Wing Commander Prophecy : 

Mission / Simulator 00
2




 Mission Choreography






The player starts in space, at full throttle.  Player is instructed
 to head to Nav 1 to investigate a distress s
ignal from a Confed transport.

At Nav 1, the player witnesses a Confed cargo transport and two escorts being har
assed by several ( 3 ) Dralthi fighters.  The player can help out, or the player can watch the action.  Mission will be engineered so that the friendlies have smarter AI and will be able to bust the Dralthi
’s.  If the Player helps the Kilrathi and ends up losing any of the friendlies, the mission is an immediate failure.

After watching the action or dealing on a few 
‘cats, the player can auto to the second nav point.

At the second nav, the player is instructed to target the first of thirty ( 30 ) bouys.  The player is then told to use the TAB key to go to full afterbur
n and close in on all of the bouys one-by-one in 
“slalom
” style.  Once all bouys are hit, there will be a score.

A
f
ter 
all the bouys are gone, the player gets a score.

After the score is revealed, the player gets another 
“Comm
” stating that there is another transport at Nav 1.  Kilrathi have come back with bigger guns and have taken out the fighter escort.


Player will then be sent to Nav 2 to
 fight off the Kilrathi.

Once the Kilrathi are dead, and the Transport has hit the jump point at N
a
v 
1, the mission will end.



 
( Need a Simulator *Shutdown* sound )





Technical Documentation 





void M_Transport ()

{



	AI_WaitUntilActive();

	SF_SetObjectFlag( OF_alignment , ALIGN_CONFED );



	while ( m_DralthiDead < 2 )

	{



		AI_WaitMilliseconds ( 5 );



	}





	AI_GotoObjRelFrame( Nav1 , 0 , 0 , 0 );

	SF_DeactivateSelf(1);



	while ( 1 )

	{



		AI_WaitMilliseconds( 1 );





	}

	



}







void Function001 ()

{



SF_SetObjectFlag(OF_alignment,ALIGN_CONFED)




	while(1)

	{

		AI_WaitMilliseconds(1)

	}



}







void M_Nav4 ()

{



NAV_SetPlayerNav( 1 );



	while (1)

	{



		AI_WaitMilliseconds(0);





	}

}







void M_Nav ()

{





	if ( NAV_WithinSphere ( Player ) )

	{



		NAV_ActivateSelf ( );



	}

	

	else

	{



		NAV_DeactivateSelf ( );



	}



	while ( 1 )

	{



		AI_WaitMilliseconds ( 5 );



	}





}







void M_Nav2 ()

{











	while ( ! NAV_WithinSphere( Player ) )

	{



		AI_WaitMilliseconds ( 5 );

		NAV_DeactivateSelf();



	}





	if ( NAV_WithinSphere ( Player ) )

	{






		NAV_ActivateSelf();

//		NAV_DeactivateNav(1);

//		NAV_DeactivateNav(3);



	}





// First, check to see if the player should be here or not.

// If the nav counter is less than two, just wait.



	while ( m_NavPoint < 1 )

	{



		AI_WaitMilliseconds ( 5 );



	}



// Give instructions about what to do with the bouys.

//



	// COMM : Use the T key to target BOUY1.  Get up to full speed

	// 		  and fly straight towards the bouy.  When you get close,

	//		  it will explode.  Hit all 30 bouys as quickly as you

	//	  	  can.



// The M_FirstBouy program starts the timer.  So, when the player gets

// close to Bouy1, the timer will start...



	while ( ! m_TimerStarted )

	{



		AI_WaitMilliseconds ( 5 );



	}





// Get current time as soon as the Timer is started



	timea = SYS_Clock();



// As long as the timer has begun, Nav2 will wait.  Once all 30 bouys

// are hit, the Timer value will be set to false.



	while (m_TimerStarted)

	{



		AI_WaitMilliseconds( 1 );

		

		if (m_TotalBouysHit == 30)

		{



			AI_WaitMilliseconds ( 1 );


			m_TimerStarted = 0;



		}

		

	}





// This portion figures out the score...



	AI_WaitMilliseconds(1);



	timeb = SYS_Clock();



	m_RawScore = timeb - timea;



	m_NavPoint = 2;



// Include portion that gives the score:



	// COMM : Your score was : 





	NAV_SetPlayerNav( 1 );







	while ( 1 )

	{



		AI_WaitMilliseconds ( 5 );

		NAV_DeactivateSelf();



	}



}







void M_Nav ()

{



	while ( ! NAV_WithinSphere( Player ) )

	{



		AI_WaitMilliseconds ( 1 );

		NAV_DeactivateSelf();





	}





	if ( NAV_WithinSphere ( Player ) )


	{



		NAV_ActivateSelf();



		NAV_SetPlayerNav(2);





//		NAV_DeactivateNav(2);

//		NAV_DeactivateNav(3);





	}





// Check to see if the player has already been to this nav, the second

// nav point, etc.  If the third nav has been reached, the player will

// get only silence from the first nav point.





	while ( m_NavPoint > 2 )

	{



		AI_WaitMilliseconds ( 5 );

		NAV_DeactivateSelf ( );



	}





// If this is the first time the player has been here, the nav point

// number will be at zero.



	if ( !m_NavPoint )

	{




		// COMM : The purpose of an escort is to keep the slower,

		// 		  more *expensive* ships from kicking it over...

		//		  Help your Confed buddies take out these raiders.



// Activate the Transport, the fighter escorts and the three Dralthi

// fighters.





		SF_ActivateObject( Transport1 , 0 );

		SF_ActivateObject( Fighter1 , 0 );

		SF_ActivateObject( Fighter2 , 0 );

		SF_ActivateObject( Dralthi1 , 0 );

		SF_ActivateObject( Dralthi2 , 0 );

		SF_ActivateObject( Dralthi3 , 0 );



		m_NavPoint = 1;



	}





// We'll have to wait for all three of the enemy craft to die before

// proceeding.



	while ( m_DralthiDead < 3 )

	{





		AI_WaitMilliseconds ( 1 );



	}	



// Now that the enemies are dead, the player is left in space.

// We could have more instructions here, but why?  The player should

// have his next nav point chosen for him...



// The nav point number goes to 2 so that the second Nav bouy can

// execute the "Bouy Bust" program.  The Transport will set the Nav

// number when it jumps out.




	while ( m_NavPoint < 2 )

	{



		AI_WaitMilliseconds ( 1 );

	

		if ( ! NAV_WithinSphere ( Player ) )

		{

	

			NAV_DeactivateSelf ();



		}



	}



// After the player is told that another cargo transport is under

// attack, m_NavPoint will be raised to '2'

// The nav program will activate the transport and the two remaining

// fighters and increment the nav point number to '3'



	if ( m_NavPoint == 2 )

	{



		NAV_ActivateSelf();





		SF_ActivateObject( Transport2 , 0 );

		SF_ActivateObject( Dralthi4 , 0 );

		SF_ActivateObject( Dralthi5 , 0 );



		m_NavPoint = 3;



	}



// Player has to kill the incoming fighters.  Once this is done,

// his next nav point is chosen for him (again)... nav 3, this time.



	while ( 1 )

	{



		AI_WaitMilliseconds ( 5 );



	}



}







void M_FirstBouy ()

{



	while ( m_NavPoint < 1 )

	{



		AI_WaitMilliseconds ( 5 );



	}





	SF_ActivateSelf(0);

	SF_SetObjectFlag(OF_alignment,ALIGN_ALIEN);

	SF_SetObjectFlag(OF_vulnerable,0);



	SF_BindToActionSphere(2);





	while (1)

	{

		AI_WaitMilliseconds(1);


		if (SF_GetDistance(Player) < 100 )

		{

			m_TotalBouysHit++;

			AI_WaitMilliseconds (1);

			m_TimerStarted = 1;

			SF_DestroySelf();

		}

	

	}





}







void M_Fighter ()

{





	AI_WaitUntilActive();

	SF_SetObjectFlag( OF_alignment , ALIGN_CONFED );



	AI_WaitSeconds ( 2 );



	AI_AddToAttackList( Dralthi1, 1 );

	AI_AddToAttackList( Dralthi2, 2 );

	AI_AddToAttackList( Dralthi3, 3 );





	while ( m_DralthiDead < 3 );

	{



		AI_Attack();



	}



	AI_WaitSeconds ( SYS_Random( 10 ) ); 




	AI_GotoObjRelFrame( Nav1 , 30 , -20 , -20 );



	SF_DeactivateSelf(1);



	while ( 1 );

	{



		AI_WaitMilliseconds ( 1 );



	}







}







void M_DralthiDeath ()

{



	m_DralthiDead ++;



}







void M_Dralthi ()

{



	AI_WaitUntilActive();

	SF_SetObjectFlag(OF_vulnerable,0);



	SF_SetObjectFlag(OF_alignment, ALIGN_ALIEN );





	SF_BindToActionSphere(1);



	AI_WaitSeconds ( 2 );

	



	AI_AddToAttackList( Transport1 , 1 );

	

	AI_AddToAttackList( Fighter1 , 2 );

	AI_AddToAttackList( Fighter2 , 3 );


//	AI_AddToAttackList( Player , 5 );



	AI_AddToAttackList( Transport2 , 4 );



	while ( 1 )

	{



		AI_Attack();



	}





}





void M_Bouy ()

{



	SF_ActivateSelf(0);

	SF_SetObjectFlag(OF_alignment,ALIGN_CONFED);

	SF_SetObjectFlag(OF_vulnerable,0);



	SF_BindToActionSphere(2);





	while ( ! m_TimerStarted )

	{



		AI_WaitMilliseconds ( 5 );



	}





	while (1)

	{

		AI_WaitMilliseconds(1);

		if (SF_GetDistance(Player) < 100 )

		{

			m_TotalBouysHit++;

			AI_WaitMilliseconds (1);

			SF_DestroySelf();

		}

	

	}





}






