Wing Commander Prophecy


Mission Specification


Mission : Mission F6


*not sure about the ‘sit and wait’ style of this mission*





NOTES:





This mission is NOT a scramble?  





Must show Eisen effects somehow?





Confed reinforcements arrive?





Description / Choreography





The player reports to the briefing; learns enemy aliens have cornered the Midway near an asteroid field or nebula.  The aliens have pulled a significant portion of their assault force from the Kilrathi planet to attack our heroes.  The good news is Confed reinforcements are enroute.  The bad news is that the player and other pilots must defend the Midway for several minutes until help arrives. 





Dane and his buddies must now employ guerrilla warfare; hit and run tactics to simply stay alive until Confed reinforcements arrive. 





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





BRIEFING START:





Pre-Mission F6


INT. MIDWAY   BRIEFING ROOM   MISSION (F6)                       107





Casey is still ENTERING as the Captain, the CAG, and Finley direct 


the briefing.  On screen; we can SEE a GRID MAP that outlines the 


events as verbalized below:





CAPTAIN


The enemy has cornered the Midway 


near an asteroid field.  They have 


pulled a significant portion of their 


assault force from E'Loy to reinforce 


their attack against us.





CAG


Confed reinforcements are 


enroute.Check your ICIS.








ICIS VOICE OVER:





Insert ICIS VOICE OVER here.





BRIEFING DISMISSAL:





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





BRIEFING ENDER:





INT. MIDWAY   BRIEFING ROOM (COND.-IF YOU KILLED CATS)             108


(BRIEFING ENDER)           





Casey is about to leave when the CAG stops him:





CAG


Lieutenant, may I have a word with 


you?


(beat)


The Kilrathi on E'Loy have not 


responded to our comms since your 


mission to rescue N'Sharr failed.  


Any idea why?





CASEY


(covering)


Not a clue, sir.  Hawk and I did the 


best we could to save N'Sharr's hide.





The CAG eyes him for a long moment; finally shrugs.





CAG


The Kilrathi can be... difficult.  


Good luck out there, Casey.





CASEY


Thank you, sir.





Casey EXITS.  The CAG watches him go.





INT. MIDWAY   BRIEFING ROOM  (COND.- IF NOT)                     109


(Briefing Ender)





Casey is about to leave when the CAG stops him:





CAG


Lieutenant, just a moment.


(beat)


We've been getting comms from a Cat 


on E'Loy.  He says he's well 


acquainted with a certain "pale, 


hairless ape."





CASEY


(smiling)


N'Sharr.  Hawk and I saved his ass.





CAG


Well, in between insults, I get the 


clear message he wants to return the 


favor.  





CASEY


That will be... strange, Sir.





CAG


It's a strange world, LT.





Casey EXITS.





INT. MIDWAY   BRIEFING ROOM (COND.-IF TRIED TO HELP, BUT FAILED) 110


(Briefing Ender)





Casey is about to leave when the CAG stops him:





CAG


Lieutenant, just a moment.


(beat)


J'Ron, the Cat Clan leader on E'Loy, 


has contacted us.  Even though you 


failed to save N'Sharr's squadron, he 


seems aware you did your best.





CASEY


I'm glad to hear that.  I guess.





CAG


That's good... we may need all the 


help we can get...





Casey EXITS.








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





INT. MIDWAY - BRIEFING ROOM - MISSION (F6)	





Casey is still ENTERING as the Captain, the CAG, and Finley direct the briefing.  On screen; we can SEE a GRID MAP that outlines the events as verbalized below: 





Captain


The enemy has cornered the Midway near an asteroid field.  They have pulled a significant portion of their assault force from E'Loy to reinforce their attack against us.  





CAG


Confed reinforcements are enroute.  But they will not arrive before the primary alien force hits us.  





Finley


Fortunately, the launch bays of the main enemy carrier have been damaged by our Combat Air Patrol.  The aliens can launch fighters only a few at a time at long intervals.  





CAG


Which means we can deploy several fighter wings to intercept the enemy as they approach the Midway. 





Captain


This is a high kill mission, people.  Make every shot count.  





CAG


Check your load out specs.  








Note:  The launch bays of the starbase were damaged in the last mission, allowing the aliens to launch fighters only two at a time at long intervals.  This proves a significant advantage to the Confederation, who can then deploy four- or six-fighter wings to intercept them as they enter the system.  Midway through the assault, another group of alien attackers appears and makes the situation much worse, removing the advantage. 





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





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 F6


INT. MIDWAY FLIGHT DECK AT DECONTAM CHUTE (COND.- IF KILLED CATS)112





Casey joins Maestro, Stiletto, Zero, and other pilots by the chute.  


Then a stern-faced Captain and CAG step up.





CAG


Lieutenant Casey; we now know why the 


Cats refused to help us out there.





CASEY


Sir?





CAPTAIN


(flaring)


Don't try to look innocent, mister.  


We intercepted a Cat communique.  Do 


you deny you and Hawk attacked a wing 


of their pilots?





All eyes are on Casey.  He swallows.





CASEY


No, sir.





The Captain clenches his fists.  We have never seen him so angry.





CAPTAIN


Of all the stupid, pointless...  


thanks to your bloodlust we're alone 


in this war.  Can you guess how many 


lives that will cost?  Damn you, 


sir... damn you to hell.





He controls himself with an effort but is interupted by a SCRAMBLE 


ALARM!





CAPTAIN


(CONT)


We're under attack!  If I didn't need 


every available pilot, I'd push you 


through an airlock.  Get to your ship 


Mister I'll deal with you later.








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











Wingman / Ship Selection Notes





Squadron:	Black Widows


Fighter:		Panther





Four to six Confederation fighters should be present for the assault waves at Nav 2.  





His wingmen should be extremely good, the elite of the group, maybe even Maniac.  But if Maniac goes, he probably won’t remain in formation and throw the whole strategy into disarray.








Mission Map





�EMBED Visio.Drawing.4���





Mission Outline





Launch:  Near the Midway, there is a small probe which allows aliens to track specific damage to the Midway:  with this thing alive, the Alien Command back at the starbase can put specific fighters onto specific areas of the Midway.  The player has a very limited time to do this (20 seconds?), and it will be difficult and annoying.  If he cannot do it, he is told to go on with the mission anyway.  If he lingers, the aliens are able to form more formidable formations at Nav 1.  If he destroys it, he goes to Nav 1 and the aliens begin attacking the Midway via a direct frontal assault (much more difficult for them).  If he cannot destroy it and goes on, he may be able to take out a good number of the aliens, but when they finally make it to the Midway they attack vulnerable areas first, making the mission considerably more difficult.  This probe will not figure into the success/failure of the mission proper.





Nav 1:  This is where the player and his wingmen wait in solid formation to pick off the alien light-to-medium fighters as they come into the area two by two.  This should work for the first two or three pairs of fighters that come along, but then another set of (probably 3 heavy) alien fighters will come along from the formation’s left flank and throw them off.  After that it becomes a complete melee.  





Nav 2:  When most (all but 1 or 2) of the alien attackers are destroyed at Nav 1, the player receives a comm from the Midway that the Confed Squadron at Nav 2 has been overwhelmed and needs assistance. The player can either run straight there after giving the word to his squad to join his formation, or he can kill the remaining fighters at Nav 1.  The only difference it will make is in how many of the aliens from Nav 2 will make it to the Midway and start causing damage before the player arrives.  From Nav 2 the alien attackers go directly for the Midway according to the status of the probe at the Midway.





Landing:  The player defends the Midway and the mission ends according to success/failure notes below.





Nav Points





Launch:  A small probe which whips around quickly and is difficult to kill.  It will fly according to a pattern, however, and sharp pilots will be able to see pattern and destroy it.





Objective:  Destroy probe.


Success:  Fly to Nav 1.


Failure:  After 20 seconds, go to Nav 1 (mission becomes a bit more difficult).





Nav 1:  8 alien light- or medium- fighters arriving two at a time at timed intervals TBD by game balance.  When only two remain to come in, a band of 3 heavy alien fighters arrive, and, after a minute or two, the remaining two from the original eight.





Objective:  Destroy alien invaders (player must follow orders well).


Success:  Fly to Nav 2.


Failure:  Mission becomes quite a bit more difficult back at the Midway.





Nav 2:  A multitude of two types (medium and heavy) of fighters attack the Midway.





Objective:  Destroy alien invaders


Success:  Go back to head off direct assault against Midway.


Failure:  The longer the player waits, the more difficult it will be at the Midway.





Landing:  Before landing, the player fights (5-6) Conventional Space Superiority Fighters.





Objective:  Defend the Midway


Success:  Land on Midway.


Failure:  Death or ejection, go to Series F Endgame.





Success / Failure notes





Success is determined first by whether or not the Midway survives the Alien onslaught.  Given her survival, degrees of success are determined by how much damage the Midway takes before Confed reinforcements arrive.





Complete success - Midway takes less than 50% damage, aliens all die, and Confed reinforcements arrive without much to do (see Communications Events below).  (Note:  if the player attacked the Kilrathi in Mission F1, this success will not be absolute.  See Additional Comments below.)





Upper moderate success - Midway takes 50% damage or more, Kilrathi wing shows up to assist and kicks ass.  Everyone is fine, repairs are underway, and they prepare for their next jump.





Lower moderate success - Midway takes 50% damage or more, and player killed Kilrathi survivors in Mission F1, so he takes some of the blame for their not helping out.  They should make it very clear that they would have come to the rescue if they hadn’t been so insulted.





Complete failure - Midway doesn’t survive, it’s time for losing Mission F6b and a movie.





Communication Events


Mission F6 VDUs


EXT. MISSION F6                                                  111





ANDERSON - VDU


Lieutenant Casey, there's an alien 


probe in the area.   We must assume 


it could be used to direct an enemy 


attack against the Midway.  Seek and 


destroy same. 





RETURN TO GAME PLAY:





J'RON - VDU


The murdering, hairless ape is not 


worth helping.





J'RON - VDU


The Kilrathi are pleased to provide 


assistance.





N'SHARR - VDU


Does the primate require the 


assistance of a higher life form?   





Landing:  


The player’s wingman should have a flippant, excited attitude about the probe at Nav 1.  He’ll say stuff like “Damn, Dane, maybe you should let me have a hand at that little bastard”.  Basically he’s treating it like a game.





Nav 1:  


There will be detailed instructions about how to line up in formation coming from the squadron leader.  It would be nice if he could tell the player exactly where to go and then correct his movements if he’s not in the right place, but that might be frustrating.  What will be important is that all the ships in the formation target the same ship and fire at the same time.  This way, they should be able to blow up both ships in the formations that come before the next groups arrive.  “There they are, lock your heavy lasers on the left target and fire on my go… three, two one, FIRE!!!”  


A wingman will say something like says “Woohoo, sir, that was beautiful, I can’t believe they keep falling for it.  


There will be a lot of room for idle banter and talking shit during this phase of the mission.





Landing:


When the Confederation reinforcements arrive, they will announce it to the player by saying something like “We’re here to assist you, TCS Midway, just tell us where the bugs are and we’ll step on ‘em”.


If the player succeeds with ultimate victory (he kills all of the aliens before the reinforcements jump in), the captain of the Confed Armada should commend him over the comm radio, something like “I thought you guys said you were about to die!  What happened?”


When the Kilrathi help arrives (if it does arrive), they will announce their presence similarly, probably with a bit of racist banter.  “You hairless apes are undeserving of our skill, but we’ll help anyway.”


If the player allowed (or participated in) the slaughter of the Kilrathi in Mission F1, there will be a comm from the leader of the Kilrathi saying plainly that they “would have been glad to come to the rescue of the Midway, but that they’d rather splinter the Allies into indefensible groups than help out a traitor.”  At this point the player will probably have a morale choice about whether or not to tell the truth.





Special Art / Objects





Special Sound Effects





None of note.





Additional Comments





This mission is significant because of a decision the player made in the previous mission.  His choice to attack the Kilrathi wing in Mission F1 will lead to a lesser degree of success in this mission no matter what happens.  Even if the Midway is only slightly damaged, there will be some sort of “I thought the Kilrathi would help us out, but for some reason they are pissed” sentiment.





*not sure about the ‘sit and wait’ style of this mission*





Additional Comments:


None of note.  Changed the squadron name to BWs. bjc 
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