Wing Commander


Mission Specification


Mission : Mission SS3


Description / Choreography





This lesson will teach the player the unique features of the Panther. It will cover the Panther’s primary uses and special features.





Wingman / Ship Selection Notes





Squadron:	Pacifiers


Fighter:	Panther





The player will not have a wingman in this mission.  Rather, he will have an instructor barking orders to him constantly.





Mission Outline





The player starts in space, at 0 throttle, facing Nav 1 from about 1000k.


The instructor introduces the player to the concepts of the mission, and to the Panther in general.


The instructor tells the player that he is to travel to through Nav Points 1, 2, and 3 in sequence, and once again cut the throttle to 0.


From Nav 3, the player will see a red dot on his radar, and he will be told that that is a Kilrathi Drakhri (after Series E it will automatically be an alien Space Superiority Fighter), and to engage and destroy it.  Then there will be two more, to give the player a feeling of how to handle two at once.


Upon completion, the player will be congratulated and invited to fly a real gauntlet mission, to become more familiar with the Panther(one button which launches him immediately to a gauntlet mission with a fully-loaded Panther), and to rack up some Sim-Points as well.  Or he can be a wuss and exit the simulation.





Nav Points 





All Nav Points:  


2 Confederation Panther(player and instructor)





Success / Failure notes





Success - The player does everything right and isn’t too far behind where he should be at certain time points.





Failure - The player can’t seem to follow directions and the instructor gets frustrated.  If he misses more than a very few nav points in a certain amount of time, or gets killed against the enemy ships, he will be told to restart and listen more carefully.  Perhaps he is invited to consult his “pilot training manual”.





Communication Events





The entire course of instruction will take place in-flight.





Note:  The default voice will, as usual, be speaking to people with a standard joystick and keyboard.   





This list follows the above Mission Outline, and assumes that the player is doing as he is told:


“Hello, Dane.  Squawker here.  So you want to try out the Panther, eh?  Well that’s great.  She’s a nice, big, medium fighter with both good defenses and ample offenses.”


“Usually assigned to light escort carriers, the Panther is a smaller answer to the Vampire.  Though it falls short of its bigger brother in terms of long-range combat capability, its superior acceleration and maneuverability make it preferred by some pilots, who consider it a superior dogfighter.  Like the Vampire, it carries a high-rate-of-fire nose turret intended to down incoming missiles.  It also carries a sophisticated targeting computer which can lock and engage up to two fighter-class targets at once.  Its shields are lighter than the Vampire’s, but exhibit the same excellent recharge characteristics.”


“All that having been said, now travel to Nav points 1, 2, and 3 in sequence, using whatever throttle setting you like.  Try to mix it up a little bit to see how the turning rates change with the addition of momentum.”


“Okay, now you will see an enemy Pakhtan on your radar.  Engage and kill him.  Notice the considerable shield strength.  It’s probably much better than what you’re used to flying those damn Tigersharks.  In addition to decent shields, notice the quick recharge, and remember, this thing is still fairly maneuverable.  Okay, now let’s see how you do against two more.”


“Well, it looks to me like you are certifiable on this fighter. Would you like to try a gauntlet with the Panther?  It’ll allow you to become more familiar with her capabilities and keep your name on the scoreboard as well.”





Special Art / Objects





None of note.





Special Sound Effects





None of note.





Additional Comments





The Nav points the player will visit in this mission will be laid out using the x, y, and z axes, making sure that if they have both a joystick and rudder pedals, they will become familiar with the functional differences between them.





Wing Commander	�date \@ "MM/dd/yy" �02/06/97� �time \@ "h:mm AM/PM" �6:55 PM�	Page �page �2�











