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Abstract:





The Spaceflight Communications System is the means by which the Player or an AI-controlled character is allowed to send Messages to other people while in space. Some examples are:


asking a Capital Ship for clearance to land,


taunting an enemy,


asking a WingMan about their status,


The purpose of this document is to give an overview of the algorithms and data structures that will be used to write this section of the game.





Definitions:





Message (or Commincation):


Something the Player is allowed to 'Say' to another Person or Object during Spaceflight.


Scripted Communication:


An unusual Message dictated by the Script or Gameflow.


MessageObject:


Data structure used to encapsulate a Message and help figure out if it can be sent by the Player.


Receiver:


Someone / something to whom the Player can send a Message


Categories of Receivers:


One or more Receivers who share some quality, defining a useful subset of  Receviers. For example:


all Receivers who are Wing Leaders


Player's WingMen


Targetted Enemies


Members of Player's original Formation.
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Data Structures:





class MessageObject


{


   Media ID;				// Audio, Video, Text


   Priority;


   Transmission Time;		// Time to Message reception, used for AI


   Sent By;


   Sent To;				// Single Receiver or Category.


   Send-Capable Bits (mask);	// Categories to whom this Message can be sent


   Message URL;			// Used to locate Message data.


};





There is a list of MessageObjects; this may a a global list, or it may be (the several) Mission-specific lists:
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Notes:


List(s) may be created at design / compile time, possibly within 'MED'.


Scripted Communications are flagged with their 'Sent To' field set.


'Send Capable' Bits (mask) can be set for all MessageObjects.


MessageObjects can be allowed or disallowed on a Mission-by-Mission basis.

























































































Algorithms:





In Gameflow:


Scan list of MessageObjects for up-coming Mission


Allow / disallow Scripted Communications depending on Player's Actions





In Spaceflight Communications:


Player Presses 'C' to communicate


Build list of possible Receivers


Display on screen for Player choice


Player presses '1' to 'N' to choose Receiver


Build list of possible Messages to chosen Receiver


Display on screen for Player choice


Player presses '1' to 'N' to choose Message


Send Message





Build List of possible Receivers.


(A list of all others to whom the Player can send at least one Message.)


List Receivers to whom the Player MUST be able to communicate, e.g.: Test for Scripted Communications


List Receivers to whom the Player MAY OR MAY NOT be able to communicate, e.g.: Categories of Wing Leaders, Own Wingmen, Targetted Enemies, etc.


Disallow those Receivers to whom the Player MUST NOT communicate, e.g.: Dead Receiver, Receiver too far away, Communications System damaged





Build List of all possible Messages to this Receiver.


For selected Receiver, build their Send-Capable Bits (mask)


For each MessageObject:


Use Send-Capable Bits (mask) to compare (AND) with Receiver


If OK, add to set of possible Messages to this Receiver





Playing received Messages





This an easily-separable, but difficult problem, mainly due to the large amounts of data that need to be accessed and the relationships between them. Further study of the systems used in WC4 and investigation of the ACE group's approach to localization will be beneficial. 
























































Notes:





This a draft document, so any feedback is welcome


This document may not be updated or maintained (but the code will be written !).


WC4 communications were handled in a similar way:


There was the concept of 'Radio'.


There was a static class  'RadioManager' with a global queue.


The MessagePacket is similar to MessageObject.


For WC4 communications code, see: See files \\flight\wing\projects\wc4\src\control\radio.*


For WC4 communications data, see: See files \\flight\wing\projects\wc4\data\profile\*.xmf and elsewhere, e.g.: see maniac.xmf, OPTS chunk lists Messages that are 'Send-Capable' to Maniac.


Scripted Communications should allow for NPC-specific, but NOT Mission-specific Messages, e.g., Maniac can say "Chalk up another for the Maniac" at any time.


There are Scripted Conversations, meaning that an exchange of Scripted Communications can occur:


Send-Capable bits should be set/reset during Spaceflight in order to time individual messages in exchange.


Transmission Time and Polling of Cockpit System (have u finished playing Message ?) can be used to send each individual Message at an appropriate time.





See also Tony Morone. (Thanx Tony !)


Tony says NOT to do Scripted Comms like WC4, because data management was a nightmare !


