Wing Commander


Mission Specification


Mission : Mission SG4


Description / Choreography





Gauntlet.  Gauntlet Mode 4 will simply be endless waves of 4-6 Alien fighters.  It will only become available when the player has completed Series E.  When the first (light fighters) wave is dead, the second (medium fighters) wave starts.  When the second wave is dead, the third (heavy fighters) wave starts, etc.





The player will be scored according to how long he survives.  There will be power-ups at the end of each wave, which will appear behind the next wave of fighters.  The power-ups will start out virtually meaningless, and grow more powerful as the mission goes on.





Wingman / Ship Selection Notes





Squadron:	Pacifiers


Fighter:	The player has a choice of ship with default loadout.





The player will not have a wingman in this mission.  





Mission Outline





The player starts in space at 0 throttle, at Nav 1.


He must fight 4 light Alien fighters.


After the first wave is dead, he must fight 4 medium Alien fighters.


After the second wave is dead, he must fight 4 heavy Alien fighters.


The waves all repeat, with 5 ships to a wave, then 6.


The mission is over when the player is either dead or he has ejected.





Success / Failure notes





Success - When the player beats any of the top 3 previous records listed on the scoreboard (at first these are arbitrary), he is notified by Bitchin’ Betty, and gets his callsign listed next to his score.  There is no way to “finish” this mission.  It simply goes on forever….





Failure - The player ejects or gets killed before beating any of the top three scores is considered a failure, and he gets a derogatory message upon dying or ejecting.





Communication Events





Bitchin’ Betty will tell the player when he has beaten any of the top 3 scores:  “You have beaten high score number three”, etc.





Special Art / Objects





A few iconic power-ups, one for shields, one for armor, one for gun coolant, etc.





Special Sound Effects





A dinging bell sound to accompany Bitchin’ Betty as she congratulates the player on his beating the highest score.





Additional Comments





The difficulty level of this mission will be set by the difficulty level the player is set on when flying regular missions.





As the game progresses, other high scores (which will be the player’s score +15% or so) will appear after other callsigns (Hawk, Maniac, Maverick, etc.)  This should motivate the player to keep going back and trying the gauntlet.
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