Wing Commander


Mission Specification


Mission : Mission SA2 





Generic Mission Six





Description / Choreography





This will be a gauntlet-style test of the player’s abilities to this point in his training.  It will involve a few simple ships coming at him, nothing too big. At the end there will be feedback from the instructor to the player.  Hopefully we can do a text debriefing with all sorts of good and bad comments about how well the player did in a number of categories.





Wingman / Ship Selection Notes





Squadron:	Pacifiers


Fighter:	Wasp





The player will have an AI wingman in this mission who is absolutely obedient.  His name will be YessMan.  His only job is to do exactly what he is told, and he won’t be fighting.





Mission Outline





The player starts in space, at cruising speed, facing Nav 1 from about 2000k.  The instructor introduces the player to the concepts of the mission.


The player is attacked by two light Kilrathi fighters.  (note:  these ships will be alien ships after Series E).  He is then told to go to Nav 2 to meet his wingman


At Nav 2 he will face four more light Kilrathi fighters.  


At Nav 3 he and his wingman will meet four medium Kilrathi fighters.  After that, he will be ordered to go back to the Placebo for debriefing.


Upon initiating the landing sequence, he will be given a verbal commendation (or dressing down, depending on his performance.  On screen he will see his statistics, including tactical hints (these may be generic depending on how much complexity the system is capable of).





Success / Failure notes





Success - All Kilrathi (or alien) ships are dead before the player or his wingman.





Failure - The player or his wingman dies.  If the wingman dies, the player will still be given partial credit, as well as some sort of tip like:  “If your wingman was that bad off, you should have ordered him home”.  Perhaps he is invited to redo the Basic missions.





Communication Events





This list follows the above Mission Outline, with the same [] and <> conventions as in the previous simulator mission, and assumes that the player is doing as he is told:





“Welcome again, Dane.  This is Advanced Flight Evaluation 1.  In this mission you will be tested on your abilities to this point.  Go to Nav 1 to face your enemies.”


“These are Dralthi light fighters {or alien light fighters}, they are not too difficult, but they will still require an amount of skill to defeat.  When you are done with them, autopilot to Nav 2 for more fun, this time with a wingman.”


“Remember YessMan?  Give him orders, and let’s see how well that SimPunk can fight.  When you’re done here, go on to Nav 3 for a bit more intense combat.  Remember, you are responsible for your wingman.  Don’t be afraid to send him home if you think he’s about to become spacedust.”


“Okay, these guys will be a little tougher than you’re used to, but still not as tough as some of the baddies you’ll meet in the real world.  Dispose of these guys and you’ll be ready for the final phase of your training.”


“The next lesson will teach you the finishing touches of the cockpit.  After that you will be ready for the final test.”





Special Art / Objects





None of note.





Special Sound Effects





None of note.





Additional Comments





The dialogue will need to change as the HUD changes and the features of the ship are added and subtracted.  We must be cautious.
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