Wing Commander Prophecy : 


Mission / Simulator 005





 Mission Choreography








Player (flying a Bomber with Wingman) is told to go to Nav 1.


At Nav 1, the player faces three ( 3 ) Kilrathi Transport ships that are being defended by several light fighters.  It is up to the player to use his wingman to dust the fighter cover while he takes on the more important job of destroying the transports… which are just about to jump.


After all three transports are destroyed ( the only way to win the mission ), the player is told to hit Nav 2.


The Kiranka and Sihkag hrai are at the second nav point, embroiled in a blood feud.  The player can attack if he wishes, but will surely die in the process.


Player is free to leave the action sphere.


Once the player leaves the sphere, everything in the second nav shuts down and the mission ends.


If the player stays to fight one of the Kilrathi sides… it will be tough, but possible.


( Need a Simulator *Shutdown* sound )








Technical Documentation 





void M_TransportDeath ()


{





	m_DeadEnemies ++;


	


}





void M_Transport ()


{





	AI_WaitUntilActive();


	SF_SetObjectFlag(OF_vulnerable , 0 );


	SF_SetObjectFlag(OF_alignment , ALIGN_ALIEN );





	


	while ( 1 )


	{





		AI_WaitMilliseconds( 5 );








	}








}





void M_Sihkag3and4 ()


{





	AI_WaitUntilActive();


	SF_SetObjectFlag(OF_vulnerable , 0 );


	SF_SetObjectFlag(OF_alignment , ALIGN_ALIEN );








	AI_WaitSeconds( 2 )








	while ( m_DeadEnemies < 5 )


	{





		AI_WaitMilliseconds( 5 );





		AI_AddToAttackList( Kiranka3 , 1 );


		AI_AddToAttackList( Kiranka4 , 1 );


		AI_AddToAttackList( KiranCorvette , 1 );





		if ( m_PlayerNearCorvette )


		{





			AI_ClearAttackList();


			AI_AddToAttackList( Player , 1 );


			AI_Attack();





		}





		AI_Attack();


		








	}





// If the player steps in and whacks the two Corvettes... or if they


// are simply alive after the corvettes have been taken out, they will


// run for the jump point.





	AI_GotoObjRelFrame( Nav2 , 0 , 0 , 0 )


	SF_DeactivateSelf( 1 );





	while ( 1 )


	{





		AI_WaitMilliseconds( 5 );








	}








}





void M_Sihkag1and2 ()


{





	AI_WaitUntilActive();


	SF_SetObjectFlag(OF_vulnerable , 0 );


	SF_SetObjectFlag(OF_alignment , ALIGN_ALIEN );








	AI_WaitSeconds( 2 )








	while ( m_DeadEnemies < 5 )


	{





		AI_WaitMilliseconds( 5 );





		AI_AddToAttackList( Kiranka1 , 1 );


		AI_AddToAttackList( Kiranka2 , 1 );


		AI_AddToAttackList( KiranCorvette , 1 );





		if ( m_PlayerNearCorvette )


		{





			AI_ClearAttackList();


			AI_AddToAttackList( Player , 1 );


			AI_Attack();





		}





		AI_Attack();


		








	}





// If the player steps in and whacks the two Corvettes... or if they


// are simply alive after the corvettes have been taken out, they will


// run for the jump point.





	AI_GotoObjRelFrame( Nav2 , 0 , 0 , 0 )


	SF_DeactivateSelf( 1 );





	while ( 1 )


	{





		AI_WaitMilliseconds( 5 );








	}








}





void Function001 ()


{





SF_SetObjectFlag(OF_alignment,ALIGN_CONFED)





	while(1)


	{


		AI_WaitMilliseconds(1)


	}





}





void M_Nav ()


{








	if ( NAV_WithinSphere ( Player ) )


	{





		NAV_ActivateSelf ( );





	}


	


	else


	{





		NAV_DeactivateSelf ( );





	}





	while ( 1 )


	{





		AI_WaitMilliseconds ( 5 );





	}








}





void M_Nav2 ()


{





// This is the Kilrathi Hrai war controller.


// Decendants of Baktosh nar Kiranka and Dakhath nar Sihkag meet on


// the field of honor to erase the pain of insult.


// Two corvettes (which check the player's distance... only), and


// eight ( 8 ) ships fighting it out.





// If the player gets too close to the action, the entirety of the 


// Kilrathi fighter body will turn on him and erase him from the


// simulator.





// Player's program should advise the player (in wave file) that


// he should wait for a victor to emerge before jumping into the fray.


// That will give him a distinct tactical advantage.








// Battle choreography : None, really.  This is just an AI-Show-off.


// Being more "Ace-worthy" the Sihkag clan is going to be better


// trained and will have more experience.  Their AI brain level should


// be very, very high.  The Kiranka, on the other hand are spoiled,


// rotten richboys with a moderate AI brain level.








	while ( ! NAV_WithinSphere( Player ) )


	{





		AI_WaitMilliseconds ( 5 );


		NAV_DeactivateSelf();





	}








	while ( !m_NavPoint )


	{





		AI_WaitMilliseconds ( 5 );





	}








	if ( NAV_WithinSphere ( Player ) )


	{





		NAV_ActivateSelf();


		m_NavPoint ++;		





	}





// Check the NAV 1 program.  If the nav_point number is 2 or higher,


// the first nav point should never try to reactivate...





	SF_AutopilotDisable();








// Since the Corvettes are not involved in the fight until the player


// shows up (they are simply targets in the fighter lists), we'll


// add them first.








	SF_ActivateObject( KiranCorvette , 0 )


	SF_ActivateObject( SihkaCorvette , 0 )








// Now, we activate each fighter and the fighter's target. Kiranka


// programs will wait two ( 2 ) seconds before engaging.  Sihkag will


// wait four ( 4 ) seconds to account for their object-list addition


// latency.


	


	SF_ActivateObject( Kiranka1 , 0 )


	SF_ActivateObject( Sihkag1 , 0 )


	


	SF_ActivateObject( Kiranka2 , 0 )


	SF_ActivateObject( Sihkag2 , 0 )





	SF_ActivateObject( Kiranka3 , 0 )


	SF_ActivateObject( Sihkag3 , 0 )





	SF_ActivateObject( Kiranka4 , 0 )


	SF_ActivateObject( Sihkag4 , 0 )








// Since the player dusted at the first nav point, the m_DeadEnemies


// value should be three ( 3 ).


// Only the Corvettes inc this value... so, we're waiting for ( 5 )


// to allow autopilot.





	while ( m_DeadEnemies < 5 )


	{





		AI_WaitMilliseconds ( 5 ); 





	}





	SF_AutopilotEnable();





	NAV_DeactivateSelf();





	while ( 1 )


	{





		AI_WaitMilliseconds ( 5 );





	}





}





void M_Nav ()


{





	while ( ! NAV_WithinSphere( Player ) )


	{





		AI_WaitMilliseconds ( 1 );


		NAV_DeactivateSelf();





	}








	if ( NAV_WithinSphere ( Player ) )


	{





		NAV_ActivateSelf();


		m_NavPoint ++;





	}





// Disable the Autopilot until all enemies are dusted...





	SF_AutopilotDisable ();





// The nav point will now activate three Dralthi medium fighters to


// engage the player.  As well, three TRANSPORT ships will be active.


// Player does not have to kill all of the Dralthi.  If he manages to


// wax all of the transports and the first three fighters... that's


// all he'll have to face.  However, if the player concentrates fire


// on the fighters first, he may end up facing SIX fighters before


// he is free to take care of the transports.





// Note to CINCO : Later on, you might have the transports trying to 


// reach a jump point.  If the ships make it out of the sphere, inc


// the nav value anyway and let the player go on.. but make the miss


// a failure.








	SF_ActivateObject( Dralthi1 , 0 );


	SF_ActivateObject( Dralthi2 , 0 );


	SF_ActivateObject( Dralthi3 , 0 );


	SF_ActivateObject( Transport1 , 0 );


	SF_ActivateObject( Transport2 , 0 );


	SF_ActivateObject( Transport3 , 0 );











// While the nav point is waiting for the TRANSPORTS to die, it will


// be checking to see if the Dralthi fighter cover is still alive.


// If any of the TRANSPORTS are still around when a Dralthi dies,


// the nav point will activate another Dralthi to take the place of


// the dead fighter.





// This should enable the player to kill three ( 3 ) transports, three


// ( 3 ) fighters... and then go away.








	while ( m_DeadEnemies < 3 )


	{





		AI_WaitMilliseconds ( 5 );


	


		if ( !SF_IsActive(Dralthi1))





		{





			SF_ActivateObject( Dralthi4 , 1);








		}





		if ( !SF_IsActive(Dralthi2))





		{





			SF_ActivateObject( Dralthi5 , 1);








		}





		if ( !SF_IsActive(Dralthi3))





		{





			SF_ActivateObject( Dralthi5 , 1);








		}





	}











// Allow the player to autopilot, turn off Nav 1 and go to bed...





	SF_AutopilotEnable();





	NAV_DeactivateSelf();











	while ( 1 )


	{





		AI_WaitMilliseconds ( 5 );





	}





}





void M_Kiranka3and4 ()


{


	


	AI_WaitUntilActive();


	SF_SetObjectFlag(OF_vulnerable , 0 );


	SF_SetObjectFlag(OF_alignment , ALIGN_ALIEN );








	AI_WaitSeconds( 2 )








	while ( m_DeadEnemies < 5 )


	{





		AI_WaitMilliseconds( 5 );





		AI_AddToAttackList( Sihkag3 , 1 );


		AI_AddToAttackList( Sihkag4 , 1 );


		AI_AddToAttackList( SihkaCorvette , 1 );





		if ( m_PlayerNearCorvette )


		{





			AI_ClearAttackList();


			AI_AddToAttackList( Player , 1 );


			AI_Attack();





		}





		AI_Attack();


		








	}





// If the player steps in and whacks the two Corvettes... or if they


// are simply alive after the corvettes have been taken out, they will


// run for the jump point.





	AI_GotoObjRelFrame( Nav2 , 0 , 0 , 0 )


	SF_DeactivateSelf( 1 );





	while ( 1 )


	{





		AI_WaitMilliseconds( 5 );








	}








}





void M_Kiranka1and2 ()


{





	AI_WaitUntilActive();


	SF_SetObjectFlag(OF_vulnerable , 0 );


	SF_SetObjectFlag(OF_alignment , ALIGN_ALIEN );








	AI_WaitSeconds( 2 )








	while ( m_DeadEnemies < 5 )


	{





		AI_WaitMilliseconds( 5 );





		AI_AddToAttackList( Sihkag1 , 1 );


		AI_AddToAttackList( Sihkag2 , 1 );


		AI_AddToAttackList( SihkaCorvette , 1 );





		if ( m_PlayerNearCorvette )


		{





			AI_ClearAttackList();


			AI_AddToAttackList( Player , 1 );


			AI_Attack();





		}





		AI_Attack();


		








	}





// If the player steps in and whacks the two Corvettes... or if they


// are simply alive after the corvettes have been taken out, they will


// run for the jump point.





	AI_GotoObjRelFrame( Nav2 , 0 , 0 , 0 )


	SF_DeactivateSelf( 1 );





	while ( 1 )


	{





		AI_WaitMilliseconds( 5 );








	}








}





void M_EnemyFighter ()


{





	AI_WaitUntilActive();


	SF_SetObjectFlag(OF_vulnerable,0);


	SF_SetObjectFlag(OF_alignment , ALIGN_ALIEN );





	AI_AddToAttackList( Player , 1 );


	


	AI_Attack();


	





	while ( 1 )


	{


		AI_WaitMilliseconds(0);





	}





}





void M_EnemyDeath ()


{





	m_DeadEnemies ++;





}





void M_Corvette ()


{





	AI_WaitUntilActive()


	SF_SetObjectFlag(OF_vulnerable,0)


	SF_SetObjectFlag(OF_vulnerable,0)








	while ( SF_GetDistance ( Player ) > 400 )


	{





		AI_WaitMilliseconds ( 5 );





	}





	m_PlayerNearCorvette = 1;





	while ( 1 )


	{





		AI_AddToAttackList( Player , 1 );


		AI_Attack();





	}











}








