Wing Prophecy Communication Notes





What EVERY pilot should say:


death (1)


ejection (1)





status messages (probably 4)


status:  great – no damage


status:  damaged – hurt, but not in any danger


status:  terrible – heavily damaged





in trouble, need help (1)





warning that pilot is attacking or preparing to attack (1)


warning that pilot is returning to the carrier (1)





answers (3 or 4)


answer:  affirmative


answer:  negative





target hit or killed message (2)





shot by the player (1)








Other messages that all pilots should probably be able to send:


ready to engage (although this is one of the more annoying messages, especially with a lot of pilots)  (1)





taunt enemy (1 or 2)





congratulations to the player (for a hit or kill) (1)





player is traitor (1)





report upon entering new sphere (4)


entered new sphere:  all clear


entered new sphere:  some enemies sighted


entered new sphere:  heavy enemy presence





What wing leaders should say even if they can’t issue orders:


mission accomplished (1)


mission failed (1)





taking control of my wing (1)





report:  wing status great (1)


report:  wing status OK (1)


report:  wing status poor (1)





total for this page		28 lines


�
Optional Messages for Every Pilot�report in as alpha wing leader (1)


report in as bravo wing leader (1)


report in as charlie wing leader (1)


report in as delta wing leader (1)





(call number) standing by (5)





total optional messages	9 lines








What wing leaders should say if they can issue orders:


give order:  break and attack (1)


give order:  form up (1)


give order:  what’s your status (1)


give order:  do what the player said (2)





Other messages wing leaders could send if they can issue orders:


give order:  report in (1)


give order:  head home (1)





report:  casualty in wing (1)


report:  bridge destroyed (1)


report:  shield emitter destroyed (1)


report:  engines disabled (1)


report:  general target destroyed (1)


report:  found mission target (1)





note:  the previous lines should handle some of the mission-specific needs





total for wing leader messages	12 lines


�
Issues:


Any mission-specific message must be sent by one of the “important” characters, or we can’t guarantee that the pilot will be around.  If we want other pilots to send messages, we have to either a) make them invulnerable, or b) record the messages for every pilot who could be flying in that mission.  The latter of the two is a better solution as far as game value, but may prove to be difficult as far as disk space.





Disk space is a big issue:  we need to be absolutely certain that we have fewer than 80 MB of communications on each CD.  This includes all video (helmets and lipped communications for cap ships) as well as actual recorded dialogue.  This equates to approximately 2000 recorded lines at an average of 4 seconds per line.  Subtracting some space for video and other necessities, it would probably be best to assume 1800 or fewer lines of speech per CD.  From this, subtract 100 lines for the player, 100 for capital ships, and 100 for alien speech, leaving 1500 lines of speech.  That means 50 lines of speech X 30 pilots, each of whom could be used more than once.  For more variety per pilot, we could even cut down to 25 pilots, giving each pilot an additional 10 spoken lines.








What’s the best way to handle speech, then?


Scrap the wing breaks within each squadron:  we just can’t afford them.


Reuse speech files for all non-essential pilots, giving them a few extra lines to reduce repetition, but creating a large number of pilots out of a small number of speech files.





