WEAPONS in WING COMMANDER 5





This file is ‘Owned’ by:  Ben Potter


(Note - as a general rule, there is a color scheme for Confed and Alien weapons. Confeds weapons are usually Red, White, Blue, and Yellow. The Aliens are Green, Purple, and Gray)





CONFED WEAPONS





Lasers - Tigershark x 2


Mass Drivers (Adjustable) - Tigershark x 2, Wasp x 2


Tachyon Gun - Shrike x 4, Shrike ejection pod x 2


Fighter Turret Top/Bottom/Side/Rear - Shrike x 3, Devastator x 5


Plasma gun - Devastator x 1


Ion Cannon - Panther x 4


Anti-Missile turret - Panther x 1, Vampire x 1


Grenade Gatling Gun - Wasp x 1


Cloaking Device - Piranha, Panther, Vampire, Devastator


Leech Gun - Multiplayer only?








CONFED MISSILES





‘Porcupine’ Mines - Confeds internally-guided slow moving, no lock, fire and forget type munitions, all aspect - All fighters


‘Dragonfly’ Rocket pods - Multiple(6-12 per pack) unguided rockets, no lock, all aspect - All fighters


‘Dart’ Dumbfire Missile - Single unguided rocket, no lock required, all aspect - All fighters


Friend or Foe - Internally-guided fire and forget missile, no lock required, all aspect - All fighters


‘Javelin’ Heat Seeker Missile - Lock-guided fire and forget missile, rear aspect only - All fighters


‘Spiculum’ Image Rec missile - Lock-guided fire and forget missile, all aspect - All fighters


‘Lamprey’ Leech Missile - Lock-guided fire and forget missile, drains engine pool, all aspect - All fighters


‘Swarmer’ Anti-Bomber Missile System - Laser designator-guided Missiles with 12 or more warheads, must maintain lock (keep target in view cone), all aspect - Wasp only


‘Tracker’ missile - Two stage Multiple warhead or MIRV missile unguided at first, fans into six smaller guided Friend or Foe type missiles, all aspect - Vampire and Devastator only


‘Remora’ Anti-Radiation Missile - Guided fire and forget missile locks onto radar emitting sources (turrets and comm dishes), all aspect - Shrike and Devastator, Wild Weasel loadouts only


‘Hedgehog’ Anti-Shipping Bomb Rack - Rack of 12 to 24 bottom firing, unguided, no lock, all aspect, small dumb fire type missiles that do a moderate amount of damage to shields and armor equally - Shrike and Devastator, Bomber loadout only


‘Valiant’ Light Torpedo - Guided fire and forget missile locks onto Starships only, all aspect - Shrike and Devastator Bomber loadout only.


‘Firestorm’ Heavy Torpedo - Guided fire and forget missile locks onto Starships only, all aspect - Shrike and Devastator Bomber loadout only.








CONFED STARSHIP WEAPONS





Light laser turret - CVX1(Midway) x 16, DD, CA


Medium Ion Cannon turret - CVX1(Midway) x 8


Anti-Shipping Ion Cannon - DD x 2, CA x 2


Heavy Anti-Shipping Plasma Cannon - CA x 2, Devastator x 1


Anti-Fighter Missile Vertical Launch Installations - CVX1(Midway) x 6








ALIEN WEAPONS





‘Vorilian’ Burst Maser (light) - Ray x2


‘Vorilian’ Burst Maser (Heavy) - Moray x2


Quantum Disrupter - Squid x4


Light Plasma Cannon - Stingray x2


Heavy Plasma Cannon - Stingray x1


‘Tesla’ Shield Killer Gun - Siren x2


‘Gorgon’ Heavy Weapon - Manta x2


Cloaking Device - Manta x1





ALIEN MISSILES





Mine - Alien internally-guided, slow moving, no-lock, fire and forget type munitions, all aspect - All fighters


Image Rec. Missile - Alien lock-guided fire and forget type missile, all aspect - All fighters


Friend or Foe Missile - Alien internally-guided fire and forget type missile, all aspect - All fighters


Disrupter missile - Alien lock-guided fire and forget missile with a modified warhead, all aspect - All fighters


Cluster Torpedo - Large anti-shipping Alien lock-guided fire and forget missile, all aspect - Tri-Ray Bomber Cluster x1








ALIEN STARSHIP WEAPONS





Laser Turret - Small anti-fighter laser bolt type gun


Plasma Turret - Anti-fighter plasma bolt type gun


Heavy Plasma Cannon - Anti-Shipping, front mounted, semi-fixed barrel cannon bolt type projectile


Deadly Disco Ball (Light) - Skate (Alien Corvette)


Deadly Disco Ball (Heavy) - Large anti-fighter turret type weapon that charges than discharges a wide pattern of turret type Plasma Bolts


Alien Star Ship Killer Weapon - Heavy duty anti-shipping bolt type projectile


Anti-Starship Torpedo - Large starship torpedo


Anti-Fighter Missile - Turret mounted anti-fighter missile(Friend or Foe)





�



WEAPONS LIST for WING COMMANDER V





Terran Hardware





Guns:





Laser Cannon


Description: From previous Wing games. Confeds mainstream low power, low damage weapon that is effective at long ranges. 





Appearance: Bright red light source rounded front end fading to an orange and yellow conical pointing tail at the rear. An elongated fiery ice cream cone. Level 1 lasers from Descent with a bigger head.





Front				Rear








�





SFX: Because these are the least powerful weapons in the game they should sound weak. High frequency swoosh or ping when fired. Flaming crackle during flight. Light explosion on impact.





Stats:


�
Damage -18 esk


Range - 5000 k


Energy - 10 nJ


Speed - 2000 kps


Duration - 2.5 sec.


Refire Delay - 0.25 sec.


�



Ion Cannon 


Description: From previous wings. Fires a bolt of highly charged Ion particles at the target. This long range gun does a moderate amount of damage with a high refire rate.





Appearance: Bright white or light blue at the tip fading to a darker blue at the end. It should be conical or pyramid shaped with a rough trailing end. Breaks into many blue particles on impact with lots of blue light sources. 





�Front					Rear


�


��						


�





Light source





SFX: High pitched buzz when fired. Chilling wind, lots of treble during flight. Shatters on impact sounding like a thousand icicles falling on a metal surface.





Stats:


�
Damage - 30 esk


Range - 4500 k


Speed - 1800 kps


Energy - 30 nJ


Duration - 2.5 sec.


Refire Delay - 0.35 sec.


�



Adjustable Mass Drivers 


Description: Differs from the previous Wing weapon of a similar name in the fact that the mass and damage of the weapon varies depending on the ‘choke’ setting. A ‘thinner’ choke gives you a higher rate of fire and uses less energy but does less damage and has a shorter range. A ‘wider’ choke does more damage and has a longer range but takes more energy and has less of a refire rate. Developed by Dr. Soohadoto (Six Of One Half A Dozen Of The Other). The dynamics of the mass drivers adjust-ability are determined by the length of time the player holds down the button like the Fusion guns in Descent or the Fission gun in Wing IV. Once the gun is fully charged the player will start to take overload damage from the power surge.





Appearance: Traditionally the mass drivers have been silver bit-mapped pinball’s (wings 1&2, see fig. 1) or gray stalagmites (wing 3, see fig. 2). Another option would be to make them a glowing red mass of hydrogen like little suns burning towards the enemy (see fig. 3) with a deep red core and a fiery reddish orange glowing exterior. The first two probably wouldn’t light source but the last would, maybe even dynamically light it depending on the strength, ‘choke’, level. While figure 2 is a 3d object, figures 1 & 3 would probably be bit-maps. The red variation fig. 3 would probably fit the color scheme theory better.





�����fig. 1			fig. 2			fig. 3


�����					front


���			rear





SFX: Since this is a charging weapon there should be a sound effect for when the gun is charging, another for when the gun has fully charged, and an effect for when the player starts to take damage from over charging. This should sound like the modern day mortars when fired, a deep thud or thump as a huge mass is being shot through a cannon barrel, lots of bass. Maybe a light flyby sound effect during flight. And a crashing metal on metal impact sound. Or maybe in the case of fig. 3 an explosion.





Stats:


�
Damage - 0 - 55 esk


Range - 3600 k


Energy - 0 - 35 nJ


Speed - 1800 kps


Duration - 2.0 sec.


Refire Delay - 0 sec.�



Particle Cannon


Description: More powerful than the Mass Driver but less than the Tachyon, fires excited atomic particles at it’s target that create small nuclear explosions on impact.





Appearance: Textured 3d space object bright red at the center fading to white at the tips.





�





�


�����


��


�








SFX: Burning energy sound for firing with a strong energetic hum for the fly by.





Stats:


�
Damage - 42 esk


Range - 4200 k


Energy - 22 nJ


Speed - 2100 kps


Duration - 2.0 sec.


Refire Delay - 0.40 sec.


�



Tachyon Gun


Description: More powerful than previous versions of the same gun but with more of a refire delay and uses more energy. The tachyon is also one of the fastest moving ‘bolt type’ projectiles.





Appearance: Bright yellow wedge shaped 3d space object with a bright white or yellow light source at the front tip and a short pointed tail. Since its traveling at high speeds it leaves behind a tracer like comet affect. The color is bright at the front tip and darker towards the tail end.





Top view				Side view





�Tail		    Front			Tail		    Front


������			


��			Light Source





SFX: Since the weapon travels at high speeds it makes a thunder clap sound when fired. A howling wind or doppler shifting SFX for flight. And an explosion sound for impact.





Stats:


�
Damage - 80 esk


Range - 3900 k


Energy - 50 nJ


Speed - 2600 kps


Duration - 1.5 sec.


Refire Delay - 0.55 sec.


�



Heavy Plasma Cannon  (Confed)


Description: Similar to the Fusion gun from Wing IV this  of the same name. This weapon has a slow refire rate, but packs a solid punch. Primarily used against Starships, also tears fighters up if a lucky shot is scored.





Appearance: Large Blue ball of throbbing energy that changes color and shape going from small and dark to slightly larger and brighter. This weapon should have a few frames that animate its surface with glowing fingers of electricity when its at its peak. The light source that this weapon generates throbs along with the plasma ball.





�����Dark			Bright		Glowing electrical energy








Small				 Big





SFX: Crackling, throbbing energy sound effect that pulses with the objects appearance. Dull when dark and intense when bright.





Stats:


�
Damage - 200


Range - 3000


Energy - 100


Speed - 1000


Duration - 3.0


Refire Delay - 3.0�



EMP Bolt Gun


Description: This new gun does very little physical damage, but it disrupts electrical systems on the target ship. This slow moving discharge passes through an enemy’s shields and takes out radar, communications, and automated turret equipment for a set period of time. Hard to use against fighters, but very effective if a hit is scored causing it to ‘dead stick’ or a temporary lock up of the fly-by-wire controls, employed mainly by bombers during torpedo runs against Starships. 





Appearance: V-ger’s death weapon from the first Star Trek. Large dark blue oval mass with light blue electrical energy running along its surface. Probably an animating bitmap unless we can get away with a rounded poly.








���			Bad representation of electrical energy











SFX: Static hum sound similar to the plasma weapons but with no throb. Makes a electrical discharge sound on impact instead of an explosion.





Stats:


�
Damage - 5 esk


Range - 4000 k


Energy - 55 nJ


Speed - 850 kps


Duration - 5.0 sec.


Refire Delay - 1.0 sec.�






‘Stinger’ Grenade Gatling Gun 


Description: Slower fire rate than a Stormfire, but fires a higher caliber shield piercing round that explodes against a ship’s hull on contact or at the extent of there range. Also like the Border worlds Stormfire weapon it has a limited number of rounds (500-1000). This would be the equivalent of the modern day 30 mm gun that is on the A-10 Warthog. The ship should recoil when this gun is fired. Invented by the Benelli Corp.





Appearance: These should look like the tracer bolts from Strike Commander accept they explode on impact and have a slower refire rate. Lots of light source flashes at the guns barrel when fired and then when the rounds explode.





��						Bad explosion art representation


�
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�


�


�


�							Very bad tracer art representation





SFX: Similar to the Mass Driver this weapon should have a not quit so deep of a bass thud but with a little more of an explosive quality to it when each round is fired. Maybe a high pitched supersonic whistle for a flyby sound. And a small explosion as each round hits.





Stats:


�
Damage - 25 esk


Range - 2500 k


Energy - 0 nJ(1500 rds.)


Speed - 2500 kps


Duration - 1.0 sec.


Refire Delay - .05 sec.


�






‘Phalanx VII’ Anti-missile Turret


Description: A small, short range, high-rate-of-fire turret usually mounted on the nose of fighters which independently tracks and eliminates missiles in a 450 arc from the nose of the ship. Not powerful enough to take down cap ship missiles, but relieves the player from decoy duty in high pressure dogfight situations. This gun is similar to the Vulcan gun in Wing IV and the modern day 20mm Phalanx short range missile defense system incorporated by today’s US Navy ships. It only holds enough ammo for about five or six bursts. Because of its short range missiles engaged with this defense system usually still do damage to there intended target, although not as much as if it would have impacted on the ship itself. The gun would have a very high chance of intercepting each missile, 85 - 95%.





Appearance: The rounds from the gun will have no physical appearance, the only visual feed back will be from the flashing light source at the nose of the ship as it fires off a stream of bullets and the missile explodes in the players viewport.





SFX: When the gun fires it should sound like the 20mm Vulcan cannons of today, about a half second of a  deep choppy whirring sound when engaged. There should be no flyby sound. When the weapon connects with a missile there should be a couple of ricochet sounds before the missile explodes. There should also be a ‘Bitchen Betty’ line for when its engaging a missile, “Phalanx engaged” or some such, and line for when its fired its last round and is empty like “Phalanx empty” or ”Phalanx offline”.





Stats:


�
Damage - None(destroys missiles only)


Range - 2500 km


Energy - 0 nJ(5-6 bursts of 100 rds.)


Speed - 2000 kps


Duration - 1.25 sec.


Refire Delay - 0.00


�



‘Spectra’ Cloaking Device


Description: Diverts power from other systems to provide ship with momentary invisibility. Uses an anti-matter field to bend light waves around the ship.





Appearance: Although you won’t see the device in space, the effect it has on the ship would be to make it shimmer momentarily before it completely disappears. 





SFX: A static shift from high to low while a cloaked ship phases in. And a similar sound shifting from low to high when a ship starts to cloak.





Stats:


�
Damage - None(cloaks ship)


Range - N/A


Energy - 8 nJ(per second)


Speed - N/A


Duration - 12.5 sec.


Refire Delay - 0 sec.�



Leech Gun


Description: Same as previous Wing Commanders leech effects only the engine pool is not permanently drained, only temporarily.





Appearance: Long sickly Yellow bolt type projectile with a flared out conical front end and a long pointy rear.





�Front							Rear











SFX: Should sound semi weak with no explosive qualities. Probably similar to the Siren’s Shield Killer weapon.





Stats:


�
Damage - 10 esk (Shields and engine pool only)


Range - 3900 k


Energy - 5 nJ


Speed - 1300 kps


Duration - 3.0 sec.


Refire Delay - .25 sec.�









Starship Guns:





Laser Bolt (Turreted)


Description: Small laser bolt fired by anti-fighter Starship turrets.





Appearance: Old style Wing 3&4 red bolt style projectile. Probably drawn on the fly with no textures (maybe light source shading only) because there should be a lot of these fired at once.





��Light source


		Front			Rear





SFX: Similar to the Confed Laser Cannon in purpose, power and appearance, this gun should also sound wimpy.





Stats:


�
Damage - 18 esk


Range - 5000 k


Energy - 10 nJ


Speed - 2000 kps


Duration - 2.5 sec.


Refire Delay - .50 sec.�






Plasma Bolt (Turreted)


Description: Small laser bolt fired by anti-fighter Starship Ion cannon turrets.





Appearance: Old style Wing 3&4 light blue bolt style projectile. Probably drawn on the fly with no textures (maybe light source shading only) because there should be a lot of these fired at once.





��Light source


		Front			Rear





SFX: Similar to the Confed Ion Cannon in purpose, power and appearance, this gun should also sound icy and cold.





Stats:


�
Damage - 30 esk


Range - 4500 k


Energy - 30 nJ


Speed - 1800 kps


Duration - 2.5 sec.


Refire Delay - .85 sec.�






Ion Bolt (Cannon)


Description: Large Ion bolt fired by anti-starship Ion cannons.





Appearance: Old style Wing 3&4 light blue bolt style projectile.





��Light source


		Front							Rear





SFX: Similar to the Confed Ion Cannon in purpose, power and appearance, this gun should also sound icy and cold only bigger.





Stats:


�
Damage - 120 esk


Range - 6000 k


Energy - 230 nJ


Speed - 1000 kps


Duration - 6.0 sec.


Refire Delay - 3.0 sec.�






Cap Ship Plasma Cannon


Description: A rack of three huge blasters mounted on a big ship like the great battleships of WWII. Would look really cool for Cap Ship battles!





Appearance: Large swirling mottled blue balls of energy. Similar to there smaller cousins but they swirl instead of throb. Animating bitmap with an intermittent light source.








���������

















SFX: Big discharge when shot. Large electrical hum with lots of bass for flight. Big electrical explosion on impact.





Stats:


�
Damage - 320 esk


Range - 8000 k


Energy - 230 nJ


Speed - 1000 kps


Duration - 8.0 sec.


Refire Delay - 8.0 sec.�









Missiles:





‘Porcupine III’ Proximity Mines


Description: Confeds internally guided sub-munitions.





Appearance: Antennae at top and bottom for guidance and small engine ports for slight propulsion.





SFX: Mechanical thud when released. An electronic tracking sound for fly-by. Large explosion on impact.





Stats:


�
Damage - 420 esk


Size - 2 hp’s


Range - N/A


Speed - 2 kps


Acceleration - 1 kps2


Maneuver - 2 dps


Duration - 1800 sec.


Lock Time - 0 sec.�



‘Hedgehog’ Bomb Rack 


Description: Rack of null-G bomblets that are released through the bottom of the hard point mounted Bomb Rack. Targeting is handled by a bottom mounted camera that will either take the place of the weapons display or have its own display unique to bombers. Excellent against slower moving hard targets like Transports, Corvettes, and Destroyers. It’s short range and relatively light damage prevents it from being effective against larger Starships. Only available on the Shrike and Devastator.





Appearance: The rack itself is a large primitive tub shaped bulk with multiple openings or portals for releasing the bomblets. The bomblets themselves should resemble present day bombs, oblong egg shaped with stabilizer fins.





SFX: Mechanical thud when the weapon is released and a whistle sound while the bomblets slowly gravitate towards there target. Medium explosion on impact.





Stats:


�
Damage - 200 esk each bomb


Size - 2 hp’s


Range - 1000 k


Speed - 250 kps


Acceleration - 1000 kps2


Maneuver - 0 dps


Duration - 5 sec.


Lock Time - 0 sec.�



‘Dart II’ Dumbfire Rocket


Description: Confeds no lock rocket that delivers a massive payload to it’s target. Excellent against slower moving hard targets like Transports, Corvettes, and Destroyers.





Appearance: Large primitive missile with no guidance circuitry and little if any controlling surfaces, just stabilizers to the rear and middle.





SFX: Large rocket type swoosh at launch. Large explosion on impact.





Stats:


�
Damage - 800 esk


Size - 1 hp’s


Range - N/A


Speed - 3000 kps


Acceleration - 1000 kps2


Maneuver - 0 dps


Duration - 5 sec.


Lock Time - 0 sec.�






‘Pilum IV’ Friend or Foe Missile


Description: Confeds all aspect, no lock missile that can Identify Friend or Foe targets and distinguish between the two, seeking out and destroying the closest enemy. 





Appearance: Slender missile with a good amount of targeting circuitry and lots of controlling surfaces giving it a good turning radius.





SFX: Generic swoosh missile launch. Medium explosion on impact.





Stats:


�
Damage - 280 esk


Size - 2 hp’s


Range - 8000 k


Speed - 1200 kps


Acceleration - 1200 kps2


Maneuver - 85 dps


Duration - 18 sec.


Lock Time - 0 sec.�



‘Spiculum V’ Image Rec. Missile


Description: Confeds top of the line all aspect single warhead guided missile. Has changed very little since it’s inception. Once a ship type has been locked into the missiles memory it will stop at nothing to hunt that ship down. If it misses on the first pass it will loop around and reacquire it’s target.





Appearance: Long thin sleek missile with lots wing surfaces that give it high maneuverability, a medium sized warhead and a ton of electronic guidance equipment.





SFX: Generic missile swoosh for launch and medium impact explosion.





Stats:


�
Damage - 350 esk


Size - 2 hp’s


Range - 8000 k


Speed - 1800 kps


Acceleration - 600 kps2


Maneuver Y/P/R- 90/70/65 dps


Duration - 15 sec.


Lock Time - 1.0 sec.�



‘Javelin II’ Heat Seeker Missile


Description: Requires less circuitry than the image recognition and friend or foe missiles and packs more of a punch but if this missile does not connect and  it loses it’s lock it will not reacquire another target. 





Appearance: Larger warhead with less wing surfaces than the Image rec.





SFX: Generic missile swoosh for launch and medium explosion for the impact.





Stats:


�
Damage - 400  esk


Size - 2 hp’s


Range - 8000 k


Speed - 2000 kps


Acceleration - 600 kps2


Maneuver -  80 dps


Duration - 15 sec.


Lock Time - 0.8 sec.�



‘Lamprey’ Leech Missile


Description: Same affects as Leech gun except it does more damage to shields and engine pool. 





Appearance: Similar to the Image rec. in appearance except it has a modified (Yellow?) warhead.





SFX: Generic missile swoosh for launch and light explosion with a sucking wind noise as it drains engine pool for the impact.





Stats:


�
Damage - 150  esk


Size - 2 hp’s


Range - 8000 k


Speed - 1400 kps


Acceleration - 800 kps2


Maneuver -  80 dps


Duration - 20 sec.


Lock Time - 5.0 sec.�



HARM Anti-radiation Missile 


Description: This should be considered Confeds version of the present day HARM missile. It rapidly locks on to anything that emits radar waves thru a specialized targeting system.





Appearance: Lots of targeting circuitry with a relatively small warhead and moderate wing surfaces.





SFX: Generic missile swoosh for launch and a moderate explosion for impact.





Stats:


�
Damage - 300 esk


Size - 2 hp’s


Range - 18000 k


Speed - 2000 kps


Acceleration - 800 kps2


Maneuver - 50 dps


Duration - 18 sec.


Lock Time - 1.5 sec.�



‘Valiant’ Torpedo (Light)


Description: A lighter version of it’s heavier cousin. The Light torpedo is effective against the smaller Starships (Transports, Corvettes, and Destroyers) but do not pack enough of a punch to bring down the heavier warships (Carriers, Cruisers, Dreadnought).





Appearance: Small Tomahawk Cruise Missile like weapon with multiple fin like controlling surfaces.





SFX: Large swoosh at launch. Small nuclear explosion on impact.





Stats:


�
Damage - 1000 esk


Size - 4 hp’s


Range - 12000 k


Speed - 1200 kps


Acceleration - 300 kps2


Maneuver - 30 dps


Duration - 14 sec.


Lock Time - 8.0 sec.�



‘Firestorm’ Torpedo (Heavy)


Description: good old reliable, but we should have to modify them in some way to make them effective against the new Alien Cap Ships.





Appearance: Huge Tomahawk Cruise Missile like weapon with multiple fin like controlling surfaces.





SFX: Large swoosh at launch. Nuclear explosion on impact.





Stats:


�
Damage - 2000 esk


Size - 8 hp’s


Range - 15000 k


Speed - 1000 kps


Acceleration - 200 kps2


Maneuver - 20 dps


Duration - 16 sec.


Lock Time - 12.0 sec.�



‘Tracker’ Missile 


Description: Very long range anti-fighter missile. Excellent against fast targets trying to flee an area. This missile is really one large booster rocket with six smaller Friend or Foe missiles attached. The player fires the weapon and holds the trigger until most of the distance to the target is covered (or the booster expires), then releases it to launch smaller missiles, which use onboard tracking to pursue and eliminate any enemy ships. Unlike the Laser designator on the Swarmer missiles, the Tracker missiles operate independently of the ship that has fired them once they are released. Due to its advanced firing mechanism this weapon can only be used on the Devastator and Vampire.





Appearance: One large booster rocket with six smaller missiles attached to the outside. When the weapon is released it is propelled slightly forward and away from the ship firing it. It then ignites the solid rocket fuel boosters leaving behind a huge flaming tail. The rocket implodes quietly after the missiles have detached.





SFX: When released it should make a slight thud. Large rocket sound for when the solid fuel rocket ignites and a small pop when the rocket disappears. And regular Friend or Foe missile sound effects for the smaller missiles.





Stats:


�
Damage - 150 ea. missile


Size - 4 hp’s


Range - 15000 k (Dumbfire + Friend or Foe)


Speed - 3000/1200 kps


Acceleration - 1000 kps2


Maneuver - 0/85 dps


Duration - 5/20 sec.


Lock Time - 0 sec.�



‘Dragonfly’ Rocket Pods


Description: Pods of small, fast dumbfire type unguided rockets that have a fast rate of fire. Come in eight or sixteen pack pods. Good against slow moving targets like bombers and transports, but not quite strong enough do any real damage to a Starship. Each rocket does considerably less harm than a Dumb Fire, but collectively they inflict more damage per pod.





Appearance: Same as the modern day 17mm. folding fin unguided rocket pods used on helicopters and strike aircraft. Each rocket is a small fast moving version of the Dumb Fire missile.





SFX: Two words - Estes rockets.





Stats:


�
Damage - 150 esk each missile


Size - 1(eight-pack)/2(sixteen-pack) hp’s


Range - 8000 k


Speed - 3600 kps


Acceleration - 1200 kps2


Maneuver - 0 dps


Duration - 5 sec.


Lock Time - 0 sec.�



‘Swarmer’ Anti-Bomber Missile System


Description: Modeled after the ones in Warhawk. 5 or 6 missiles launch at once from each pod and make really cool trails as they track their target. A line of sight weapon(player must maintain a lock on target until missiles impact) primarily used for close combat/dogfighting against powerful targets. Unaffected by decoys.





Appearance: Again think Warhawk, lots of divergent missiles flying at once with pronounced vapor trails, eventually homing in on the laser designator and converging on a single target.





SFX: See rocket pod, except louder because there are multiple missiles flying at once, when launched. And a thunderous explosion when they all detonate at once.





Appearance: 





Stats:


�
Damage - 150 esk ea. Missile


Size - 2 hp’s


Range - 6000 k


Speed - 2000 kps


Acceleration - 800 kps2


Maneuver - 60 dps


Duration - 8 sec.


Lock Time - 0 sec.�






�
Alien Hardware





Guns:





Quantum Disrupter


Description: a strange weapon that emits circular beams(or bolts) of energy that shake the target violently on impact. The effect on the targeted ship is so great that its hull will lose integrity in seconds if evasive maneuvers are unsuccessful - the ship will simply shatter into a million pieces. Players surviving such attacks should be treated to greatly reduced armor strength, mangled controls, and a really cool                              shaking effect. It would also be cool if the circular bolts for this weapon were mostly transparent and only slightly colored.  





Appearance: Small gray spider web shape with a cool Tony Morone TM cracked windshield lens effect in between the fingers of the web. This weapon should send out shock waves similar to the missile explosions when it impacts.


��


	Front view			Side view














SFX: Howling wind, screaming banshee or ghostly hum. Deep rumble on impact.





Stats:


�
Damage - 35 esk


Range - 3800 k


Energy - 38 nJ


Speed - 1900 kps


Duration - 2.0 sec.


Refire Delay - .40�






 “Demon Tongue” Vorilian Burst Maser (Light)


Description: Alien beam weapon. Creates a series of high intensity Microwave Laser beams that rip through shields and armor equally.





Appearance: This gun creates a bright green light source at it’s tip while charging. At first the light source is dim then grows brighter while charging for two seconds then expends its energy in the form of a series of long thin green laser ‘beams.’ The beams are 4000 meters in length and leave flaming particles behind in there path. Or it could just be a long thin green ‘laser’ bolt type projectile.





Glowing light source			Flaming particles





��������������������������������











SFX: While the gun is powering up for the two seconds before the discharge it should make a whirring sound like a Vandegraph(sp?) generator or the elevator motor being engaged on the first floor of the parking garage. It should start low and end high with a high pitched zapping noises like the laser guns in ‘Logan’s run’ for the actual beams discharge.





Stats:


�
Damage - 10 each bolt


Energy - 15 nJ


Range - 5000 k


Speed - 2500


Duration - .5 sec. per bolt / 1.5 sec. per burst


Refire Delay - .20 sec.�



“Demon Tongue” Vorilian Burst Maser (Heavy)


Description: Creates a large green ball of MASER energy out of high intensity Microwave Laser beams that rip through shields and armor at terrific rates.





Appearance: Star shaped green ball of energy.


�




















SFX: Lots of ripping and rending energy sounds.





Stats:


�
Damage - 30 each bolt


Energy - 45 nJ


Range - 4600 k


Speed - 2300


Duration - .5 sec. per bolt / 1.5 sec. per burst


Refire Delay - .30 sec.�



‘Tesla’ Shield Killer Weapon


Description: Mounted on the Aliens Shield Killer flying disc, this weapon is similar to Confeds EMP Bolt Gun except it drains a considerable amount of shield energy. Like the EMP it does little physical damage if any, but interferes with your electronics temporarily.





Appearance: Mottled dark Purple with light Blue lightning energy that animates along its surface.





��














SFX: Howling electrical hum traveling through space. V-ger weapon from Star Trek I.





Stats:


�
Damage - 10 esk


Range - 4200 k


Energy - 40 nJ


Speed - 1400 kps


Duration - 3.0 sec.


Refire Delay - .35 sec.�






‘Gorgon’ Alien Heavy Cannon


Description: It is not known whether this alien weapon is of an organic or chemical composition. Similar to the Confed Tachyon gun it packs a powerful punch doing massive amounts of damage to both shields and armor although with a faster refire rate and using less energy.





Appearance: Mottled dark green with light green zebra stripes that ripple along its surface like a cuttle fish attracting it’s prey, with animating green tentacles at its head. Similar in appearance to the Wing IV Fission Gun.





			Side View					Front View





��








SFX: I imagine this gun sounding like a squishy squirt when its shot and a splat when it hits, with maybe a cycling glug, glug, glug or slight whistle when it is traveling through space.





Stats:


�
Damage - 70 esk


Range - 4000 k


Energy - 60 nJ


Speed - 2000 kps


Duration - 2.0 sec.


Refire Delay - .40 sec.�















Light Plasma Cannon


Description: Similar to the Confed version of the same weapon accept “it is green”. Comparable to Confeds Tachyon gun in strength, lighter damage but uses less energy and fires at a faster rate.





Appearance: Similar to its heavier cousin but smaller and less detailed with no throb.





�











SFX: Crackling electrical energy sound. Like its heavier cousin with no throb.





Stats:


�
Damage -  60 esk


Range - 3000 k


Energy - 45 nJ


Speed - 1500 kps


Duration - 2.0 sec.


Refire Delay - .30 sec.�









Heavy Plasma Cannon  (Alien)


Description: Similar to the cap. ship weapon of the same name. This weapon has a slow refire rate, but packs a solid punch. Employed by the Plasma Cannon Cluster against Starships, also tears fighters up if a lucky shot is scored.





Appearance: Large green ball of throbbing energy that changes color and shape going from small and bright to slightly larger but darker. This weapon should have a few frames that animate its surface with glowing fingers of electricity when its at its peak. The light source that this weapon generates throbs along with the plasma ball.





Bright			Dark		Glowing electrical energy


�����








Small				Big





SFX: The object that this weapon fires should have a throbbing crackling electrical energy sound associated with, the actual gun itself makes no noise when fired, just the projectile.





Stats:


�
Damage - 100 esk


Range - 3000 k


Energy - 100 nJ


Speed - 1000 kps


Duration - 3.0 sec.


Refire Delay - 0 sec.�






Deadly Disco Ball (Light)


Description: or the alien disco ball of death! This is a multi-faced glittering ball that rises from a chamber on a Bomber as it powers up. Once the ball is in its full upright position(attached to a post), it                                  is fully charged, and proceeds to fire 25 Laser bolts in a concentrated pattern at the target. This effect should be absolutely devastating to any attacking small ships in range. 





Appearance: Similar to the Cone burst missile from WC4 it shoots a wide pattern of turret type Plasma bolts (see - Laser turret for visuals).





SFX: Electrical hum for the power up and big concerted laser blast sound for the discharge.





Stats:


�
Damage - 18 esk ea. bolt


Range - 5000 k


Energy - 10 nJ ea. bolt


Speed - 2000 kps


Duration - 2.5 sec.


Refire Delay - 8 sec.�



Alien Cloaking Device


Description: Like Confeds version it diverts power from other systems(gun pool) to provide ship with momentary invisibility, although the aliens version converts power a little more efficiently. Utilizes an anti-matter field to bend light waves around the ship. 





Appearance: Although you won’t see the device in space, the effect it has on the ship would be to make it shimmer momentarily before it completely disappears. 





SFX: A static shift from high to low while a cloaked ship phases in. And a similar sound shifting from low to high when a ship starts to cloak.





Stats:


�
Damage - None(cloaks ship)


Range - N/A


Energy - 5 nJ(per second)


Speed - N/A


Duration - 20 sec.


Refire Delay - 0 sec.�












Starship Weapons








Alien Laser Bolt (Turreted)


Description: Small laser bolt fired by anti-fighter Starship turrets. Identical to the Confed version only it is green.





Appearance: Old style Wing 3&4 bolt style projectile. Probably drawn on the fly with no textures (maybe light source shading only) because there should be a lot of these fired at once.








��Light source


		Front			Rear





Stats:


�
Damage - 20 esk


Range - 5000 k


Energy - 12 nJ


Speed - 2000 kps


Duration - 2.5 sec.


Refire Delay - .50 sec.�






Alien Plasma Bolt (Turreted)


Description: Large Ion bolt fired by anti-fighter Starship turrets. Identical to the Confed version only it is Purple.





Appearance: Old style Wing 3&4 bolt style projectile. Probably drawn on the fly with no textures (maybe light source shading only) because there should be a lot of these fired at once.





��Light source


		Front			Rear





SFX: 





Stats:


�
Damage - 30 esk


Range - 3000 k


Energy - 30 nJ


Speed - 1500 kps


Duration - 2.0 sec.


Refire Delay - .30 sec.�






Deadly Disco Ball (Heavy)


Description: or the alien disco ball of death! This is a multi-faced glittering ball that rises from a chamber on a Cap Ship as it powers up. Once the ball is in its full upright position(attached to a post), it                                  is fully charged, and proceeds to fire 25 Plasma bolts in concentrated pattern towards the target. This effect should be absolutely devastating to any attacking small ships in range. The player either takes this puppy                                  out before it charges up or gets slaughtered in a hail of Plasma bolts. 





Appearance: Similar to the Cone burst missile from WC4 it shoots a wide pattern of turret type Plasma bolts (see - Plasma turret for visuals).





SFX: Electrical hum for the power up and big concerted laser blast sound for the discharge.





Stats:


�
Damage - 30 esk ea. bolt


Range - 3000 k


Energy - 10 nJ ea. bolt


Speed - 1500 kps


Duration - 2.0 sec.


Refire Delay - 25.0 sec.�






Ship Killer Weapon


Description: A very large molten purple energy bolt that slowly tracks its target. Only mounted on the Narwhal SSK-1 Ship Killer. 





Appearance: Similar in appearance to Confeds Starship Plasma Cannon, the Ship Killer Weapon should produce a huge, almost planetoid sized projectile. 


�

















SFX: The most imposing Starship gun since the Behemoth should sound powerful and unique. The player should know when this thing has been fired.





Stats:


�
Damage - 1000 esk


Range - 12000 k


Energy - 1000 nJ


Speed - 800 kps


Maneuver - 5 dps


Duration - 15.0 sec.


Refire Delay - 25.0 sec.�









Missiles:








Mines


Description: Same as Confeds weapon of the same name, accept it packs a little more of a punch.





Appearance: Basically the same as Confeds mines except more sinister and organic looking with lots of protrusions and spikes for guidance.





SFX: Mechanical thud when released. Large explosion on impact.





Stats:


�
Damage - 420 esk


Size - 2 hp’s


Range - N/A


Speed - 2 kps


Acceleration - 1 kps2


Maneuver - 2 dps


Duration - 1800 sec.


Lock Time - 0 sec.�



Friend or Foe Missile


Description: Same as Confeds missile of the same name, accept it packs a little more of a punch.





Appearance: Basically the same as Confeds missiles except more sinister and organic looking with lots of protrusions and spikes.





SFX: Generic swoosh missile launch. Medium explosion on impact.





Stats:


�
Damage - 280 esk


Size - 2 hp’s


Range - 8000 k


Speed - 1200 kps


Acceleration - 1200 kps2


Maneuver - 85 dps


Duration - 18 sec.


Lock Time - 0 sec.�



Image Rec. Missile


Description: Same as Confeds top of the line all aspect single warhead guided missile, accept it packs a little more of a punch.





Appearance: Basically the same as Confeds missiles except more sinister and organic looking with lots of protrusions and spikes.





SFX: 





Stats:


�
Damage - 480 esk


Size - 2 hp’s


Range - 6000 k


Speed - 1600 kps


Acceleration - 600 kps2


Maneuver - 85 dps


Duration - 12 sec.


Lock Time - 1.0 sec.�



Bomber Cluster Anti-Fighter Missile


Description: Similar in design to Confeds Tracker Missile, this missile breaks into 7 smaller missiles that independently track individual enemy targets.





Appearance: The missile itself is shaped similar to the Confed Tracker Missile except it has seven instead of six missiles. Initially the missiles should fan out in divergent directions, then they would start tracking and converge on multiple targets.





SFX: Generic missile launch sound after they are released. Regular explosions on impact.





Stats:


�
Damage - 250 ea. missile 


Size - 4 hp’s


Range - 16000 k


Speed - 3000/800 kps


Acceleration - 1000/800 kps2


Maneuv. - 0/85 dps


Duration - 5/21 sec.


Lock Time - 0 sec.


�



Disrupter Missile


Description: Similar to the gun of the same name, this weapon fragments into multiple Disrupter ‘pods’ that violently shake there target and do a ton of damage on impact. In all other aspects despite the warhead the weapon acts just like an Image Rec. Missile.





Appearance: The missile itself is shaped similar to the Alien Image Rec. Missile except it has a larger warhead with multiple, probably seven protrusions or spikes. The impact explosion would be similar to a modern day cluster bomb with multiple bomblets exploding on impact each one sending out a small shock wave.





SFX: Generic missile launch sound. A series of smallish explosions on impact.





Stats:


�
Damage - 600 esk


Size - 2 hp’s


Range - 5000 k


Speed - 1800 kps


Accel. - 500 kps2


Maneuver - 70 dps


Duration - 12 sec.


Lock Time - 1.2 sec.�



Torpedo (Alien)


Description: Similar to Confeds missile of the same name, the alien torpedo does considerably more damage. Usually employed by the Ray Torpedo Cluster.





Appearance: Similar to Confeds heavy torpedo with a larger warhead and maybe feeler tentacles for guidance and shark fins for maneuvering.





SFX: Large swoosh at launch and a huge nuclear explosion on impact.





Stats:


�
Damage - 2300 esk


Size - 8 hp’s


Range - 18000 k


Speed - 800 kps


Acceleration - 300 kps2


Maneuver - 25 dps


Duration - 18 sec.


Lock Time - 8.0 sec.�
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