Wing Prophecy In-flight Communication System





Types of Communication


There will be three types of radio communication during space flight:  lip-synched (L), helmeted (H), and wild (W), or voice only.





Lip-synched communications are delivered by capital ships and characters who are not a part of the normal mission activity (e.g., Blair when he’s on board the towers around the wormhole).  They will require full video specific to the audio.





Helmeted communications are used for all pilots in space – when they are speaking directly to you.  Each squadron (Diamondbacks, Black Widows, and Wolf Pack) will have a set of generic male and female helmeted video with some sort of squadron marking on the helmet, and there will be a fourth helmet for the Marines (used for Blair, Dekker, the AWACS, and the SAR shuttles).  There will be no names on the helmets for any characters.  The video will include two general messages, one excited message, one death message, and perhaps a positive and negative motion as well.  Each segment will be approximately 3-4 seconds in length, and will be looped if a message is longer than 3-4 seconds.





Wild communications are used by all pilots when they are not speaking directly to you.  This includes wing leaders giving orders to their wings, other pilots reporting in to their leaders, and messages from ships at other nav points than your own (if we do this).





Communication Options


The player may choose to have as much or as little radio chatter in his game as he wants.  The options menu will contain a communication option which can be switched between all channels, closed channel, and none.  Additionally, the player may choose the no video check box if he wishes to increase game speed.





If the player selects to have all channels open, then he will receive any message which is sent, including communication between other wing leaders and their wings.  As before, only communications which are intended to be for the player will have helmet animations.  Wing leaders will respond to player orders, and then issue those orders to pilots in their wings.





If the player chooses closed channel communications, then he will receive communications only from his wing, the leaders of other wings, and capital ships (with the exceptions of taunts from aliens and death messages from all ships).  Wing leaders will respond to player orders, but the player will not hear those orders being reissued.  Mission-specific messages will still appear in this mode.





If the player chooses no communications, he will not receive any radio messages at all.





Turning video off will suppress video from all communication, including lip-synched messages, but will not affect what messages the player hears.





�
The Communication Menu


When the player presses the C key, the communication menu appears.  Listed in the menu will be all of the channels which are available to the player at any given time.  This list will include:





the player’s wing:  sends communications to all ships under the player’s command, if the player is wing leader, or to the wing leader if it isn’t the player.  Responses to this will be helmeted.


other wing leaders:  only available if the player is the wing leader.  This sends a message to the leader of the selected wing (e.g., Bravo Wing, Charlie Wing).  The leader will then relay an order to the members of his wing.  (The player will not hear the order unless he has selected all channels open in the options menu.)


all channels:  this sends a message to all wing leaders and ships under the player’s command


a targeted ship:  this option is available for the player to talk to capital ships and to send taunts to enemies





If the player sends a message asking for help to all channels or to his own wing, the closest available ship will respond.  If he sends attack, form up, or similar commands, then all ships will respond, with the player’s wing responding first and other wing leaders following suit.





The Pilot Roster


A total of sixty pilots will appear on the flight roster during the course of the game.  These pilots are divided into squadrons, each made up of about twenty pilots.  (There can be more or fewer pilots in a given squadron at a given time).  Every pilot is assigned to one particular squadron, and will always fly with other members of that squadron in his wing, unless the pilot is promoted to a new squadron.





If a pilot is the highest ranking member of his wing on a given mission, he will be the wing leader for that wing for that mission.  All pilots will have an extra set of recorded communications for use as wing leaders.  If the leader of a wing is killed during a mission, the next-highest ranking pilot will take over the wing, sending an appropriate radio message at the time.





Initially, there are only two squadrons – the Diamondbacks and the Black Widows.  The player begins as a sometime wing leader for the Diamondbacks.  When he is promoted later in the game, he and several other pilots will join the Black Widows.





Later in the game, the pilots of the Wolf Pack will be added to the crew of the Midway (along with a few reinforcements for the Black Widows).  Eventually, the player and some of his companions will be promoted into the Wolf Pack.





�
Communication List


Each of the sixty available pilots will have a complete list of radio messages recorded for him or her.  All friendly pilots will have the following:





3 action sphere reports


2 congratulations


1 death


1 ejection


2 hit by player and traitor messages


9 leader reports


1 mission accomplished


1 mission failed


2 no


6 specific orders


2 general orders


14 pilot reports


3 pilot status


1 taking over wing


4 taunts


1 thanks to player


1 welcome to player


3 wing status reports


2 yes





(of these messages, 20 are wing leader messages)





Major characters, and those characters whose speech is being used for multiple pilots, will be given an additional set of lines:





1 action sphere report


1 ejection


1 hit by player


1 leader report


2 no


1 order


3 pilot reports


1 pilot status


2 taunts


2 yes





�
Adjustments to MED and Pilot Data


Any available pilot will now have two additional lines added to his data file.  These lines will tell which squadron the pilot is in and what his priority level is within that wing.





When pilots are placed in MED, they will be assigned only a squadron name (WP_pilot, BW_pilot, etc.).  When the mission is flown, it will then check the list of available pilots in the squadron, randomly choose 4 (or however many we need), and assign them to the ships.  Whichever pilot has the highest priority level out of those pilots will then be declared wing leader.  To be sure that the duplicated voices don’t all appear in the same mission, characters who use the same voice will be given the same priority number.








