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

+1(%#:#
^-!%&!*-!-1%&!0+02(-!-1*-!#B!@,2&2(-&!(28!<*-*!-+!-12!&62(2!-1*-!*3-2,&!&%)(%.%6*(-37!-12!61*,*6-2,&!&-*-2U!L12!.*6-!-1*-!&12b&!&-*,[%()!%&!,23*-2<!-+!/2%()!
2D@3+,2<!/7!-12!W*%,!L,*<2!%<2+3+)7!81%61!/,2*5&!#"b&!*@@*,2(-!12,+!@+&%-%+(U!

e! #B!! >32*&2!.22<!02F! #B!@*&&2&!1'()2,!

#"pH,+'@!%(-2,[%28qn!k^002<%*-237!07!+..2,!.,+0!#B!-1*-!^!,2*<!8*&!82b,2!17@+6,%-2&l!

#BpH,+'@!%(-2,[%28qn!la2*1U!a2&l!$3++5%()!*-!#"4!

#"pH,+'@!%(-2,[%28qn!Q2!*,2!<+%()!2[2,7-1%()!-1*-!%&!@+3%-%6*337!&*[[7!+,!6+,,26-C!72-!%(!+',!+8(!/21*[%+,&!,2*3%&-%6*337!82!&'/:')*-2!*(<!82!1*[2!(+!
%(-2,2&-!%(!-,2*-%()!@2+@32!2M'*337!*(<!.*%,37Ul!

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;_=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;_=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;_=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;>=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;>=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;_=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!

L%3-!
V662@-*(62!
#B!-%3-&!-12!
@,2[%+'&!
2&-*/3%&12<!
@3*-.+,0!/7!
61*()%()!
6+(-,*<%6-%()!
-12!W*%,!L,*<2!
.,*02!-+!
81%61!#"!*(<!
#A!)+-!
%(-2(&%[237!
%([+3[2<U!
Q1*-b&!-12!
,+32!+.!!#B!

! AA!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();_=!
o >++,;_=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

o V((+7%();_=!
o R-*,[%();>=!
o >++,;>=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!

o R-*,[%();_=!
o >++,;_=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

/2%()!@++,!+,!
&-*,[%()G!!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!n!
J+6*-%+(!

• ^(&%<2;V=!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;>=!

T1*,*6-2,&n!
• #"G!

o W*%,!L,*<2!?'72,;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();>=!
o >++,;>=!

_23*-%+(n!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!



! AB!

• O'..%(&;T=!
o W*%,L,*<2;T=!

• #++,;_=!

• O'..%(!L,*7;T=!

!

Emergent Frame 

V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!
J+6*-%+(!

• ^(&%<2;V=!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

T1*,*6-2,&n!
• #"G!

o W*%,!L,*<2!?'72,;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
_23*-%+(n!

• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o W*%,L,*<2;T=!
• #++,;_=!

O'..%(!L,*7;T=!
!

+1(%#2;#'"#26#

#"!k^!-1%(5!*(!^!1*[2!*!-2(<2(67!-+!<+!-1%&!1*&!*(!%0@,+[%&2,U!R+02-%02&!%-b&!*0*Z%()C!&+02-%02&!%-b&!6+(.'&%()U!^!5%(<!+.!<+'/32<!'@!+(!*(!+..2,C!812,2!
&12b&!0*<2!*(!+..2,!-1*-!82b,2!5%(<!+.!17@+6,%-%6*3C!&+!^b0!3%52!+5!^b33!)+!8%-1!-1*-!!^!0%&&!-,2*-!12,!*(<!-*35!6+(<2&62(<2(-37!-+!12,g!*3-1+')1!+(!-12!&',.*62!
^!&220!-+!6*,2!*/+'-!@+3%-%6*3!%&&'2&!*(<!-12!823.*,2!+.!2[2,7+(2!*-!3*,)2C!*(<!&+!2[2(!8+,&2!-1*(!-1*-!%&!-+!/2!6+0@32-237!6+(<2&62(<2(-!*(<!*-!-12!&*02!
-%02!*!6+0@32-2!%)(+,*(-gl!
"f!! #"! $&',@,%&2<4!

E''F!Q233C!1+8!6*(b-!-12!0'..%(!)%,3!.22<!
12,&23.G!!

!

""! #"! $6+(.'&2<4!
a+'!5(+8!32*<!*!.%&1!-+!8*-2,g!

!

"B! #"! $0+,2!6+(.'&2<4!
^!02*(g!
^.!^!0*52gU!
^.!^!&1+8!7+'!1+8!-+!.%&1g!!

!

"X! #B! a2&g! !

! AX!

"]!! #"! $&-%33!6+(.'&2<C!3++5%()!*,+'(<4!
V(78*7g!^!<+(b-!5(+8!
$32*[2&!-+!/*65!,%)1-!&-*)2C!-+!&-+,2!1%&!
-++3&4!

!

!
67%5#(1*% 69%5#(1*% 69%5#(1*% :/;*'%3-(-*%

67%5#(1*% 68%5#(1*% 69%5#(1*% %

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

• #A!T3%2(-;_=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!

L%3-!_%<%()!
#"!%&!+..2,%()!81*-!
12!-1%(5&!-1*-!-12!
(28!@3*-.+,0!
0*52&!+.!1%&!
61*,*6-2,&C!/7!
*6-%()!*&!*(!
17@+6,%-2C!%)(+,*(-!
*(<!6+(<2&62(<%()!
0*(U!!
E2!%&!*3&+!
6+(.%,0%()!#Bb&!
+..2,&!*/+'-!&12!
/2%()!@++,C!3+8!
&-*-'&!*(<!
&-*,[%()U!
L1%&!0%)1-!*3&+!
1*[2!*(!%0@*6-!+(!
-12!#"b&!,23*-%+(&!
*3-1+')1!-12,2b&!
(+!%(.+!*/+'-!%-U!



! A]!

o #BUR-*-'&!$$$!#"UR-*-'&;T=!
>,+@&n!

• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!

o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!
V6-%[%-7n!!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!

o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
O'..%(!L,*7;T=

!

!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

! A`!

V6-%[%-7n!!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!

• #B!/2)&!.+,!.++<!;T=!

J+6*-%+(n!!

• ^(&%<2;V=!

T1*,*6-2,&!

• #"!!

o W*%,!L,*<2!?'72,;T=!

• #A!

o W*%,!L,*<2!?'72,!;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o W*%,L,*<2;T=!

• #++,;T=!
O'..%(!L,*7;T=

!

+1(%#27#'"#33#
"`! #B! $3++5%()!*-!#"!*(<!#A4!

^!(22<!.+,!-12!.++<!*3+(2!&%,g!
#B!o!_2%(.+,6%()!&12!(22<&!.++<!
#B!r!R1+8&!3+8!&-*-'&!-+8*,<&!
#A!

"c! #"! $-*52&!A!0'..%(&!.,+0!-12!-,*7!%(!#B!1*(<&4!
$+..2,&!*!0'..%(!-+!#A4!
E2,2U!E*[2!*!0'..%(!0*(U!L127b,2!<23%6%+'&U!

N28!*6-%[%-7C!#"!*(<!#A!2*-%()!
0'..%(&!
N28!@,+@2,-7!#"!.%(<&!0'..%(&!
<23%6%+'&!

"d! #A! $6+(62,(2<U!1+3<%()!*!0'..%(4!
L1*(5&U!
$L,%2&!-+!.+,0'3*-2!&+02-1%()4!
^gU!

#A!6+(.%,0&!2*-%()!*6-%[%-7!

"e! #B! $/2)%()!#A4!
>32*&2!2*-!07!0'..%(&F!

#B!,2%(.+,62&!(22<!-+!&233!
0'..%(&!

Af! #"! $%(!1%)1!&-*-'&!1+3<%()!0'..%(4!
$.*6%()!#AC!*<[%&%()4!
#+(b-!32-!*000C!Y',%6*!6+02!-+!7+'g!

#"!,2%(.+,62&!1%&!&-*-'&C!!
#"!,2%(.+,62&!1%&!@2,62@-%+(!+.!
Y',%6*!/2%()!*((+7%()!
#"!+..2,&!(*02!-+!#B!

A"! #A! $-+!#B4! #B!6+(.%,0&!#A!(*02!*&!Y',%6*!



! Ac!

1'00C!2',%6*F!
AA! #B! $-+!#A!H%))32&4! #B!@3*7&!3+8!&-*-'&!
!
67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

!
>,+@&n!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

• #A!T3%2(-;_=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

L%3-!_%<%()!
#"!*(<!#B!
&220!-+!1*[2!
@32(-7!+(!
61*,*6-2,!
%(.+!-+!
<%&@3*7!%(!-12!
6',,2(-!
6+(-2D-U!L12!
*6-%+(!%&!*(!
2D-2(&%+(!+.!
-12!@,2[%+'&!
&-*-'&!M'+U!

! Ad!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!

• #++,;_=!
• O'..%(!L,*7;T=!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T!
o #23%6%+'&;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!
!
V6-%[%-7n!!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!

o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!

• #++,;_=!
O'..%(!L,*7;T=!



! Ae!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o R-*,[%();T=!

o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
O'..%(!L,*7;T=!

!

+1(%#34#'"#39#

#',%()!-12&2!-',(&!#A!*(<!#B!:'&-!0+[2!*66+,<%()!-+!-12%,!61*,*6-2,&!%(!+,<2,!-+!&-*,-!*!6+([2,&*-%+(U!V!12*<!-+!12*<U!!#B!'&2&!-1%&!0+02(-!-+!
,2%(.+,62!-12!&-*-'&!%(!12,!,23*-%+(!8%-1!#"!/7!*&5%()!1%0!@2,0%&&%+(!-+!-*35!8%-1!#!
#A!^(<%[%<'*3!^(-2,[%28n!kT1265%()!8%-1!#"!*(<!0*5%()!&',2!12!%&!07!/+&&g!61265%()!8%-1!1%0!)%[2&!1%0!-12!1%)12,!&-*-'&!*(<!)%[2&!1%0!*)*%(!3%52!
<.''(.$%4/.$-2g!+,!0*52&!02!1/#*%2)14(-=*-.,>?!
!
AB! #A! $-+!#B4!

Y',%6*C!6*(!^!1*[2!*!8+,<!8%-1!7+'G!
!

AX! #B! $&'/0%&&%[2!-+!#"C!*&5%()!@2,0%&&%+(4!
$8*35&!-+!62(-2,!.,+(-!&-*)2!(2D-!<+!#A4!

!

A]! #"! R',2!^b33!32*[2!7+'!-8+!*3+(2!
$&-2@&!+'-!-+!,%)1-!&-*)2C!@,2-2(<&!-+!2*-!1%&!
0'..%(4!

!

! Bf!

A`! #A! E27!-1*(5&!*!3+-!R6+--U! !
Ac! #"! V(7!-%02U! !
Ad! #B! $.*6%()!#A4!

E27F!
!

 

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%@%+,-./$%

V6-%[%-7n!!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

;UU=!

V6-%[%-7n!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

!

V6-%[%-7n!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

!

L%3-!_%<%()!
#"!*(<!#B!&220!-+!
1*[2!@32(-7!+(!
61*,*6-2,!%(.+!-+!
<%&@3*7!%(!-12!6',,2(-!
6+(-2D-U!L12!*6-%+(!%&!
*(!2D-2(&%+(!+.!-12!
@,2[%+'&!&-*-'&!M'+U!

!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!!*!(28!*6-%[%-7n!!#B!*(<!#A!-*35!%(!@,%[*-2U!
!
V6-%[%-7n!!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!



! B"!

o #BUR-*-'&!$$$!#"UR-*-'&;T=!
>,+@&n!

• _*52!+,!0+@G!;V=!

• O'..%(&;T=!
o T+3+0/%*(;T=!

!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!

o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!

• #++,;_=!
• O'..%(!L,*7;T=

• !

+1(%#3:#'"#42#

#B!%(<%[%<'*3!%(-2,[%28n!k)2--%()!1%0!-+!123@!02U!H%[%()!07&23.!2(+')1!(2)*-%[2!-1%()&!&+!12!1*&!(+!61+%62!/'-!-+!123@!02C!*(<!(+!61+%62!/'-!.+,!*&!-+!
)*%(!+(!-12!/+&&l!
#"!^(<%[%<'*3!^(-2,[%28n!kABB*#%=*#%($%/44/#-"$.-)%-/%'*(<*%-=.2%4'(,*!g!!/26*'&2!-12!8*7!&12!@,2&2(-2<!-12!61*,*6-2,!%-!&2202<!,2*337!['3(2,*/32!
*(<!&220&!&12!8*&!/2%()!-*52(!*<[*(-*)2!+.l!!
#"!H,+'@!^(-2,[%28n!V-!-1%&!-%02!&12!*3,2*<7!@,2&2(-2<!12,&23.!*&!*gUl!!#B!kg3+8!&-*-'&gl!#"!k*!@,+-*)+(%&-UU!32-&!:'&-!&-*,-!8%-1!&+02-1%()!*(<!)2-!
7+'!+'-!+.!12,2l!
!

! BA!

Ae! #A! $-+!#B4!
E%C!<+!7+'!3%52!R6+--G!

#A!-,%2&!-+!2&-*/3%&1!,23*-%+(!
/2-822(!#B!*(<!#"!

Bf! #B! ^!<+U!^!<+U!
#+!7+'!3%52!07!0'..%(&G!

#A!2&-*/3%&12&!12,!,23*-%+(!8%-1!
#"!
#B!-,%2&!-+!2&-*/3%&1!,23*-%+(!
/2-822(!#A!*(<!0'..%(&!

B"! #A! ^!<+U!^!3+[2!7+',!0'..%(&U! #A!2&-*/3%&12&!1%&!,23*-%+(!8%-1!
0'..%(&U!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!n!
V6-%[%-7n!!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!
o J%52&!0'..%(&;T=!

• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o J%52&!#";T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!

!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!



! BB!

V6-%[%-7n!!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!*(<!#B!-*35%()!%(!@,%[*-2;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;T=!
o J%52&!0'..%(&;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!

o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o J%52&!#";T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!

!

+1(%#43#'"#5;#

#B!k^!*0!3++5%()!*-!1%0!;#A=!-+!)2-!02!+'-!+.!-1%&!@+&%-%+(C!07!2D-,202!3+8!&-*-'&!@+&%-%+(l!
^(-2,[%282,n!Q2,2!7+'!/+-1!*-!-12!6+..22!&1+@!*-!-1%&!0+02(-G!#"!kC%;/$D-%-=.$E%-=(-%'/,(-./$%=(;%($)%F(#.$G%(-%-=.2%4/.$-H%C-D2%#*('')%(F/"-%-=*>?%
69%I>4*/4'*%($;%=/J%-=*)%(#*%.$-*#(,-.$G%(2%/44/2*;%-/%-=*%*$<.#/$1*$-?%%

!
!
!
BA! #B! Y[2,7!-%02!7+'!2*-!07!0'..%(&C!+(2!+.!07!

61%3<,2(!<+2&(b-!<%2U!
#B!_2%(.+,62&!-12!%0@+,-*(62!+.!
12,!@+[2,-7!8%-1!-12!61*(62!+.!
&*[%()!12,!61%3<,2(!

#B!*<<&!(28!,'32!-+!#An!2*-!-+!
@,+-26-!12,!61%3<,2(U!

BB! #A! $&-*,-!2*-%()!0'..%(![2,7!.*&-4!

$-*52&!0+,2!0'..%(&!*(<!@'-&!-120!%(!1%&!

#B!.+33+8&!-12!)++<!)'7!,+32!
<+%()!2[2,7-1%()!12!6*(!-+!&*[2!

! BX!

0+'-14! 61%3<,2(!

BX! #B! >32*&2C!@32*&2F!h22@!2*-%()!07!0'..%(&F! #B!,2%(.+,62&!*)*%(!-12!
%0@+,-*(62!+.!&*[%()!12,!
61%3<,2(!

B]! #A! $8%-1!1%&!0+'-1!.'33!+.!0'..%(&4!

E+8!0*(7!5%<&!<+!7+'!1*[2G!

!

B`! #B! ^!1*[2!*-!32*&-!"]g!>32*&2C!522@!2*-%()!07!
0'..%(&!

!

Bc! #A! $&-%33!8%-1!0+'-1!.'33!+.!0'..%(&4!

$*65(+832<)2&!8%-1!1%&!12*<4!

^b33!:'&-!)+!*(<!)2-!-1%&!81+32!-,*7!.,+0!7+',!
1*(<&U!

$-*52&!-,*7!.,+0!12,!1*(<&4!

!

Bd! #B! $1*@@%37!&',@,%&2<4!

++8F!i*'F!

!

Be! #A! $/,2*-132&&4!

V(<!*C!7+'!5(+8C!8+'3<!7+'!3%52!-+!6+02!
8%-1!02G!L+!32*[2!-1%&!@3*62G!

!

Xf! #B! $3++5!,*@%<37!-+!#"!*(<!-12(!-+!#A!*)*%(4!

;81%&@2,%()=!O+,2!-1*(!*(7-1%()!%(!-12!
8+,3<F!

!

!

!
67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%



! B]!

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;T=!
J+6*-%+(n!!

• ^(&%<2;V=!
o 9'-&%<2!

• 9..%62;>=!
T1*,*6-2,&!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;T=!
!!
J+6*-%+(n!

• ^(&%<2;>=!
• T*.m;>=!

T1*,*6-2,&n!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;>=!
!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

• #A!T3%2(-;_=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

L12!*6-%+(!
6+(-%('2&!-+!
2D-2(<!/7!
2D@3+,%()!
#Bb&!3+8!
&-*-'&!

! B`!

• #"!#B;T=n!
o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!

• #++,;_=!
• O'..%(!L,*7;T=!

!
>,+@&n!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T!
o #23%6%+'&;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!

>,+@&n!
• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!
!
V6-%[%-7n!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
!

J+6*-%+(n!
• ^(&%<2;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o W*%,!L,*<2!?'72,!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!

o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!



! Bc!

o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=!

!
!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;T=!
!

J+6*-%+(n!
• ^(&%<2;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;T=!
o R-*,[%();T=!
o >++,;T=!

o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;T=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

O'..%(!L,*7;T=!
!

+1(%#52#'"##59#

!
#"!kQ17!<+(b-!82!@'33!-12!)*02!+.!@'33%()!@2+@32!*&%<2!-+!,2[2*3!-1%()&l!
!
!

! Bd!

X"! #"! $&-*,%()!*-!#B!*(<!#A4!

R6+--C!6*(!^!1*[2!*!8+,<!8%-1!7+'!.+,!*!
&26+(<G!

#"!+..2,&!#AU(*02!K!R6+--!

#"!@,+@+&2&!-+!6+(-%('2!-12!)*02!+.!@'33%()!
@2+@32!*&%<2!

#"!@,+@+&2&!6+([2,&*-%+(!8%-1!#A!

XA! #A! $-+!#"4!

$6+(<2&62(<2(-4!

R6+--C!%.!^!6+'3<!:'&-!1*[2!*!8+,<!8%-1!7+'!
.+,!*!&26+(<G!

#A!6+(.%,0&!#AU(*02!K!R6+--!

#A!@,+@+&2&!#"U(*02!K!R6+--!

#A!.+33+8&!-12!)*02!+.!@'33%()!@2+@32!*&%<2!!

XB! #"! $0+,2!6+(<2&62(<2(-4!

RT9LL!VN#Y_RYNC!^W!^!T9iJ#!EVPY!V!
Q9_#!Q^LE!a9i!W9_!V!RYT9N#G!

L2(&%+(!),+8&!/'-!%-!%&!(+-!632*,!*!&-*)2!%(!
&-*-'&U!

#"!&-,+()37!@,+@+&2&!#AU(*02!K!R6+--!
V(<2,&2(!

XX! #A! $0+,2!6+(<2&62(<2(-4!

RT9LL!>EYJ>RC!!

$@3*62&!-,*7!+(!0'..%(&!-*/32!.,+(-!&-*)24!

$0+[2&!,%)1-!&-*)2!-+!#"4!

a9ib_Y!V?9iL!L9!EVPY!V!Q9_#!Q^LE!
OYF!

#A!&-,+()37!@,+@+&2&!#"U(*02!K!R6+--!
>123@&!

#A!*662@-&!6+([2,&*-%+(!8%-1!#"!

!
67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!

R-*-'&!
(2)+-%*-%+(!
/2-822(!#"!
*(<!#A!<+2&(b-!
@,+<'62!*(7!
+'-6+02C!/'-!



! Be!

• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!
o #AU(*02K!R6+--!V(<2,&2(!

;T=!
• #A!8+,52,;>=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

_23*-%+(!
• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!

• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!!

!
J+6*-%+(n!

• ^(&%<2;>=!
• T*.m;>=!

T1*,*6-2,&n!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o #AU(*02K!R6+--!V(<2,&2(!

;T=!
• #A!T3%2(-;>=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

_23*-%+(!
• R-*-'&#"#An!YM'*3;>=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

!
>,+@&n!

• #A!2*-;0'..%(&=!.+,!&*[%()!#B!
61%3<,2(!;>=!

• #"!-*35%()!*&%<2!-+!#A!;T=!
!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o #AU(*02K!R6+--!V(<2,&2(!

;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• ?,++0!;_=!

/+-1!.+33+8!-12!
&-,*-2)7!+.!
-*35%()!*&%<2!-+!
,2[2*3!(28!
.*6-&!

! Xf!

o #BUR-*-'&!$$$!#"UR-*-'&;T=!
>,+@&n!

• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!

• #++,;_=!
• O'..%(!L,*7;T=!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T!
o #23%6%+'&;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!

• O'..%(&;T=!
o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!
!
V6-%[%-7n!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
!

J+6*-%+(n!
• ^(&%<2;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o W*%,!L,*<2!?'72,!;T=!
o #"U(*02!K!R6+--!>123@&!

• #A!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!



! X"!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=!

!
!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
!

J+6*-%+(n!
• ^(&%<2;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o W*%,!L,*<2!?'72,!;T=!
o #"U(*02!K!R6+--!>123@&!

• #A!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!

o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=!

!

+1(%#52#'"##59#

! XA!

#A!6+(-%('2&!-+!.+33+8!1%&!&-,*-2)7!+.!3%/2,*-%()!#B!.,+0!+@@,2&&%+(!81%32!#"!-*52&!-12!+@@+,-'(%-7!-+!+..2,!*!(28!-%3-U!
#"!k^!1*[2!&+02-1%()!-+!+..2,!(+8g!^!.223!82!2&-*/3%&12<!2[2,7-1%()g!82b[2!)+-!+',!@3*-.+,0g!7+'!;#B=!*,2!/2%()!+@@,2&&2<!/7!'&g!-1*-b&!+',!
@3*-.+,0!-12!@3*-.+,0!82!1*<!*!0%('-2!*)+C!81*-!*/+'-!*!&-*-'&!&1%.-G!^.!^!0*<2!12,!&+02+(2!0+,2!%0@+,-*(-C!+,!&+02+(2!-1*-!&12!&+021+8!&220&!
(+-!-+!/2G!k!!

!
!
XX! #B! E''F!!

$0+[2&!&6*,2<!8%-1!1*(<&!+(!12,!2*,&!-+!
.,+(-!&-*)24!

#B!%&!@3*7%()!3+8!&-*-'&!

X]! #A! $@+%(-%()!*-!#"4!

a+'!*,2!-*5%()!*<[*(-*)2!+.!-1%&!7+'()!
T+3+0/%*(F!

#A!+..2,&!#"!2D@3+%-&!#B!

X`! #"! $^,+(%64!

V0!%G!

#"!*65(+832<)2&!-12!+..2,!/'-!<+2&(b-!
6+(.%,0!

Xc! #A! $*(),74!

a2&C!&12!1*&!"]!61%3<,2(!*-!1+02!-1*-!8%33!
<%2!%.!-12&2!0'..%(&!<+(b-!)2-!2*-2(F!

#A!,2%(.+,62&!#"!2D@3+%-&!#B!

Xd! #"! $*(),74!

a+'!5(+8!81*-G!L1%&!*33!0'..%(!/'&%(2&&!%&!
*!6+'(-2,!.+,-U!#%<!7+'!2[2,!12*,!*/+'-!
>*/3+!Y&6+/*,G!

L%3-!9..2,!

#"!*65(+832<)2&!-12!+..2,!/'-!<+2&(b-!
,2:26-!%-!

#"!+..2,&!#B!<+2&!6+'(-2,.2%-!0'..%(&!

#"!+..2,&!>*/3+!Y&6+/*,!!

!

!
67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-2%



! XB!

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!

;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!

;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!!
• #"!2D@3+%-&!#B!;>=!
• #B!<+2&!6+'(-2,.2%-!;_=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #A!T3%2(-;>=!
o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

• >*/3+!Y&6+/*,!;_=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!

-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!

&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!

;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;>=!
!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!
?'72,;T=!

o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o #AU(*02K!R6+--!

V(<2,&2(!;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!
;T=!

o #AU(*02K!R6+--!
>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!

>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!

L%3-!9..2,!

! XX!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

• >*/3+!Y&6+/*,!;>=!
_23*-%+(!

• T+o8+,52,&;>=!
• R-*-'&#"#An!YM'*3;>=!
• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;>=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!
o T+'(-2,.2%-!;>=!

• #++,;_=!
• O'..%(!L,*7;T=!

_23*-%+(!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;>=!

• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T!
o #23%6%+'&;T=!
o T+'(-2,.2%-!;_=!

• #++,;>=!
• O'..%(!L,*7;T=!

!
!

o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!

;T=!
o O+-12,!

! $"]!5%<&!
;T=!

o 8*(-&!2&6*@2;T=!
• >*/3+!Y&6+/*,!;_=!

!
_23*-%+(!

• #"!#B;T=n!
o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#

BC#"#A=!
o #BUR-*-'&!4444!

#"UR-*-'&;T=!
o #BUR-*-'&!$$$!

#"UR-*-'&;>=!
>,+@&n!

• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!
o !T+'(-2,.2%-!;_=!

• #++,;_=!
• O'..%(!L,*7;T=!

Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!(28!2(-,%2&!,2&'3-%()!.,+0!#"!-%3-!+..2,&!
!
V6-%[%-7n! • #B!+..2,%()!0'..%(&!-+!#"!;T=!



! X]!

• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;>=!
!

J+6*-%+(n!
• ^(&%<2;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o W*%,!L,*<2!?'72,!;T=!
o #"U(*02!K!R6+--!>123@&!

• #A!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!

o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

• >*/3+!Y&6+/*,!;>=!
!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!-12!-%3-![*,%*/32&!1*[2!(+-!
2(-2,2<!-12!202,)2(-!.,*02U!Q2!)2-!-12!.+33+8%()!202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
!

J+6*-%+(n!

• ^(&%<2;_=!
T1*,*6-2,&n!

• #"!8+,52,;_=!
o W*%,!L,*<2!?'72,;T=!
o W*%,!L,*<2!?'72,!;T=!
o #"U(*02!K!R6+--!>123@&!

• #A!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #B!@,+<'62,;T=!

! X`!

o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;_=!

• #"!#B;T=n!
o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=!

!

+1(%#5:#'"#62#

#"!!!k^!8*&!-,7%()!-+!0*52!-12!+..2,!-1*-!&12!8*&!0'61g!1%)12,!&-*-'&!-1*(!&12!*@@2*,2<!-+!/2C!-1*-!&12!8*&!6+[2,%()!*&!*!3+82,!02<%'0!3*/+,!
%(<%[%<'*3!/'-!*6-'*337!&12!1*<!!0+(27!*(<!6+((26-%+(&!-1*-!82,2!.*,!0+,2!@+82,.'3!-1*(!*(7!+.!'&!;#"C!#A=!6+'3<!2[2,!0*-61Ul!
#B!k^!,2020/2,2<!-12!(*02!-1*-!12!;>*/3+!Y&6+/*,=!8*&!%(!*!0*%(!T+3'0/%*(!6*,-23lU!kO7!<26%&%+(!-+!,2*6-!&-,+()37g!!632*,!&@26%.%6!2(<+802(-!
*/+'-!07!61*,*6-2,g!-+!1*[2!*!20+-%+(*3!,2*6-%+(!*/+'-!&+02-1%()!*/+'-!07&23.C!0*52&!%-!0+,2!82%)1-!&+02-1%()!0+,2!%(-2,2&-%()!-+!2D@3+,2C!522@!
-12!61*,*6-2,!%(-2,2&-%()!*(<!522@%()!-12!&62(2!%(-2,2&-%()!-+!2D@3+,2gl!
!
!
Xe! #B! $,2[+3-2<4!

N+C!(+F!a+'!<%<!(+-!O,U>123@&F!

L%3-!V662@-*(62!

#B!6+(.%,0&!!

]f! #"! $-+!#B4!

YjTiRY!OY!Y',%6*C!-1%&!%&!*!@,%[*-2!6+([2,&*-%+(F!

#"!@3*7&!-12!)*02!

]"! #B! $V(),7!@+%(-%()!*-!#"4!

O,U!>123@&!<+!(+-!/,%()!O,UY&6+/*,U!

$V(D%+'&U!?7-2&!12,!1*(<!*(<!-,%2&!-+!6*30!12,&23.4!

#B!6+(.%,0&!Y&6+/*,!



! Xc!

V%ggU!

]A! #"! $-+!#A4!

E+8!<+!7+'!-1%(5!&12!1*<!-1+&2!"]!5%<&!*(<!)+-!
-120!-+!-12!R-*-2&G!

R12!'&2<!-+!/2!*!<,')!0'32!0*(U!

#"!@,+@+&2&!#B!%&!*!#,')!O'32!

]B! #A! $*&-+(%&12<!-+!#B4!

^&!-1%&!,%)1-G!^&!-1%&!-,'2G!

!

! ! !

67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*$-

2%

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;V=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;>=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!!
• #"!2D@3+%-&!#B!;>=!
• #B!<+2&!6+'(-2,.2%-!;_=!

J+6*-%+(n!
• ^(&%<2;>=!

• T*.m;>=!
T1*,*6-2,&n!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!

V6-%[%-7n!
• #"!&822@%();_=!
• #B!+..2,%()!0'..%(&!-+!#"!

;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!

#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;>=!
!

J+6*-%+(n!
• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!

L%3-!9..2,!

! Xd!

o ^)(+,*(-;>=!
o V,,+)*(-;>=!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;>=!

• >*/3+!Y&6+/*,!;>=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;V=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!
o T+'(-2,.2%-!;>=!

• #++,;_=!
• O'..%(!L,*7;T=!

o #AU(*02K!R6+--!V(<2,&2(!;T=!
• #A!T3%2(-;>=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;>=!

• >*/3+!Y&6+/*,!;_=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;V=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T!
o #23%6%+'&;T=!
o T+'(-2,.2%-!;_=!

• #++,;>=!
• O'..%(!L,*7;T=!

!
!

o V,,+)*(-;_=!
o #AU(*02K!R6+--!

V(<2,&2(!;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!

>123@&!;T=!
• #B!@,+<'62,;T=!

o W*%,!L,*<2!
>,+<'62,;T=!

o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;>=!

• >*/3+!Y&6+/*,!;_=!
!

_23*-%+(!
• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#

A=!
o #BUR-*-'&!4444!

#"UR-*-'&;V=!
o #BUR-*-'&!$$$!

#"UR-*-'&;T=!
>,+@&n!

• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!



! Xe!

o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!
o !T+'(-2,.2%-!;_=!

• #++,;_=!
• O'..%(!L,*7;T=!

 
Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!(28!2(-,%2&!,2&'3-%()!.,+0!#"!-%3-!+..2,&!
!
V6-%[%-7n!

• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;>=!

!
J+6*-%+(n!

• ^(&%<2;_=!
T1*,*6-2,&n!

• #"!8+,52,;_=!
o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o W*%,!L,*<2!?'72,!;T=!
o #"U(*02!K!R6+--!>123@&!

• #A!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!

o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;>=!

• >*/3+!Y&6+/*,!;>=!
!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;V=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;V=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!

! ]f!

o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!

• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!

!
J+6*-%+(n!

• ^(&%<2;_=!
T1*,*6-2,&n!

• #"!8+,52,;_=!
o W*%,!L,*<2!?'72,;T=!
o W*%,!L,*<2!?'72,!;T=!
o #"U(*02!K!R6+--!>123@&!

• #A!
o #AU(*02K!R6+--!V(<2,&2(!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!

o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!

• >*/3+!Y&6+/*,!;T=!
!

_23*-%+(!
• R-*-'&#"#An!YM'*3;_=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!

• #++,;_=!
O'..%(!L,*7;T=

!

+1(%#65#'"#75#

^(!-1%&!@*,-!+.!-12!&62(2!#B!6+((26-&!*33!3++&2!2(<&!*(<!,2&+3[2&!-12!&62(2!/7!12,&23.!%(!*!1%)1!&-*-'&U!#"!*(<!#A!0+[2!-+!3+8!&-*-'&!*(<!*,2!32.-!*3+(2!
%(!*!,2&+3[2<!&62(2C!2D@3+,%()!-12!,2*3%-7!+.!%-!'(-%3!-127!6*33!*!&62(2U!
!



! ]"!

]X! #B! $^(!1%)1!&-*-'&4!

$-*52&!-12!0'..%(!-,*7!*(<!.*62&!#"!*(<!
#A4!

!

]X! #"! $-+!#A4!

R6+--!V(<2,&2(C!^!8+'3<(b-!3%2!-+!7+'U!

#"!6+(.%,0&!T+'(-2,.2%-!

]X! #B! O,U!V(<2,&2(C!7+',!"]-1!0'..%(!1*&!*!1*@@7!
2(<%()!-+!%-g!

#B!6+(.%,0&!6+'(-2,.2%-!0'..%(&!!

#B!6+(.%,0&!#,')!0'32!

#B!@,+@+&2&!0'..%(&!8%-1!<,')&!

]]! #A! $-*52&!*(+-12,!0'..%(C!&0%3%()4! !

]`! #"! ^!6*(b-!6+0@2-2!8%-1!-1*-g! #"!6+(.%,0&!0'..%(&!8%-1!<,')&!

]c! #A! ^b0!*3,2*<7!&-*,-%()!-+!.223!*!3%--32g!
&+6%*/32g!

#A!6+(.%,0&!0'..%(&!8%-1!<,')&!

#A!+..2,&!#A!'(<2,!<,')!%(.3'2(62!

]d! #B! $@2*62.'3C!-+!#A4!

J++5!*-!7+'C!7+'b,2!1*@@7U!L127b,2!1*@@7!
0'..%(&U!

$*)*%(!-+!#"C!8%-1!2[%3(2&&4!

L127b,2!1*@@7!0'..%(&!O,U!>123@&!

#B!2D@3+,2&!-12!,2*3%-7!+.!0'..%(&!8%-1!
<,')&!

#B!6+(.%,0&!#A!'(<2,!<,')!%(.3'2(62!

]e! #"! $&6*,2<4!

91!07!)+<F!!a+'b[2!<,'))2<!-1%&!2(-%,2!
*66+'(-%()!6+0@*(7U!N+!8+(<2,!^!8*&!
/,2*5%()!32*[2&!%(!-12!/,2*5!,++0U!

#"!2D@3+,2&!-12!,2*3%-7!+.!0'..%(&!8%-1!
<,')&U!

#"!+..2,&!#"!'(<2,!#,')!%(.3'2(62!

#"!T+(.%,0&!?,2*5%()!32*[2&!%(!-12!/,2*5!
,++0U!

! ]A!

#"!@,+@+&2&!*66+'(-%()!.%,0!

#"!@,+@+&2&!#B!<,')&!*66+'(-%()!.%,0!

`f! #B! R+!^!1*[2U!V(<!(+8!^!&-+32!7+'b,2!
*66+'(-%()&!&26,2-&C!(+8!Y&6+/*,!6*(!)+!
,%612&-U!

#B!6+(.%,0&!#B!<,')&!*66+'(-%()!.%,0!

#B!@,+@+&2&!-+!1*[2!&-+32&!*66+'(-%()!
&26,2-&!

#B!@,+@+&2&!-+!-*52!0+(27!-+!Y&6+/*,!

#B!6+(.%,0&!8+,5%()!.+,!Y&6+/*,!

`"! #"! $3*')1%()C!<,+@@%()!+'-!+.!61*,*6-2,4!

L1*-b&!)+((*!/2!-+')1C!6+(&%<2,%()!812,2!
12!%&!%(!-12!@,2&2(-!<*7U!

W,+0!12,2!+(!#"!*(<!#A!2D@3+,2!-12!,2*3%-7!
+.!-12!&62(2!

! V'<%2(62! J*')1&! !

`A! #A! O+[2&!63+&2,!-+!#"! !

`B! #B! ^!1*[2!GGGGGG!!

$0+[2&!+'-!6232/,*-%()4!

!

! V'<%2(62! J*')1&! !

`X! #"! $6+(<2&62(<2(-!-+!#A4!

Q12,2b&!-12!-1%,<!8+,3<!(+8G!

!

`]! #A! $1%)14!

a+'b,2!&1%,-!-*&-2&!*0*Z%()!

!

! V'<%2(62! V@@3*'&2! !

!
67%5#(1*% 68%5#(1*% 69%5#(1*% 0/11*

$-2%



! ]B!

V6-%[%-7n!!
• #"!O+@@%();V=!

o /,2*5%()!32*[2&;T=!
• #"!-*5%()!/,2*5;>=!!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!

61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;T=!
• #B!<,')&!*66+'(-%()!.%,0;T=!
• #B!&-2*3&!.%,0;T=!

J+6*-%+(n!!
• ^(&%<2;V=!

o 9'-&%<2!
• 9..%62;>=!

T1*,*6-2,&!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;>=!
o V,,+)*(-;>=!
o #AU(*02K!R6+--!V(<2,&2(!

;T=!!
o #"!+(!<,')!%(.3'2(62!;T=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!

;T=!
o #A!+(!<,')!%(.3'2(62!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!

V6-%[%-7n!
• #"!O*%(-2(*(62;_=!

o /,2*5%()!32*[2&;T=!
• #A!G!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!!
• #"!2D@3+%-&!#B!;>=!
• #B!<+2&!6+'(-2,.2%-!;T=!
• #B!<,')&!*66+'(-%()!.%,0;T=!
• #B!&-2*3&!.%,0;T=!

J+6*-%+(n!
• ^(&%<2;>=!
• T*.m;>=!

T1*,*6-2,&n!
• #"!8+,52,;>=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o #AU(*02K!R6+--!V(<2,&2(!;T=!
o #"!+(!<,')!%(.3'2(62!;T=!

!
• #A!T3%2(-;>=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!
o #A!+(!<,')!%(.3'2(62!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o T+3+0/%*(;_=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!

V6-%[%-7n!
• #"!&822@%();_=!

o /,2*5%()!32*[2&;T=!
• #B!+..2,%()!0'..%(&!-+!#"!

;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!

#B!61%3<,2(!;>=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #"!2D@3+%-&!#B!;_=!
• #B!<+2&!6+'(-2,.2%-!;T=!
• #B!<,')&!*66+'(-%()!

.%,0;T=!
• #B!&-2*3&!.%,0;T=!

!
J+6*-%+(n!

• ^(&%<2;_=!
• T+..22R1+@;_=!

T1*,*6-2,&n!
• #"!8+,52,;_=!

o W*%,!L,*<2!?'72,;T=!
o ^)(+,*(-;_=!
o V,,+)*(-;_=!
o #AU(*02K!R6+--!

V(<2,&2(!;T=!
o #"!+(!<,')!%(.3'2(62!

;T=!
• #A!T3%2(-;_=!

o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!

>123@&!;T=!
o #A!+(!<,')!%(.3'2(62!

;T=!

L7%()!
J++&2!
Y(<&!

! ]X!

o T+3+0/%*(;_=!
o V((+7%();>=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;T=!
o Q+,5&!.+,!Y&6+/*,;T=!

• >*/3+!Y&6+/*,!;>=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!

#"UR-*-'&;V=!
o #BUR-*-'&!$$$!

#"UR-*-'&;T=!
>,+@&n!

• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;>=!
o T+'(-2,.2%-!;T=!
o #,'))2<;T=!

• #++,;_=!
• O'..%(!L,*7;T=!

o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;T=!
o Q+,5&!.+,!Y&6+/*,;T=!

• >*/3+!Y&6+/*,!;_=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;V=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• O+@G;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;_=!
o W*%,L,*<2;T!
o #23%6%+'&;T=!
o T+'(-2,.2%-!;T=!
o #,'))2<;T=!

• #++,;>=!
• O'..%(!L,*7;T=!

!
!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!

>,+<'62,;T=!
o T+3+0/%*(;>=!
o V((+7%();_=!
o R-*,[%();T=!
o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;T=!
o Q+,5&!.+,!

Y&6+/*,;T=!
• >*/3+!Y&6+/*,!;_=!

!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"

#A=!
o #BUR-*-'&!4444!

#"UR-*-'&;T=!
o #BUR-*-'&!$$$!

#"UR-*-'&;T=!
>,+@&n!

• ?,++0!;_=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o 9,)*(%6;>=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!
o !T+'(-2,.2%-!;T=!
o #,'))2<;T=!



! ]]!

 
Consistency 

V-!-1%&!0+02(-!%.!82!+(37!6+(&%<2,!-12!6+(&%&-2(-!%(.+,0*-%+(!/2-822(!-12!@3*72,&!82!)2-!(28!2(-,%2&!,2&'3-%()!.,+0!#"!-%3-!+..2,&!
!
V6-%[%-7n!!

• #"/,2*5%()!32*[2&;T=!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #B!<+2&!6+'(-2,.2%-!;T=!
• #B!<,')&!*66+'(-%()!.%,0;T=!
• #B!&-2*3&!.%,0;T=!

J+6*-%+(n!!
T1*,*6-2,&!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o #AU(*02K!R6+--!V(<2,&2(!;T=!!
o #"!+(!<,')!%(.3'2(62!;T=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!
o #A!+(!<,')!%(.3'2(62!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o R-*,[%();T=!

o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;T=!
o Q+,5&!.+,!Y&6+/*,;T=!

• >*/3+!Y&6+/*,!;T=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!
o T+'(-2,.2%-!;T=!
o #,'))2<;T=!

O'..%(!L,*7;T=!

!
!

• #++,;_=!
• O'..%(!L,*7;T=!

! ]`!

Emergent Frame 
V-!-1%&!0+02(-!%.!82!6+(&%<2,!R*872,b&!.,*02!<2.%(%-%+(C!812,2!+(37!*662@-2<!+..2,&!6*(!,2@,2&2(-!-12!202,)2(-!.,*02!82!)2-!-12!.+33+8%()!
202,)2(-!.,*02!,2@,2&2(-*-%+(n!

V6-%[%-7n!!
• #"/,2*5%()!32*[2&;T=!
• #A!-*5%()!/,2*5;>=!
• #B!+..2,%()!0'..%(&!-+!#"!;T=!
• #B!/2)&!.+,!.++<!;T=!
• #"!2*-%();O'..%(&=;T=!
• #A!2*-%();O'..%(&=;T=!
• #A!2*-;0'..%(&=!.+,!&*[%()!#B!61%3<,2(!;T=!
• #"!-*35%()!*&%<2!-+!#A!;T=!
• #B!<+2&!6+'(-2,.2%-!;T=!
• #B!<,')&!*66+'(-%()!.%,0;T=!
• #B!&-2*3&!.%,0;T=!

J+6*-%+(n!!
T1*,*6-2,&!

• #"!8+,52,;>=!
o W*%,!L,*<2!?'72,;T=!
o #AU(*02K!R6+--!V(<2,&2(!;T=!!
o #"!+(!<,')!%(.3'2(62!;T=!

• #A!8+,52,;>=!
o W*%,!L,*<2!?'72,!;T=!
o #AU(*02K!R6+--!>123@&!;T=!
o #A!+(!<,')!%(.3'2(62!;T=!

• #B!@,+<'62,;T=!
o W*%,!L,*<2!>,+<'62,;T=!
o R-*,[%();T=!

o >++,;T=!
o N*02!K!Y',%6*!;T=!
o O+-12,!

! $"]!5%<&!;T=!
o 8*(-&!2&6*@2;T=!
o #,')!O'32;T=!
o Q+,5&!.+,!Y&6+/*,;T=!

• >*/3+!Y&6+/*,!;T=!
_23*-%+(!

• R-*-'&#"#An!YM'*3;T=!
• #"!#B;T=n!

o ?+&&;#BC!#"=;T=!
o _+//2,P%6-%0;#BC#"#A=!
o #BUR-*-'&!4444!#"UR-*-'&;T=!
o #BUR-*-'&!$$$!#"UR-*-'&;T=!

>,+@&n!
• _*52!+,!0+@G!;V=!
• O'..%(&;T=!

o T+3+0/%*(;T=!
o W*%,L,*<2;T=!
o #23%6%+'&;T=!
o T+'(-2,.2%-!;T=!
o #,'))2<;T=!

O'..%(!L,*7;T=!

!
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! "!

!"#$%&''%()$*$!

!"#$%&'(#$)
#$%&&!'%(&)*+!'%,-!.,//&0&!12!2$&!3,,!!456!47!6!48!!!
9.&)&!/&)02$!:!;-()<!

*&'#$+&(,%("#)-(%.)+"//0#%$)
 
  
!"#$% &'()*#% +,-./$% 0/11*$-2% 3-/#)%3-*4% 5"$,-./$%
! ! =45!1)*!47!1%&!12!.&)2&%!+210&>! ?%(&)*+@456!476!48A! B/12',%-!CD(/*DE! !
"! 48! =48!&)2&%+!'%,-!%(0$2!+210&>!!

48!F!G!0,2!2$&-H!I$!-1)H!
+),J.,)&+6!2$&K!0,2!1//!L()*!
''/1M,D%+<!!---!

N&JIOP&.2@9),J.,)&A!
Q(L&@+),J.,)&+6!48ARR!
S1+@9),J.,)&6!486;A!

B/12',%-!CD(/*DE!
!

CD(/*!B/12',%-!
!

T! 48! =48!0(M&+!1!+),J.,)&!2,!&1.$>! Q(L&@+),J.,)&+6!45ARR!
Q(L&@+),J.,)&+6!47ARR!
S1+@+),J.,)&6!486"A!
S1+@+),J.,)&6!456!"A!
S1+@+),J.,)&6!476"A!

B/12',%-!CD(/*DE! !

;! 45! @+,%%KA!IJ!G!J1+!&12()0!-K!
E,E,.,%)!
#$1)L+!-1)H!
=48!0,&+!O1.L!2,!%(0$2!+210&>!

N&JIOP&.2@B,E.,%)A!
S1+@B,E.,%)6!456"A!
45!1)*!48!&UD1/!+212D+!

B/12',%-!CD(/*DE! CD(/*!B/12',%-!

!V! !48! #$&K!ED2!1//!2$&!L()*+!,'!+K%DE+!()!
2$&%&<!
=/,,L()0!12!48>!

9),J.,)&@+K%DEA!W!#%D&! B/12',%-!CD(/*DE! XYE/,%()0!B/12',%-!

7! D5!  oh itʼs a suicide slushy 
!

9K%DE!(+!1!Z9D(.(*&!9/D+$K[!
!

B/12',%-!CD(/*DE! XYE/,%()0!B/12',%-!

8! D6 mhm ! B/12',%-!CD(/*DE! XYE/,%()0!B/12',%-!
5! D5 <looking at D7>  

Hey you should feed your 
popcorn to the lions! 
 

I''&%@456!'&&*@/(,)+A6!E,E,.,%)A! B/12',%-!CD(/*DE! CD(/*!B/12',%-!

! T!

\! D7 <looking at D5> <patronizing> 
 hey hmm you know, something 
Ted they donʼt really haam want 
you to feed the animals because  
theyʼre on specialized DIETS!!! 
 
You know you should know this 
since youʼre a…. 

45!1EE%1(+&!'&&*@/(,)+A!===!
45!,''&%+!47@)1-&AW!#&*!
I''&%@486!,..DE12(,)!%&/12&*!
J(2$!1)(-1/+A!

#(/2!CD(/*DE!
!

#(/2!I''&%!!"#$%&'()*#+,
)&#-.*)$/!
0*.$,12%*23.4,5,644',7*&#,
CD(//*!B/12',%-!

]! D5 <looking at D7>… a zoologist?! 
D6 <oversteamed by the 
others>– yup see that one over 
there… 
 

47@3,,/,0(+2A!W!2%D&! #(/2!CD(/*DE! CD(/*!B/12',%-!!

"^! D7 <looking at D5>…  When you 
where at zoologist school…. 

47@1+C&&)A!W!3,,/,0K!+.$,,/! #(/2!CD(/*DE! CD(/*!E/12',%-!

""! D5 <assertive> 
yeah hereʼs what Iʼve 
learned…Animals are lesser than 
humans! (Pause)  
Humans are better! 
 

47!O&/(&M&+!$D-1)+!1%&!O&22&%!
2$1)!1)(-1/+<!
47!$1%-+!1)(-1/+!

#(/2!CD(/*DE!
#(/2!CD(/*DE!

CD(/*!B/12',%-!
89,2))4:$;,)&#-.*)$,&--4%,
2#',%2*;4;,;$2<4;,
0*.$,12%*23.4,5,=644',7*&#>,
?#*@2.,A*+B$;C!
#(/2!_(*()0!

"T!  D7  <patronizing> You know thatʼs 
not probably what they taught 
you…. 
 

48@/&1%)&*!2,!S1%-!1)(-1/+A!W!
?1/+&!

#(/2!CD(/*DE! #(/2!_(*()0!
,

";! D6   <looking and pointing at 
something down front stage for a 
while tries to speak but itʼs 
interrupted> 
 

48!(+!1**()0!+,-&2$()0!2,!2$&!
+.&)1%(,6!-1KO&!/(,)+`!

#(/2!CD(/*DE! CD(/*!aE!

"V!  D5  No, thatʼs what Iʼve learned.. 
<looking right stage at D6> 

48@/&1%)&*!2,!S1%-!1)(-1/+A!W!
#%D&!

#(/2!CD(/*DE! #(/2!_(*()0!

"7!  D6  <looking at the other two> huu I 
donʼt take any part of that stuff, I 
just know for a fact that you can 
shuck stuff at them, and Iʼm 
gonna chuck this <holding his 

I''&%@486!+.$DL@+),J.,)&6!
/(,)AA!
b**X/&-&)2@Q(,)A!

#(/2!CD(/*DE!
!
#(/2!CD(/*DE!

8D,$2<4;,;*'4;,
#(/2!_(*()0!
CD(/*!B/12',%-!
8D,)%42$4;,2,.*&#,



! ;!

slushy hand high> at that lion 
over there <pointing front stage 
with the other hand> 
 

"8!  D6  <hesitates and looks around> 
 
<D7 and D5 argue with each 
other> 

48!L),J!$&c+!O%&1L()0!1!%D/&`<!
45!1)*!47!E%&+&)2!1%0D-&)2+!
',%!2$&(%!*(''&%&)2!1EE%1(+1/+!,'!
1.2(,)!9.$D.L@A!d!?&&*@A!

#(/2!CD(/*DE!
#(/2!CD(/*DE!
!

#(/2!_(*()0!
0*.$,12%*23.4;,5,=644',7*&#>,
?#*@2.,A*+B$;>,E%42<*#+,
A(.4;C!
!
!

"5!  D5  It seems like a wise decision 47!+DEE,%2+!?&&*@/(,)A! #(/2!CD(/*DE! #(/2!_(*()0!
"\!  D7  Iʼm so totally opposed to this 45!%&P&.2+!?&&*@/(,)A! #(/2!CD(/*DE! #(/2!_(*()0!
"]!  D5  It doesnʼt seem that bad.  

<assertive>  
It doesnʼt seem that bad… 

! #(/2!CD(/*DE! #(/2!_(*()0!

T^! D7   <Ironic>  Really? ! #(/2!CD(/*DE! #(/2!_(*()0!
!T"!  D6  <D6 makes a throwing gesture 

and sound towards frontstage> 
S1+@+),J.,)&6!486!"A!W!?1/+&! #(/2!CD(/*DE! #(/2!_(*()0!

!TT!  D7  <looking frontstage with 
disapproval> 
ohMan! 

45!*(+1E%,M&+!48!1.2(,)! #(/2!CD(/*DE! #(/2!_(*()0!

!T;!  D5  <assertive>  
Nothing ironic  about him 
throwing a suicide snowcone to 
the lion. 

S1+@+),J.,)+6!/(,)6"A! #(/2!CD(/*DE! #(/2!_(*()0!

!TV!  D6  <Looking down frontstage and 
mocking> What are you gonna 
do about it lion? 
Itʼs awesome! Lick it! Lick it! 

48!$1%-+!1)(-1/+!
X12+@+),J.,)&6!/(,)A!

#(/2!CD(/*DE! #(/2!_(*()0!

!T7!  D7  <calm and patronizing>You 
know Tony…itʼs not cool. Sorry 

45!.%(2(.(3&+!48! #(/2!CD(/*DE! XYE/,%()0!B/12',%-!

!T8!  D6  <calm and assertive> I donʼt 
have a wife, and I donʼt have a 
children like youʼve got! 

9#_INe!I??X_!
S1+@456!J('&A!
S1+@456!f$(/*%&)A!
48!!1EE%1(+&@g('&A===!
48!1EE%1(+&@f$(/*%&)A===!

#(/2!CD(/*DE! #(/2!I''&%!
#(/2!M1%(1O/&!W!h45<g('&6!
45<f$(/*%&)i!
!

!T5!  D5  <raising hand towards D6> 
Yeah! Hi 5 Dude! 

47!10%&&+!J(2$!48!
47@1''()(2K648A!>>>!

#(/2!CD(/*DE! #(/2!_(*()0!

! V!

48@1''()(2K647A!>>>!
!T\!  D5  <hi 5ing D6> Yeah! I wish I didnʼt 

have a wife and children 
S1+@476!g('&A!
S1+@476!f$(/*%&)A!
47!!1EE%1(+&@g('&A===!
47!1EE%1(+&@f$(/*%&)A===!

#(/2!CD(/*DE! XYE/,%()0!B/12',%-!

!T]!  D6  <pointing at D7> <patronizing>  
Yeah and I wish you didnʼt have 
that wife and those children… 

48!1EE%1(+&@47<J('&A===!
48!1EE%1(+&@47<.$(/*%&)A===!

#(/2!CD(/*DE! #(/2!_(*()0!

;^!    (Pause)  
D7 is completely puzzled!!!!! 

! ! !

!;"!
!!
!!
!!
!!

D7   What the Fuck dudes 
<complaining> Why are you 
trashing my wife? We do this 
once a year,, 

45!,''&%+!
1.2(,)@()+D/2@45<J('&AA!

#(/2!CD(/*DE!
#(/2!CD(/*DE!

#(/2!_(*()0!
CD(/*!B/12',%-!

   <D5 faces D7 in the eyes> 
Thatʼs right… (Like throw it out) 
 

f,)2&Y2!
@/,.12(,)!E(.L&*!OK!47!1)*!48A!
@'%&UD&).K!,).&!1!K&1%A!

#(/2!CD(/*DE! XYE/,%&!!)&#-*%@*#+/!

   we get together in a funny little 
place that I never get to pick 

45!)&M&%!E(.L+!/,.12(,)!!
45!+212D+===!

#(/2!CD(/*DE! CD(/*!B/12',%-!

   <D5 acknowledges with 
superiority> 

! ! !

   and you 
<UNCOMPREHENSIBLE 
WORDS>  
come here and you pick on my 
WIFE! <Pause> 
<Tries to calm speech> I Canʼt 
help it, that sheʼs the most 
beautifull girl in the world…. 

45!,''&%+@+DEE,%2@45<J('&AA!2,!
$(-+&/'!

#(/2!CD(/*DE!
!
!
#(/2!CD(/*DE!

CD(/*!B/12',%-!
!
!
CD(/*!B/12',%-!d!#(/2!
_(*()0!

!;T!  D5  <D5 looks back from D7 to front 
stage> 
<unconvinced and ironic> oh 
yeah… Sheʼs very, very….. 
very…. 

47!1..&E2+!2$&!,''&%!,'!
()+D/2()0@45<J('&A!

#(/2!CD(/*DE! #(/2!_(*()0!

!;;!  D7  Are you calling my wife ugly? 45!,''&%+!45<J('&@D0/KAW#%D&! #(/2!CD(/*DE! #(/2!_(*()0!
!;V!  D5  D5 <moving his head to the 

sides, with a mocking smile> Iʼm 
47!1..&E2+!,''&%!
47!%&+E&.2+!45!

#(/2!CD(/*DE! #(/2!_(*()0!



! 7!

not calling youʼre wife ugly. 
!;7!  D6  <Moving his look from D5 to D7> 

No sheʼs <tries to find a word> 
sheʼs hansome 
(Pause audience laughs) 
I would say hansome. 

48!,''&%+!
47<g('&@S1)+,-&AW#%D&!
47!.,)+(*&%+!
47<g('&@S1)+,-&AW#%D&!
47!,''&%+@45<g('&AW!-1)(+$!

#(/2!CD(/*DE! #(/2!_(*()0!

!;8! D7   - <Unconvinced> You know that 
sounds a man word…. Are you 
saying my wife is manish? Cause 
it sounds as if youʼre saying my 
wife is  a little manish… 

45!S1)+,-&!(+!1!-1)!g,%*!
45!1..&E2+!,''&%!
45!L&&E+!*&'&)*()0!$(+!J('&!

#(/2!CD(/*DE! #(/2!I''&%!
#(/2!M1%(1O/&!W!h45<g('&6!
45<f$(/*%&)6!
45<g('&<j1)(+$i!
!
!

!;5! D5   She does have a cleft chin… !47!,''&%+!-1)(+$!122%(OD2&!
45<g('&@f/&'2f$()A!W!#%D&!

#(/2!CD(/*DE! #(/2!_('*()0!

!;\! D7  Many Hollywood stars have had 
a cleft chin… Betty Davis I 
believe… A huge cleft, she used 
to keep extra mayonese In it…. 

45!*&'&)*+!f/&'2!f$()!1+!1!
O&1D2K!+(0)!

#(/2!CD(/*DE! #(/2!_(*()0!

!;]! D5   - <Interrupting> and in fact sheʼs 
2ʼʼ taller than you are… 

47!,''&%+!45<g('&<S&(0$2!>!
45<S&(02$!

#(/2!CD(/*DE! #(/2!_(*()0!

!V^! D6   <sorry> Yeah thatʼs true… 
<Pause> 

48!.,)'(%-+!45<g('&<S&(0$2!>!
45<S&(02$!

#(/2!OD(/*DE! #(/2!_(*()0!

!V"!  D7  So? <playing he doesnʼt care> 45!.,)'(%-+!45<g('&<S&(0$2!>!
45<S&(02$!

#(/2!CD(/*DE! #(/2!_(*()0!

!VT! D6   Sheʼs a sheʼs a mammoth 
shewoman, yes she is.. 

48!,''&%+!45<g('&@j1--,2$!
9$&J,-1)A!

#(/2!CD(/*DE! #(/2!_(*()0!

!V;!  D7  Maybe I like it rough?... 
(Pause) 

45!.,)'(%-+!45<g('&@j1--,2$!
9$&J,-1)A!
45!,''&%+!Q(L&@456!+1*,d-1+,A!

#(/2!CD(/*DE! #(/2!_(*()0!

!VV!  D6  Well hang on a second <looks to 
D5 and then to D7> 
We honestly never considered it 
We kind of just thought that she 
was like beating you up 
emotionally..  
 
<Pause. Moves toward D7 and 
faces him in the eyes>  Is she 

47!,''&%+!bOD+&X-,2(,)1//K@456!
45<g('&A!
47!,''&%+!bOD+&B$K+(.1//K@456!
45<g('&A!
I''&%+!45@k(.2(-A!W!#%D&!

#(/2!CD(/*DE!
!
!
!
!
#(/2!CD(/*DE!

XYE/,%&!
!
!
!
!
#(/2!I''&%!#(/2!M1%(1O/&!W!
h45<g('&6!45<f$(/*%&)6!
45<g('&<j1)(+$6!45!
1OD+&*i!

! 8!

spanking your but? Does she hit 
you?  
 

!
!

!V7!    <D7 looks back and turns to left 
front stage avoiding eye contact> 
 
<D5 and D6 follow D7> 

45!+&&-+!2,!1..&E2!,''&%+! B%,O/&-! #(/2!_(*()0!

!V8!  D6  Whatʼs going on? 48!()+(+2+`! B%,O/&-! #(/2!_(*()0!
!V5!  D7  I donʼt want to talk about it guys.. 

<pointing at the (lions)> 
Letʼs just talk about what you 
did… 

45!1..&E2+!1)*!E/1K+!1M,(*()0! B%,O/&-! #(/2!_(*()0!

!V\!  D6  No, <takes snowcone  and 
popocorns out of D7 hands and 
throws them to the lions> 

48!()+(+2+!
S1+@9),J.,)&6!45A!W!?1/+&!
S1+@9),J.,)&6!Q(,)+A!W!#%D&!
S1+@B,E.,%)6!45A!W!?1/+&!
S1+@B,E.,%)6!Q(,)+A!W!#%D&!

B%,O/&-! #(/2!_(*()0!

V]! D7 <complaining> No! No! now you 
littered. You abused an animal 
and you littered!!! <disapproving> 
How many crimes will you 
commit today? 

45!1EE%1(+1/@'&&*@1)(-1/+AA!
===!

B%,O/&-!! #(/2!_(*()0!

7^! D6 To save you? <points at D7>  48!,''&%+@45!)&&*+!%&+.D&A! B%,O/&-! #(/2!I''&%!
I''&%!#(/2!M1%(1O/&!W!
h45<g('&6!45<f$(/*%&)6!
45<g('&<j1)(+$6!45!
1OD+&*6!!+1M&45i!
!

!7"!  D5  A hundred to save you! 47!,''&%+!2,!+1M&!45! B%,O/&-! #(/2!_(*()0!
!7T!  D6 <Looks at D5> Thank you, 

<looks at D7>I would commit a  
hundred crimes to save you! 
What me to prove it?  

48!.,)'(%-+!47!1)*!48!J1)2!2,!
+1M&!45!

B%,O/&-! #(/2!_(*()0!

!7;!  D7  <looking up and around> <looks 
back at D5 and D6> alright guys I 
admit it… Jessica hits me. 

45!.,)'(%-+!M(.2(-!1)*!
O&12()0B$K+(.1//K!,''&%+!

B%,O/&-! #(/2!I''&%!
#(/2!k1%(1O/&+!W!
h45<g('&6!45<f$(/*%&)6!
45<g('&<j1)(+$6!45!
1OD+&*6!!+1M&456!45!



! 5!

E$K+(.1//K!1OD+&*i!
!

!7V!  D5  Why do you wear a…. Show us, 
show us around youʼre neck. 

47!&YE/,%&+!O&12()0!+(0)+!
I''&%+!S1+@456!O&12()0j1%L+A!

B%,O/&-! B/12',%-!XYE/,%12(,)!

77!  D7  <stretches his collar down, with 
suffering face> 

45!1..&E2+!,''&%!S1+@456!
O&12()0j1%L+A!

B%,O/&-! B/12',%-!XYE/,%12(,)!

78!  D6  <looking at D7 neck> oh my 
god! 

48!.,)'(%-+! B%,O/&-! B/12',%-!XYE/,%12(,)!

75!  D7  <suffering> she chains me to the 
wall. She chains me up there 

45!&YE/,%&+!O&12()0!-1%L+!
45!,''&%+@45@E%(+,)&%AW#%D&A!
I''&%+@45<J('&@1OD+&%AW#%D&A!

B%,O/&-! B/12',%-!XYE/,%12(,)!

7\!  D6  She only lets you out once a 
year….and its to hangout with us. 

48!,''&%+@1))D1/Q&1M&A! B%,O/&-! B/12',%-!XYE/,%12(,)!

7]!  D7  You know what I eat all year 
long? “Ground” of krystal 
burgers… Itʼs Krystal burgers in 
a blender.. It serves this kind of 
mash itʼs all I eat. 
 
Have you ever smelled one of my 
farts on one of these trips? 

45!&YE/,%&+!45@B%(+,)&%A!
45!,''&%+!X12+@456!O1*',,*A!
I''&%+!45!(+!O1*/K!2%&12&)!
XYE/,%&+!&''&.2+!,'!C1*!',,*`!
I''&%+!45<'1%2+@+-&//A!W!#%D&!

!
!
!
!
B%,O/&-!

!
!
!
!
#(/2!I''&%!W!h45<g('&6!
45<f$(/*%&)6!
45<g('&<j1)(+$6!45!
1OD+&*6!!+1M&456!45!
E$K+(.1//K!1OD+&*6!
+-&//K!'1%2+i!

8^!  D6  <looking down> I really didnʼt 
notice, donʼt want to talk about it. 

48!1..&E2+!,''&%!J(2$!*(+0D+2! B%,O&-! B/12',%-!XYE/,%12(,)!

8"!  D7  You know what that is?  45!*&+.%(O&+!()!-,%&!*&21(/! B%,O/&-!! B/12',%-!XYE/,%12(,)!
8T!  D5  I really thought it was the 

animals…. 
47!1..&E2+!1)*!*&+.%(O&+!(2`! B%,O/&-! B/12',%-!XYE/,%12(,)!

8;!  D7  No thatʼs why Iʼm really happy 
you chose the zoo this year, 
because I can blend in… 

45!D+&+!.,)2&Y2!,'!3,,!()!'1%2!
*&+.%(E2(,)!

B%,O/&-! B/12',%-!XYE/,%12(,)!

8V!  D6  <looking at D5> I really canʼt 
finish this snowcone… 

47!(+!*(+0D+2&*<<!
47!,''&%+!*,()0!+,-&2$()0!2,!
9),J.,)&!

B%,O/&-!! B/12',%-!XYE/,%12(,)!

87!  D7  Why donʼt you throw away to the 
poor animal?  <ironic> 

45!
,''&%+@'&&*1)(-1/+@+),J.,)&AA!

B%,O/&-! B/12',%-!XYE/,%12(,)!

88!  D6  You listen <points at D7> when 
we leave this zoo you can come 

48!,''&%+!+,/D2(,)!2,!1OD+&+! B%,O/&-! #(/2!I''&%!!
#(/2!k1%(1O/&!W!

! \!

stay with me. 45<-,M&ID2!
85!  D7  Really? 48!E/1K+!.$1%1.2&%! B%,O/&-! B/12',%-!XYE/,%12(,)!
8\!  D6  Thatʼs right. 

 – Weʼve got a spare room in the 
house. I want you to… 
<D5 nods his head saying yes> 
 

48!*&+.%(O&+!+,/D2(,)!
47!.,)'(%-+!(2!

B%,O/&-! B/12',%-!XYE/,%12(,)!

8]!  D7  <interrupts> - Sheʼs got me 
chiped!(Pause) thereʼs a 
microchip… 
 

45!,''&%+!)&J!E%,O/&-@.$(EA! B%,O/&-! #(/2!I''&%!!W!f1)c2!-,M&!
,D2<!i45<.$(EE&*!
()M1/(*12&+!45<-,M&ID2i!

!5^!  D6 Iʼll cut it out. Iʼll cut it out. Iʼve 
tagged animals. I know what itʼs 
like. 
<D7 puts an arm around D6> 

48!D+&+!$(+!L),J/&*0&!2,!
%&+,/M&!E%,O/&-!

B%,O/&-! #(/2!I''&%!W!fD2!.$(E<!
h45Ff$(E_&-,M&*6!
45<j,M&+ID2i!

!5"!  D5 <towards D7> sheʼs not gonna 
know who you are, because 
youʼre taking her to court. Youʼre 
dissolving this hideous 
monstrosity of a marriage. 

47!,''&%+@*(++,/M()0j1%%(10&A! _&+,/D2(,)! #K()0!Q,,+&!&)*+!

!5T!   D6 Hey guys… letʼs cone that lion 
together. Cʼmon all hands on the 
cone. 
<D5 and D7 place hand on D6ʼs 
cone> 

48!,''&%+@'&&*@Q(,)A6!1//A! _&+,/D2(,)! 4&),D-&)26!#K()0!/,,+&!
&)*+!

!5;!   D7 Iʼm still really opposed to this…. 
  
 

45!E/1K+!.$1%1.2&%!OD2!1..&E2+!
,''&%!

_&+,/D2(,)! #K()0!/,,+&!&)*+!

!5V!  D6   Take that lion! 48!E/1K+!.$1%1.2&%+! _&+,/D2(,)! 4&),D-&)2!
!57!   All <all of them throw the cone 

together> 
! _&+,/D2(,)! B/12',%-!XYE/,%12(,)!

!58!   D7 oh look at him heʼs got syrup in 
his eyes….. 

45!E/1K+!.$1%1.2&%! ! !

!55!   D6 SCENE!!!!!! ! ! !
!!     ! ! !
 
 



! ]!

1"%0$)"#)23)4#%0&5(0-)
6:49 - I was trying to introduce conflict You should have an opinion about something, so that you have a stance on something, so 
that you bases your character on something so that you can follow through on that somewhere and than onto what... something 
might happen that changes the environment which is the TILT....   
 
7:47 – And I also just called him Ted itʼs important to try to name your partners, I eventually saw at the middle of the scene that I 
had no name I had no identity, Iʼm just the guy who is against to throwing thing at the lion. 
 
Endowing offer(zoology) 
 1:30 – he problaby named him Tony at the beginning bu it was just at this time that I heard it for the first time. 
 
10:51 – The scene is now(2:21) shifting into something else, where no longer dealing with the lion and where dealing with my wife 
which he doesnʼt like, Iʼm thinking should I not like my wife or should I like my wife? And thatʼs going to bas my opinion about what 
he said. 
Game within the scene( Iʼm gonna be the outsider from which every opinion differs) 
 
“Fuck you guys.”  Iʼm finally trying to have a say. 
 
“cleft chin” – Iʼm thinking of something hilarious about cleft chin, the zoo doesnʼt make a difference, itʼs all about three guys 
arguing… 
 
“2ʼʼ taller than you are” 
Iʼm thinking about my popcorn and snowcone still on my hand… 
 
15:39 – Now this is turning into a big tilt, which is a term for when a still jus takes a big turn into turning something else. A Big offer 
because we were kind of going nowhere… “Wait hold on…..” 
 
“I donʼt wanna talk about It guys” act like abused people act like…… 
 
smash! No! Smash! No! 
 Great because heʼs taking things out of my hand 
 
Now you littered… 
Just calling back 
I was just trying to reestablish we are in a zoo. Keep it consistent for the audience. Reestablishing some facts. 
 
“You want me to prove it” 

! "^!

I shouldʼve said YES which is a golden rule….. 
 
I was processing the fact that allof the suddenly they were on my side,… 
 
She chains me to the wall 
I clearly got some kind of mark…. 
 
“Ground of Krystal Burger” 
I tried to think of the most disgusting thing…. 
 
“Farts” 
Back it out with some proof 
 
“Microchip” 
well sheʼs gonna be able of tracking me some how…. Am I just being corny throwing an offer really late…. 
It seems thereʼs a resolution coming up…. 
   “Itʼs so late in the scene I donʼt need to be throwing out things” 
  
Wrapping it up, we resolved it weʼr friends again, letʼs do something terrible together as friends…. 
!

1"%0$)"#)26)4#%0&5(0-)
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/('&!(+!-D**K6!+,!G!*&.(*&*!2,!&)*,J!$(-!J(2$!1!$,%%(O/&!/('&<!#$&)!1!2$()0!$1EE&)+!()!(-E%,M!.1//&*!2$&!01-&!,')!2$&!+.&)&!@01-&!F>!
%&E&2(2(M&!O&$1M(,%A!!%1)*K!1)*!G!100%&&!2$12!45!J('&!+D.L+`<<!2$&!.1L&!(+!2$&!%&1/!+2,%K!2$12!2$&!1D*(&).&!(+!0,()0!2,!D)*&%+21)*+!`!2$&!
&-,2(,)1/!+(*&!,'!(2!(+!2$12!$(+!J('&!1OD+&+!$(-`!
G!J1+!/,,L()0!',%!2$&!%(0$2!J,%*6!G!.,D/*!.,D/*)c2!+1K!$(+!J('&!J1+)c2!D0/K!O&.1D+&!,'!-K!.$1%1.2&%6`<!g(2$,D2!+1K()0!J$12!+$&!(+!Gc-!
+1K()0!J$12!+$&!(+!O&.1D+&!G!.1)c2!*&)K!(2!,%!+DEE,%2!J$12!K,D!+1(*`<<!
I%(0()1/!()!(-E%,M!(+!1!O1*!J,%*6!O&.1D+&!K,D!J&%&!+,!2%K()0!2,!O&!D)(UD&<<<!K,Dc%&!2%K()0!2,!$1%*!1)*!(2!(+!%&1//K!2$&!'/,J`!_1(+()0!2$&!
+21L&+`<!
#$&!E%,Y(-(2K!$&!0,26!$&!&)2&%&*!$(+!+E1.&!$&c+!()!$(+!ODOO/&6!J$12c+!2$&!2%D2$6!J$12c+!2$&!*&1/m!

1"%0$)"#)7&"8,)4#%0&5(0-)
!
45!:!S&%&c+!J$12!Gc-!2$()L()0l!,$!+$(2H!G!1/%&1*K0,2!E,E.,%)!,)!-K!$1)*!
48!:!G2!J1+!,)/K!1'2&%!G!.1-&!()!@(-(212&+!45A!O&.1D+&!2$&K!J&%&!2J,!G!J1)2&*!2,!*,!J1+!@O&.1D+&!2$&K!J&%&!1!*D,A!G!J1)2&*!2,!!O%()0!
+,-&2$()0!()!2,!.%&12&!&)M(%,)-&)26!O&.1D+&!J&!D+D1//K!+21%2!J(2$!,)/K!,)&!(-E%,M(+&%!.%&12()0!&)M(%,)-&)2!1)*!('!K,D!+21%2!J(2$!2J,!(2!
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,D2!J$,!&1.$!,2$&%!(+`!!
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2$(+!&/&-&)2!()!1),2$&%!1.2(,)<!47!1)*!45!.,)'(%-!2$&K!$1*)c2!+&&)!$(-!E,()2()0<!

! "T!

?(%+2!/(,)!,''&%!(+!'%,-!47!OD2!(2!PD+2!%&'&%+!/(,)!1+!+,-&2$()0!2,!'&&*!(2!*,&)c+!E%&+&)2!2$&!/(,)!()!'%,)2!,'!2$&-<!
b//!2$%&&!100%&!,)!2$()L()0!1O,D2!1!+2,%K!/(L&!91)!?%1).(+.,!q,,<!
48!!F!!12!2$(+!E,()2!J&!*(*)c2!0&2!2,!J$12!1)!&+21O/(+$&*!E/12',%-!(+<<!@J$12c+!-(++()0mA!!#$(+!2$()0!2$12!.,-&+!)&Y2!J$(.$!(+!2$!+2,%K!,'!1!
+.&)&!45!:!g$(.$!(+!-K!/('&`!48!:!K&1$!! !
48!F!J$&%&!/,,L()0!',%!2$&!2$()0!2$12!-1L&+!(2!(-E,%21)2<!!#$,(+!(+!1O,D2!2$&!2(-&!J$&%&!2$&!2(/2!)&&*+!2,!O&!+&22/&*<!g&!+E&)2!1!/,2!,'!
2(-&!0,++(E()0!
g$12+!2$&!2(/2m!
45!l!Gc-!2%K()0!2,!*'&)*!J$K!G!/(L&!1!0(1)2`<!
48l!b2!2$12!E,()2!J$&)!K,D!+1(*!@/,,L()0!12!45A!ZG!/(L&!(2!%,D0$[!G!2$,D0$2!Z,L!!J&!.1)!-1L&!2$(+!+&%(,D+666[!-1L&!2$(+!(-E,%21)2!0(M&!(2!
+,-&!0%1M(2K<!
45!1+!+,,)!1+!$&!+1(*!Z+$&c+!O&12()0!K,D!DE!&-,2(,)1//K[!G!L)&J!(2!J1+!(2<<<!
48l!!9,!G!ED2!,)!1!+&%(,D+!'1.&`!ED2!,)!1!'1.&!,'!.,).&%)!45!$1+!E(.L&*!DE!,)!2$12!'1.&!,'!.,).&%)!!
45l!!G!J1+!/(L&`!!+$(2!K,Dc%&!%(0$2`!
9jb9S!9jb9S!
67%8%9.2%,9(#(,-*#%:6;<%.2%-#).$=%-/%4"-%.-%>(,?%-/@(#A2%B**A.$=%($.1('2%($A%2-"BB%'.?*%-9(-C%@9*$%(,-"('')%6;%-9*%4*#B/#1*#%.2%
@($-.$=%-9*%2,*$*%=/%-/%-9(-%4'(,*D%
Zb!$D*%&*!2,!+1M&!K,D[!
45l!!#$(+!J1+!1!$D0&!%&M&/12(,)!',%!-&!6!2$&+&!0DK!1%&!0,))1!O1.L!-&!DE!),!-122&%!J$12`!),J!J&!$1M&!2,!*&1/!J(2$!(26!2$&KcM&!0(M&)!-&!
2$&!,''&%!Zg&c//!*,!J$12&M&%!(2!21L&+!2,!$&/E!K,D!,D2<[!!
48l!G!+1(*`!K,D!J1)2!-&!2,!E%,M&!(2m!@2,!45A!b)*!G!J1+!0/1*!K,D!+1(*!),6!!
45l!`<!#$&!+.&)&!J1+)c2!1O,D2!2$12`!
48l!b2!2$(+!E,()2!2$&!./,.L!()!-K!$&1*!(+!0,()0!,''<<!#$(+!+$,D/*!O&!J%1EE()0!DE!J&!+$,D/*!O&!'()(+$()0!2$(+!+.&)&<!
o,D!.1)!.,-&!+21K!J(2$!-&`!
48l!()!-K!-()*!(2!J1+!1!-1)!+$&/2&%6!1!M(,/&).&!+$&/2&%!',%!-&)6!OD!2$12!J1+!OK!(2+&/'!1!+.&)&!6!(2!J1+!2,,!-D.6!+,!2$&!)&Y2!1M1(/1O/&!+.&)&!
J1+!-K!$,D+&<!
f$(EE&*!
45!),J!Gc-!1/-,+2!*&)K()0!(2`!G!+$,D/*cM&!1..&E2&*!1)*!J&!+$,D/*cM&!J%1EE&*!(26!OD2!2$&)!G!2$,D0$2!-1KO&!J&!.1)!&)%(.$!(2!1!/(22/&!O(2!
-,%&<!`<<!Gc-!1**()0!-,%&!1)*!G!*,)c2!J1)2!2,!O&!1**()0!-,%&`<!
48<l!G!J1)2&*!2,!+1K!2&%%(O/&!-1%%(10&!`!
47l!b2!2$(+!E,()2!1!2$()L!48!J1+!2K()0!DE!,D2!/,,+&!&)*+!2$12c+!J$K!G!2$()L!G!*(*)c2!OD(/*!DE!-,%&!,)!(2`!!!

9#':;$($)
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
Q,.12(,)l!!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!

B/12',%-!
OD(/*!DE!



! ";!

• q,,@fA!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

• q,,@fA!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

• q,,@fA!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

 

*8&#)<)%")6)
 
!"#$% &'()*#% +,-./$% 0/11*$-2%
! ! =45!1)*!47!1%&!12!.&)2&%!+210&>! ?%(&)*+@456!476!48A!
"! 48! =48!&)2&%+!'%,-!%(0$2!+210&>!!

48!F!G!0,2!2$&-H!I$!-1)H!+),J.,)&+6!
2$&K!0,2!1//!L()*!'/1M,D%+<!!---!

N&JIOP&.2@9),J.,)&A!
Q(L&@+),J.,)&+6!48ARR!
S1+@9),J.,)&6!486;A!

T! 48! =48!0(M&+!1!+),J.,)&!2,!&1.$>! Q(L&@+),J.,)&+6!45ARR!
Q(L&@+),J.,)&+6!47ARR!
S1+@+),J.,)&6!486"A!
S1+@+),J.,)&6!456!"A!
S1+@+),J.,)&6!476"A!

;! 45! @+,%%KA!IJ!G!J1+!&12()0!-K!E,E,.,%)!
#$1)L+!-1)H!
=48!0,&+!O1.L!2,!%(0$2!+210&>!

N&JIOP&.2@B,E.,%)A!
S1+@B,E.,%)6!456"A!
45!1)*!48!&UD1/!+212D+!

!V! !48! #$&K!ED2!1//!2$&!L()*+!,'!+K%DE+!()!2$&%&<!
=/,,L()0!12!47>!

9),J.,)&@+K%DEA!W!#%D&!

7! D5!  oh itʼs a suicide slushy 
!

9K%DE!(+!1!Z9D(.(*&!9/D+$K[!
!

8! D6 mhm !

Turn 1 
47!&)2&%+!J(2$!+),J.,)&+!,)!$(+!$1)*<!45!J1+!E%,E,+()0!$&!$1*!E,E.,%)<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%

! "V!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@9),Jf,)&A@BA!

!
B%,E+!

• !9),J.,)&+@_A!
o IJ)&%!47!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@9),Jf,)&A@_A!

B%,E+!

• ;!9),J.,)&+@BA!
o IJ)&%!47!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@9),Jf,)&A@_A!
• X12@B,E.,%)A!@BA!

B%,E+!

• ;!9),J.,)&+@_A!
o IJ)&%!47!

• B,E.,%)+!@BA!
o IJ)&%!45!

B/12',%-!
OD(/*!DE!

!
% !



! "7!

Turn 2 
47!$1)*+!1!+),J!.,)&!&1.$<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
Q,.12(,)l!!

• q,,@fA!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

• "!9),J.,)&+@fA!
o IJ)&%!48!

• "!9),J.,)&+@fA!
o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

• "!9),J.,)&+@fA!
o IJ)&%!48!

• "!9),J.,)&+@fA!
o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@9),Jf,)&A@fA!
• X12@B,E.,%)A!@BA!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

• "!9),J.,)&+@fA!
o IJ)&%!48!

• "!9),J.,)&+@fA!
o IJ)&%!45!

• B,E.,%)+!@BA!
o IJ)&%!45!

B/12',%-!
OD(/*!DE!

!
!  

! "8!

Turn 3 
45!()',%-+!$&!J1+!$,/*()0!E,E.,%)+<!45!2$1)L+!()',%-1//K!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
Q,.12(,)l!!

• q,,@fA!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@456B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

• "!9),J.,)&+@fA!
o IJ)&%!48!

• "!9),J.,)&+@fA!
o IJ)&%!45!

• B,E.,%)+!@fA!
o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@456B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

• "!9),J.,)&+@fA!
o IJ)&%!48!

• "!9),J.,)&+@fA!
o IJ)&%!45!

• B,E.,%)+!@fA!
o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

• "!9),J.,)&+@fA!
o IJ)&%!48!

• "!9),J.,)&+@fA!
o IJ)&%!45!

• B,E.,%)+!@fA!
o IJ)&%!45!

B/12',%-!OD(/*!DE!

 

Turn 4 
#$&K!ED2!1//!L()!+,*!+K%DE+!()!2$&%&`<<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%



! "5!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

• B,E.,%)+!@fA!
o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@BA!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@BA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@BA!

• B,E.,%)+!@fA!
o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

• B,E.,%)+!@fA!
o IJ)&%!45!

B/12',%-!
OD(/*!DE!

 

Turn 5 
47!)1-&+!+K%DE!Z9D(.(*&!9/D+$K[!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%

! "\!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@456B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@BA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@BA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@BA!
• B,E.,%)+!@fA!

o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@456B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@_A!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@_A!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@_A!
• B,E.,)+!@fA!

o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@_A!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@_A!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@_A!
• B,E.,%)+!@fA!

o IJ)&%!45!

B/12',%-!OD(/*!DE!

 



! "]!

Turn 6 
48!$-$--!.,)'(%-+!Z9D(.(*&!9/D+$K[!
!
!
!
!
!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
Q,.12(,)l!!

• q,,@fA!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@456B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@456B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

b.2(M(2K!

• X12@B,E.,%)A!@fA!
• X12@9),Jf,)&A@fA!

!
B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!

B/12',%-!OD(/*!DE!

! T^!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

)
!

!

!

*8&#)3)%")<<)
!"#$% &'()*#% +,-./$% 0/11*$-2%
5! D5 <looking at D7>  

Hey you should feed your popcorn to the lions! 
 

I''&%@456!
'&&*@/(,)+A6!
E,E,.,%)A!

\! D7 <looking at D5> <patronizing> 
 hey hmm you know, something Ted they donʼt 
really haam want you to feed the animals because  
theyʼre on specialized DIETS!!! 
 
You know you should know this since youʼre a…. 

45!1EE%1(+&!
'&&*@/(,)+A!===!
45!,''&%+!
47@)1-&AW!#&*!
I''&%@486!
,..DE12(,)!%&/12&*!
J(2$!1)(-1/+A!

]! D5 <looking at D7>… a zoologist?! 
 
D6 <oversteamed by the others>– yup see that 
one right there… 
 

47@3,,/,0(+2A!W!
2%D&!
!
48!,M&%+2&1-&*!

"^! D7 <looking at D5>…  When you where at zoologist 47@1+C&&)A!W!



! T"!

school…. We we were in college.. 3,,/,0K!+.$,,/!
""! D5 <assertive> 

yeah hereʼs what Iʼve learned…Animals are lesser 
than humans! (Pause)  
Humans are better! 
 

47!O&/(&M&+!
$D-1)+!1%&!O&22&%!
2$1)!1)(-1/+<!
47!$1%-+!1)(-1/+!

 
Turn 7 
47!,''&%+!45!2$&!1.2(,)!,'!2$%,J()0!E,E.,%)+!2,!2$&!/(,)+<<!#$&%&c+!),!%&.,%*!,)!J$K!47!2$,D0$2!,'!2$(+<!?%,-!1!0/,O1/!E&%+E&.2(M&!(2!
-(0$2!+&&-!1+!1!#(/2!,''&%6!)&M&%2$&/&++!'%,-!1)!()*(M(*D1/!E&%+E&.2(M&!2$&%&c+!),!&M(*&).&!+DEE,%2()0!2$12!47!J1+!2$()L()0!,'!1)K2$()0!
&/+&!OD2!&YE/,%()0!2$&!'1.2!2$12!45!$1*!2J,!*(''&%&)2!2$()0+!2,!&126!1)*!2$12!E&,E/&!()!2$&!3,,!'&&*!1)(-1/+<!G)!2$&!,2$&%!$1)*!45c+!
,EE,+(2(,)!-1K!+&&-!-,%&!/(L&!1!f,)'/(.2!,''&%!O&.1D+&!$&!(+!*&/(O&%12(M&/K!,EE,+()0!$(+!'%(&)*6!1)*!E12%,)(3()0!1)*!0&)&%12()0!+212D+&+!
M1%(12(,)+<!G)!+,-&!+&)+&!(2!-(0$2!1/+,!O&!1!2(/2!+().&!(2!O%()0()0!1!)&J!E/12',%-!()2,!1.2(,)!()!J$(.$!2$&!.$1%1.2&%+!-,M&!'%,-!1!'%(&)*/K!
%&/12(,)!2,!1!.,)'/(.2!%&/12(,)`<!
45!G)2&%M(&Jl!
6:49 - I was trying to introduce conflict You should have an opinion about something, so that you have a stance on something, so 
that you bases your character on something so that you can follow through on that somewhere and than onto what... something 
might happen that changes the environment which is the TILT....   
 
7:47 – And I also just called him Ted itʼs important to try to name your partners, I eventually saw at the middle of the scene that I 
had no name I had no identity, Iʼm just the guy who is against to throwing thing at the lion. 
!
6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!

'%,)2@BA!
XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!

B/12',%-!OD(/*!DE!

! TT!

B,E.,%)A!@BA!

!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9
@fA!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9
@fA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9
@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!f!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

 
 
Turn 8 



! T;!

In this turn D7 positions his character against feeding animals in a zoo(TiltOffer). Endows D5 with a name and an offer D5 
an animal related occupation…  this Tilt offer will be accepted later when D5 accepts the conflict related with having an 
opposite position on feeding animals. 
Other things such as Specialized diets and zoo rules are explorations of the platform to build arguments in turn of his 
position. 
D7 uses a patronizing tone which raises his status over D5 
 
6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!

'%,)2@BA!
o _D/&+!
o !

!'&&*@1)(-1/+A
@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!
B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!

%&/12&*!J(2$!
1)(-1/+!@_A!

• 45!
o b01()+2!'&&*()0!

1)(-1/+!@_A!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!
@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@_A!
• 45!

o b01()+2!'&&*()0!
1)(-1/+!@_A!

!
_&/12(,)+!

• ?%(&)*@476!48A!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@_A!
o !

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!
@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@BA!
• 45!

o b01()+2!'&&*()0!
1)(-1/+!@BA!

!
_&/12(,)+!

#(/2!

! TV!

_&/12(,)+!

• ?%(&)*@476!48A!
• 9212D+!W!
• ?%(&)*@476!45A!

o 9212D+!W!R45!
• ?%(&)*@486!48A!

o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9
@fA!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9
@fA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9
@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

o 9212D+!W!
• ?%(&)*@476!45A!

o 9212D+!W!R45!
• ?%(&)*@486!48A!

o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• ?%(&)*@476!48A!
o 9212D+!!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

Turn 9 
D5 endows himself as a zoologist…. And 48!,M&%+2&1-&* 
 
6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%



! T7!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o _D/&+!

! !'&&*@1)(
-1/+A@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!
@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!

%&/12&*!J(2$!
1)(-1/+!@fA!

o q,,/,0(+2@BA!
• 45!

o b01()+2!'&&*()0!
1)(-1/+!@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!

! !'&&*@1)(-1/+A
@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@_A!

!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

f,)+2%1()2l!!
• ;!-()!@fA!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!

! !'&&*@1)(-1/+A@
_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@BA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!

#(/2!

! T8!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@f
A!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@f
A!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@f
A!

• B,E.,%)+!@fA!
o IJ)&%!45!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BA!
!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

 
 
 
 
 
Turn 10 
D7 clarifies D5 a Zoologist and offers D5 as a former zoology school member. 
6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

#(/2!



! T5!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !!'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!

o Q(,)+!()!'%,)2@fA!
o b!E1%2(.D/1%!/(,)@BA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

!
_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!
@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!

@BA!
• 45!

o b01()+2!'&&*()0!
1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! T\!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BA!
!

! 9D(.(*&9@f
A!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@f
A!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@f
A!

• B,E.,%)+!@fA!
o IJ)&%!45!

 
 
Turn 11 
D5 clarifies he went  a Zoology school and endows himself has an animal abuser. 
6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!
@fA!

#(/2!



! T]!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!

@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!

@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!

1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!

! ;^!

o IJ)&%!45! • B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

!
!

*8&#)<=)%")=>)
!
!"#$% &'()*#% +,-./$% 0/11*$-2%
"T!  D7  <patronizing> You know thatʼs not probably 

what they taught you…. 
 

48@/&1%)&*!2,!S1%-!1)(-1/+A!W!?1/+&!

";! D6   <looking and pointing at something down 
front stage for a while tries to speak but itʼs 
interrupted> 
 

48!(+!1**()0!+,-&2$()0!2,!2$&!+.&)1%(,6!-1KO&!/(,)+`!

"V!  D5  No, thatʼs what Iʼve learned.. 
<looking right stage at D6> 

48@/&1%)&*!2,!S1%-!1)(-1/+A!W!#%D&!

"7!  D6  <looking at the other two> huu I donʼt take 
any part of that stuff, I just know for a fact 
that you can chuck stuff at them, and Iʼm 
gonna chuck this <holding his slushy hand 
high> at that lion over there <pointing front 
stage with the other hand> 
 

I''&%@486!+.$DL@+),J.,)&6!/(,)AA!
b**X/&-&)2@Q(,)A!

"8!  D6  <hesitates and looks around> 
 
<D7 and D5 argue with each other> 

48!L),J!$&c+!O%&1L()0!1!%D/&`<!
45!1)*!47!E%&+&)2!1%0D-&)2+!',%!2$&(%!*(''&%&)2!1EE%1(+1/+!,'!1.2(,)!
9.$D.L@A!d!?&&*@A!

"5!  D5  It seems like a wise decision 47!+DEE,%2+!?&&*@/(,)A!
"\!  D7  Iʼm so totally opposed to this 45!%&P&.2+!?&&*@/(,)A!
"]!  D5  It doesnʼt seem that bad.  

<assertive>  
!



! ;"!

It doesnʼt seem that bad… 
T^! D7   <Ironic>  Really? !
!T"!  D6  <D6 makes a throwing gesture and sound 

towards frontstage> 
S1+@+),J.,)&6!486!"A!W!?1/+&!

!TT!  D7  <looking frontstage with disapproval> 
ohMan! 

45!*(+1E%,M&+!48!1.2(,)!

!T;!  D5  <assertive>  
Nothing ironic  about him throwing a suicide 
snowcone to the lion. 

S1+@+),J.,)+6!/(,)6"A!

!TV!  D6  <Looking down frontstage and mocking> 
What are you gonna do about it lion? 
Itʼs awesome! Lick it! Lick it! 

48!$1%-+!1)(-1/+!
X12+@+),J.,)&6!/(,)A!

!T7!  D7  <calm and patronizing>You know 
Tony…itʼs not cool. Sorry 

45!.%(2(.(3&+!48!

 
Turn 12 
D7 patronizes D5 lack of knowledge 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

#(/2!

! ;T!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!

@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!



! ;;!

• B,E.,%)+!@fA!
o IJ)&%!45!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BA!

o IJ)&%!45!

!
Turn 13 
D5 tries offer the lion in front stage but the others don’t seem to be interested ot noticing 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!

@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!

#(/2!

! ;V!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R45!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BBA!

o 9212D+!W!
• ?%(&)*@476!45A!

o 9212D+!W!R45!
• ?%(&)*@486!48A!

o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

 
Turn 13 
D5 reacts and seems to balance status. They’re just arguing to see who takes the last word…. 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

#(/2!



! ;7!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!

@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! ;8!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

o 9K%DE!@fA!
! 9D(.(*&9@fA!!

• 9),J.,)&+@fA!
o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

!
Turn 14 
D5 reacts and seems to balance status. They’re just arguing to see who takes the last word…. 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f$1%1.2&%+!

• 47!

#(/2!



! ;5!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

! ;\!

o IJ)&%!45! o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@BA!
!
Turn 15  
I''&%@486!+.$DL@+),J.,)&6!/(,)AA!b**X/&-&)2@Q(,)A!
Gc-!-1L()0!2$(+!I??X_!K,D!+&&!2$12!/(,)!%(0$2!2$&%&mHHH!!b)K!,2$&%!2KE&!,'!E&,E/&!J,D/*!0,!ZK&1$[!&M&)!('!2$&K!-(0$2!),2!L),J!J$12!Gc-!
2$()L()0!1O,D2<!9&&!2$12!/(,)!%(0$2!2$&%&m!S&n+!*&1*6!$&c+!1/(M&6!$&c+!1!.$(/*6!$&c+!1!O1OK`!$&!1/%&1*K!0,2!,)!$(+!-()*!2,!0,!+,-&J$&%&!
&/+&`!OD2!G!1.2D1//K!J1)2&*!2,!O%()0!2$12!O1.L!1%,D)*!O&.1D+&!(2!+,%2!,'!0,2!*%,EE&*!1)*!&M&%K2$()0<!!
Z#$12!Q(,)!%(0$2!2$&%&<[!9().&!!
!
Gc6!0,))1!+$,J!K,D!J&!.1)!2$%,J!+2D''!12!2$12!/(,)!,M&%!2$&%&`<!
N,2&+l!G2!+&&-+!1/-,+2!1+!('!48!J1)2&*!2,!21L&!1)!1.2(M&!%,/&!()!2$&!47d45!1%0D-&)2<!!S&!$1*!2,!21L&!+(*&+!2,!O&!1!E1%2!,'!2$&!1.2(,)6!!
9E&.D/12(,)+!1O,D2!48!2$,D0$2l!

o $&!.,D/*)c2!O&!1.2(M&!OK!),2!*,()0!1)!1.2(,)!+D.$!1+!OK!),2!2$%,J()0!',,*6!$&!J,D/*!$1M&!2,!*,!+,-&2$()0!2,!E%&M&)2!2$&!,2$&%+!
'%,-!2$%,J()0!',,*!+D.$!1+!21L()0!2$&!',,*!'%,-!2$&(%!$1)*+`<!

o S&c+!.$1%1.2&%!J1+!M&%K!*&.(*&*!1O,D2!$(+!E,+(2(,)+!1)*!1.2(,)+6!2$&!J&1L&%!+(*&!,'!2$&!*&O12&!J1+!45!O&.1D+&!$&!J1+!E%&M&)2()0!
2$&-!2,!1-D+&!2$&-+&/M&+6!OK!O&()0!2,!E12%,)(3()0<!

o G2!1/+,!-(0$2!$1EE&)!2$12!45!+212D+!J1+!/,J&%!!1)*-,%&!MD/)&%1O/&`!!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

#(/2!



! ;]!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

! V^!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
Turn 16 to 20 
D7 and D5 explore their arguments over D6 offer. D6 explores his action by portraying he knows his action is against the 
rules.. 
Why doesn’t D6 throw the snowcone immediately, is D6 riding the conflict is he choosing sides….it creates suspense…. 
 
48!L),J!$&c+!O%&1L()0!1!%D/&`<!
45!1)*!47!E%&+&)2!1%0D-&)2+!',%!2$&(%!*(''&%&)2!1EE%1(+1/+!,'!1.2(,)!9.$D.L@A!d!?&&*@A!
47!+DEE,%2+!?&&*@/(,)A!
45!%&P&.2+!?&&*@/(,)A!
   

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f$1%1.2&%+!

• 47!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f$1%1.2&%+!

• 47!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f$1%1.2&%+!

• 47!

#(/2!



! V"!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!

J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!48!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! VT!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!
!
Turn 21 
48!2$%,J+!9),J.,)&!2,!'&&*!2$&!Q(,)<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!

#(/2!



! V;!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!48A!
o 9212D+!W!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
Turn 22 
45!*(+1EE%,M&+!48!!1.2(M(2K!1)*!+$,J+!$(+!*(+1EE%,M1/<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!! f,)+2%1()2l!! f,)+2%1()2l!! #(/2!

! VV!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!45A!

• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!

• ?%(&)*@476!45A!
o 9212D+!W!R47!

• ?%(&)*@486!45A!



! V7!

• ?%(&)*@486!45A!
o 9212D+!WR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
Turn 23 
47!*&'&)*+!48!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&10&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

#(/2!

! V8!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!

• ?%(&)*@486!45A!
o 9212D+!WR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!

• ?%(&)*@486!45A!
o 9212D+!WR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!

• ?%(&)*@486!45A!
o 9212D+!WR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!



! V5!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
Turn 24 
48!-,.L+!/(,)!1)*!,''&%+!/(,)!&12()0!+),J.,)&<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

#(/2!

! V\!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@_A!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!

• ?%(&)*@486!45A!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@BA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@_A!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!



! V]!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
Turn 25 
45!*(+1EE%,M&+!48!1.2(M(2K6!J$(.$!.,)'(%-+!2$12!(2!J1+!%&.&(M&*<!b)*!*(-()(+$&+!45!1)*!48!1''()(2K6!1)*!().%&1+&+!45!+212D+<<!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!

#(/2!

! 7^!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!

o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!



! 7"!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

*8&#)=6)%")=?)
!T8!  D6  <calm and assertive> I donʼt have a 

wife, and I donʼt have a children like 
youʼve got! 

9#_INe!I??X_!
S1+@456!J('&A!
S1+@456!f$(/*%&)A!
48!!1EE%1(+&@g('&A===!
48!1EE%1(+&@f$(/*%&)A===!

!T5!  D5  <raising hand towards D6> Yeah! Hi 
5 Dude! 

47!10%&&+!J(2$!48!
47@1''()(2K648A!>>>!
48@1''()(2K647A!>>>!

!T\!  D5  <hi 5ing D6> Yeah! I wish I didnʼt have 
a wife and children 

S1+@476!g('&A!
S1+@476!f$(/*%&)A!
47!!1EE%1(+&@g('&A===!
47!1EE%1(+&@f$(/*%&)A===!

!T]!  D6  <pointing at D7> <patronizing>  
Yeah and I wish you didnʼt have that 
wife and those children… 

48!1EE%1(+&@47<J('&A===!
48!1EE%1(+&@47<.$(/*%&)A===!

!
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!
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6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
f,)+2%1()2l!!

• ;!-()!@fA!
f,)+2%1()2l!!

• ;!-()!@fA!
#(/2!I''&%!

! 7T!

• f,//&0&?%(&)*+@476865A!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@_A!
o S1+!!O1*!.$(/*%&)@_A!
o !

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@_A!
o S1+!!O1*!.$(/*%&)@_A!

• f,//&0&?%(&)*+@476865A!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@BA!
o S1+!!O1*!.$(/*%&)@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@BA!
o S1+!!O1*!.$(/*%&)@BA!

_&/12(,)+!

• f,//&0&?%(&)*+@476865A!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@_A!
o S1+!!O1*!.$(/*%&)@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@_A!
o S1+!!O1*!.$(/*%&)@_A!

_&/12(,)+!



! 7;!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!R!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
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!
47!.,)'(%-+!.,)2&)2!,'!48!,''&%!()!+E(2&!2$&!'1.2!2$12!$&!()(2(1//K!D)*&%+2,,*!(2!1+!1)!&)*,J-&)2!&Y./D+(M&/K!1**%&++&*!2,!45<!#$(+!1/+,!
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! 7V!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o !

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@fA!

#(/2!I''&%!



! 77!

o S1+!!O1*!.$(/*%&)@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o S1+!!O1*!.$(/*%&)@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o S1+!!O1*!.$(/*%&)@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
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*8&#))=?)
48!10%&&+!J(2$!47!().%&1+()0!b''()(2K!!1)*!',.D+&+!,)!45c+!J('&!1+!1!E%,O/&-H!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o !

• 45!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

#(/2!I''&%!
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@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

! 7\!

Consistency and Emergent Frame  
b%&!1/-,+2!&Y1.2/K!2$&!+1-&!%(0$2!),J!O&.1D+&!&M&%K!*121!&Y.&E2!',%!2$&!/(,)!(+!&12()0!+),J.,)&!(+!.,)'(%-&*!1)*!2$&%&!1%&!),!
().,)+(+2&).(&+<!!
b)!()2&%&+2()0!1+E&.2!2,!),2(.&!(+!2$12!45!L),J+!2$12!$&!$1+!1!O1*!J('&6!OD2!12!2$&!+1-&!2(-&!$&!.1)!.$,+&!),2!2,!10%&&!J(2$!J$12!2$&!
,2$&%+!E%&+&)2!1+!1!'1.2!

*8&#)BC)%")BD)
!"#$% &'()*#% +,-./$% 0/11*$-2%
!;"!
!!
!!
!!
!!

D7   What the Fuck dudes 
<complaining> Why are you trashing 
my wife? We do this once a year,, 

45!,''&%+!1.2(,)@()+D/2@45<J('&AA!

   <D5 faces D7 in the eyes> Thatʼs 
right… (Like throw it out) 
 

f,)2&Y2!
@/,.12(,)!E(.L&*!OK!47!1)*!48A!
@'%&UD&).K!,).&!1!K&1%A!

   we get together in a funny little place 
that I never get to pick 

45!)&M&%!E(.L+!/,.12(,)!!
45!+212D+===!

   <D5 acknowledges with superiority> !
   and you <UNCOMPREHENSIBLE 

WORDS>  
come her and you pick on my WIFE! 
<Pause> 
<Tries to calm speech> I Canʼt help it, 
that sheʼs the most beautifull girl in 
the world…. 

45!,''&%+@+DEE,%2@45<J('&AA!2,!
$(-+&/'!

!;T!  D5  <D5 looks back from D7 to front 
stage> 
<unconvinced and ironic> oh yeah… 
Sheʼs very, very….. very…. 

47!1..&E2+!2$&!,''&%!,'!
()+D/2()0@45<J('&A!

!;;!  D7  Are you calling my wife ugly? 45!,''&%+!45<J('&@D0/KAW#%D&!
!;V!  D5  D5 <moving his head to the sides, 

with a mocking smile> Iʼm not calling 
youʼre wife ugly. 

47!1..&E2+!,''&%!
47!%&+E&.2+!45!

!



! 7]!

*8&#)BC)%")B<)
45!! “The scene is now(2:21) shifting into something else, where no longer dealing with the lion and where dealing with my wife 
which he doesnʼt like, Iʼm thinking should I not like my wife or should I like my wife? And thatʼs going to bas my opinion about what 
he said.” 
 
Game within the scene – “Iʼm gonna be the outsider from which every opinion differs” 
 
D7 offers D6 and D5 are insulting his wife, which is accepted by D6 “yeah”, at the same time he provides context about how his 
opinios are never considered by his friends, “I never get to pick” 
D7 complements Wife just to oppose the insults of the other two players. 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@BA!

#(/2!I''&%!

! 8^!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('

D/A@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

f$1%1.2&%+!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o !

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

f$1%1.2&%+!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@BA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!



! 8"!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

 

*8&#)B=)
48!1..&E2+!2$&!,''&%!,'!()+D/2()0!@45<J('&A!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

#(/2!I''&%!

! 8T!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o !'()*g5g('&@O&1D2('D/

A@_A!
• 47!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('

D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!

• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o !'()*g5g('&@O&1D2('D/A@BA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o !'()*g5g('&@O&1D2('D/A@_A!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!



! 8;!

o b''()(2K!F!
• ?%(&)*@486!45A!

o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)BB)
45!.,)'(%-+!!2$12!48!*,&+)c2!'()*!45<g('&!!2$&!-,+2!O&1D2('D/!0(%/!()!2$&!J,%/*<!b)*!,''&%+!48!'()*+!45<J('&!D0/K!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!

#(/2!I''&%!

! 8V!

o !'&&*@1)(-1/+A@fA!
XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o !'()*g5g('&@O&1D2('D/

A@fA!
o ?()*+45g('&@a0/KA@_A!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('

o !'&&*@1)(-1/+A@fA!
XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o !'()*g5g('&@O&1D2('D/A@fA!
o ?()*+45g('&@a0/KA@_A!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

o !'&&*@1)(-1/+A@fA!
XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o !'()*g5g('&@O&1D2('D/A@fA!
o ?()*+45g('&@a0/KA@BA!
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• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!
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o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)B3)
47!.,)'(%-+!j1)(+$!1)*!&)*,J+!45<g('&!J(2$!1!./&'2!.$()!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

#(/2!I''&%!
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o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!

o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

! 5V!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('

D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o ?()*+g('&@j,+2C&1D2('D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o ?()*+g('&@j,+2C&1D2('D/A@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!
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*8&#)BA)
45!.,)'(%-+!./&'2!.$()!1)*!&YE/,%&+!(2!2%K()0!2,!O&!'D))K!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!

#(/2!I''&%!
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o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
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o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)B?)
47!,''&%+!45<g('&!21//&%!2$1)!45!

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
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o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!

! \V!

o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)DB)
45!.,)'(%-+!-1--,2$!9$&J,-1)!1)*!,''&%+!$&!-(0$2!/(L&!(2!%D0$6!$&!-(0$2!O&!-1+,<66! 6! !

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

#(/2!I''&%!



! \7!

o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

! \8!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!



! \5!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

 

*8&#)DD)
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

#(/2!I''&%!

! \\!

<g('&A@BA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!

<g('&A@_A!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@_A!

!
f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@_A!

_&/12(,)+!

<g('&A@_A!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@_A!

!
f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@_A!

_&/12(,)+!



! \]!

o k(.2(-@BA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)D>)
D7 seems to accept offer of being a Victim of physical abuse. 

! ]^!

D7 “right there it’s the turn away, I’ like lets not talk about this, and they know, they follow me, it’s clearly like (whining voice) ‘I don’t know. 
How do abused people act like?.. I don’t know…’ ” 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!

!
f$1%1.2&%+!

• 48!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!

!
f$1%1.2&%+!

• 48!

#(/2!I''&%!



! ]"!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!

o ?()*+45g('&@a0/KA@fA!
• 47!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!

o ?()*+45g('&@a0/KA@fA!
• 47!

o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!

! ]T!

o b''()(2K!F!
• ?%(&)*@486!45A!

o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)D6)
D5 proposes activity of D7 exposing his abuses… 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

#(/2!I''&%!



! ];!

o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

! ]V!

o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!

o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!

o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!



! ]7!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)D3)
D7 acts as a victim, trying to avoid exposure by transferring focus, which confirms he received the early offer to expose the situation  
Some possible speculations around this attitude: 

• It doesn’t seem like a real offer for a new activity because D7 is just playing a character and knows that his partners would change the 
subject.  

• Nevertheless it leaves an opportunity for a change on story focus to a less interesting subject, so we might consider it as a very weak 
offer.  

• It also might happen that the player is making a real offer that drives from his character behavior, but his character status is so low at this 
point that his suggestions for scope transfer can be completely disregarded by the other characters. 

 
6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

#(/2!I''&%!

! ]8!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!



! ]5!

o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

!
• "!9),J.,)&+@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!

! ]\!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!45!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!45!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)DA)
D5 rejects change of subject and reinforces his position over feeding animals by taking D7’s food and throwing it away to the lions. D5 gestures 
weren’t very clear as to where the objects were thrown. And D7 interpreted it as the floor (littering). 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!

#(/2!I''&%!



! ]]!

• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

• ?&&*Q(,)+@B,Ef,%)A@BA!
• ?&&*Q(,)+@9),J.,)&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

• ?&&*Q(,)+@B,Ef,%)A@_A!
• ?&&*Q(,)+@9),J.,)&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!

• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

• Q(22&%()0@B,Ef,%)A@_A!
• Q(22&%()0@9),J.,)&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!

! "^^!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+@BA!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+@_A!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@_A!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!



! "^"!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!
!

!

*8&#)D?)
D7 confirms Littering as his perceived activity. And tries to switch the scope of the action. 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!

#(/2!I''&%!

! "^T!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@_A!
• f,--(2+f%(-&+@48A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@_A!
• f,--(2+f%(-&+@48A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@BA!
• f,--(2+f%(-&+@48A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!



! "^;!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!

! "^V!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• b!E1%2(.D/1%!/(,)@fA!
!

!

*8&#)>C)
D5 offers to save D7. D6 positions himself in a position of committing crimes and saving D7. 
 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!

#(/2!I''&%!



! "^7!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@fA!
• f,--(2+f%(-&+@48A@fA!
• 91M&@45A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@fA!
• f,--(2+f%(-&+@48A@fA!
• 91M&@45A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@fA!
• f,--(2+f%(-&+@48A@fA!
• 91M&@45A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

! "^8!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!

o C&22K!41M(+@f/&'2f$()A!@BA!
! a+&@.$()6!-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!



! "^5!

! ),)&@bA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• b!E1%2(.D/1%!/(,)@fA!
!

!

*8&#)><)
D6 positions himself in a position of committing crimes and saving D7. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!

#(/2!I''&%!

! "^\!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@_A!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@BA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!

• 45<g('&!O&12X-,2(,)1//K@456!45!
<g('&A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@_A!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!



! "^]!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

! ""^!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)>=)
D5 accepts offer of hundred crimes. And asks D7 if he wants him to prove it. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

#(/2!I''&%!



! """!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

• ?&&*Q(,)+@B,E.,%)A!
o Q(22&%()0@B,E.,%)A@bA!

• ?&&*Q(,)+@9),J.,)&A!
o Q(22&%()0@B,E.,%)A@bA!

• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

• ?&&*Q(,)+@B,E.,%)A!
o Q(22&%()0@B,E.,%)A@bA!

• ?&&*Q(,)+@9),J.,)&A!
o Q(22&%()0@B,E.,%)A@bA!

• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!

! ""T!

o b01()+2!'&&*()0!1)(-1/+!
@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!

o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!



! "";!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)+!

! ),)&@bA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

! ),)&@bA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!
!

!

*8&#)>B)
45!ZG!+$,D/*cM&!1..&E2&*!$(+!,''&%!,'!.,--(2()0!1!$D)*%&*!.%(-&+!@`A!OD2!2$&Kc%&!J&%&!',%!2$&!'(%+2!2(-&!+(*()0!J(2$!-&!1)*!G!J1+!
E%,.&++()0!2$12`[!
D7 exposes his wife as an abuser and names her Jessica. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!

#(/2!I''&%!

! ""V!

• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!



! ""7!

o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!

o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!

o 45<g('&<f$()@f/&'2A@fA!
• 45!

o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!

! ""8!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)+!

! ),)&@bA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• "!9),J.,)&+@fA!
o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)>D)
D6 follows new platform of abused husband and offers D7 to have abuse bruises on the neck… 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!

#(/2!I''&%!



! ""5!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!

• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!

! ""\!

o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!

o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@BA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!



! ""]!

o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)>>)%")>3)
Bruises are confirmed… And D7 offers his wife chains him. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

#(/2!I''&%!

! "T^!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!



! "T"!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!

! "TT!

o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)>A)
D5 offers annual leave to hangout which confirms he received the chain to wall offer. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

#(/2!I''&%!



! "T;!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!

!

f$1%1.2&%+!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!

! "TV!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@BA!

_&/12(,)+!

• ?%(&)*@476!48A!

o ?()*+45g('&@a0/KA@fA!
• 47!

o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!

o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@_A!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!



! "T7!

o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o b''()(2K!F!
• ?%(&)*@486!45A!

o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)>?)%")6<)
Players explore D7 is a prisoner. D7 offers he only eats Krystal Burgers in a blender all year long, and that it makes him fart.  

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
f,)+2%1()2l!!

• ;!-()!@fA!
f,)+2%1()2l!!

• ;!-()!@fA!
#(/2!I''&%!

! "T8!

• f,//&0&?%(&)*+@476865A!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!

• f,//&0&?%(&)*+@476865A!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!

• f,//&0&?%(&)*+@476865A!
Q,.12(,)l!!

• q,,@fA!
o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!



! "T5!

• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!

• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!

• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! "T\!

o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!



! "T]!

!

*8&#)6=)
D5 offers there is a smell is caused by the animals in the zoo… or offers D7 farts to smell as bad as an animal. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!

#(/2!I''&%!

! ";^!

_XpXf#X4!
o 45!&Y&.D2&+@fA!

• ?&&*Q(,)+@B,E.,%)A!
o Q(22&%()0@B,E.,%)A@bA!

• ?&&*Q(,)+@9),J.,)&A!
o Q(22&%()0@B,E.,%)A@bA!

• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

_XpXf#X4!
o 45!&Y&.D2&+@fA!

• ?&&*Q(,)+@B,E.,%)A!
o Q(22&%()0@B,E.,%)A@bA!

• ?&&*Q(,)+@9),J.,)&A!
o Q(22&%()0@B,E.,%)A@bA!

• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

_XpXf#X4!
o 45!&Y&.D2&+@fA!

• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!



! ";"!

o ?()*+g('&@j,+2C&1D2('D/A
@fA!

o C&22K!41M(+@f/&'2f$()A!@_A!
! a+&@.$()6!

-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

o C&22K!41M(+@f/&'2f$()A!@_A!
! a+&@.$()6!-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! ";T!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)6B)
D7 accepts offer of smelly zoo and adds to it that it is caused by his farts 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!

#(/2!I''&%!



! ";;!

• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!

• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!

• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

! ";V!

o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!

o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
! !

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!

o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!



! ";7!

o b''()(2K!F!
• ?%(&)*@486!45A!

o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)6D)
D6 offers he can’t eat snowcone. He will throw it away.. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!

#(/2!I''&%!

! ";8!

o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!

o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!



! ";5!

• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!

• #$%,J@47<+),J.,)&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! ";\!

o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

o ?1%2+@fA!
! 9-&//!
! !

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!



! ";]!

• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)6>)
D7 builds up on D6 offer and offers him to throw the snowcone to lions. 
Is this agains his character? There was a transformation. He’s no more the no fun guy! 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!

#(/2!I''&%!

! "V^!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
o 45!&Y&.D2&+@fA!

• ?&&*Q(,)+@B,E.,%)A!
o Q(22&%()0@B,E.,%)A@bA!

• ?&&*Q(,)+@9),J.,)&A!
o Q(22&%()0@B,E.,%)A@bA!

• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
o 45!&Y&.D2&+@fA!

• ?&&*Q(,)+@B,E.,%)A!
o Q(22&%()0@B,E.,%)A@bA!

• ?&&*Q(,)+@9),J.,)&A!
o Q(22&%()0@B,E.,%)A@bA!

• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!

• 45<g('&!O&12B$K+(.1//K@456!
45<g('&A@fA!

• 45!&YE,+&@1OD+&+k(.2(-A@fA!
o 45!f$1)0&9DOP&.2@fA!

_XpXf#X4!
o 45!&Y&.D2&+@fA!

• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!



! "V"!

o 45<g('&<f$()@f/&'2A@fA!
• 45!

o b01()+2!'&&*()0!1)(-1/+!
@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!

o 45<g('&<f$()@f/&'2A@fA!
• 45!

o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
! !

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!

o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

! "VT!

o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9K%DE!@fA!
! 9D(.(*&9@fA!!

• 9),J.,)&+@fA!
o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)66)
D5 offers to resolve abuse problem by asking D7 to move out and go live with D5. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

#(/2!I''&%!



! "V;!

• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@BA!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

! "VV!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
! !

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!



! "V7!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

! "V8!

*8&#)63)'#@)6A)
D5 and D7 confirm invitation to the D5’s spare room. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

#(/2!I''&%!



! "V5!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@BA!

• 45!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@BA!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!

! "V\!

o b01()+2!'&&*()0!1)(-1/+!
@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
! !

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!

o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!



! "V]!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

• 9),J.,)&+@fA!
o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)6?)
D7 offers a problem to D5 solution, by endowing himself with a tracker chip. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

#(/2!I''&%!

! "7^!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@BA!
• j,M&ID2@45A!

o #,!47@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!



! "7"!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@BA!

_&/12(,)+!

• ?%(&)*@476!48A!

! "7T!

o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!



! "7;!

*8&#)3C)
D5 uses his own property of being a zoologist to take chip out. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

#(/2!I''&%!

! "7V!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@BA!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@BA!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!



! "77!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

! "78!

o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)3<)
D6 offers prosecute(D7.Wife) activity to D7 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!

#(/2!I''&%!



! "75!

• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!

• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A@BA!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@_A!
• 45!B%,+&.D2&@45<g('&A@_A!

! "7\!

• 47!.D2f$(E@45A@BA!
• 45!B%,+&.D2&@45<g('&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!

• 47!.D2f$(E@45A@_A!
• 45!B%,+&.D2&@45<g('&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!



! "7]!

o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

o ?1%2+@fA!
! 9-&//!

o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

! "8^!

• b!E1%2(.D/1%!/(,)@fA!

!

*8&#)3=)
D6 accepts D7 offer of feading Lion, and because he feels the story is resolved he proposes all actors to perform this activity with him. 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

#(/2!I''&%!



! "8"!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A!
o hb//i!?&&*@Q(,)6!

9),J.,)&A@BA!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@BA!
• 45!B%,+&.D2&@45<g('&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A!
o hb//i!?&&*@Q(,)6!

9),J.,)&A@_A!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@_A!
• 45!B%,+&.D2&@45<g('&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A!
o hb//i!?&&*@Q(,)6!

9),J.,)&A@BA!
!

• j,M&ID2@45A!
o #,!47@fA!

• 47!.D2f$(E@45A@_A!
• 45!B%,+&.D2&@45<g('&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!

! "8T!

o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A

@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!
-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!

o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@_A!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!

o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!



! "8;!

o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• B,E.,%)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)+!
! ),)&@bA!

o 9K%DEm!@BA!
! 9D(.(*&9@fA!

• B,E.,)+!@fA!
o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!

*8&#)3B)%(::)0#@)
D7 accepts offer and joins the other two executing the activity of feeding the lion. Afterwords D5 calls “Scene” 

6E%5#(1*% 67%5#(1*% 6;%5#(1*% 0/11*$-2%
f,)+2%1()2l!!

• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

f,)+2%1()2l!!
• ;!-()!@fA!
• f,//&0&?%(&)*+@476865A!

Q,.12(,)l!!
• q,,@fA!

#(/2!I''&%!

! "8V!

o Q(,)+!()!'%,)2@BA!
o _D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!

45<g('&A!@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@_A!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@BA!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@_A!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• ?&&*Q(,)+@B,E.,%)A!

o Q(22&%()0@B,E.,%)A@bA!
• ?&&*Q(,)+@9),J.,)&A!

o Q(22&%()0@B,E.,%)A@bA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!

o Q(,)+!()!'%,)2@fA!
o %D/&+!
o !'&&*@1)(-1/+A@fA!
o 9-&//@fA!
o 45!O/()*+!()@BA!

XYE/(.(2!I''&%!

• 45!?&&*@Q(,)+6!B,E.,%)A!@fA!
• 48!?&&*@Q(,)+6!9),J.,)&A@fA!

b.2(M(2K!

• 48!?&&*@Q(,)69),J.,)&A@fA!
• Q(,)!&12@9),J.,)&A@_A!
• 48!-,.L()0@Q(,)A@fA!
• 48!1)*!47!()+D/2@45<g('&A@fA!
• 45!9DEE,%2+@45<g('&A@fA!
• 45!<J('&!O&129&YD1/K@456!45<g('&A!

@BA!
• 45<g('&!O&12X-,2(,)1//K@456!45!

<g('&A@fA!
• 45<g('&!O&12B$K+(.1//K@456!

45<g('&A@fA!
• 45!&YE,+&@1OD+&+k(.2(-A@fA!

o 45!f$1)0&9DOP&.2@fA!
_XpXf#X4!

o 45!&Y&.D2&+@fA!
• Q(22&%()0@B,Ef,%)A@fA!
• Q(22&%()0@9),J.,)&A@fA!
• f,--(2+f%(-&+@47A@f0A!
• f,--(2+f%(-&+@48A@f0A!
• f,--(2SD)*%&*f%(-&+@fA!
• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!



! "87!

• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@BA!
• #$%,J@47<+),J.,)&A@BA!

o ?&&*@Q(,)6!9),J.,)&A!
o hb//i!?&&*@Q(,)6!

9),J.,)&A@fA!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@BA!
• 45!B%,+&.D2&@45<g('&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@BA!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@BA!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@BA!

• 45!
o b01()+2!'&&*()0!1)(-1/+!

@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!

• 91M&@45A@fA!
• 45<g('&!.$1()+@45A@fA!
• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A!
o hb//i!?&&*@Q(,)6!

9),J.,)&A@fA!
• j,M&ID2@45A!

o #,!47@fA!
• 47!.D2f$(E@45A@_A!
• 45!B%,+&.D2&@45<g('&A@BA!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@_A!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!

• 45!1)D1/Q&1M&@_A!
• #$%,J@47<+),J.,)&A!

o ?&&*@Q(,)6!9),J.,)&A!
o hb//i!?&&*@Q(,)6!

9),J.,)&A@fA!
!

• j,M&ID2@45A!
o #,!47@fA!

• 47!.D2f$(E@45A@_A!
• 45!B%,+&.D2&@45<g('&A@_A!

f$1%1.2&%+!

• 48!
o ?()*+45g('&@a0/KA@fA!

• 47!
o N1-&!#&*@BA!
o I..DE12(,)!%&/12&*!J(2$!

1)(-1/+!@fA!
o q,,/,0(+2@fA!
o XYq,,/,0K!92D*&)2!@fA!
o b)(-1/!bOD+&%@_A!
o S1+!!O1*!J('&@fA!
o S1+!!O1*!.$(/*%&)@fA!
o 45<g('&@S1)+,-&A!@_A!
o 45<g('&@j1)(+$A@fA!
o 45<g('&<f$()@f/&'2A@fA!
o S,D+&!J(2$!+E1%&!%,,-@_A!

• 45!
o b01()+2!'&&*()0!1)(-1/+!@fA!
o S1+!!O1*!J('&@f0A!
o S1+!!O1*!.$(/*%&)@f0A!
o ?()*+g('&@j,+2C&1D2('D/A@fA!
o C&22K!41M(+@f/&'2f$()A!@BA!

! "88!

o ?()*+g('&@j,+2C&1D2('D/A
@fA!

o C&22K!41M(+@f/&'2f$()A!@_A!
! a+&@.$()6!

-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1

)!@BA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!

o C&22K!41M(+@f/&'2f$()A!@_A!
! a+&@.$()6!-,+21%*A!

o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@_A!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+!WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!!
• 9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!

! a+&@.$()6!-,+21%*A!
o S&(0$2=45<g('&<S&(0$2@fA!
o g('&Wj1--,2$9$&g,-1)!

@fA!
o k(.2(-@fA!
o C%D(+&+@fA!
o B%(+,)&%@fA!
o X12+@r%2K+21/CD%0&%+A@fA!
o ?1%2+@fA!

! 9-&//!
o f$(E&*!@fA!

_&/12(,)+!

• ?%(&)*@476!48A!
o 9212D+!W!
o b''()(2K!RR!

• ?%(&)*@476!45A!
o 9212D+!W9212D+!W!RRR47!
o b''()(2K!F!

• ?%(&)*@486!45A!
o 9212D+!WR48!
o 9212D+WRRR48!

B%,E+!

• "!9),J.,)&+@fA!
o IJ)&%!47!
o 9K%DE!@fA!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!

o IJ)&%!Q(,)@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• "!9),J.,)&+@fA!



! "85!

o 9K%DEm!@_A!
! 9D(.(*&9@fA!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)+!

! ),)&@bA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

• "!9),J.,)&+@fA!
o IJ)&%!Q(,)+!

! ),)&@bA!
o 9K%DEm!@BA!

! 9D(.(*&9@fA!
• B,E.,)+!@fA!

o IJ)&%!45!

• b!E1%2(.D/1%!/(,)@fA!

o IJ)&%!),)&@fA!
o 9K%DEm!@_A!

! 9D(.(*&9@fA!
• B,E.,%)+!@fA!

o IJ)&%!45!
• b!E1%2(.D/1%!/(,)@fA!

!

!
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