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�Overview


This document is an attempt to explain how Wing 5 will knock the socks off its players.  There are a few sections, and they’re each an attempt to explain how each should work.  If there are any questions, let the owner know.


�
Cockpit - H.U.D.


Missile Camera can be opened during battle.  If you have no active missiles in the air, it will function as a PIP (picture in picture), showing a smaller version of the front windshield.  (Think Warhawk).  When you launch a new missile, the window goes into camera mode, and follows the missile until it hits or self-destructs.  If camera is set to ‘missile cam view’, then full-screen view will take place.  The small window set aside for the missile view will expand, taking up the entire screen, and you will watch the missile track its target.  Very cool.


Rear View Camera can be opened during battle.  You will be able to see what is behind you.  Especially when they’re pounding you.


Polygonal Cockpit Beams will correspond to the ship you’re in.  PCBs will effectively function like the cockpits in Mech 2, and give the player a greater sense of motion in space.  These are to remove the stigma of ‘flying a desk.’


Polygonal Cockpit Beams will be light sourced, to enhance the immersion of the game.


Polygonal Cockpit Beams will be textured. (On high-end machines)


Polygonal Cockpit Beams will be lit by gun (muzzle) flashes. (On high-end machines)


Better laser beams flying through space.  Lasers will no longer be cross beams, EOR style.


�
Spaceflight


Explosions


Particle Explosions.  These will enhance the bitmaps, and give a more realistic feel in space.  Chasing a fighter, hitting him, and having sparks fly into space, while you’re flying through the shower will bring the battle right into your face.


Particle Explosions that have light-sourced rings around them.  (Like Darklight).  This will enhance the bitmap explosions, and give the players more different explosions to look at.


Cap Ships - Blowing parts off Cap ships will blow the child objects off the ship, and cause particles to be blown into space.  This will enhance the ‘realism’ of the game, and the parts of the ships that you hit will affect the game in noticeable ways.  Radar dishes blown off will cause turrets to misfire; shield generators destroyed will cause the shields to ‘go down’, etc. 


Bitmap explosions will show real, digitized explosions.  These will be bigger/better than previous Wings.


Animating bitmaps of Alias-created effects, such as shield hits, plasma hits, explosions, etc.


Ringed Particles during explosions (like Darklight)


Polygonal Explosions - these can take the polygons that make up the ships, and break them apart, while throwing bitmapped and light-sourced explosions on screen to fill up the empty space inside the ships.


Translucency for shields, explosions, etc. (On high-end machines)


Explosions will give off light onto nearby objects


Objects


Detailed turrets on Cap Ships. (On high-end machines)


More Textures on Cap ships (can break cap ships into more objects, with 256x256 texture on each piece). (On high-end machines)


Persistent debris. (On high-end machines)


Better looking asteroids. (On high-end machines)


More Space Dust/Particles (can depend on frame rate, like Armada). (On high-end machines)


Debris that has momentum


Light Sourcing


360 degree translucent shield hits 


Multi-colors


Ship Thrusters will give off light. (On high-end machines)


Flashing running lights on ships/cap ships. (On high-end machines)


Nearby stars will illuminate the action in their color.


Eclipse Effect, when a star goes behind a planet in some missions.


Lens flares on close stars, really bright objects


Explosions will give off the color of the explosion.  Red/blue/green depending on what you hit.


Lasers will give off varying colors, again depending.


Pulsar (electromagnetic) weapons will give off varying colors, again depending.


Chaff will be a bright orange light, much like the Academy cartoon.


Heavenly Objects


Bitmap animations will cause Heavenly objects to animate. (On high-end machines)


Milky Way texture. (On high-end machines)


Planets that can resize during a mission, as you progress through actionspheres.  (No, you'll never get close enough to reach them). (On high-end machines)


More Stars. (On high-end machines)


�
Gameflow


Animating sprites that activate when you click on them.


Simulator will rock, and have cool missions, etc.
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