Wing Commander Prophecy


Mission Specification


Mission : B4a/b





NOTE:





Are the scramble VDUs the same for B4a and b?








Description / Choreography





Scramble








BRIEFING START:


Copied from B2 (this is the standard scramble flick)


A SCRAMBLE ALARM SOUNDS, (All Pilots PAVO) and the pilots rush 


through the Ready Room Door and into a SCRAMBLE SEQUENCE.





INT. HALLWAY                                                      10


Alarm lights flash.  Pilots run for the flightdeck urgently.





INT. FLIGHTDECK                                                   11


Pilots spill out among ND techs as they run OS to the ships.





SCRAMBLE MISSION BRIEFING IN COCKPIT:


Mission B4a VDUs


CAG - VDU


Lieutenant Casey, your squadron has been scrambled to defend the Midway from a large force of enemy fighters. 





NO BRIEFING DISMISSAL:


None.


NO BRIEFING ENDER:


None. 














LANDING START:





Insert landing start here.  Ex: Walk up to Rachael, CAG is at ICIS and is pissed off, random atta-boy, etc.





ICIS COMMENTS:





Insert ICIS COMMENTS here.  Most missions will have no specific comments here.





LANDING ENDER:





Insert landing ender here.  Ex: Walk to decontam chute, Maniac gives you a hug for rescuing his ejected pilot, etc.





Design notes:


During big battle, comm chatter reflects fact that Casey did well in (B3a).  Our guys are more up;  still scared, but know they have a chance.   Casey exchanges cheerful banter with his Wingmen.  





ALSO, since Casey did well last mission, their opposition will be less intense than in LOSING PATH.  





He'll face Alien Multi-role Fighters and Alien Fighter Clusters.  





During battle, MIDWAY comms that it is moving toward jump point.  After XX amount of time elapses, Casey will get another comm, telling him to return to carrier.





Mission Win / Lose Effects 





(B4a)


Eject:	left behind to drift forever in space.. or Captured by aliens mm tasty hunams..


Killed:	funeral flic very sad.. boo hoo…


Mission Won:	MIDWAY Protected, Player reurns to MIDWAY, MIDWAY jumps out..goto series C


Mission failed:	 MIDWAY destroyed/Player killed/ MIDWAY jumps out without player… left behind to drift forever in space.. or blasted to tiny space bits by aliens… or Captured by aliens mm tasty hunams..


(B4b)


Eject:	left behind to drift forever in space.. or Captured by aliens mm tasty hunams..


Killed:	funeral flic very sad.. boo hoo


Mission Won:	MIDWAY Protected, Player reurns to MIDWAY, MIDWAY jumps out..goto series


Mission failed:	 MIDWAY destroyed/Player killed/ MIDWAY jumps out without player… left behind to drift forever in space.. or blasted to tiny space bits by aliens… or Captured by aliens mm tasty hunams..





Wingman / Ship Selection Notes





Flights/Ships Assigned by CAG


Squadron: Diamondbacks


(B4a)


Flights/Ships Assigned by CAG


Squadron: Diamondbacks


Fighter:Wasp


	Alpha Flight Leader: Player


	Wingman: DB Redshirt


	Wingman: DB Redshirt


Wingman: DB Redshirt





CAP ( 1-4 ): BW Redshirt





Bravo - Maniac ( +3 BW redshirts ) in Panthers 


Charlie - Hawk ( +3 BW redshirts ) in Wasps


Delta - Maestro ( +3 DB redshirts ) in Tigersharks


Echo - Stiletto ( +3 DB redshirts ) in Piranhas





Special notes:


	(B4b)


Flights/Ships Assigned by CAG


Squadron: Diamondbacks


Fighter:Tigershark


	Alpha Flight Leader: Player


	Wingman: DB Redshirt 


Wingman: DB Redshirt


Wingman: DB Redshirt





CAP ( 1-4 ): BW Redshirt





Bravo - Maestro ( +3 DB redshirts ) in Wasps


Charlie - Stiletto ( +3 DB redshirts ) in Piranhas


Delta - Maniac  ( +3 BW redshirts ) in Wasps


Echo - Hawk  ( +3 BW redshirts ) in Panthers





Special Notes: 





Mission Map
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Mission Outline





Scramble Alert, 2 second briefing, Launch…


Kill Lotsa badguys, cover Midway as she makes way for the jump-point


Get back to Midway before she jumps..


Land, debrief, big sigh of relief, jump out of system





Nav Points





PRIMARY OBJECTIVE:  Engeage incoming alien forces as the MIDWAY manuvers into position for the JUMP, DEFEND the MIDWAY and destroy as many alien ships as possible, when the MIDWAY has reached the JUMP point, you must land before she jumps out.





(B4a)


Midway: At launch: Players Flight ( 4 Wasps ), Combat Air Patrol fighters ( 4 Panthers ),  other flights launched for scramble mission ( 2 groups of 3 fighters, various mix ), Midway. 8 Alien Multi-role Fighters, 8 Alien Fighter Clusters


(B4b)


Midway: At launch: Players Flight ( 4 Tigersharks ), Combat Air Patrol fighters ( 4 Panthers ),  other flights launched for scramble mission ( 2 groups of 3 fighters, various mix ), Midway. 10 Alien Multi-role Fighters, 10 Alien Fighter Clusters





Communication Events





Mission B4a VDUs


CAG - VDU


Lieutenant Casey, your squadron has 


been scrambled to defend the Midway 


from a large force of enemy fighters. 





ANDERSON - VDU


The Midway is approaching the jump 


point.  Be prepared to break off 


engagement and return.





A tense Anderson at his console:





ANDERSON - VDU


Break off engagement and return to 


Midway.  All pilots return to Midway.  


Break off and return.





ANDERSON - VDU


Midway to Lt. Casey.  You’re cutting 


it close.  If you don’t get back here 


soon, we will have to jump without 


you.





Mission B4b VDUs


ANDERSON - VDU


The Midway is approaching the jump 


point.  Be prepared to break off 


engagement.





A tense Anderson at his console:





ANDERSON - VDU


Break off and return to Midway.  All 


pilots return to Midway.  Break off 


and return.  Now!





ANDERSON - VDU


Lt. Casey, if you do not return at 


once, you will be left behind.  Do 


you read me?  





Comm : combat chatter from Players flight and other flights elsewhere engaged in the defense of MIDWAY…


Comm from Midway - "We're getting the hell outta here! You got XX minutes/seconds to get youre scraggly ass back on board..”


Comm from Stiletto and/or Maestro “C’mon Pal! We’re buggin’ out!”


Comm from Stiletto and/or Maestro “Better hurry PLAYER, only XX minutes/seconds left ..”





Special Art / Objects





Alien Ships/Weapons








Special Sound Effects





Alien ships/engines/missiles/weapons








Additional Comments





Don’t get left behind..  bad.. very bad…  don’t eject.. bad.. very bad…





Immediately after launch, the MIDWAY will begin moving towards the Jump point, after XXminutes/seconds have elapsed the player will get a comm from MIDWAY telling him to return to base, if he dosen’t do so within XY seconds he WILL be left behind..





No Major forseeable Concerns…
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