The Wing Commander: Prophecy Comm Procedure

The directories involved in the process:

DSRC\PILOTS

DATA\PILOTS

DSRC\LANGUAGE\PILOTS

DATA\LANGUAGE\PILOTS

DSRC\COMMS

DATA\COMMS

DATA\IFCOMMS

DATA\AUDIO\SPEECH

COMMSRC

COMMDATA

To add a new pilot

Go to DSRC\PILOTS

Add the new pilot name to MED_DATA.DEF (before the NUM_PILOTS field)

Add the new call sign (if there is one) to CALLSTR.DEF

Add the pilot to PILOTS.XMF

FORM PILT

   {

      CHUNK ATTR

      {

         int32 Pilot_Jumpstart

MY ACTUAL NAME (in MED_DATA.DEF)

         int32 Pilot_Jumpstart

USE THIS PERSON’S COMMS

         int32 CALLSTR_Jumpstart

CALLSTR.DEF

         int32 HOMEWORLD


Bullshit

         int32 3   // loyalty (1-5) where 1 is least, 5 is most

         int32 2   // verbosity

         int32 2   // flying_skill

         int32 1   // gunnery_skill

         int32 2   // ejection_level

         int32 0   // immortality (true = 1, false = 0)

         int32 SN_diamond_back

Squadron name (also from MED_DATA)

         int32 0  // kills

         int32 0  // ace_kills

         int32 0  // gun_hits

         int32 0  // missile_hits

         int32 0  // gun_shots_fired

         int32 0  // missile_shots_fired

      }

      CHUNK COMM

      {

(#1)     cstring "Jumpstar"


LANGUAGE (.ENG) file

(#2)     cstring "Jumpsta1"


Disk 1 COMM (.IFF) data file

(#3)     cstring "Jumpstar"


Disk 2 COMM data file

(#4)     cstring ""



Disk 3 COMM data file

      }

   }

Next, add the pilot’s language files (see #1 above) to DSRC\LANGUAGE\PILOTS

There will be a .DEF file and a .XMF file.

The .DEF file is merely an enumeration of all of the lines of text, while the .XMF file is a list (with the exact same length) of the text.

Example:

// file: $/prophecy/dsrc/language/pilots/Jumpstart.def

// description: Comm enum for Jumpstart

enum JumpstartCommunications

{


JumpstartComm_ACTION_SPHERE_CLEAR_1,


JumpstartComm_ENEMIES_LIGHT_1,


JumpstartComm_ENEMIES_HEAVY_1,

… YADDA YADDA …


JumpstartComm_YES_2,


TOTAL_JumpstartCommunications

};

// file: $/prophecy/dsrc/language/pilots/Jumpstart.xmf

// description: text for all of Jumpstart's communications

#include        "str.def"

#include        "Jumpstar.def"

FORM DATA

{

FORM LANG


{



CHUNK INFO



{




cstring "English"            // self-explanatory




long    CHARACTER_SIZE_1     // don’t change this




long    ENCODING_UNKNOWN     // not used




cstring "JumpstartCommunications” (Just like this)




long    SHOULD_BE_LOCALIZED  // translation instructions




long    TOTAL_JumpstartCommunications // from the .DEF file



}



CHUNK TEXT



{




cstring "It's kinda quiet here."




cstring "Dude... there's something happening here."




cstring "Guess what just hit the fan?"

… also YADDA YADDA …




cstring "That's cool."



}


}

}

This file should be XMIFFed to DATA\LANGUAGE\PILOTS\JUMPSTAR.ENG

It will later be translated to .FRE, .GER, etc.

Note: this is for generic comms only. Mission-specific comms are in separate files.

Next, add the pilot’s comm files (see #2-4 above) to DSRC\COMMS

There will an .XMF file in this directory for each different name in the last CHUNK of the pilot file, but they all share the same language files (and .DEF files). The .XMF file in the COMMS directory lists all of the types of comms that a pilot can use with references to the specific lines of text that he uses.

Example:

// DSRC\COMMS\JUMPSTA1.XMF

// description: Jumpstart's communications as "MessageObjects"

#include "call_str.def"

#include "..\language\pilots\Jumpstar.def"

#include "comms.def"



(list of all possible comm types)

FORM COMM

{


CHUNK MOBJ


{



long
COMM_TYPE_HELMETED



long
JumpstartComm_ACTION_SPHERE_CLEAR_1
// refers to .DEF file

long
1




// Priority (ignore this)

float
2.0




// Time (ignore this, too)

long
CURRENT_WINGLEADER

// who can hear(COMMS.DEF)


(these can be combined: i.e., WING_LEADERS+CURRENT_WINGMEN)

WING_LEADERS

ALL (friendly and enemy) wingleaders

CURRENT_WINGMEN

anyone in this pilot’s wing

BROADCAST


everybody in the whole world

TARGETED_OBJECT

my current target

CURRENT_WINGLEADER
who am I following?

MATCH_TYPE


????

WITHIN_DISTANCE

check a range (somehow)

FRIENDLY_OBJECTS

no enemies: must be combined with one of the above

TARGET_WATCHER

????



long
Comm_ACTION_SPHERE_CLEAR
// category from COMMS.DEF



long
0




// type for MATCH_TYPE



long
0




// range for WITHIN_DISTANCE


}

… yadda yadda …

(Note: you don’t need an entry for every line in the language file.)

}

This file will be XMIFFed to DATA\COMMS\JUMPSTA1.IFF.

Building the audio

These are the types of comms (they’re in COMMS.DEF) that are referred to in the category section of the pilot’s COMM file.

COMM_TYPE_WILD,                  // audio only – must be an .IFF

COMM_TYPE_HELMETED,              // audio with generic looping video (.XA)

COMM_TYPE_LIPPED,                // audio woven with specific video (.WVE)

COMM_TYPE_GENERIC_SHORT_RANGE,   // audio with generic "local " video (.XA)

COMM_TYPE_GENERIC_LONG_RANGE,    // audio & generic "long-range" video (.XA)

COMM_TYPE_GENERIC_CAPITAL_SHIP,  // audio & generic "cap ship" video (.XA)

COMM_TYPE_GENERIC_SHORT_RANGE_DEATH, // same as above + static

COMM_TYPE_GENERIC_LONG_RANGE_DEATH,  // same as above + static

COMM_TYPE_GENERIC_CAPITAL_SHIP_DEATH // you get the picture…

The .XA and .WVE files are found in the DATA\IFCOMMS directory. The .IFF files are found in DATA\AUDIO\SPEECH. In Prophecy, WILD comms, were only used for briefings and player lines.

All but the wild comms are built in the following way.

Set up a directory structure for your comm source files. This will consist of .WAV, .AIF, and .WVE files. I used a root directory called COMMSRC, which had a subdirectory for each pilot and for mission specific comms. (We’ll get into those later.)

It doesn’t really matter what the source files are named, as long as you’re familiar with the naming convention that you used. The only thing that is essential is setting up the batch files to build the comms. This file is called COMMFX.TXT, and it is purely an enumerated list of all of the comms – KEY IMPORTANT INFO – in the exact order that their text appears in the DSRC\LANGUAGE\PILOTS\language file and the accompanying .DEF file. The data will look like this:

00180000
jumpstar\jumd001

00180001
jumpstar\jumd002

00180002
jumpstar\jumd004

…

00180054
jumpstar\jumd073

00180055
jumpstar\jumd074

The first four numbers are a four-digit  representation of the pilot’s order number from PILOTS.XMF (or MED_DATA.DEF, or whatever). The best way to keep track is to count from the last known pilot. We ended up with Blair being #130, and I think there might have been 3 more after him. The last four numbers are just an enumeration (starting with 0000) of all of the comms available to that pilot. These numbers will be used for file names, and they must be in this exact format, with no file extension. After the white space, there is a reference to the source file (audio or woven movie), again without an extension. This file has no other data in it, and it must be formatted correctly, or the next step won’t work.

When the COMMFX file is complete, you need to run SC.BAT in the COMMSRC directory. The command line should look like this:


SC COMMFX.TXT ..\COMMDATA > COMMFX.TXT


(batch file, name of file, target directory, output file)

SC checks to see if the source is a movie (in which case it just copies it to the destination directory with the new name), or a .WAV or .AIF file, in which case it merely compresses the file to an .XA and moves it over to the destination directory under a new name. The output file will point out any comms that weren’t found, so check it for errors that look like this:

05000039  not generated MSCOMMS\SC022J4 does not exist

If you had all the correct movie and audio files, you will now have a COMMDATA directory filled with files whose names are just numbers. This data can be moved to the DATA\IFCOMMS directory when it’s all finished.

Mission-specific comms and briefings:

The primary difference between mission-specific comms or briefings and generic comms is that these two special types aren’t associated with specific pilots.

The important files you’ll need to know:

DSRC\COMMS\MSCOMMS.DEF

DSRC\COMMS\BRFCOMMS.DEF

DSRC\LANGUAGE\BRIEF??.XMF

DSRC\LANGUAGE\PILOTS\SRS??.XMF

MSCOMMS.DEF looks something like this:

// file: $/prophecy/dsrc/comms/mscomms.def

// description: enumerated list of all mission-specific

//    communications which are not merely forced generic

//    comms

enum MissionSeriesEnum

{


SeriesB,


SeriesC,


SeriesDL,


SeriesD,


SeriesE,

…MORE ENUMERATED SERIES…


TOTAL_MissionSeries

};

enum SeriesBCommunications

{


MS_COMM_B1_A1,


MS_COMM_B1_B1,


MS_COMM_B1_C1,


MS_COMM_B1_D1,


MS_COMM_B1_D2,

… etc., etc., …


TOTAL_SeriesBCommunications

};

enum SeriesCCommunications

{

yadda yadda


TOTAL_SeriesCCommunications

};

and so on…

Note that the name of the comm enum must be exactly like it appears in the first enum (the list of all of the series names) with the word Communications at the end.

Each series has two .XMF files, just like a pilot. These files will be found in DATA\COMMS and DATA\LANGUAGE\PILOTS. They will be named SRS??, with the ?? being the numeric position of the series in the first enumeration above. In other words, comm files for series B will be SRS00.XMF, and so on. SRS10 was used for simulator and SRS11 was used for random comms that were missed.

These files are built exactly like the pilot ones were, and the actual sound and movie files are built in the same fashion. The numbers for these files always begin with 05xx, with the xx matching the series number.

Briefings and other WILD comms are similar. They’re built as sound effects, from the DSRC\AUDIO\SPEECH directory, using the same method that is used for sound effect files – WAV2IFF.EXE.

The text for briefings is listed in DSRC\LANGUAGE\BRF??.XMF. These numbers exactly correlate to the series numbers above. The enumeration, however, is found in BRFCOMM.DEF.

