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1. Reviewing Mission Log - No slippage (Condition 1)

01— ((E opens mission log))

02 (4.6)

03 E: which mish?

04 (1.7)

05 F: Should we do N’s door mish and try
06 to get my 5 Hellions on the way?
07 (2.0)

08 N: lead on, i’m just here to help

09 (6.0)

10 N: sounds good

11 E: k

12 (3.9)

13 ((E sets team mission))

14 (4.3) ((E closes mission log))

15 F: cool.

16 ((F runs down steps toward mission

17 marker))

18 ((E follows))
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2. Reviewing Mission Log - Slippage (Condition 2)

01 ((JR & D exit building))
02 ((JR & D run forward & stop))
03 ((D begins to type))
04— ((J opens her mission log))
05 D: can we get 5 hellions?
06 (4.6)
07 JR: sure
08 (3.5)
09— ((D runs ahead))
10 (0.4)
11 ED: yep
12 (1.5)
13- ((ED runs ahead))
14 (2.9)
15 ((JR expands mission description)
16 ((JR resets team mission))
17— ((JR closes mission log))
17 (1.6)
18 ((JR joins others))
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3. Composing a Turn - Slippage (Condition 1) @ 8 02 ** 1
01 ((E runs ahead)) 3 oo, 5!
02 (2.2) No public cues, workarounds, no slippage
03 [ ((E turns around))] ’ ’
04 [ ((F runs ahead ))] 20 $ i 1
05 (1.7) 2 % 2 $
06 ((E turns around)) 2 $ Y h $
07 (2.5) $ ! & 0
08 ((E turns halfway)) 0 % > W 2 2 2
09 (0.8) G H 62 %
10— ((E begins typing)) 0 > I B 2 0
11 (3.5) $ $ %
12— ((F runs ahead)) % 2 1 W% $ 2 1
13 ((E still typing)) 1! 0 % 2 % %
14 (2.1) 00 03 $ 5 $
15— ((N runs ahead)) % 02 |
16 ((E still typing)) 2 'B % 10 2
17 (2.1) 1
18 E: why don’t you guys attack first
19 (1.0) 4. Readiness Check - Compact (Condition 1)
20 ((E turns around)) 01 ((E passes F))
21 (0.8) 02 ((F cycles through targets))
22 ((BE begins typing)) 03 (0.8)
23 (0.7) 04 ((E approaches group of mobs))
24 ((F jumps down, ahead)) 05 (0.8)
25 ((E still typing)) 06 ((E targets a mob))
26 (2.0) 07 (4.6)
27 ((N runs behind F)) 08-E: rdy?
28 ((E still typing)) 09 (3.2)
29 (2.4) 10-F: ready
30— [ ((F attacks mobs?)) ] 11 (3.0) .
31 E: [then I’ll try to take aggro] 12— ((E runs into aggro range))
32 ((E runs ahead)) 13 (1.5)
33 (5.5) 14 ((F attacks mob))
34 ((E attacks)) 15 (1.0)
35 (0.9) 16 ((E attacks mob))
36 F: I really don’t think that works. ' @ 8 A2 2 3 51
37 ((more fighting)) % 00
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5. Readiness Check - Expanded (Condition 1)

0l GE: im not really getting hurt Bad
02 (3.0)
03 ((F & E run upstairs))
04 (6.3)
05 ((E faces & targets mob))
06 (2.1)
07-E: rdy?
08 (1.5)
09 F: vyeah, but always nice to have
10 one on hand.
11 (1.2)
12-F: ready
13 ((E turns to face teammates))
14 (4.6)
15.GE: yup
16 (6.0)
17— ((E initiates attack))
18 ((F attacks))
19 (4.1)
20 ((N attacks))
21 (0.4)
22 ((GE attacks))
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6. Prefacing an Extended Turn (Condition 1)
01 ((E exits city hall))
02 (5.4)
03-E: btw
04 (15.4)
05-E: running with mouse will go to
06 autorun after several seconds
07 (9.4)
08 F: I never run with the mouse.
09 (2.2)
10 F: Weird.
11 (8.2)
12 E: so be careful about running into
13 mobs accidentally
14 (4.1)
15 E: drives me crazy
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7. Waiting for a Turn-at-chat (Condition 25

01 ((D turns toward ED & JR))
02 ((JR runs ahead))

03 ((D runs ahead & passes JR))
04 (6.0)

05 ((D turns around))

06— ((ED is typing))

07 (1.0)

08— ((D runs back to teammates))
09 (3.7)



10 ED: yes, the odor is from me too
11 (6.1)

12 JR: eeek
13 (3.3)
14 JR: cool music
15 D: ready? :p
16 (6.8)
17 D: yeah, I like the whispering
18 effects.
19 (10.6)
20 ((D runs ahead))
21 (4.2)
22 ((D turns around))
23 (1.5)
24 ((D runs ahead))
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8. Adding Enhancements Together (Condition 2)
01-ED: ((offscreen)) Adding enhancements
02 (6.3) ((turns around to se ED))
03 ((D interacts with glowie))

04 (4.0) ((J follows D))
05 KEY FOUND!
06 (0.9) ((D turns around))
07-JR: ((laptop)) Adding enhancements
08 (2.7)
09-D: ((laptop)) Managing enhancements.
10 (7.8) ((D adds enhances rest))
11 ((D runs ahead))
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9. Waiting for Enhancements & Rest (Condition 2)

01 ((D approaches mobs))

02 (1.0)

03-ED: ((laptop)) Adding enhancements
04 (1.4)

05— ((D retreats))

06 (2.0)

07 ((ED closes enhancements))
08 (2.0)

09 D: ready

10 (2.0)

11 JR: running out of tape

12 ((D advances & retreats))
13 (3.1)

14 D: vyeah, one min

15 ((turns toward ED))

16 (2.4)

17 ((D turns her view back & forth



18 between JR & ED, approaches mob))
19 (1.0)
20— ((ED is kneeling))
21 ((D turns away from ED and
22 back toward him))
235 ((ED stands up))
24 (0.8)
25— ((D approaches & attacks mob))
26 (2.06)
27 ((JR attacks mob))
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10. Not Waiting for Map Reading (Condition 2)
01 D: cool

02 (2.5)
03 D: Train?
04 (4.0)

05-D: ((newspaper)) Consulting my map.

06 (4.3)
07 JR: ok
08 ED: FEAR THE EARTH DUDE, MWAHAHA
09 (3.4)
10 JR: haha
11 (3.6)
12 ((D laughs))
13 (3.8)
14— ((D runs off screen))
15-JR: ((newspaper)) Consulting my map
16 (1.8)
17— ((ED runs off screen))
18 (5.6) ((JR sets compass point
19 & closes map))
20 ((JR follows teammates))
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