Wingman Bios





Plot-Specific Characters


‘Maniac’ (Major Todd Marshall)	Black Widows


Bio:


Maniac is a well-known veteran of four Confed wars.  Although he is as cocky and confident as ever, Maniac is starting to show a more disciplined side. He is upset that he has been passed over when promotions come around, but now knows he must show professionalism if he is to rise any further in rank. Unfortunately, that’s not easy for him to do.





Maniac is almost as good as he thinks he is, and he is quick to let people know it.  He resents continually being in Blair’s shadow, and this has made him even more cynical towards the young pilots whom he is now flying with.  Maniac is cynical, brash, and direct, and absolutely the best pilot he’s ever seen.





�
Stats:


Aggressiveness - High


Trigger Happy - Medium


Courage - Very High


Flying - Very High


Gunnery - Very High


Loyalty - High


Verbosity - Very High


�



‘Hawk’ (Colonel Jacob Manly)	Black Widows


Bio:


A veteran of the Kilrathi and Border wars, Hawk is a devoted military man and lives for war. He is openly critical of Confed’s pacifistic approach to the surviving Kilrathi planets – a fact which has landed him on the Midway out in the middle of nowhere, instead of in a more cushy job.  Hawk will happily tell you war stories our spout theories about the potential for another war with the Kilrathi ‘til the wee hours of the morning.





Hawk’s dislike for anything Kilrathi is exceeded only by his love for battle.  When he’s in the cockpit, he is cool and in control (unless the cats show up), and he will tolerate no showboating.  Hawk thinks Maniac is a slacker and is not dedicated enough to be a pilot.





�
Stats:


Aggressiveness - Medium


Trigger Happy - Low


Courage - Very High


Flying - Very High


Gunnery - High


Loyalty - Very High


Verbosity - Low


�



�
‘Stiletto’  (2nd Lieutenant Jean Talvert)	Diamondbacks


Bio:


Stiletto is a cool, tough, handsome young woman in her early twenties.  Although she’s only a recent academy graduate, Stiletto has an excellent grasp of strategy and tactics and the piloting ability to back it up.  2nd Lieutenant Talvert is a strict by-the-book pilot who won’t stand insubordination, and whose superb flying skills more than make up for her lack of experience.





Stiletto’s weaknesses are her competitive nature and her tendency to become defensive when something goes wrong.





�
Stats:


Aggressiveness - Medium


Trigger Happy - Low


Courage - High


Flying - Very High


Gunnery - High


Loyalty - Very High


Verbosity - Low


�



‘Maestro’ (2nd Lieutenant Max Tracy)	Diamondbacks


Bio:


In his early twenties, Maestro has been Casey’s closest friend since the academy.  He is a precise and calculating pilot, but with a bright, winning attitude and a quick smile.  In essence, he is a younger, more likable version of Maniac.





Although close friends, Casey and Maestro are very competitive and are quick to check each others’ status on the kill-board. Like Maniac, Maestro is a womanizer, but he is charming enough to actually succeed where Maniac fails. His call sign derives from his masterful orchestration of his over-full social calendar.  Unfortunately, Maestro has also developed a tendency to brag about his abilities, and he is quick to flash holos of his many ex-girlfriends.  Currently, he has his sights set on Stiletto, and he is engaged in a friendly rivalry with Casey for her attention.





�
Stats:


Aggressiveness - High


Trigger Happy - High


Courage - Very High


Flying - High


Gunnery - Very High


Loyalty - Medium


Verbosity - High�



‘Zero’ 1st Lieutenant Todd O‘Hearn	Diamondbacks


Bio:


A young man who hails from one of Earth’s most decayed industrial cities, Zero is a tough piece of work. A bundle of dynamite with a short fuse, this kid grew up hard, and lives his life the same way. He takes so many risks and blunders into so many bad situations that he makes even Maniac nervous.  Zero’s call sign was handed to him when one of his instructors mentioned that he’d “probably be standing at ground zero when the bomb drops.”  Zero is fearless, aggressive, and dangerous – but sometimes just as dangerous to himself and his friends as he is to the enemy.  Toughness and recklessness are Zero’s key traits.





�
Stats:


Aggressiveness - Very High


Trigger Happy - Very High


Courage - Very High


Flying - Medium


Gunnery - Medium


Loyalty - Low


Verbosity - Very High


�
�
‘Dallas’  (1st Lieutenant Jason Fargo)	Diamondbacks


Bio:


Born and raised in North Texas, Dallas knows the good life when he sees it; and the good life is not on the Midway. He joined the peacetime military not for the adventure but for the pay, benefits, and pension. His greatest ambition was to retire after a quiet, non-violent career and grab a cushy job in military procurement.  Being on the Midway in an all-out war is his worst nightmare, and he’ll tell that to anybody who listens.  Dallas talks with a down-home twang, loves to grill up a sweet side of short ribs, and is basically one of the nicest guys you will meet on the Midway – if you can put up with his whining and self-preservationist tendencies.





�
Stats:


Aggressiveness - Very High


Trigger Happy - Very High


Courage - Low


Flying - Medium


Gunnery - Medium


Loyalty - Low


Verbosity - Very High


�



‘Spyder’  (Major Karl Bowen)	Black Widows


Bio:


Spyder was born on a remote Border World, and his background and history are a mystery to everyone.  Quiet, taciturn, and cold, Spyder gives new meaning to the term "loner."  This guy definitely does not fly by the seat of his pants:  he's a professional down to the bone marrow.  He’s quick to point out that this is why he's still alive, while so many of his contemporaries are not.  





A superb pilot, Spyder knows how to fly any ship in the Confed fleet; up to and including Victory Class.  A master of air strategy and battle tactics, he can get a squadron in and out of even the worst firefight in one piece.  To quote Kipling, this man never loses his head, even while everyone around him is losing theirs.  Spyder is strictly business, on and off the flight line, and no fun.  If you approach him in the Wardroom, or anywhere else for that matter, you’d better have a strong, mission-related reason.  Otherwise, he'll bite your head off.





�
Stats:


Aggressiveness - Low


Trigger Happy - Very Low


Courage - Medium


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - Very Low�



�
Non Plot-Specific Wingmen	Diamondbacks





‘Bookworm’  (2nd Lieutenant Milford Wattly)


Bio:


2nd Lt. Wattly is as green as they come, having joined the Midway’s crew straight out of the Academy.  Although he was ranked high in his class, Bookworm’s skills – as his call sign attests – are more geared towards academics than piloting.  He’s quick to point out a good maneuver or a great shot, but he’s not as apt to perform one himself.





Voice (8):  an educated speaker with a quiet voice, but a lot of enthusiasm





�
Stats:


Aggressiveness - High


Trigger Happy - Medium


Courage - Low


Flying - Low


Gunnery - Medium


Loyalty - Medium


Verbosity - High


�



 ‘Bullet’  (2nd Lieutenant Timothy Bell)


Bio:


A green but aggressive pilot right out of flight school, Bullet was admonished repeatedly by flight instructors for being trigger happy.  His defense has always been “I like to shoot things.”  Although he doesn’t have the flying skills of a veteran pilot, he usually hits what he’s aiming at.  Bell tends to shoot his mouth off almost as often as he fires his weapons.





Voice (10):  speaks quickly, but doesn’t usually think before doing so; slightly sarcastic





�
Stats:


Aggressiveness - Very High


Trigger Happy - Very High


Courage - High


Flying - Very Low


Gunnery - High


Loyalty - Medium


Verbosity - High


�



‘Comet’  (2nd Lieutenant Renata Drake)


Bio:


Renata Drake graduated the academy by the skin of her teeth – while working two jobs and volunteering on the side.  She’s always been too busy to slow down, and her friends gave her the nickname comet because they all think she’ll burn out early in life.  Comet is quite adept at handling the pressure, and she’s a cool customer  in the cockpit.  Unfortunately, time that should have been spent fine-tuning her pilot skills was spent on all of her other activities, and she’s not the most skilled wingman around.





Voice (11):  tough, husky, and extremely calm





�
Stats:


Aggressiveness - Medium


Trigger Happy - Low


Courage - High


Flying - Low


Gunnery - Low


Loyalty - Medium


Verbosity - Low


�



�
‘Cowboy’  (2nd Lieutenant Christopher Graf)


Bio:


Lieutenant Graf wanted to work on his family’s farm as a child, but as he grew his interest in space flight and the thrill of flying a fighter grew with him. During the Border Worlds engagement the allure of fame and the thrill of battle was too great and he decided to join the academy one week before the conflict ended.  Now he’s wildly excited about actually seeing some combat.  Having grown up “just off the edge of nowhere”, Cowboy is a bit less urbane than most of his companions – and they are constantly reminding him of this.  Being a good-natured sort, he takes this all in stride.





Voice (12):  slow-spoken, with a bit of a drawl; excitable





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - Low


Flying - Medium


Gunnery - Medium


Loyalty - Medium


Verbosity - Medium


�



‘Giant’ 1st Lieutenant George Booker, Jr.


Bio:


A hulking pilot who can barely fit into the cockpit of a fighter, Giant prefers the more spacious cockpit of the Wasp over the cramped space in a Tigershark or Piranha.  Thus he is usually seen on bombing and strafing runs. Lieutenant Booker is a very competent and loyal wingman... ...when he’s not in the mess hall.  His self-esteem is a bit low, however, and he’s not good at saying no.





Voice (13):  deep, slow voice; sounds like his size





�
Stats:


Aggressiveness - Low


Trigger Happy - Medium


Courage - Medium


Flying - Medium


Gunnery - High


Loyalty - High


Verbosity - Low�



 ‘Jumpstart’  (2nd Lieutenant Josh Barnett)


Bio:


Josh Barnett got his call sign from his ability to fix almost anything electronic that was broken.  Although this skill made him an ideal technician, Barnett’s dream was to fly, and he pursues it with great eagerness – without too much success.   Jumpstart’s mind often seems to wander when he’s flying, and his comm channel may remain silent for very long periods of time.





Voice (15):  slightly spaced-out most of the time, but really excited when something big happens





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - Medium


Flying - Low


Gunnery - Very Low


Loyalty - Medium


Verbosity - Low


�



�
‘Kona’  (1st Lieutenant Kemo Maluaani)


Bio:


From the Island of Hawaii, Kemo loves life and lives it to the fullest – and at its fastest.  Continually wired on caffeine (hence the call sign), Kona likes to move fast and doesn’t sit still very often.  After a brief stint as a loader on a cargo ship owned by his uncle, Kona decided to go out on his own in search of a more adventurous way of life.  His travels have taken him through several positions, including three stints at the Academy (the third time being the charm) and a few shots in small fighter outfits.





Voice (26):  jovial, deep, and excited voice; very likable





�
Stats:


Aggressiveness - Very Low


Trigger Happy - Low


Courage - Very High


Flying - High


Gunnery - High


Loyalty - Very High


Verbosity - High


�



‘Lawyer’  (1st Lieutenant Jay Fitzgerrold)


Bio:


Originally a  law student at one of Harvard’s most prestigious colleges, (Harvard III on Andromeda IV) Lawyer fell in love with the idea of flying for Confed after catching a ride on a Longbow during a local Air and Space Show.  Lawyer is intimately familiar with all of the rules and regulations.  He’s also quite adept at ignoring them when he needs to.  An intelligent but not overly talented pilot, with a tendency to forget what he’s doing because he’s so busy talking about it.





Voice (17):  cultured, but chatty; tends to be grandiose and verbose about everything





�
Stats:


Aggressiveness - Low


Trigger Happy - Medium


Courage - Low


Flying - Medium


Gunnery - Medium


Loyalty - Medium


Verbosity - High


�



 ‘Professor’  (1st Lieutenant Chris Rankin)


Bio:


Cool and calculating, the Professor spends most of his free time going over flight manuals and gun camera footage, which probably explains the thick lenses on his reading glasses.  1st Lt. Rankin can recount most major space battles as if he were actually there, especially the ones involving Blair.  Professor is a competent, careful pilot, but he still lacks the experience to know when to take the best shot and the confidence to make quick decisions.





Voice (20):  sounds a bit old for his years – almost fatherly;  has a steady, no-nonsense voice





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - High


Flying - High


Gunnery - Low


Loyalty - Medium


Verbosity - Low�



�
‘Rattler’  (2nd Lieutenant Randall Russell)


Bio:


Rattler’s call sign originated in the academy, where one of his instructors thought he could hear the youth’s teeth rattling over the comm.  (it turned out to be a box of hard candy which Russell carried in his cockpit).  Rattler is high-strung and nervous, often being more surprised by his own successes than his companions.  He’s also superstitious, carrying more good-luck charms than an airport gift shop.





Voice (21):  high-strung, nervous, awed by almost anything good or bad





�
Stats:


Aggressiveness - Very Low


Trigger Happy - High


Courage - Low


Flying - Medium


Gunnery - Low


Loyalty - Very High


Verbosity - Medium


�



‘Royal’  (2nd Lieutenant Sir David Edinburgh)


Bio:


From earth’s ancient island of England, Sir Edinburgh comes from a long line of pilots.  Both his mother and his father are high ranking officers in Confed’s Space Force Reserves stationed on earth.  Royal could have used his connections to get a cushy job back at home, but he wanted to get out from underneath his parents’ lengthy shadows, and the Academy was his ticket out.  His friends would never let him forget his lineage, however, and the call sign of Royal was born.  Royal has never quite gotten rid of his prejudices or his haughty disdain for most grunts in the military.





Voice (28):  precise, clipped speech; with a bit of a English accent





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - Very High


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - High


�



‘Sprite’  (Captain Danielle McCumber)


Bio:


A small wisp of a woman who is constantly having to dodge larger pilots as she makes her way down the flight deck, Danielle is a no-nonsense pilot when she’s in the cockpit.  Although they needle her about her size when they’re back shipboard, other pilots respect Sprite, as she is a pilot of the highest caliber.





Voice (11):  tough, husky, and extremely calm





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Very High


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - Very Low


�



�
‘Steel’  (1st Lieutenant Alton Listitch)


Bio:


Lieutenant Listitch’s hardened exterior belies the fact that he is somewhat inexperienced. Like Hawk, Steel doesn’t trust the Kilrathi.  He will always advocate killing the cats if given a choice. Because of their mutual hatred for the cats, Steel and Hawk have become companions.  Steel is almost unshakable in the cockpit, and his nerves of steel earned him his nickname.  His intensity sometimes leads him to ignore orders, however.





Voice (27):  careful, practical speech, delivered without much emotion





�
Stats:


Aggressiveness - Medium


Trigger Happy - Very Low


Courage - Very High


Flying - High


Gunnery - High


Loyalty - High


Verbosity - Very Low


�



‘Sunflower’  (1st Lieutenant Dana Blankenship)


Bio:


A fiery introvert, Dana joined the academy after her entire family was slaughtered by pirates on their way to join her at their new home on Circe IV.  Due to her past, she sometimes lets her aggression get the best of her.  She doesn’t talk much, and when she does, it’s brief and to the point – although her point usually involves blowing something up.  Gets her call sign from her constant snacking on dried sunflower seeds.





Voice (22):  terse, to the point, and aggressive enough that she seems to be picking a fight sometimes





�
Stats:


Aggressiveness - Very High


Trigger Happy - High


Courage - High


Flying - Medium


Gunnery - Medium


Loyalty - Medium


Verbosity - Low


�



‘Twitch’  (2nd Lieutenant Todd Gaffney)


Bio:


A nervous and excitable young pilot who is quick to react to any situation.  Unfortunately, his lack of experience means his reactions usually have a negative outcome.  Communicating with Gaffney is bound to be an experience, since almost anything sets his mouth to running.





Voice (19):  energetic, fast-paced speech with a sarcastic edge and a weird sense of humor





�
Stats:


Aggressiveness - High


Trigger Happy - Very High


Courage - Low


Flying - High


Gunnery - Medium


Loyalty - Very Low


Verbosity - Very High


�



�
 ‘Wiley’  (1st Lieutenant Andy Bruncke)


Bio:


Wiley is a talented but somewhat unlucky pilot.  Although he graduated near the top of his class for flight skills, his combat skills are unstable and unpredictable.  He constantly claims equipment failure or faulty computer targeting for his numerous misses in combat, and even for his few, unfortunate, friendly-fire kills. It was his fellow shipmates who named him after an unlucky cartoon character from 20th century Earth. His record since graduation has improved, but he still has occasional bouts with broken missiles and guns.  He’s a good pilot with an excuse (or several) for every occasion.





Voice (23):  moderate, a bit sly; always sounds like his wheels are turning really fast





�
Stats:


Aggressiveness - Very High


Trigger Happy - Very High


Courage - Very High


Flying - High


Gunnery - Low


Loyalty - Medium


Verbosity - High


�



‘Zombie’  (2nd Lieutenant Ryan Coolidge)


Bio:


Zombie is a tall, thin, pale man who suffers from insomnia.  He can almost always be found in his bunk reading a book.  Much of his reading is technical in nature, and Zombie knows more about the physics of space flight than most engineers.  Zombie also has an extreme fear of death, so he spends more time dodging than attacking.





Voice (29):  Zombie has a very quiet voice, with a slight accent;  he doesn’t get excited much





�
Stats:


Aggressiveness - Very Low


Trigger Happy - Very Low


Courage - Low


Flying - High


Gunnery - Very High


Loyalty - Medium


Verbosity - Low�
�
Non Plot-Specific Wingmen	Black Widows





‘Amazon’  (Captain Amber Elbereth)


Bio:


Amazon is a very tall, attractive veteran pilot who is constantly having to prove her abilities to the other pilots to keep them from thinking she’s been given breaks during her career with Confed.  She despises Maniac, and has let him know about it during many of his advances.  (She even smacked him once or twice back when she was serving as a deck officer on the Victory)  Captain Elbereth is as graceful in a fighter as she is in person, but with a bit of a temper.  Because of her history, Amazon tends to be tough on her wingmen.





Voice (24):  sultry, but with an edge; she snaps off orders like whipcracks when she’s giving them





�
Stats:


Aggressiveness - High


Trigger Happy - Medium


Courage - High


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - Medium


�



‘Caveman’  (1st Lieutenant Theodore Barber)


Bio:


Caveman lives up to his name – being a hulking brute long on strength and short on smarts.  Fortunately for his career, he obeys orders to the letter, and he’s a great shot.





Voice (13):  deep, slow voice; sounds like his size





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Very High


Flying - Medium


Gunnery - Very High


Loyalty - Very High


Verbosity - Medium


�



 ‘Ninja’  (1st Lieutenant Toshiro Majumi)


Bio:


Toshiro hails from the Japanese Corporate Colonies and is the proud son of a line of manufacturing engineers.  Ninja is methodical, treating his flying like any other job – so he carries out orders quickly and efficiently.  He is a solid, if not particularly quick, pilot.  Contrary to popular belief, Ninja’s call sign derives not from his combat skills, but from a restored 20th century vehicle which he keeps at home.





Voice (27):  careful, practical speech, delivered without much emotion





�
Stats:


Aggressiveness - Low


Trigger Happy - Very Low


Courage - Very High


Flying - High


Gunnery - High


Loyalty - Very High


Verbosity - Medium


�



�
‘Nomad’  (1st Lieutenant Damon Lane)


Bio:


Nomad is a little guy whose call sign comes from his inability to stand still during a conversation.  This boundless energy translates well into the cockpit, where Lane’s erratic, frantic maneuvers make it nearly impossible to maintain a good lock on him for any amount of time.  Nomad is competent, but tends to be a loner, and doesn’t often pay attention to his orders – or his wingmen.  Nomad prefers flying the Piranha over the Tigershark or Wasp and a good dogfight to starship interdiction.





Voice (19):  energetic, fast-paced speech, with a sarcastic edge and a weird sense of humor





�
Stats:


Aggressiveness - High


Trigger Happy - High


Courage - Very High


Flying - Medium


Gunnery - Medium


Loyalty - Low


Verbosity - High


�



‘Pinpoint’  (Major Marc Wright)


Bio:


A precision and detail-oriented pilot, Marc is hardly ever happy with his performance on any mission.  He expects to shoot each enemy directly in the center of his most vulnerable area, wasting neither time nor ammunition.  While these exacting standards inspire Major Wright to improve his performance, they also prevent him from advancing his career as fast as some other pilots, since he does not feel he has properly performed his current job.  If he just relaxed a bit, he’d find that he is one of the best pilots on the Midway.





Voice (28):  precise, clipped speech; with a bit of a English accent





�
Stats:


Aggressiveness - Low


Trigger Happy - Very Low


Courage - High


Flying - High


Gunnery - Very High


Loyalty - Very High


Verbosity - Low


�



‘Posse’  (Captain Ivan Krotchevsky)


Bio:


Once went by Lawman until he single-handedly defended a civilian cargo freighter from a wing of four pirates.  After the engagement the pilot of the freighter commented that he was more like the whole posse than just one lawman.  A young, fearless, and highly skilled pilot, Captain Krotchevsky is quiet and shy, and not likely to blow his own horn.  He has a fondness for “wild west” movies, and the gunfighter slang he uses sounds almost humorous in his Slavic accent.





Voice (29):  the captain has a very quiet voice, with a slight accent;  he doesn’t get excited much





�
Stats:


Aggressiveness - High


Trigger Happy - Low


Courage - Very High


Flying - Very High


Gunnery - High


Loyalty - Very High


Verbosity - Low


�



�
‘Redline’  (1st Lieutenant Wendy Akers)


Bio:


An intense redhead in her late twenties, Redline got her nickname from her high-speed, to-the-death fighting style, and the fact that her friends think she is one step away from burnout.  Redline must respect a leader’s skills before she’ll give him 100%, but she is an excellent pilot – although rather aggressive.





Voice (22):  terse, direct, and aggressive enough that she seems to be picking a fight sometimes





�
Stats:


Aggressiveness - Very High


Trigger Happy - Medium


Courage - High


Flying - High


Gunnery - Very High


Loyalty - High


Verbosity - Low


�



‘Rogue’  (Captain Grant McDaniel)


Bio:


The youngest of five children, Rogue always tries to stand out in the crowd.  He is a radical and restless pilot, preferring flashy maneuvers and risky shots over by-the-book methods.  Although he’s not a reliable wingman, Captain McDaniel plays hunches which are often correct, and he seems to lead a charmed life in the cockpit, so he has advanced steadily through Confed’s ranks.





Voice (23):  moderate, a bit sly; always sounds like his wheels are turning really fast





�
Stats:


Aggressiveness - Very High


Trigger Happy - Moderate


Courage - High


Flying - High


Gunnery - High


Loyalty - Very Low


Verbosity - High


�



‘Stardust’  (2nd Lieutenant Stephen David Nash)


Bio:


Stephen Nash is a pilot without equal – or so he thinks.  Regardless of his skills, or lack thereof, Stardust is a by-the-book flyer.  He’ll obey without question and is always ready to tell other pilots what they’re doing wrong.  His call sign derives from his love of late 20th century music – a passion which he carries with him even in the cockpit.





Voice (20):  sounds a bit old for his years – almost fatherly; steady, no-nonsense voice





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Medium


Flying - Medium


Gunnery - Medium


Loyalty - Very High


Verbosity - Moderate


�



�
‘Sultan’ (Lieutenant Colonel Brian Sutton)


Bio:


Brian, an acute asthmatic at birth, opted for the relatively germ-free environment that life aboard a capital ship had to offer.  Sultan flourished in his new surroundings and is rising fast in the ranks of the Confed Space Force.  His jovial, good-natured voice is used as often to praise his fellows as to announce his moves.





Voice (26):  jovial, deep, and excited voice; very likable





�
Stats:


Aggressiveness - Medium


Trigger Happy - Low


Courage - High


Flying - High


Gunnery - Very High


Loyalty - High


Verbosity - Medium


�



 ‘T-Bone’  (2nd Lieutenant Morgan Crow)


Bio:


Morgan Crow is young and extremely competent.  He flies by the book – without improvisation or creativity.  Although he’s only been out of the Academy for a year, T-Bone is good enough to have earned a spot in the Black Widows.  He talks little, obeys orders well, and is a great all-around wingman.  Crow’s call sign relates to his love of big, juicy steaks, and he is a frequent flyer in the galley of any ship.





Voice (30):  deep, bass voice without much emotion, but with a hint of humor





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - High


Flying - High


Gunnery - High


Loyalty - Very High


Verbosity - Low


�



‘Twilight’  (Captain Robert Irving)


Bio:


Twilight has been flying forever, and he is quick to tell you all about it.  He has deep scars (both mental and physical) from former battles and resents Confed having put him through so much anguish.  All he wants is a place to settle down and call home for the remainder of his career.  A steady pilot who is cautious in all combat situations, Twilight earns his name from his gloomy and pessimistic outlook.





Voice (16):  older guy; extremely professional, but a bit grumpy and cynical





�
Stats:


Aggressiveness - Very Low


Trigger Happy - Very Low


Courage - Medium


Flying - High


Gunnery - Very High


Loyalty - Low


Verbosity - Low


�



�
 ‘Viking’  (Captain Lane Boyd)


Bio:


An aggressive pilot who tends to charge into any situation regardless of the odds, Viking is capable of charging into the biggest of furballs and emerging without a scratch.  His superiors claim that he’s about as easy to reason with – and as good in a fight – as a Viking warrior.  Viking never seems to notice whether the odds are good or not, which means that his reports are sometimes understated to the point of endangering himself or his wing.





Voice (12):  slow-spoken, with a bit of a drawl; excitable





�
Stats:


Aggressiveness - Very High


Trigger Happy - Very High


Courage - Very High


Flying - Very High


Gunnery - Medium


Loyalty - High


Verbosity - High


�



‘Warlord’  (Major Christopher Dybbuk)


Bio:


Major Dybbuk is a Prince on his home planet of Tau Ceti II.  Despite his parents’ wishes, Prince Dybbuk boarded the first available Confed cargo freighter as soon as he was old enough to get on board.  Warlord read every pulp space hero comic when he was young and is now living his lifelong dream.  Warlord is a  competent pilot, but he’s aggressive almost to a fault, and nowhere near as invincible as he imagines himself to be.





Voice (8):  an educated speaker with a quiet voice, but a lot of enthusiasm





�
Stats:


Aggressiveness - Very High


Trigger Happy - High


Courage - Very High


Flying - Very High


Gunnery - High


Loyalty - Medium


Verbosity - Medium


�



‘Wyvern’  (1st Lieutenant Caleb Frost)


Bio:


Wyvern was originally a light tank gunner for the Space Marines.  After he became battalion champ at the Galactic WarsTM holo-sim, a Space Force Officer convinced him his talents were being wasted in the Marines and had him re-enlist and join the Space Force Academy.  He still retains his tough Marine exterior, but Wyvern is a loyal wingman and a very good shot.





Voice (32):  a military bark, with lots of “sir, yes, sir!”





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Very High


Flying - Medium


Gunnery - Very High


Loyalty - Very High


Verbosity - Medium


�



�
‘Boom Boom’  (1st Lieutenant Jack “Jack-O” Kabeli)


Bio:


Born into slavery on a Kilrathi mining planet, Kabeli was forced to learn Kilrah’s cruel form of discipline at a young age.  After escaping in a stolen fighter at age 17, he joined the Confederation Space force ready for combat. Boom Boom is a very aggressive and independent pilot who will usually take matters into his own hands, and doesn’t like pushy wing leaders.





Boom Boom is among the pilots transferred from the TCS Eisen to reinforce the Black Widows.





Voice (9):  rough, slow speech, with a tendency to talk back





�
Stats:


Aggressiveness - Very High


Trigger Happy - High


Courage - Very High


Flying - High


Gunnery - Medium


Loyalty - Very Low


Verbosity - High�



 ‘Mutant’  (1st Lieutenant Darren Conrad)


Bio:


Born on Proxima IV, Lieutenant Conrad was raised by adoptive parents and became a drifter after they died when he was only 12.  Caught trying to lift the wallet of a Space Force Officer when he was 16, Conrad was given a choice between signing on at the nearest Confed recruiting center or facing the local authorities.  Mutant earned his call sign when fellow cadets noticed his extra set of nipples.  The Space Force is now family to Mutant, and he is eager – overeager, in fact – to please.  Although not overly creative or bright, he is a solid pilot, and unlikely to desert.  Mutant doesn’t talk too much, and his responses, especially in tight situations, will be brief and to the point.





Mutant is among the pilots transferred from the TCS Eisen to reinforce the Black Widows.





Voice (18):  slightly scratchy voice; alternates between ass-kissing and talking tough





�
Stats:


Aggressiveness - Medium


Trigger Happy - Low


Courage - High


Flying - Medium


Gunnery - High


Loyalty - High


Verbosity - Low


�



 ‘Roulette’  (1st Lieutenant Monique LaCroix)


Bio:


A sassy, fiery pilot of Cajun origins, Monique LaCroix is passionate about everything she does, and not inclined to take orders unless they fit into her plans.  Roulette has a short fuse and a tendency towards melodrama, so all of her reports should be taken with a grain of salt.





Roulette is among the pilots transferred from the TCS Eisen to reinforce the Black Widows.





Voice (33):  slightly French accent; lots of sparks when she talks; she overreacts to almost everything





�
Stats:


Aggressiveness - Low


Trigger Happy - High


Courage - Very Low


Flying - Very High


Gunnery - Very High


Loyalty - Low


Verbosity - High


�
�
Non Plot-Specific Wingmen	Wolf Pack





‘Bishop’  (Colonel Charles Karpiak)


Bio:


When asked once how to take out a capital ship, Colonel Karpiak replied “slash diagonally across it – like a bishop in chess.”  After a few demonstrations of the tactic, Karpiak became known as Bishop.  A quiet, soft spoken veteran, Bishop is a steady hand in the face of adversity.  He prefers to slug it out with the big boys rather then get tangled up in a tight furball of fighters.  Bishop has brought home many bombers with enough damage to make a lesser pilot eject – after successfully hitting his targets.





Voice (29):  a very quiet voice, with a slight accent;  he doesn’t get excited much





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Very High


Flying - High


Gunnery - Very High


Loyalty - Very High


Verbosity - Low


�



‘Drago’   (Lieutenant Colonel Bradley Patrick)


Bio:


Drago is an intense, driven pilot, who is competitive to a fault.  Both in and out of the cockpit, Colonel Patrick’s behavior is reckless to the point of being self-destructive – but he somehow survives.  Drago’s  clean shaven head, perpetual scowl, and hard-core military attitude tends to intimidate younger pilots.





Voice (32):  a military bark, with lots of “sir, yes, sir!”





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - High


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - Medium


�



‘Duke’  (Major Leonard Cunningham)


Bio:


At 6’4’’ 250 lb., Duke is one of the largest pilots on the Midway.  He has no patience for pilots that he considers below him in ability (basically everyone), and his near-legendary penchant for brawling has left some pilots in awe and others in terror.  Duke isn’t particularly concerned with popular opinion – just results.





Voice (30):  deep, bass voice without much emotion, but with a hint of humor





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Very High


Flying - Very High


Gunnery - Very High


Loyalty - High


Verbosity - Very Low


�



�
‘Falcon’  (Lieutenant Colonel Chris Cummings)


Bio:


Falcon lives for the hunt.  One of the most accurate gunners in the Space Force, he can sometimes be too focused and tends to forget about his six o’clock and concentrate on the target in front of him.  His quiet manner and almost endless patience make him popular with his men and a successful as a leader.





Voice (20):  sounds a bit old for his years – almost fatherly;  has a steady, no-nonsense voice





�
Stats:


Aggressiveness - High


Trigger Happy - High


Courage - Very High


Flying - High


Gunnery - Very High


Loyalty - Medium


Verbosity - High


�



‘Goblin’  (Colonel Kris Pelley)


Bio:


Goblin likes a tight furball, preferring his guns over missiles.  Whenever he is given a choice, Pelley will take air superiority missions over attack or torpedo runs.  Seemingly unconcerned with even the tightest situations, Goblin will spout wisecracks and jokes throughout a battle, then come home smiling even when half of his ship isn’t functioning.  Even so, Goblin expects them to be obeyed when he gives orders.





Voice (	14):  sounds like he’s about to crack up most of the time; takes nothing seriously





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - High


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - High


�



‘Hellion’  (Major Hal Milton)


Bio:


When Hal was 12 years old he was taking a trip aboard a small grain transport that his grandfather was piloting from their Border Worlds home planet to the Niven sector.  His grandfather suffered a fatal heart attack about 2000k from a jump point with pirates on their six.  Hal managed to pilot the ship safely through the jump point to safety of the Niven sector, at the cost of his only remaining family member. This set the course for the rest of his life.  After a brief stint as a freelance mercenary pilot, Major Milton decided to join the Border Worlds in their struggle against Confed and the Black Lance.  Hal joined Confed shortly after the Border wars at the age of 25. Not the most accurate gunner on the flight roster, Hal more than makes up for it with a steady hand on the stick.  He’s been known to navigate asteroid fields at full afterburner.





Voice (9):  rough, slow speech, with a tendency to talk back





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - Very High


Flying - Very High


Gunnery - Medium


Loyalty - High


Verbosity - Medium


�



�
‘Howdy’  (Captain William Van Horn)


Bio:


1st Lt. Van Horn received his call sign when his academy flight instructor remarked on his resemblance to the famous recruiting hologram used to entice young prospects to join the Navy.  The name stuck, and Howdy’s sense of humor has led him to acquire a vast collection of Captain Howdy paraphernalia.  Although he’s fun to be around, Howdy’s heart has never really been in his career as a pilot, and he’s not a great pilot.  Nor is he likely to obey orders if he doesn’t feel like it.





Voice (14):  sounds like he’s about to crack up most of the time; takes nothing seriously





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Medium


Flying - Medium


Gunnery - Medium


Loyalty - Low


Verbosity - Low


�



‘Kingpin’  (Captain Wade Swanson)


Bio:


Kingpin considers himself to be a natural choice for leadership of the Midway’s pilots, due to his ability to organize groups of people.  Generally, however, his skills are not up to his own glowing reports of his credentials.  In fact, he’s been kicked off several ships for trying to enlist fellow flyers in a pilots’ union.  Still, Kingpin is a decent pilot – with a tendency to talk a lot, especially about himself.





Voice (25):  energetic, used-car-salesman chatter





�
Stats:


Aggressiveness - Low


Trigger Happy - Medium


Courage - Medium


Flying - High


Gunnery - Medium


Loyalty - Medium


Verbosity - High


�



‘Majestic’  (Lieutenant Colonel John Guentzel)


Bio:


Aggressive to the point of recklessness in the cockpit, Majestic is quite unassuming when he steps out of his fighter.  He spends most of his free time in the rec room or bugging the technicians about random tech issues.  Whether he’ll obey orders or not depends mostly upon his mood at the time.





Voice (26):  jovial, deep, and excited voice; very likable





�
Stats:


Aggressiveness - Very High


Trigger Happy - High


Courage - High


Flying - Very High


Gunnery - High


Loyalty - Medium


Verbosity - High


�



�
‘Mustang’ Lieutenant Colonel Mark A. Vearrier


Bio:


Having gone from carrier to carrier in a long series of reassignments due to unexplainable mishaps, though entirely not his fault, Mustang has found himself on a last chance duty aboard the Midway. The only thing saving him from a dishonorable discharge is his loose relationship with an Admiral’s daughter.  Vearrier is willing to use any advantage he has to keep his ‘career’ afloat, especially since his piloting skills are somewhat substandard.





Voice (23):  moderate, a bit sly; always sounds like his wheels are turning really fast





�
Stats:


Aggressiveness - Low


Trigger Happy - Low


Courage - Medium


Flying - Medium


Gunnery - High


Loyalty - Low


Verbosity - Medium


�



‘Ogre’  (Colonel Jonathan Crane)


Bio:


Ogre is a huge pilot who bests his opponents by sheer brute force.  He will usually lose most of his missiles on the first pass of the battle.  Although his frivolous nature tends to draw the ire of his superiors, his record supports his tactics.





Voice (13):  deep, slow voice; sounds like his size





�
Stats:


Aggressiveness - Very High


Trigger Happy - High


Courage - Very High


Flying - High


Gunnery - Very High


Loyalty - High


Verbosity - Medium


�



‘Pops’  (Major David Williford)


Bio:


As his call sign suggests, Pops is an old veteran pilot, maybe even older than Blair. He can usually be found giving lectures to young cadets in the rec room – even though they don’t often listen to him any more.  Although Major Williford is a superb pilot, his skills have declined somewhat, and he’s become somewhat of a pessimist.





Voice (16):  older guy; extremely professional, but a bit grumpy and cynical


�
Stats:


Aggressiveness - Very Low


Trigger Happy - Very Low


Courage - Medium


Flying - Very High


Gunnery - High


Loyalty - High


Verbosity - Very Low


�



�
‘Ranger’  (Major Franklin Costa)


Bio:


Originally a law enforcement agent for the Space Rangers, Major Costa turned in his badge and associated headaches for a slot in the academy.  Due to his prior career, Costa is treated with respect and a bit of fear by other pilots.  His discipline is excellent, as are his piloting skills.





Voice (27):  careful, practical speech, delivered without much emotion





�
Stats:


Aggressiveness - Medium


Trigger Happy - Medium


Courage - High


Flying - High


Gunnery - Very High


Loyalty - Very High


Verbosity - Low


�



‘Snake’ (Captain Billy Cain)


Bio:


Billy ‘Jazzy Snake’ Cain, (the Jazzy part was eventually dropped for convenience), spent too many days of his youth ‘training’ in front of holo-games.  A self professed vidiot, Billy joined Confed because he was in search of the ultimate ‘game.’  Snake is known for shooting off his mouth as well as his gun.  If you fly with him, you’d better be ready for some crazy comm chatter as well as maneuvers.





Voice (19):  energetic, fast-paced speech, with a sarcastic edge and a weird sense of humor





�
Stats:


Aggressiveness - High


Trigger Happy - Very High


Courage - High


Flying - High


Gunnery - Medium


Loyalty - Medium


Verbosity - Very High


�



 ‘Swan’  (Major Tara Tomiko)


Bio:


An ambitious young lady who hails from Osaka, Japan, Swan is determined to make her way through the ranks, eventually reaching her final goal of Admiral.  Swan’s parents expected their daughter to continue in the family business of politics. When she decided instead to become a pilot, she was disowned for her rash act.  This has caused her great emotional pain, and her method of overcoming it is to throw herself into her work.  She’s convinced that when she walks into her family’s home in an Admiral’s uniform they will change their minds about her career path.  Swan earned her call sign from her gracefulness on the deck and in the cockpit.





Voice (24):  sultry, but with an edge; she snaps off orders like whipcracks when she’s giving them





�
Stats:


Aggressiveness - Very Low


Trigger Happy - Very Low


Courage - Very High


Flying - Very High


Gunnery - High


Loyalty - Very High


Verbosity - Low


�



�
‘Veil’  (Captain Angela Hendrick)


Bio:


Although most people don’t take her seriously because of her cheerful personality, Angela has silenced many critics (as well as enemy pilots) in her quest to be the best.  A very knowledgeable student of space warfare, Veil has risen quickly through the ranks due to her unrelenting dogfighting skill.  Some people find her humor in the midst of a battle strange.  Her call sign was a joke on her:  when asked about men, she claimed that she’d “wear a wedding veil about the time hell freezes over”, and the name stuck.





Voice (31):  chipper, cheerful, and prone to make jokes at bad times – especially about men





�
Stats:


Aggressiveness - Very High


Trigger Happy - High


Courage - High


Flying - High


Gunnery - High


Loyalty - High


Verbosity - High


�
�
Non Plot-Specific Wingmen	Optional Pilots





‘Hustler’  (1st Lieutenant Reggie Auckland)	Wolf Pack


Bio:


Hustler is a gambler’s gambler – willing to bet on anything when he’s sure the odds are in his favor.  He flies for profit – whether glory, fame, or just plain cash – and bails at the first sign that things could go against him.  The only reason he’s still flying is his superior skill piloting a fighter.





Voice (25): energetic, used-car-salesman chatter





�
Stats:


Aggressiveness - Low


Trigger Happy - High


Courage - Very Low


Flying - Very High


Gunnery - Very High


Loyalty - Low


Verbosity - High


�



CUTTHROAT 		Diamondbacks


DRIFTER*		Black Widows


LIFER 			Diamondbacks


MUSCLE 		Black Widows


RABID 			Black Widows


VENOM 		Black Widows


VIXEN*			Diamondbacks


�
Wingman Lines





Standard Wingman In-flight Comm Events





Yes - standard affirmative response to the players requests.


MANIAC’S WC4 EXAMPLE "You got it"


No - standard negative response to the players requests.


MANIAC’S WC4 EXAMPLE "Not possible, ace"


No Enemy Spotted - basic wingman chatter telling player the obvious.


MANIAC’S WC4 EXAMPLE "Looks like nobody’s around ace."


Enemy Spotted - basic wingman chatter telling player the obvious.


MANIAC’S WC4 EXAMPLE "It's party time!"


Many Enemy Spotted - excited wingman chatter informing player of a major encounter.


MANIAC’S WC4 EXAMPLE "Incoming!"


Ready to Engage - wingman requesting player or wing-leader to let them break formation.


MANIAC’S WC4 EXAMPLE "Ready to rock' n' roll!"


Engaging - wingmans response to being told to break formation.


MANIAC’S WC4 EXAMPLE "Watch and learn, Colonel"


Taunts - wingman taunts to the enemy.


MANIAC’S WC4 EXAMPLE "I'm death on wings"


Yahoo - wingmans excited battle cry.


MANIAC’S WC4 EXAMPLE "Yaaahoooo!"


Missile Hit - wingmans reaction to hitting an enemy with a missile.


EXAMPLE "Fox 1 hit! Fox 1 hit!"


Nice Shot - wingman complementing  player.


MANIAC’S WC4 EXAMPLE "Lucky shot, ace."


Check Six - wingman warning player of eminent danger on his backside.


EXAMPLE "Bogey on your six"


Missile Warning - wingman telling player he has a missile locked onto him.


EXAMPLE "Decoy! Decoy! Missile on your six."


I’m Hit - wingman telling player he’s been hit by a missile or gunfire. 


EXAMPLE "Its gettin’ hot out here."


Help Needed - wingman asking player for assistance. 


MANIAC’S WC4 EXAMPLE "Help me out, ace"


Request Abort - wingman asking player or wing-leader to abort mission.


MANIAC’S WC4 EXAMPLE "It's too hot. Let's get outta here!"


Heading Home - wingman aborting mission and heading home.


MANIAC’S WC4 EXAMPLE "See ya!"


Ejecting - wingmans ejecting line.


MANIAC’S WC4 EXAMPLE "Your on your own, ace. I'm bailin'"


Okay - wingmans response to the players ‘request status’ query when slightly damaged. 0 - 33% of critical 	damage


MANIAC’S WC4 EXAMPLE "They can't touch me"


Poor - wingmans response to the players ‘request status’ query when damaged. 34 - 66% of critical damage


MANIAC’S WC4 EXAMPLE "I've been better"


Bad - wingmans response to the players ‘request status’ query when heavily damaged. 67 - 99% of critical 	damage


MANIAC’S WC4 EXAMPLE "This crate's almost totaled!"


Killed Fighter - after getting a fighter kill.


MANIAC’S WC4 EXAMPLE "More kitty litter, I'm hot today."


Killed Starship - wingmans response to killing a starship.


EXAMPLE "Look at that big boy go!"


Missile Launch - wingman telling player he has fired a fighter missile. 


EXAMPLE "Fox 1! Fox 1! Missile away."


Approaching Target - wingman telling player he’s beginning a torpedo or bombing run.


EXAMPLE "I've got a lock. I’m goin’ in."


Torpedo Launch - wingman telling player he has launched a torpedo. 


EXAMPLE "Torpedoes away."


What The - wingmans first reaction to getting shot by the player.


MANIAC’S WC4 EXAMPLE "What's the matter, ace? Can't you see I'm a good guy?"


Annoyed - wingmans second response to getting shot by the player.


MANIAC’S WC4 EXAMPLE "You've been warned, ace!"


You Are a Traitor - wingmans response to being repeatedly shot by the player and believing him to be a traitor.


MANIAC’S WC4 EXAMPLE "Say your prayers, ace, 'cause Maniac's takin' you out!"


Mission Complete - wingmans response to completing mission.


MANIAC’S WC4 EXAMPLE "Let's head home"


Death - wingmans death throws (only used when the wingman is at risk of being killed)


MANIAC’S WC4 EXAMPLE "Impossible! I can't dieeeee..."








Standard player queries for wingmen in WC5





Request Status - player asking wingman for a damage report.


WC4 EXAMPLE “What’s your status.”


Break Formation - player or wing-leader telling wingman to break formation and engage closest enemy.


WC4 EXAMPLE “Break and attack.”


Build Formation - player telling wingman to stop attack and return to formation on his wing.


WC4 EXAMPLE “Form on my wing.”


Return to Base - player telling wingman to abort mission and return to base.


WC4 EXAMPLE “Abort mission! Return to base.”


Help Me - player asking wingman to cover his ass.


WC4 EXAMPLE “Help me out over here!”


Radio Silence - player requesting wingman to remain silent until told to lift radio silence.


WC4 EXAMPLE “Maintain radio silence.”


Lift Silence - player telling wingman he can use the radio.


WC4 EXAMPLE “Lift radio silence.”


Attack Target - player telling wingman to attack his target.


WC4 EXAMPLE “Attack my target.”











Standard Non-Wingman In-flight Comm Events





Enemy Spotted - basic comm chatter telling player the obvious.


MANIAC’S WC4 EXAMPLE "It's party time!"


Many Enemy Spotted - excited comm chatter informing player of a major encounter.


MANIAC’S WC4 EXAMPLE "Incoming!"


Engaging - comm informing the player that they are attacking.


MANIAC’S WC4 EXAMPLE "Watch and learn, Colonel"


Yahoo - excited battle cry.


MANIAC’S WC4 EXAMPLE "Yaaahoooo!"


Approaching Target - comm telling player beginning a torpedo or bombing run.


EXAMPLE "I've got a lock. I’m goin’ in."


Missile Launch - wingman telling player he has fired a fighter missile. 


EXAMPLE "Fox 1! Fox 1! Missile away."


Torpedo Launch - comm telling player he has launched a torpedo. 


EXAMPLE "Torpedoes away."


Killed Fighter - after getting a fighter kill.


MANIAC’S WC4 EXAMPLE "More kitty litter, I'm hot today."


Killed Starship - response to killing a starship.


EXAMPLE "Look at that big boy go!"


Taunts - taunts to the enemy.


MANIAC’S WC4 EXAMPLE "I'm death on wings"


I’m Hit - wingman telling player he’s been hit by a missile or gunfire. 


EXAMPLE "Its gettin’ hot out here."


Help Needed - wingman asking player for assistance. 


MANIAC’S WC4 EXAMPLE "Help me out, ace"


Heading Home - wingman aborting mission and heading home.


MANIAC’S WC4 EXAMPLE "See ya!"


Ejecting - wingmans ejecting line.


MANIAC’S WC4 EXAMPLE "Your on your own, ace. I'm bailin'"


Death - wingmans death throws (only used when the wingman is at risk of being killed)


MANIAC’S WC4 EXAMPLE "Impossible! I can't dieeeee..."


What The - wingmans first reaction to getting shot by the player.


MANIAC’S WC4 EXAMPLE "What's the matter, ace? Can't you see I'm a good guy?"


Annoyed - wingmans second response to getting shot by the player.


MANIAC’S WC4 EXAMPLE "You've been warned, ace!"


You Are a Traitor - wingmans response to being repeatedly shot by the player and believing him to be a traitor.


MANIAC’S WC4 EXAMPLE "Say your prayers, ace, 'cause Maniac's takin' you out!"








Bitchin’ Betty lines





Mission complete - After the player has completed his mission.


WC4 EXAMPLE "Mission objectives accomplished"


Mission failed - Once the players mission objectives cannot be reached.


WC4 EXAMPLE "Unable to reach mission objectives"


Enemy near - When autopilot is unavailable due to enemy fighters in the area.


WC4 EXAMPLE "Enemy near. Autopilot not allowed"


Hazard near - When autopilot is not available due to hazardous objects in the area (asteroids).


WC4 EXAMPLE "Autopilot offline - hazards detected"


Autopilot Link Established - Once the players ship is close enough to a fighter or starship to get auto pilot link.


WC4 EXAMPLE "Confederation ID confirmed: Autopilot linked"


Eject - Eject warning when players ship is close to destruction.


EXAMPLE "Eject”


Refueling engaged - Once the players ship is close enough to a refueling barge to start refueling sequence.


EXAMPLE "Automatic refueling sequence engaged”


Refueling complete - Once the players ship has finished refueling.


WC4 EXAMPLE "Refueling sequence complete"








Player’s Carrier comms





Yes - affirmative response


WC4 EXAMPLE "You got it, Sir."


No - negative response


WC4 EXAMPLE "That's a negative, Sir."


Enemy Spotted - standard enemy in area comm


WC4 EXAMPLE "We've got company -- and they don't look friendly."


Help Needed - standard need assistance comm. SOS


EXAMPLE “This is the Midway, we need assistance!”


Help Needed Fore - starships cry for help when taking heavy damage to the front of the ship.


EXAMPLE “Our nose is taking damage! All available pilots, protect our front side.”


Help Needed Aft - standard need assistance comm. SOS


EXAMPLE “The engines have been hit! We need support to our rear.”


Help Needed Port - standard need assistance comm. SOS


EXAMPLE “Port side damage! There trying to flank us.”


Help Needed Starboard - standard need assistance comm. SOS


EXAMPLE “We need fighter cover on the Starboard side!”


Death - standard death comm


WC4 EXAMPLE "Mayday! Mayday! Situation critical! We require assis..."


Okay - starships response to the players ‘request status’ query when slightly damaged. 0 - 33% of critical 	damage


WC4 EXAMPLE "We're sittin' pretty, Sir."


Poor -  starships response to the players ‘request status’ query when damaged. 51 - 75% of critical damage


WC4 EXAMPLE "Damage is building up. We may need help."


Bad - wingmans response to the players ‘request status’ query when heavily damaged. 76 - 99% of critical 	damage


WC4 EXAMPLE "Approaching critical. We're in deep trouble here."


Killed Capship - reaction to destroying an enemy starship 


EXAMPLE “Starship destroyed!”


Killed Fighter - reaction to destroying an enemy fighter


EXAMPLE “”


Mission Complete - starships reaction to the player successfully completing a mission. Usually just for the 	players carrier during ‘defend the carrier’ missions and other mission critical starships.


WC4 EXAMPLE “”








Standard Starship comms





Yes - affirmative response


WC4 EXAMPLE "You got it, Sir."


No - negative response


WC4 EXAMPLE "That's a negative, Sir."


Enemy Spotted - standard enemy in area comm


WC4 EXAMPLE "We've got company -- and they don't look friendly."


Help Needed - standard need assistance comm. SOS


EXAMPLE “This is the Midway, we need assistance!”


Help Needed Fore - starships cry for help when taking heavy damage to the front of the ship.


EXAMPLE “Our nose is taking damage! All available pilots, protect our front side.”


Help Needed Aft - standard need assistance comm. SOS


EXAMPLE “The engines have been hit! We need support to our rear.”


Help Needed Port - standard need assistance comm. SOS


EXAMPLE “Port side damage! There trying to flank us.”


Help Needed Starboard - standard need assistance comm. SOS


EXAMPLE “We need fighter cover on the Starboard side!”


Death - standard death comm


WC4 EXAMPLE "Mayday! Mayday! Situation critical! We require assis..."


Okay - starships response to the players ‘request status’ query when slightly damaged. 0 - 33% of critical 	damage


WC4 EXAMPLE "We're sittin' pretty, Sir."


Poor -  starships response to the players ‘request status’ query when damaged. 51 - 75% of critical damage


WC4 EXAMPLE "Damage is building up. We may need help."


Bad - wingmans response to the players ‘request status’ query when heavily damaged. 76 - 99% of critical 	damage


WC4 EXAMPLE "Approaching critical. We're in deep trouble here."


Killed Capship - reaction to destroying an enemy starship 


EXAMPLE “Starship destroyed!”


Killed Fighter - reaction to destroying an enemy fighter


EXAMPLE “We got one!”


Need Autopilot Link - requesting player to get within auto-pilot link range


EXAMPLE “Requesting Auto link.”


Autopilot Link Established - once the player is within link range


EXAMPLE “Auto link established.”











�
Alien Pilots





Number of Individual Alien Fighter comms





Non English speaking Aliens


Description:


There will be a number of aliens that the player will encounter at the beginning of the game that will taunt and scream at the player using there native alien tongue. There should be at least five distinctly different character voices. The player will encounter these pilots exclusively at the beginning of the game, and sporadically after the middle of Act I.





English speaking Aliens


Description:


There will be a number of aliens that the player will encounter about half way through Act I, that will taunt and scream at the player using an alien form of pigeon English. There should be at least fourteen distinctly different character voices.





English speaking Alien Aces


Description:


There will be a number of alien aces that the player will encounter throughout the game that will taunt and scream at the player using broken English. There should be at least seven distinctly different Ace character  voices.





English speaking Alien Starship comms


Description:


There will be a number of alien starships that the player will encounter throughout the game that will taunt and scream at the player using broken English. There should be at least seven distinctly different Starship  Captain character  voices.








Standard Alien Fighter comms





Taunts - Each individual alien voice needs to have a few taunts.


EXAMPLE “(Insert funky alien sounds here)”


Deaths - Each individual alien voice needs to have a few deaths.


EXAMPLE “(Insert funky alien sounds here)”


Killed Fighter - Each individual alien voice needs to have a couple of taunt like statements for when they get a fighter kill.


EXAMPLE “(Insert funky alien sounds here)”


Killed Starship - Each individual alien voice needs to have a couple of taunt like statements for when they get a capship kill.


EXAMPLE “(Insert funky alien sounds here)”�





Standard English speaking Alien comms





Taunts - Each individual English speaking alien voice needs to have about seven taunts.


EXAMPLE “Yours will all die”


Deaths - Each individual English speaking alien voice needs to have about seven deaths.


EXAMPLE “Aaaaaahhhhhh”


Killed Fighter - Each individual English speaking alien voice needs to have about seven taunt like statements for when they get a fighter kill.


EXAMPLE “Next”


Killed Starship - Each individual English speaking alien voice needs to have a couple of taunt like statements for when they get a capship kill.


EXAMPLE “Ahhh, yes”��


Standard English speaking Alien Ace comms





Taunts - Each individual English speaking alien voice needs to have about seven taunts.


EXAMPLE “Yours will all die”


Deaths - Each individual English speaking alien voice needs to have about seven deaths.


EXAMPLE “Aaaaaahhhhhh”


Killed Fighter - Each individual English speaking alien voice needs to have about seven taunt like statements for when they get a fighter kill.


EXAMPLE “Next”


Killed Starship - Each individual English speaking alien voice needs to have a couple of taunt like statements for when they get a capship kill.


EXAMPLE “Ahhh, yes”��


Standard English speaking Alien Starship comms





Taunts - Each individual English speaking alien voice needs to have about seven taunts.


EXAMPLE “Yours will all die”


Deaths - Each individual English speaking alien voice needs to have about seven deaths.


EXAMPLE “Aaaaaahhhhhh”


Killed Fighter - Each individual English speaking alien voice needs to have about seven taunt like statements for when they get a fighter kill.


EXAMPLE “Next”


Killed Starship - Each individual English speaking alien voice needs to have a couple of taunt like statements for when they get a capship kill.


EXAMPLE “Ahhh, yes”��
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