Pilots I know we need
Pilots I am not sure about
Pilots we don’t need
As listed in Med_data.def or Pilots.xmf

0.    Pilot_DO_NOT_USE,
1. Pilot_Amazon,
0001*.*
 ( 56 items    -     0001000.xa thru 00010055.xa )

2. Pilot_Bishop,

3. Pilot_Bookworm,

4. Pilot_BoomBoom,
0004*.* ( 56 items  -  00040000.xa – 00040055.xa )

5. Pilot_Bullet,

6. Pilot_Caveman,

7. Pilot_Comet,

0007*.* (56 items  -  00070000.xa – 00070055.xa )

8. Pilot_Cowboy,

9. Pilot_Dallas,

10. Pilot_Drago,

0010*.* (56 items  -  00100000.xa – 00100055.xa )

11. Pilot_Duke,

12. Pilot_Falcon,
 

13. Pilot_Giant,

0013*.* (72 items  -  00130000.xa – 00130071.xa ) – includes alternate lines?

14. Pilot_Goblin,

15. Pilot_Hawk,

16. Pilot_Hellion,

17. Pilot_Howdy,

18. Pilot_Jumpstart,

19. Pilot_Kingpin,

20. Pilot_Kona,

21. Pilot_Lawyer,
 

22. Pilot_Maestro,
0022*.* (145 items  -  00220000.xa – 002200144.xa ) – includes generics and specifics from wcp will be replace by updated comms for Secret Ops

23. Pilot_Majestic,

24. Pilot_Maniac,

25. Pilot_Mustang,

26. Pilot_Mutant,

27. Pilot_Ninja,

28. Pilot_Nomad,

29. Pilot_Ogre,

30. Pilot_Pinpoint,

31. Pilot_Pops,

0031*.* (56 items  -  00310000.xa – 00310055.xa )

32. Pilot_Posse,

33. Pilot_Professor,
0033*.* (68 items  -  00330000.xa – 00330067.xa ) – includes alternate lines?

34. Pilot_Ranger,

35. Pilot_Rattler,


36. Pilot_Redline
0036*.* (56 items  -  00360000.xa – 00360055.xa )

37. Pilot_Rogue,

38. Pilot_Roulette,

39. Pilot_Royal,

40. Pilot_Snake,

41. Pilot_Sprite,

0041*.* (56 items  -  00410000.xa – 00410055.xa )

42. Pilot_Spyder,
0042*.* (111 items  -  00420000.xa – 00420110.xa )  – includes generics and specifics from wcp will be replace by updated comms for Secret Ops

43. Pilot_Stardust,

44. Pilot_Steel,

0044*.* (72 items  -  00440000.xa – 00440071.xa ) – includes alternate lines?

45. Pilot_Stiletto,
0045*.* (118 items  -  00450000.xa – 00450117.xa )  – includes generics and specifics from wcp will be replace by updated comms for Secret Ops

46. Pilot_Sultan,

47. Pilot_Sunflower,

48. Pilot_Swan,

49. Pilot_TBone,

50. Pilot_Twilight,

51. Pilot_Twitch,

52. Pilot_Veil,

0052*.* (56 items  -  00520000.xa – 00520055.xa )

53. Pilot_Viking,

54. Pilot_Warlord,

55. Pilot_Wiley,

56. Pilot_Wyvern,

57. Pilot_Zero,

0057*.* (101 items  -  00570000.xa – 00570100.xa )  – includes generics and specifics from wcp will be replace by updated comms for Secret Ops

58. Pilot_Zombie,

59. Pilot_Marine_LC_1,

60. Pilot_Marine_LC_2,

61. Pilot_GenericConfedPilot,
0061*.* - 0 files


// Replaced Shuttle RAI 970813

62. Pilot_TCS_Barkley,

63. Pilot_TCS_Porter,

64. Pilot_TCS_Redeemer,

65. Pilot_TCS_Midway,

0065*.* (35 items  -  00650000.wve – 00650034.wve )  – includes woven Anderson comms videos..

66. Pilot_TCS_Eisen,

67. Pilot_Transport,

68. Pilot_Transport_Pelican,

69. Pilot_TCS_Deliverance,

70. Pilot_SAR_Pilot_1,

0070*.* (26 items  -  00700000.xa – 00700025.xa )

71. Pilot_SAR_Pilot_2,

0071*.* (27 items  -  00710000.xa – 00710026.xa )

72. Pilot_Swacs_1,

73. Pilot_Swacs_2,

74. Pilot_Player_1,

0074*.*
(40 items in IFCOMMS   -  00740000.xa – 00740039.xa )

(40 items in Audio\Speech   -  00740000.iff – 00740039.iff )

// .XA’s in IFCOMMS directory and .IFF’s in audio\speech directory

// Players Taunts are recorded as SFX, not normal comms

75. Pilot_Player_2,

76. Pilot_Player_3,

77. Pilot_Player_4,

78. Pilot_Player_5,

79. Pilot_Player_6,

80. Pilot_Player_7,

81. Pilot_Player_8,

82. Pilot_Kilrathi_Corvette,

83. Pilot_Kilrathi_Ace_Pilot_1,

84. Pilot_Kilrathi_Ace_Pilot_2,

85. Pilot_Kilrathi_Ace_Pilot_3,

86. Pilot_Kilrathi_Generic_Pilot_1,

87. Pilot_Kilrathi_Generic_Pilot_2,

88. Pilot_Kilrathi_Generic_Pilot_3,

89. Pilot_Kilrathi_Generic_Pilot_4,

90. Pilot_Kilrathi_Generic_Pilot_5,

91. Pilot_Alien_Ace_Pilot_1,

92. Pilot_Alien_Ace_Pilot_2,

93. Pilot_Alien_Ace_Pilot_3,

94. Pilot_Alien_Ace_Pilot_4,

95. Pilot_Alien_Ace_Pilot_5,

0095*.* (10 items -  00950000.xa – 00950009.xa )

96. Pilot_Alien_Ace_Pilot_6,

0096*.* (10 items -  00960000.xa – 00960009.xa )

97. Pilot_Alien_Ace_Pilot_7,

98. Pilot_Alien_Warlord,

99. Pilot_Alien_Generic_English_1,

100. Pilot_Alien_Generic_English_2,

101. Pilot_Alien_Generic_English_3,

102. Pilot_Alien_Generic_English_4,

103. Pilot_Alien_Generic_English_5,

104. Pilot_Alien_Generic_English_6,

105. Pilot_Alien_Generic_English_7,

106. Pilot_Alien_Generic_English_8,

107. Pilot_Alien_Generic_English_9,
0107*.* (10 items -  01070000.xa – 01070009.xa )

108. Pilot_Alien_Generic_English_10,
0108*.* (10 items -  01080000.xa – 01080009.xa )

109. Pilot_Alien_Generic_English_11,
0109*.* (10 items -  01090000.xa – 01090009.xa )

110. Pilot_Alien_Generic_English_12,
0110*.* (10 items -  01100000.xa – 01100009.xa )

111. Pilot_Alien_Generic_English_13,

112. Pilot_Alien_Generic_English_14,

113. Pilot_Alien_Generic_English_15,

114. Pilot_Alien_Generic_NoEnglish_1,
0114*.* (6 items -  01140000.xa – 01140005.xa )

115. Pilot_Alien_Generic_NoEnglish_2,
0115*.* (6 items -  01150000.xa – 01150005.xa )

116. Pilot_Alien_Generic_NoEnglish_3,
0116*.* (6 items -  01160000.xa – 01160005.xa )

117. Pilot_Alien_Destroyer,

0117*.* (3 items -  01170000.xa – 01170002.xa )

118. Pilot_Alien_Dreadnought,

01180000.xa

119. Pilot_Alien_Corvette,


0119*.* (4 items -  01190000.xa – 01190003.xa )

120. Pilot_Alien_Carrier,


0120*.* (2 items -  01200000.xa – 01200001.xa )

121. Pilot_Alien_Cruiser,


0121*.* (3 items -  01210000.xa – 01210002.xa )

122. Pilot_Alien_Transport,

0122*.* (3 items -  01220000.xa – 01220002.xa )

123. Pilot_Alien_ShipKiller,

124. Pilot_Alien_Comm_Array,

125. Pilot_GROUP_Diamondbacks,

126. Pilot_GROUP_Black_Widows,

127. Pilot_GROUP_Wolf_Pack,

// Actually, these pilots exist only so that they may be accessed for the GROUP
128. Pilot_GROUP_Generic_Kilrathi,
// stuff, so I we don’t actually need them.. and they have no comm files anyway.
129. Pilot_GROUP_Generic_Alien,

130. Pilot_Blair,

131. Pilot_TCS_Callisto,

132. Pilot_MP_Cruiser,

133. Pilot_MP_Destroyer,

134. Pilot_Recon_1,

135. Pilot_SimulatorCoach,

136. Pilot_BitchinBetty,

137. Pilot_JackieChan,

138. Pilot_Sim_1,

139. Pilot_Sim_2,

140. Pilot_Sim_3,

141. Pilot_Sim_4,

142. Pilot_Sim_5,

143. Pilot_Sim_6,

144. Pilot_Sim_7,

145. Pilot_Sim_8,

146. Pilot_Sim_9,

147. Pilot_Sim_10,

148. Pilot_Sim_11,

149. Pilot_Sim_12,

150. Pilot_Sim_13,

151. Pilot_Sim_14,

152. Pilot_Sim_15,

153. Pilot_Sim_Blair,

154. Pilot_Sim_Maestro,

155. Pilot_Sim_Maniac,

156. Pilot_Sim_Spyder,

157. Pilot_Sim_Stiletto,

158. Pilot_Sim_Zero,

159. Pilot_Sim_Kilrathi_Ace_1,

160. Pilot_Sim_Kilrathi_Ace_2,

161. Pilot_Sim_Kilrathi_Ace_3,

162. Pilot_TCS_Cerberus,


0162*.* (36 items -  01620000.xa – 01620035.xa )

163. Pilot_TCS_TwilightPurchase,

0163*.* 0 files – yet….

164. Pilot_TCS_ShyMeadows,

0164*.* 0 files – yet….

165. Pilot_TCS_Babylonia,

0165*.* 0 files – yet….

166. Pilot_TCS_SantaAna,  

0166*.* 0 files – yet….
** ship doesn’t need to be specific pilot**

167. Pilot_LAST_PILOT

Additional Pilots Needed: 

Pilot_Confed_Capship_Male1

Pilot_Confed_Capship_Male2

Pilot_Confed_Capship_Female1

Pilot_Confed_Capship_Female2

Pilot_Confed_Base_Male1

Pilot_Confed_Base_Male2

Pilot_Confed_Base_Female1
Pilot_Confed_Base_Female2

??

According to Rob, in WCP:

The 0400*.* files are for ICIS lines

The0500*.* files are for Mission Specific Comms

I created a new set of directories in f:\projects\secretops


Data2.eng


Data2.eng\ifcomms


Data2.eng\audio


Data2.eng\audio\speech


And a Data2.ger set of directories identical to the above ones.

All of the yellow files from the above list have been located and copied into the data2.eng\ifcomms directory in f:\projects\secretops.

Also, the players taunts, which exist as sfx ( .iff’s ) have been added into the data2.eng\audio\speech directory in f:\projects\secretops.

Theorhetically, you should eventually be able to run the game with a search directory set to f:\projects\secretops\data2.eng.

But right now, the times.iff that is in f:\projects\secretops\ifcomms dosen’t include the Cerberus time info, so you will get a fatal..

