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Dynamic force selection


Choose a mission for a force (escort, patrol, attack)


Choose a force experience makeup (ratio of aces to vets to rookies)


Choose a force’s strength (points)


Choose a force’s type (capship or fighter)


Choose a force’s loadout if fighter (anti-capship, anti-fighter)


Properly credit points and kills for kills of force


Select whether fight till last man, fight till out of expendable ordnance, or fight till only a percentage 

is left.


Difficulty level is multiplier to force points


Still manually build forces in many situations, but the more we use this system, the more 

replayability we get (important in low mission count multiplay game).

New capship handling system


Operate in formations


Operate on missions


Capable of maneuvers (evasive, other)


Some guns anti-fighter and anti-missile, others anti-capship.


Some anti-capship guns should be capable of component targeted fire, while others should not.


For anti-capship ops, AI should choose whether to shoot at components (if so, which 

components) or simply go for an overall kill


Turrets capable of target-predictive fire (with accuracy adjustments and experience controls)


Capships can be destroyed by overall damage, not just key component kills, although that still 

works also.


Neat looking ship lights for navigation, marker, and marking illumination lighting (blinking, rotating 

strobes, and continuous floods, all types either colored or white light)

New weapon/damage system


Three types: enveloping weapons, kinetic weapons, explosives (shaped and area)


Shields or armor are not universally effective against all types of weapons equally.


Chances for glancing blows or ricochets with accompaning  effect.


Kinetic weapons impart a small force vector against the target ship while explosives



impart a larger force.


Beam weapons, trainable/trackable for capships, and boresight only for fighters.


Intercepts (very small warhead missile with double maneuverability and speed of Friend or Foe. 

Can be used as normal missile, but can also be launched against torpedoes and other 

missiles).


Small caliber guns do not need to show tracers, simply effect on target (sparks or flashes of strikes

with the odd ricochet bouncing off here or there). However, if a ship or other like sized 

object flies between shooter and target, it should take the hits. CIWS systems should use 

a system like this and be capable of percentage chance of shooting up incoming missiles 

or torpedoes.

New damage display system


Shield hits looks cool, different per weapon type, and change as shield strength weakens


Armor hits look neat, and different per weapon type, and amount of damage delivered


As ships take more and more damage, sites of worst hits show lasting special effects (sparks,

plasma fire, electricity (like Freespace))


Ships have damage textures applied as sites take more and more damage. This includes major

things such as missing skin showing some internal structures, but also minor things like

small penetrations and burns (like small patches of blackened hull at impact points)


Ships have mesh deformation as more and more damage is taken

Flight dynamics


Different ships have different flight ‘models’. A vessel’s flight model is determined by the rate at

which it turns at different speeds. This curve varies in shape when it is charted as turn 

rate vs. Speed). Try to match dynamics to ship’s job (interceptor turns faster at higher 

speeds).

New engine effects


No longer simply a brightly colored texture. Now a texture combined with a thrust-plasma effect 

(semi-translucent thrust cone with light sourcing).


Afterburner flare still applicable, involving increased length/brightness/color-change.


If engine knocked out, texture change (engine off) and lack of thrust cone.


Capship engines are same on bigger scale. Flying through their thrust cones counts as continuous 

low-level area (on side of ship toward engine) explosive damage with all effects of 

explosive damage mentioned earlier.


Reaction control-jets with very small thrust jets used during RCS firing (Descent sliding).

Fighter cockpits


Cockpit is 3D with some displays mounted in console, others still HUD based.


Camera for player viewpoint in cockpit is physically placed where that ship’s cockpit is in model.


Camera for cockpit-less flight can be placed on nose of ship.


HUD imparts data through multiple colors, some animations, and some color changes.


Kilrathi HUD is cool (duh).

Missions


All are multiplay-capable


Some normal-mission single scenarios (like X-Wing VS Tie-Fighter) (the usual gauntlet mission is 

included here). Most are multiplay from both sides simultaneously. Some, like gauntlet, are

coop only (from either Kat or Terran side).


Some fantastic scenarios (3D Star Castle (John G’s cool idea), also other fun but weird scenarios)


Campaign is linear with multiple early ending chances and mission-to-mission or section-to-section 

objective availability dependancy. For example, if crater in first missions, objectives for 

later mission might be defensive in nature, if they did very well, then their objectives will 

be offensive in nature.. Every 5 missions, results are checked for those five missions, and

 if one side dominated, the game jumps from normal campaign structure to the ‘match-

point’ mission which is identical in nature to last mission of the entire campaign, simply 

brought about early. If side that dominated wins, They win overwhelming victory. If side 

that was losing wins, they pull off a tie, or a minor loss (not enemy overwhelming victory). 

Campaign is over, at any rate. 

-Mission successes must be tracked from mission to mission, for a max of five missions at 

a time.

-Prior mission performance should be examined (compared for each human team), and 

these results should add weight to selection of primary, secondary, and bonus objectives 

for the next mission. 

-To make this work, each campaign mission should have a listing of several possible 

objectives of each type: offensive, neutral, defensive; for each side.

