Wing Commander Prophecy


Mission Specification


Mission : Mission F5


Description / Choreography





The player has to escort a Marine LC shuttle into the alien-held Kilrathi starbase and defend himself until they are done.  The alien-held Kilrathi starbase is set to self-destruct, and if the marines diffuse it, more aliens come in to destroy it and whatever Confederation ships are nearby.








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





BRIEFING START:





Pre-Mission F5


INT. MIDWAY   BRIEFING ROOM   MISSION (F5)                       101





The CAG, Dekker, and Finley run the briefing together.





CAG


This is it, people.  The Marines are 


landing on Dula Seven.





Cheers and applause.





DEKKER


Our mission is to gather strategic 


data on our alien friends.  


(meaningful beat) And retrieve any 


human prisoners.





CAG


Check your ICIS, pilots.








ICIS VOICE OVER:





Insert ICIS VOICE OVER here.





BRIEFING DISMISSAL:





They look up.





DEKKER


Which we won't if my LC doesn't 


reach the target exactly on schedule.





A moment of tense silence; clearly the stakes are high and the 


dangers extreme.  Then:





CAG


Good luck.  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 (F5)	





The CAG, Dekker, and Finley run the briefing together.  





CAG


This is it, people.  The Marines are landing on Dula Seven.





Cheers and applause.  Dekker bows.  Then the CAG taps her remote: a GRID MAP appears on the main screen; a representation of Dula Seven.  As the CAG speaks, ICONS depicting two Midway air wings approach the alien-held Kilrathi starbase.





CAG


Lieutenant Casey's Alpha Flight will cover Stiletto's Bravo Flight as it escorts a Marine LC to the base.  





Dekker


Our mission is to gather strategic data on our alien friends.  


(meaningful beat)


And retrieve any human prisoners.





Another big reaction from our pilots; especially Casey and Stiletto.  Then Finley changes the mood:





Finley


One piece of bad news.  Our scanners indicate Dula Seven's reactor is overloading.  Some kind of self-destruct sequence.  It will go nova within the hour.  





CAG


Obviously the aliens are determined to keep us from pulling our people off Dula Seven.  





Dekker


Which we won't if my LC doesn't reach the target exactly on schedule.





A moment of tense silence; clearly the stakes are high and the dangers extreme.  Then:





CAG


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:


Post-Mission F5


INT. MIDWAY FLIGHT DECK AT DECONTAM CHUTE                        103





Stiletto greets Casey at the chute.





STILETTO


Thought you should know, Casey...  


the Captain has recommended you for 


the Silver Star.





CASEY


To hell with that.  What about the 


prisoner the Marines pulled in?





STILETTO


(a beat)


It's Blair.  But you should know...





Casey is already on his way.  Stiletto follows him out.








Wingman / Ship Selection Notes





Squadron:	Black Widows


Fighter:	Panther





The player’s wingman needs to be skillful and obedient.  








Mission Map
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Mission Outline





Before reaching the alien-held Kilrathi starbase at Nav 2, the player and the Marine LC shuttle will be attacked by a small, ragged band of patrol aliens leftover from Mission F4 or F4b.  If this takes too long, the marines will not have enough time to disable the self-destruct on the alien-held Kilrathi starbase.


Escort Marine LC shuttle to dock with alien-held Kilrathi starbase, where they have only x amount of time (and a cut scene) to disable the self-destruct sequence and rescue Blair.  If the marines are held up for too long at Nav 1, they will not be able to diffuse the self-destruct, and will have to scramble to get off in time to avoid the blast from the alien-held Kilrathi starbase.


Meanwhile the player is defending himself against small drones which make up for a lack of skill by the large number present.


The marines communicate their findings, and take off again.


If the player does not get them there in time to disable the self-destruct sequence the base will explode.


There is a small band (2-3) of medium or heavy alien fighters waiting between the alien-held Kilrathi starbase and the Midway to ambush the Marine LC shuttle (they know the prisoner is on board).  This will be considerably difficult to complete.  The player will hopefully be able to maneuver between the attackers and the shuttle, blowing one or two away with missiles immediately.





Nav Points





Launch:





Objective:  Protect Marine LC shuttle


Success:  Fly to Nav 1.


Failure:  Death or dark side, go to Mission F6b.





Nav 1:	


Small drones which can move quickly, who blow up easily and are small enough facecount-wise to allow many on screen at once.


Alien-held Kilrathi starbase, heavily damaged-looking.


Ginormous explosion when the alien-held Kilrathi starbase is blown up.





Objective:  Wait for Marines.  Defend yourself.


Success:  Go back to Midway.


Failure:  Death or ejection, go to Mission F6b.





Landing:





Objective:  Land on Midway after successful docking of Marine LC shuttle.


Success:  Land on Midway.


Failure:  Death or dark side.





Success / Failure notes





Success is determined by whether or not the player successfully escorts the Marine LC shuttle to the alien-held Kilrathi starbase.  This will be a timed mission, so perhaps the Marines need to get to the alien-held Kilrathi starbase before a certain time to make sure they are off when it explodes.





Complete success - Marine LC shuttle survives, all aliens destroyed





Moderate success - Marine LC shuttle survives, not all aliens destroyed





Complete failure - Marine LC shuttle does not survive.





Communication Events


Mission F5 VDUs


EXT. MISSION F5                                                  102





DEKKER - VDU


We have docked at Dula Seven, Alpha 


Flight.  Cover our butts.





DEKKER - VDU


(to comm) Alpha Flight; this is 


Marine One.





DEKKER - VDU (CONT'D)


Entry to the reactor level is 


blocked.  We can't stop the self 


destruct sequence.





DEKKER - VDU


Alpha Flight, this is Marine One...





DEKKER - VDU


We've scanned human life signs on the 


next level.  Wish us luck!





BLAM, KA-WHAM, our guys take heavy fire from the opposite end of 


the corridor.  As they return the fire:





DEKKER - VDU


I don't have time for this!





DEKKER - VDU


Alpha Flight; we've got a live one.  


Cover our retreat.





RED SHIRT - V.O.


(from comm) Make it snappy, Marine 


One.  Dula Seven's reactor is ready 


to blow.





There needs to be banter between the Marines and the player, keeping each other updated on the progress of their missions.





Special Art / Objects





Small drones which can move quickly, who blow up easily and are small enough facecount-wise to allow many on screen at once.


Alien-held Kilrathi starbase, heavily damaged-looking.


Ginormous explosion effect when the alien-held Kilrathi starbase is blown up.





Special Sound Effects





The small drones guarding the perimeter of the base should make higher-pitched whining sounds as they fly around.  This could be a much higher-pitched version of the sound the Dragon makes when it cloaks.


Ginormous explosion sound when the alien-held Kilrathi starbase is blown up.





Additional Comments





This mission should be more difficult than the last one, but mostly suspenseful.  Can he get to the alien-held Kilrathi starbase in time, can he save the shuttle?  We probably want him to think the getting the shuttle to the base in the first place is difficult, and that the only alien ships nearby are the ones in the beginning.





We also need to make sure the player is never without a target, especially when he is waiting for the Marines to finish their business.





CONCERNS:  TIMING, TIMING, TIMING…….








Additional Comments:


If Marines die; If station dies: SWARM the Midway!  Plus - Earth gets overrun flick #197.
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