Wing Commander Prophecy

Mission Specification

Mission : A4

Description / Choreography

A-(4)-33. MISSION: THIRD TRAINING EXERCISE

Exact nature TBD.  We end exercise with Dane ordered to return to the Midway.

A-34. EXT. SPACE - NEAR KILRATHI MINING FACILITY

But just as Dane heads back, he receives another comm from the Midway: An unidentified craft has entered orbit around the abandoned Kilrathi Mining Facility.  We immediately realize this craft is identical to the alien probe we saw in the Prologue. 

Dane and wingman (possibly Maestro) are told to stand off at a safe distance, observe the probe -- and await further orders. 

Two INTERCEPTORS blaze out of the Midway to check out the new arrival.  They are piloted by HAWK and Maniac; both members of Midway's elite PHOENIX SQUADRON.  

As they make their recon pass, Maniac foolishly decides to move in closer -- and the alien probe latches onto his ship with a tractor beam.  Then it extends a pseudopod which reconfigures itself into a cutting torch.  As it tries to slice through his Interceptor's canopy, Maniac frantically fires missiles and hits the eject button at the same time.

As the Confed's top pain-in-the-butt soars past CAMERA via an escape pod, screaming all the way, both the Probe and his Interceptor vanish in a spectacular double explosion

Blair explains that it is now time to escort the Marines in for the final assault on the occupied base(Bluepoint Station from Wing IV). The player will escort 2 Marine Shuttle/Dropships to the station and provide cover until the base is secure.
Wingman / Ship Selection Notes
Squadron: 
Ridgeback

Fighter: 
Tigershark

Loadout:    Standard Dogfight

Flight Leader -  Player

Wingman       -  Nemesis

Wingman       -  Generic

Mission Map
Mission Outline
1.  Launch/ Nav 0

2.  Comm from Marine Shuttles prompting player to get in formation with them

3.  Nav 1 - (4) Dralthi attack, 2 with priority on the shuttles

4.  Nav 2 - (3) Vaktoth attack, 1 with priority on shuttles

5.  Nav 3 - Occupied Bluepoint Station with 6 hovering defense satellites(gun-posts basically), all satellites take priority on shuttles

6.  Comm from Marine Shuttles stating that they’ll wait for Dane’s command before they move in. Dane must take out all sats or at least one of the shuttles will get nailed.

7.  Player gives command for Marines to move in and patrols area 

8.  Marines comm that all is secure

9.  Comm from Midway recalls player 

10.  return to Nav 0

11.  Comm from Midway

12.  Comm from Midway to hold position

13.  run Maniac/probe scenario

Notes

Nav Points
LAUNCH:  Names and #’s of ships/objects in Action Sphere

NAV1:
Names and #’s of ships/objects in Action Sphere

NAV2:
Names and #’s of ships/objects in Action Sphere

NAV3:
Names and #’s of ships/objects in Action Sphere

LANDING: Names and #’s of ships/objects in Action Sphere

Communication Events
Launch: 

Nav1:  

Nav2:  

Nav3: 

Landing:   

Special Art / Objects
1. Bluepoint Station

2. Defense Satellites

3. Marine Shuttles

4. …

5. …

Special Sound Effects
1. …

2. …

3. …

4. …

5. …
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