Mission Creation and Risk Assessment

In the beginning of Wing Commander Prophecy, the designers sat down and had a brainstorm as to what types of missions they’d like to play, and then wrote them down.  Afterwards, they were placed in acsending order, with the easiest first, hardest last.  Then the story was wrapped around them, and a war was created.

It was at this point that the missions began to really take shape, and they were written in templates.  After we have our missions in templates, we’re ready to create a mission.

Solo Player Mission Creation

Here’s how to implement a mission from start to finish.

CREATE THE SECTOR FILE

The designer will open MED.  They will create a SECTOR file, called SECTOR X.SEC.  This file will contain the permanent objects that will be in the area, such as light sources, planets, jump points, etc.  Once this is created, we can create the MISSION file.

CREATE THE MISSION FILE

They now create a MISSION file, Xn.MIS.  The mission file needs a sector file, so we add SECTOR X.SEC.  Now we can open the sector file, to place the transitory objects within it.  So we add the PLAYER, the enemies, the nav points, any additional items that the mission spec calls for.

ADDING PROGRAMS TO OBJECTS

Each object needs a PROGRAM to know what it’s supposed to do.  These programs are attached to the objects by their PROPERTIES dialogue box. 

WRITING PROGRAMS

A PROGRAM can be written in FLO code, and very simple (such as AI_ATTACK(PLAYER) ), or can use many many tricks and be quite a chore (such as a program for a transport that must dock with a cap ship and then move to a special area to link with the player).  Most of the coding we need to do for our missions is quite simple, however.   Even the most difficult programs can be implemented easily, with the help of the programmers on the project.  In all actuality, the most difficult problem to solve is exactly what you want to see happen.   After you have a handle on what you want to happen, it’s generally pretty easy to implement.

INSERTING VARIABLES

From time to time, the missions will need to communicate between one another, for purposes of choosing the difficulty of the next mission, playing a certain movie, etc.  You’ll have to create global or mission variables and it’s really simple.   For instance, there are variables we will need to set (MISSION_WON, etc.), so you’ll add them in the VARIABLES WINDOW.  Just press the INSERT key and name it.   

CHECK OBJECT PLACEMENT IN 3SPACE

Once you’ve got your objects laid out in 3D space (by changing windows, etc) and have some of their programs written, you might want to check their placement before you progress.  So you open a DOS WINDOW.

In the DOS window you can run your mission, and check the placement of your objects.  It takes approx 4 seconds to load most missions and this includes the time you need to swap out of MED and get into your DOS prompt.  It’s fast!  You’ll have to do this step for a while before it’s to your liking.  

SIMULATE COMMS

Since we don’t have the audio up yet, you’ll have to simulate comms if they’re necessary for the mission.  They are currently going to print on the mission text plaque system until we get the actual comms back from the audio dept.  This should allow us to test the effectiveness of the messages, etc.  These are simple to add, as you’ll just call one function, AI_COMM(PLAYER). 

Okay, now your mission is done.  We must give your mission some context, so we need to link it to gameflow, by putting in some rooms, hotspots and links to other things in gameflow (the simulator, killboard, etc).

CREATE ROOMS AND GAMEFLOW

The first thing to know about a complete mission is that is starts with gameflow.  This is a term describing ‘walking around the ship’.  So you’ll have to put rooms in the mission file, along with any associatedmovie clips, or gumps.  

To begin, go back into MED.  Pull up the dialog box for your mission.  We need to ADD some ROOMS to it, so choose the ROOMS tab.  Now ADD a room by finding the appropriate one on your hard drive.  This will be a 2d screen that looks like a room.  Create hotspots by drawing boxes.

You will create PROGRAMS for each hotspot much the same as for the ships in the missions.  These hotspots can be for a door that leads to another room, or it may pull up the savegame menu.  Once you’ve created all the hotspots for your mission, you can test it.  Don’t forget to include a door to the briefing room so you can launch your mission.

FLIGHT OPS TACTICAL DISPLAY

Eventually, we’ll have an editor for the briefing animations.  This will allow us to make last minute changes to missions, and alleviate an artist from spending 6 months on these animations.  Think a VCR-type playback system.  We’ve got basic specs at this point.  We’ll need to provide better specs to the programmers asap.

THAT’S ALL FOLKS

That’s about it!

Risk Assessment

The design itself is not the limiting reagent; it’s the amount of work that must be completed by the programmers in a rapid manner.

DESIGN CONCERNS

· Not having enough time to get feedback from QA and focus groups due to our short schedule.

· AI scripting –  are we doing it?  We won’t know until March.  We’re waiting on a proof of concept from the programming team.

· May not have enough time to script out the VDU comms well enough before our drop-dead date.

WE NEED THESE SYSTEMS TO COME ON LINE

Flight Ops Tactical Display Editor – A way for the designers to input the data for the mission briefings and debriefings.  Currently, we’re planning on using MED for this, and perhaps it’ll work.  The design team needs to provide the programmers a detailed spec of this system.

Multi-Player setup screens – Currently, we’re planning on using MED for this, and perhaps it’ll work.  The design team has provided a spec of this system.
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