Wing Commander Prophecy


Mission Specification





Mission : Mission F3


*Not sure about this mission*


Description / Choreography








--------------------------------------------





BRIEFING START:





Pre-Mission F3


INT. MIDWAY   BRIEFING ROOM   MISSION (F3)                        94





The CAG drops a bombshell on the assembled pilots:





CAG


Listen up, people... the AWACS 


confirmed there are human prisoners 


being held on Dula Seven.





The pilots react with an excited, angry rumble.





CAG


(CONT)


But don't worry.  They won't be there 


long.  Check your ICIS.





ICIS VOICE OVER:





Insert ICIS VOICE OVER here.





BRIEFING DISMISSAL:





Insert briefing dismissal here.  Ex: CAG:  “You’re dismissed.”





BRIEFING ENDER:





Insert briefing ender here.  Ex: Generic you get up and walk out, or it may be a conditional MANIAC “You did well, my boy.”





--------------------------------------------





INT. MIDWAY - BRIEFING ROOM - MISSION (F3)





The CAG drops a bombshell on the assembled pilots: 





CAG


Listen up, people... the AWACS confirmed there are human prisoners being held on Dula Seven.  





The pilots react with an excited, angry rumble.  





CAG (cont)


But don't worry.  They won't be there long.  





She taps her remote; a GRID MAP appears on screen.  It's a representation of the asteroid base Dula Seven and her defensive systems; fighters, scanning array, etc.  





CAG


Also thanks to the AWACS, we know Dula Seven is protected by an independently powered and highly mobile scanning array; along with the usual fighter screen.  





She taps her remote.  ICONS representing the Midway's Alpha and Bravo Flights approach Dula Seven.  





CAG (cont)


Stiletto's Bravo Flight will escort Lieutenant Casey's Alpha Flight to the outer perimeter of the base.  While Bravo keeps the alien patrols occupied, Alpha Flight's Shrike Bombers will penetrate the alien defenses and remove the array.  





She taps off the screen.  





CAG (cont)


The attack force will need to adjust their incursion for the timing of various alien patrols in the area so that the Shrikes can breach the perimeter during a clear window.  Check your specs.





--------------------------------------------





LANDING START:





Insert landing start here.  Ex: Walk up to Rachael, CAG is at ICIS and is pissed off, random atta-boy, etc.





ICIS COMMENTS:





Insert ICIS COMMENTS here.  Most missions will have no specific comments here.





LANDING ENDER:





Insert landing ender here.  Ex: Walk to decontam chute, Maniac gives you a hug for rescuing his ejected pilot, etc.





--------------------------------------------








Wingman / Ship Selection Notes





Squadron:	BlackWidows


Fighter:	Shrike





The player and his wingman will be flying Shrikes.





Mission Map








                              �EMBED Visio.Drawing.4���





Mission Outline





Most of the activity around the starbase is in the form of outer perimeter patrol units and Fighter Clusters.  They figure out the rate and timing of the patrols’ passing, and time the mission so that the bombers can breach the perimeter during a window. Dane should not have very far to go before he gets to the scanning array ship [picture of Nav 1 provided on the ship’s monitor], and detonate it.


The fighter escort leader will give Dane the signal, after which the Shrike bombers will blow it up.


At this point, hell breaks loose and the player must get out of there before too many alien fighters come in to kill them.





Note:  This mission is extremely time critical.  The player will probably have less than two minutes to complete the mission once he and his wingman breach the perimeter of the base’s defenses.  The starbase is heavily patrolled, as will be seen in the next mission.





Nav Points 





Launch:  


Objective:  Fly to Nav 1 with fighter escort. 


Success:  Fly to Nav 1.


Failure:  Death or dark side.





Nav 1:  


2 or 3 Alien Conventional Space Superiority Fighters at any one time attacking the fighter escort.  One or two turrets from the scanning ship will be taking potshots at the Shrikes but should not cause too much damage.


The Scanning Array Vessel will be a strange-looking, clunky ship with things all over vaguely resembling radar dishes.  It will have fairly large engines at the back which will continually attempt to rotate the ship out of the firing angle of the Shrikes.


Objective:  Destroy Alien communications array. 


Success:  Fly to Midway.


Failure:  Go to Mission F4b, more difficult.  Comm. Array appears again in F4b.





Landing:  


Objective:  Land on Midway. 


Success:  Land, receive debriefing.


Failure:  Death or dark side.





Success / Failure notes





Success:  The player destroys the scanning vessel and survives.  It would be preferred if his wingman and fighter escorts survive.





Failure:	  The scanning vessel is not destroyed when the player lands on the Midway.  The player is sent to Mission F4b





Communication Events





Nav 1:	


After the comm array is destroyed, the enemy fighters will appear from nearly every direction.  The player’s wingman will say that “there’s too many of them, let’s get the hell out of here”.





Landing:  


With success, the praise he gets back on the Midway is substantial, now that the starbase has lost its eyes and ears, they can sneak in there like ninjas (don’t actually write that).





Special Art / Objects





Special Sound Effects





The explosion of the scanning vessel’s engine should be an odd-sounding explosion, more of a low rumble than a percussive hit.





Additional Comments





This mission will be a challenge to balance correctly.





CONCERNS:  timing of  “perimiter patrols”…  





Additional Comments:





Get rid of the TIMED stuff.  Just make it difficult, with the correct numbers of aliens.





Perimeter patrols?  Just make it good.





Independently powered?  Will this be fun?  We need to ensure that it gets the correct amount of attention.





Save the status of the array for F4b.  Should we have a flag for objects we need to save the stats of? bjc
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