Wing Commander Prophecy : 

Mission / Simulator 001





 Mission Choreography









The player starts off in space, at full throttle heading towards Nav 1.  A COMM (located in the player
’s main program file) will fire off the 
“Welcome to the Simulator
” message.  The contents of this message include instructions for finding and approaching the Nav 1 bouy.


Once Nav 1 is hit, the player
’s nav point is automatically incremented to 
two ( 
2
 )
.  COMM instructions are given again for the player to reach Nav 2.  
The player is instructed to *STOP* o
nce wit
hin 100 klicks of the nav bouy.

After the player stops, a cargo box appears.  The player is instructed to use the T key to 
“target
” 
the
 
box and fly to it.  Various orientation tips are given dealing with how to adjust the ship so that the player is actually *facing the intended target.

After the player closes in on the cargo box, the box will explode and another box is created elsewhere.
  Again, the player is told to (T)arget the box and approach.  When within the right amount of 
klicks, the box disappears and the player
’s nav point is incremented to three ( 3 ).


The player is told to use the 
(A)utopilot feature to get to Nav 3
… since it
’s so far away.

Once the player arrives at Na
v 3, a Dralthi Drone and several 
“boxes
” will appear.  (In the next version, the boxes will NOT appear
… the drone
’s movement will be relative t
o the Nav bouy for the sake of avoiding certain bugs ).  The player will be instructed to approach and follow the Dralt
hi as it moves through several 
“points.
”  

Once the 
“points
” have been finished, the Dralthi will wait for a few seconds ( 5 ) and then attack the player.  In this amount of 
‘waiting
’
 time, the player is told that a fight is about to happen and that employ of all learned techniques will be the key to s
urvival.

After the Dralthi is dead, the simulator mission will close down.


( Need a Simulator *Shutdown* sound )








Technical Documentation 




void M_Bouy ()

{



	AI_WaitUntilActive();

	

	while ( 1 )

	{



		AI_WaitMilliseconds ( 5 );



		if ( SF_GetDistance ( Player ) < 100 )

		{



			AI_WaitMilliseconds ( 5 );



			SF_DestroySelf();



			m_BouysHit ++;		

	

		}



	}



}





void M_Nav2 ()

{



// Nav Point won't DO anything until the player

// hits nav one and puts m_NavPoint up to 1...





	while ( ! m_NavPoint )

	{



		AI_WaitMilliseconds ( 5 );

	

	}

	



	while ( SF_GetDistance ( Player ) > 100 )

	{



		AI_WaitMilliseconds ( 5 );



	}



	m_NavPoint ++;



	// COMM : Good. Now, stop your vessel.

	//		  Use the "-" key to reduce your speed until you come to a

	//		  complete stop.

	// 





// This calls the function M_PlayerStop which finds out if the player

// has come to a complete stop for two seconds.



	while ( ! M_PlayerStop () )

	{



		AI_WaitMilliseconds ( 5 );



	}



// Make the bouy appear.



	SF_ActivateObject ( Bouy1 , 0 );



	// COMM : Press the 'T' key to select a target.  You will see a

	//        bouy that you must approach.  Turn your ship until the

	//		  bouy is right in front of you.  Then, increase your

	//	 	  speed until you reach it...



	while ( ! m_BouysHit )

	{



		AI_WaitMilliseconds ( 5 );



	}



// Make the second bouy appear.



	SF_ActivateObject ( Bouy2 , 0 );



	// COMM : Excellent.  Here's another one for you to approach.

	//		  It's a bit farther away than the first, so use your

	//		  afterburners to boost your speed.

	//





	while ( m_BouysHit < 2 )

	{



		AI_WaitMilliseconds ( 5 );

	}



	// COMM : Now, we're going to see how well you can follow a moving

	//		  target.  Press the N key to select a new nav point.

	//		  Nav 3 will have a Kilrathi fighter for you to fly with.



// Increment the player's nav value to equal 3





	NAV_SetPlayerNav( 3 );







	NAV_DeactivateSelf();



	while ( 1 )

	{



		AI_WaitMilliseconds ( 5 );



	}





}





void M_Nav4 ()

{



NAV_SetPlayerNav( 1 );







while (1)

	{

		if ( NAV_WithinSphere(Player) )

		{

			NAV_ActivateSelf();



			if ( m_NavPoint < 2 )

			{

				NAV_SetPlayerNav (1);

			}

		}

		else

		{

			NAV_DeactivateSelf();



		}

	}



}





void M_Patrol ()

{

	AI_ClearDefendList()



	int rad;

	int rad_2;



	rad = SF_GetRadiusObject(Midway);

	rad += (rad * 25) / 100;

	rad_2 = rad / 4;



	SF_ActivateSelf(0)



	int zero = 0;



	while (1)

	{

//		AI_GotoObjRelFrame(Midway,-80,10,2600)

//		AI_GotoObjRelFrame(Midway,80,10,2600)

//		AI_GotoObjRelFrame(Midway,80,10,-2600)

//		AI_GotoObjRelFrame(Midway,-80,10,-2600)



		AI_GotoObjRelFrame ( Midway,  rad, 100, zero-rad_2 );

		AI_GotoObjRelFrame ( Midway,  rad, 100,  rad_2 );

		AI_GotoObjRelFrame ( Midway, zero-rad, 100,  rad_2 );

		AI_GotoObjRelFrame ( Midway, zero-rad, 100, zero-rad_2 );



	}





}





void M_Player ()

{

SF_AutopilotDisable();

SF_ActivateSelf(0)

SF_SetObjectFlag(OF_alignment,ALIGN_CONFED)



	while ( m_BouysHit < 2 )

	{

		

		AI_WaitMilliseconds ( 5 );	

		SF_AutopilotDisable();



	}





SF_AutopilotEnable();

	



	while(1)

	{

		AI_WaitMilliseconds(1)

	}



}





int M_PlayerStop ()

{

	int dista;

	int distb;



	dista = SF_GetDistance (Player);

	AI_WaitSeconds (2);

	distb = SF_GetDistance (Player);



	if (dista == distb)

	{

		m_PlayerStop = 1;

	}



	return m_PlayerStop;

}





void M_Nav ()

{



	m_PlayerStop = 0;



	while ( m_NavPoint < 2 )

	{



		AI_WaitMilliseconds ( 5 );



	}



NAV_ActivateSelf();



// COMM : Notice how the AUTOPILOT feature allows you to cover great

//		  distances without running the risk of "Cabin Fever!"

//		  We are now at Nav Point three.  Fly to within 100 klicks of

//		  the nav bouy and then come to a complete stop.



	while ( SF_GetDistance ( Player ) > 100 )

	{



		AI_WaitMilliseconds ( 5 );



	}





	m_NavPoint ++;



// COMM : Now, we're ready for some target practise.

//		  



	while ( !M_PlayerStop() )

	{



		AI_WaitMilliseconds ( 5 );



	}





// COMM : Successful target tracking is probably the most important

//		  skill that you will learn during training.  Target the

//		  Dralthi drone using the T key.  If you can't see it, turn

//		  your ship in the direction of the arrow, just like you did

//		  when you were tracking the boxes at nav point 2.



	SF_ActivateObject ( Dralthi , 0 );



	SF_ActivateObject ( Point1 , 0 );



	SF_ActivateObject ( Point2 , 0 );



	SF_ActivateObject ( Point3 , 0 );



	SF_ActivateObject ( Point4 , 0 );







	while ( ! m_DralthiReadyToMove )

	{



		AI_WaitMilliseconds ( 5 );



	}



// COMM : Increase your speed to follow the Dralthi.  Use your target

//		  indicator to help you turn to face the Dralthi if he gets

//		  beyond your field of view.  If he gets too far ahead of you,

//		  use your afterburners to close in.





	while ( ! m_DralthiReadyToFight )

	{



		AI_WaitMilliseconds ( 1 );



		if ( ! m_PlayerFollowingDralthi )

		{



			// COMM : Come on!  Close in on the fighter!

			AI_WaitSeconds ( 2 );



		}



	}



// COMM : Allright... now the fighter is going to attack.

//		  Use your tracking skill to line up on the fighter.  Use your

//		  guns to destroy it...



	while ( m_DralthiReadyToFight )

	{



		AI_WaitMilliseconds ( 5 );



	}





// COMM : Good.  Select nav point four and head home.  Use Autopilot

//		  to get there.  We'll learn how to be a bit more dangerous

//		  in the next mission...



	NAV_SetPlayerNav( 4 );







	while (1)

	{



		AI_WaitMilliseconds(5);



	}



}





void M_Nav ()

{



	NAV_SetPlayerNav ( 1 );





	// COMM : Welcome to the TCS Midway Training Simulator.  This

	//		  system is comprised of several missions authored for

	//		  Confed Academy pilots with varying levels of experience.

	

	// COMM : Your first goal is to reach Nav Point 1.  Turn your ship

	//		  so that you are facing Nav Point 1.  It will appear as a

	//		  white cross in your forward view.  Fly to within 100

	//		  klicks of the nav bouy.





	

	NAV_ActivateSelf();



	while ( SF_GetDistance (Player) > 100 )

		{



			AI_WaitMilliseconds(5);



		}



	m_PlayerAtNav1 = 1;

	m_NavPoint ++;

	NAV_SetPlayerNav(2);



	NAV_DeactivateSelf();





	// COMM : The second nav point has been automatically selected for

	//		  you.  Turn to face Nav Point 2.  It's a bit further away.

	//		  to arrive soonest, use your AFTERBURNERS for greater

	//		  speed.  Again, fly to within 100 klicks of the nav bouy.

	//







	while (1)

		{



			AI_WaitSeconds(2);	

	

		}



}





void M_FighterTrack ()

{



	AI_WaitUntilActive ( );



	SF_SetObjectFlag(OF_alignment,ALIGN_ALIEN)



	while ( 1 )

	{



		AI_WaitMilliseconds ( 5 );



	}



}





void M_DralthiDroneDeath ()

{



// Drop the "Ready" value to zero so that the

// nav point can move to the next instruction.



	m_DralthiReadyToFight --;

}





void M_DralthiDrone ()

{



	AI_WaitUntilActive ();

	

	SF_SetObjectFlag(OF_alignment, ALIGN_ALIEN );

	

	SF_BindToActionSphere ( 0 );





	while ( ! m_PlayerStop )

	{



		AI_WaitMilliseconds ( 5 );



	}



	while ( SF_GetDistance ( Player ) > 300 )

	{



		AI_WaitMilliseconds ( 5 );



	}



// The player is now close enough... we'll start the run.

//

	m_PlayerFollowingDralthi = 1;

	m_DralthiReadyToMove = 1;





// Go to four points as quickly as you can.  Check to see how close

// the player is at each turn...

	

	AI_GotoObjRelFrame( Point1 ,0,40,0);

	SF_DeactivateObject ( Point1 , 0 );



	if ( SF_GetDistance ( Player ) > 300 )

	{

			

		m_PlayerFollowingDralthi = 0;		

	

	}	



	AI_GotoObjRelFrame( Point2 ,0,40,0);

	SF_DeactivateObject ( Point2 , 0 );



	if ( SF_GetDistance ( Player ) > 300 )

	{

			

		m_PlayerFollowingDralthi = 0;		

	

	}	



	AI_GotoObjRelFrame( Point3 ,0,-40,0);

	SF_DeactivateObject ( Point3 , 0 );



	if ( SF_GetDistance ( Player ) > 300 )

	{

			

		m_PlayerFollowingDralthi = 0;		

	

	}	



	AI_GotoObjRelFrame( Point4 ,0,40,0);

	SF_DeactivateObject ( Point4 , 0 );

	

	if ( SF_GetDistance ( Player ) > 300 )

	{

			

		m_PlayerFollowingDralthi = 0;		

	

	}	





// Now, wait for the player to come close... so we can start

// the big fight!



	while ( SF_GetDistance ( Player ) > 300 )

	{



		AI_WaitMilliseconds ( 5 );



	}



	AI_WaitSeconds ( 5 );



	m_DralthiReadyToFight = 1;



	AI_AddToAttackList( Player ,1);



	AI_Attack();











}









