Wing Commander Prophecy

Mission Specification

Mission : A2

Description / Choreography

Blair reveals scenario for training missions involves the eradication of a small faction of "renegade Kilrathi" who have occupied a remote Mining/Resource Facility.  

Blair also reveals Dane will be flying against real, albeit automated, Kilrathi ships.

A-25. INT. MIDWAY - FLIGHT DECK/EXT. SPACE

Launch sequence to ESTABLISH MIDWAY and SUPPORT SHIPS.

A-(2)-26. MISSION: FIRST TRAINING EXERCISE

Exact nature TBD; Dane goes up against aged and somewhat beaten up, automated Kilrathi DRAKHRI CLASS FIGHTERS.  

Much Top Gun-like jeering and baiting over comm during this; further development of Maestro, Nemesis, and other cadets.

In this mission, we will begin the players basic ship manipulation skills. Blair will give background info, then hit the scramble alarm

to send the player on his way. The player should not have to do much more than manipulate thrust and his weapons to complete the scenario.

Wingman / Ship Selection Notes
Squadron: 
Ridgeback

Fighter: 
Wasp

Loadout:    Standard Dogfight/Intercept

Scramble Mission

Flight Leader A - Player

Wingman         - Maestro

Flight Leader B - Nemesis

Wingman         - Generic 1

note - B wing will operate independently of A wing 

Mission Map
Mission Outline
1.  Launch(scramble)/Nav 1(only nav in mission)

2.  Nav 1 - 1 wing of 4 Dralthi enter action sphere and attack Confed Fighters/Priority One - Midway/Secondary

         Set Timer - 180 sec till second identical wave of Dralthi  

         appears.sffs

      3. Nav 1 - wave 2 enters sphere and attacks

Set timer - 180 sec till third …

      4. Nav 1 - wave 3 enters sphere and attacks

Set timer - 180 sec till final wave appears

Final wave attacks

5.  After all enemy craft destroyed, Midway sends comm to recall 

   fighters.

6. Player Lands 

notes:

Time limits are by no means set in stone - will need to play balance.

Kilrathi AI should be mediocre at best. Only time they get really dangerous is if the player takes too long with his targets, then the next wave will arrive throwing off the one to one friendly/enemy ratio.

Kilrathi will need some way to register damage to Confed ships without actually damaging them. Power Drain till ship rendered useless? Blair will have to explain this as well.

Nemesis and wingman should be very effective during this affair. Player will be the one to screw things up by taking too long to kill targets. If any wave gets through before previous is destroyed, Nemesis will give player hell about pulling his own weight in the cockpit. 

Blair will be quick to point out how many times the Midway would have been hit in a “real” conflict with enemy bombers no matter how well the mission is played.

Nav Points
LAUNCH:  Names and #’s of ships/objects in Action Sphere

NAV1:
Names and #’s of ships/objects in Action Sphere

NAV2:
Names and #’s of ships/objects in Action Sphere

NAV3:
Names and #’s of ships/objects in Action Sphere

LANDING: Names and #’s of ships/objects in Action Sphere

Communication Events
Launch: Midway/Blair “Remember to make those shots count, take each 

        target out as quickly as possible!”

Nav1: Much macho/rivalry crap between two Confed fighter wings. 

Landing: Blair (if any pilots rendered powerless during conflict) “Take                          

         a good look at your comrades out there. They would have earned                                 

         a body-bag and a letter to mommy is this was a real situation.”

         Blair (if no Confed casualties occurred) “Let’s not get a big

         ego over this one, rookies. I’ve got at least 20 confirmed hits

         on the Midway during this little affair. If those were real

         Paktahns toting torpedoes out there…, well you do the math!”

Special Art / Objects
Wasp for the first time.

Kilrathi Dralthi(obviously very used and worn)

…

…

…

…

Special Sound Effects
Kilrathi Ship fly-by sound

…

…

…

…
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