CONFED SHIPS in WING COMMANDER





This file is ‘Owned’ by: Ben Potter


SHIP STATS





Squadron:  The squadron that this ship appears in


Mission/Role: The type of missions this ship was built for


Cloaking:  If this ship can cloak


Jump Capable: If this ship can Jump.





Max Set Speed: Top speed without afterburners in kps(kilometers per second)


Max Aft Speed: Top speed with afterburners in kps


Max Yaw: Potential turning radius at full rudder left/right, degrees per second


Max Pitch: Potential pitch radius at full dive or climb, degrees per second


Max Roll: Potential roll radius at full spin, degrees per second


Engine Acceleration: Ability to increase forward speed at normal throttle settings, in kilometers per second squared(kps2)


After-burn Acceleration: Ability to increase speed while ‘after-burning’, in kilometers per second squared(kps2)


Rotational Acceleration: Ability to increase rotational speed, in degrees per second squared(dps2)


Active Radar: The range at which radar can acquire and lock onto all targets


Shield Strength(fore/aft): Maximum strength of the shields, measured in centimeters of armor equivalent


Shield Recharge Rate: Normal rate at which the shields recharge in units per second (ups)


Armor(fore/aft/port/starboard): The amount of armor protection around vital areas in cm.


Gun Pool: Number of energy units stored in the ships gun energy pool


Gun Pool Recharge Rate: Normal rate at which the ships gun pool recharges every second


Guns: Number and type


Missiles: Number of hard points and types of missiles


Decoys: Number of missile decoys the ship can hold


Target ID: What the target will have as an Identifier. 


Mass: Weight in metric tonnes, used in collisions and acceleration equations(F = M * a), 10 - 30 for fighters and bombers, 2000 - 1000000 for starships and 1 - 5000 for space objects


�



FIGHTERS





F -106a Piranha


Scout Fighter





�
Squadron: DIAMONDBACKS


Mission/Role: FORCAP, escort, recon


Cloaking:  Yes


Jump Capable:  No


Max Speed Set/Aft: 500/1400


Acceleration Eng./Aft: 650/1800 kps2


Max Y/P/R: 80/90/135 dps


Rot. Acceleration: 220 dps2


Radar: 13000


Shield Strength Fore/Aft: 210/210 cm equiv.


Shield Recharge Rate: 20 cm


Armor Strength Fore/Aft/Port/Starboard: 250/200/220/220 cm


Decoys: 24


Gun Pool: 300


Gun Pool Recharge Rate: 30�



FIGHTER LOAD-OUT:


Guns: 1X Grenade Gatling gun w/ 400 rounds, 2X Ion Cannon, X1 Laser Cannon


Missiles:  4X Heat Seeker, 2X Image Recognition





Target ID: Piranha 





�
Length: 12.5 meters


Mass: 11 metric tonnes�



Special Equipment and Abilities:  Intended as a short-ranged, lightweight escort and reconnaissance fighter, the Piranha sacrifices much in the way of shields, armor, and firepower for maneuverability and acceleration.  Questing for the perfect pure dogfighter, the plane’s designers believe the ship’s small size and nimble moves will make it so challenging a target that the other design concessions are offset.





The Piranha is most often seen assigned to very small escort carriers tasked with counter-insurgency and anti-pirate operations, but some have made their way onto TCS Midway, where they will be tasked with low-intensity fighter missions as well as the occasional scouting hop.  It is expected the Piranha will also become popular in the growing militia market as a more capable alternative to the aging, non-milspec Razor.





It’s primary weapon is the front mounted Grenade Gatling Gun which fires a 35 mm shell that explodes on impact. The gun doesn’t drain as much power as a conventional fighter but uses a finite amount of ammunition allowing the pilot to redistribute his energies to other systems. After the rounds are spent the Piranha automatically switches to its lighter dual Particle Cannon configuration.





Maneuvers: Because of it’s high pitch and moderate yaw rate with exceptional speed the Piranha Pilots usually employ the Burn & Turn, Split-S, and Wing-over routines.�



F/A-105a Tigershark


Multi-Role Fighter





�
Squadron: DIAMONDBACKS, BLACK WIDOWS


Mission/Role:  TARCAP, FORCAP, SEAD, BARCAP, escort, recon, light strike and light anti-ship, Wild Weasel


Cloaking:  No


Jump Capable:  No


Max Speed Eng./Aft: 480/1200 kps


Acceleration Eng./Aft: 560/1400 k/s2


Max Y/P/R: 75/75/120 dps


Rot. Acceleration: 175 dps2


Radar: 13000 km


Shield Strength Fore/Aft: 230/230 cm equiv.


Shield Recharge Rate: 23 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 260/220/230/230 cm


Decoys: 24


Gun Pool: 480


Gun Pool Recharge Rate: 55





�



FIGHTER LOAD-OUT:


Guns: 2X Laser, 2X Mass Driver 


Missiles: 2X Rocket Pod, 6X Heat Seeker, 4X Friend or Foe, 2x Image Recognition





WILD WEASEL LOAD-OUT:


Guns: 2X Laser, 2X Mass Driver


Missiles: 2X Rocket Pod, 6X Heat Seeker, 2X Friend or Foe, 4X Anti-radiation missiles


 


Target ID: Tigershark 


��
Length: 44’10” (~13.66m)


Width: 33’10” (~10.33m)


Mass: 14 metric tonnes�



Special Equipment and abilities:  The Tigershark is intended to fill a variety of roles at various times, and is therefore specialized at nothing in particular.  It is most frequently used for light strike and SEAD duties, but can be effective as a fighter (particularly with external airborne-early-warning guidance to compensate for its mediocre radar set).  





Its shields are of medium strength, with good (though not excellent) recharge characteristics.  The Tigershark is a generally valuable supplement to the more specialized fighters in a CV’s wing, capable of filling most “gaps” as needed.





Rationale:  The Tigershark is the first ship the player will fly, providing him a basis of comparison for the more capable types.  Fighters like the Panther and Shrike will seem far more exciting when the player has flown similar missions in the less specialized Tigershark (that is, when they graduate up from something mediocre to something good).








Maneuvers: The Tigershark is equally adept at both yaw and roll maneuvers. Expert pilots of the Tigershark tend to use every trick in the book.�



F-110a Wasp


Interceptor





�
Squadron: DIAMONDBACKS, BLACK WIDOWS, WOLF PACK


Mission/Role: FORCAP, sometimes BARCAP


Cloaking:  No


Jump Capable:  No


Max Set Speed: 380 k/s 


Max Aft Speed: 1200 k/s (3000 w/booster engaged)


Eng. Accel.: 500 k/s2 (480 w/booster attached)


Aft. Accel.: 1600 k/s2 (1200 w/booster attached 9000 w/booster engaged)


Max Y/P/R: 70/80/120 (50/70/120 w/booster attached 30/40/90  w/booster engaged)


Rot. Accel.: 190 dps2 (140 w/booster attached 20 w/booster engaged)


Radar: 13000 km


Shield Strength Fore/Aft: 260/200 cm equiv.


Shield Recharge Rate: 22 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 260/220/240/240 cm


Decoys: 36


Gun Pool: 600


Gun Pool Recharge Rate: 60





�



FIGHTER/POINT DEFENSE LOAD-OUT:


Guns: 2X Mass Driver, 2X Tachyon


Missiles: 4X Heat Seeker, 4X Image Recognition, 4X anti-bomber rocket packs (‘swarmers’ discussed below)





Target ID: Wasp 


��
Length: 38’4” (~11.66m)


Width: 33’11” (~10.33m)


Mass: 18 metric tonnes


�



Special Equipment and abilities:  The Wasp is a small point-defense fighter which serves as the inner tier of a carrier group’s defense.  Lacking the range and endurance for prolonged CAP-style patrols, it is usually launched only when enemy bombers have breached the outer BARCAP and are closing on the carrier itself (in a “scramble” situation).  





It is tailored to destroy enemy torpedo bombers, at which it is devastating, but it is also effective against most fighter-class targets.  In addition to its traditional missile armament, it carries four “cluster-rocket” packs (swarmers).  These short-ranged weapons are very small missiles which ripple-fire in “swarms” of seven and are guided to their target by a laser designator in the Wasp’s nose.  They are a “one-shot, one-kill” weapon usually employed against torpedo bombers from a close tailing position, and almost always result in the enemy’s instant destruction. 





This ship will make use of detachable booster rockets for this craft that will get it to its destination quicker without using afterburner supply and at a faster rate than afterburner velocity. Once expended the booster is automatically jettisoned, resulting in a noticeable acceleration and maneuverability increase for that portion of the fighter which remains.





Its thin shields recharge quickly.





BOOSTER ATTACHED


The Wasp (with booster attached) will have a separate (heavier) mass with slower turn rates based upon this number.





BOOSTER ENABLING


When the Booster is enabled (a separate key - not afterburn or autopilot), the booster will fire, until spent, sending the Wasp at 3000kps in the direction it's heading.





BOOSTER ENGAGED


While the booster is firing, the Wasp will have different turn rates for the ship, giving the player the feeling that he's going really fast, and that he can't turn.  Afterburn will have no effect.  Also, we would like to use Jeff Grills star streaks during this sequence to heighten the visual effect.





BOOSTER DETACHING


When the booster is depleted, it will automatically detach.  At this point, the mass of the Wasp will be lessened, and the turn rates will be increased.  This will give the feeling of a lighter, more maneuverable ship.





Rationale:  This ship will be flown early in the game, providing an occasional alternative to the Tigershark.


�



F-108a Panther


Space Superiority Fighter (Class B)





�
Squadron: BLACK WIDOWS


Mission/Role: BARCAP, TARCAP, Escort, FORCAP, RECON, Wild Weasel


Cloaking:  Yes


Jump Capable:  No


Max Speed Set/Aft: 450/1300 kps


Acceleration Eng./Aft.: 530/2200 kps2


Max Y/P/R: 110/60/100 dps


Rotational Acceleration: 180 dps2


Radar: 18000 km


Shield Strength Fore/Aft: 250/230 cm equiv.


Shield Recharge Rate: 26 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 280/240/260/260


Decoys: 36


Gun Pool: 500


Gun Pool Recharge Rate: 70





�



FIGHTER LOAD-OUT:


Guns: 2X Ion Cannon, 2X Tachyon Gun


Missiles: 6X Heat Seeker, 6X Image Recognition


Turrets: 1X F. Anti-missile turret





WILD WEASEL LOAD-OUT:


Guns: 2X Ion Cannon, 2X Tachyon Gun


Missiles: 6X Anti-Radiation Missiles, 2X Rocket Pods, 2X Image Recognition


Turrets: 1X F. Anti-missile turret





Target ID: Panther 


� EMBED Word.Picture.6  ����
Length: 50’4” (~15.33m)


Width: 27’4” (~8.33m)


Mass: 16 metric tonnes


�



Special Equipment and abilities: Usually assigned to light escort carriers, the Panther is a smaller answer to the Vampire.  Though it falls short of its bigger brother in terms of long-range combat capability, its superior acceleration and maneuverability make it preferred by some pilots, who consider it a superior dogfighter.  





Like the Vampire it also carries a high-rate-of-fire nose turret intended to down incoming missiles.  





It also carries a sophisticated targeting computer which can lock and engage up to two fighter-class targets at once.  





Its shields are lighter than the Vampire’s, but exhibit the same excellent recharge characteristics.





The Panther is optimized for tight turns, and as such its engine mount is capable of a plus-or-minus 20 degree thrust-vectoring sweep along it’s yaw axis.





Rationale:  The Panther would be the first specialized fighter the player would graduate up to from the Tigershark.  It would be exciting and fun after the Tigershark, but still leave room for a later upgrade in the air-combat arena in the form of the Vampire.





Maneuvers: The Panther is especially well suited for high speed rudder maneuvers like the Burn & Turn and the Shelton-Slide and the Sit & Spin.


�
	


F-109a Vampire


Space Superiority Fighter (Class A)





�
Squadron: WOLF PACK


Missions/Role BARCAP, TARCAP, offensive counter-air, escort, some FORCAP, some RECON, Wild Weasel


Cloaking:  Yes


Jump Capable:  Yes


Max Speed Set/Aft: 530/1500 kps


Acceleration Eng./Aft.: 720/1800 kps2


Max Y/P/R: 70/120/135 dps


Rotational Acceleration: 200 dps2


Radar: 20000 km


Shield Strength Fore/Aft: 320/260 cm equiv.


Shield Recharge Rate: 28 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 320/320/320/320 cm


Decoys: 48


Gun Pool: 900


Gun Pool Recharge Rate: 150





�



FIGHTER LOAD-OUT:


Guns: 2X Particle Cannon, 4X Tachyon Gun


Missiles: 4X Tracker, 8X Friend or Foe, 8X Image Recognition


Turrets: 1X F. Anti-missile turret





WILD WEASEL LOAD-OUT:


Guns: 2X Particle Cannon, 4X Tachyon Gun


Missiles: 4X Long range anti-radiation missiles, 4X anti-radiation missiles, 4X Image Recognition


Turrets: 1X F. Anti-missile turret





Target ID: Vampire 


��
Length: 60’1” (~18.33m)


Width: 43’9” (~13.33m) 


Mass: unknown metric tonnes�
Special Equipment and abilities:  Usually assigned to heavy fleet carriers, the Vampire is customized to destroy other fighters.  It is equipped with a nose-mounted, high rate-of-fire turret intended to down incoming anti-fighter missiles (though it may also be manually told to target fighters instead).  This enables the Vampire to engage in long-range missiles duels with other space superiority fighters with good chances of survival.  





The Vampire also sports a sophisticated targeting computer system, which enables it to lock onto and engage with missiles up to four fighter-sized targets simultaneously.  





Its shields are of medium strength, but exhibit a better-than-average recharge rate.





The Vampire is optimized for superior pitch maneuverability, and as such its outboard engine nacelles are designed to pivot plus-or-minus 30 degrees about their X axis.





Rationale:  The Vampire is a fighter the player would get late in the game--a reward for getting that far.  I think the most fun in any Wing is had shooting down other fighters, and the Vampire would do this better than all others.





Maneuvers: Veteran Pilots employ the exceptional pitch capabilities of the Vampire when maneuvering during a dogfight. Loops, Emelmanns, and banking turns are favorites.





These are jump capable.


�
BOMBERS


TB-81a Shrike


Torpedo Bomber (Class B)





�
Squadron: BLACK WIDOWS


Mission Role: Strike, anti-ship, anti-hangar, sometimes recon


Cloaking:  No


Jump Capable:  Yes


Max Speed Set/Aft: 360/820 kps


Acceleration Eng./Aft.: 600/1800 kps2


Max Y/P/R: 55/70/80 dps


Rotational Acceleration: 90 dps2


Radar: 16000


Shield Strength Fore/Aft: 300/280 cm equiv.


Shield Recharge Rate: 35 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 310/340/325/325 cm


Decoys: 36


Gun Pool: 650


Gun Pool Recharge Rate: 80





�



BOMBER LOAD-OUT:


Guns: 2X Particle Cannon, 2X Tachyon Gun, 1X Stormfire Cannon MKII


Missiles: 4X Dumb Fire, 2X Rocket Pod, 6X Light Torpedo, 2X Heavy Torpedo, 4X Image Recognition


Mines: 18


Turrets: 1X T. Laser Turret, 1X B. Laser Turret, 1X R. Laser Turret





WILD WEASEL LOAD-OUT:


Guns: 2X Particle Cannon, 2X Tachyon Gun, 1X EMP gun


Missiles: 4X Dumb Fire, 2X Rocket Pod, 2X Light Torpedo, 8X Anti-Radiation missiles, 2X Image Recognition


Mines: 18


Turrets: 1X T. Laser Turret, 1X B. Laser Turret, 1X R. Laser Turret





Target ID: Shrike 





�
Length: 28 meters


Width: 16 meters 


Mass: 18 metric tonnes�



Description:  Usually stationed on escort carriers, the Shrike is a lightened answer to the much larger Devastator.  While it is not as powerful an anti-shipping platform, it is noticeably faster and more maneuverable than the TB-80, and therefore somewhat less vulnerable in the event of a fighter encounter.  It enjoys the same computer targeting system as the Devastator, but not its massive plasma cannon.  Rather, the Shrike carries a more conventional four-place Tachyon gun armament, which, while still slower-firing than similar guns on conventional fighters, is relatively effective against most lesser-defended heavy targets (like turret mines and comm. stations).  This arrangement also has the benefit of being relatively effective against fighters (at least far more so than the Devastator’s plasma cannon).  





It will also make use of an EMP gun during Wild Weasel missions. This gun is designed to disable turrets for a limited (currently undecided) amount of time and will be limited by a long recharge rate. During Normal bombing missions, it is equipped with a Stormfire MKII.





Due to its limited torpedo load, the Shrike is most effective against naval targets of light cruiser-size and downward, but in larger groups can be employed effectively against larger targets.  





The Shrike has top, bottom, and tail turrets, but lacks the Devastator’s side mounts, depending instead on overlap from the top and bottom positions to cover its flanks.  





�



TB-80b Devastator


Torpedo Bomber (Class A)





�
Squadron: WOLF PACK


Missions: Strike, anti-ship, anti-hangar, sometimes recon


Cloaking:  No


Jump Capable:  Yes


Max Speed Set/Aft: 320/780 kps


Acceleration Eng./Aft.: 480/1500 kps2


Max Y/P/R: 65/55/90 dps


Rotational Acceleration: 65 dps2


Radar: 20000


Shield Strength Fore/Aft: 450/400 cm equiv.


Shield Recharge Rate: 25 cm equiv.


Armor Fore/Aft/Port/Starboard: 400/400/360/360 cm


Decoys: 48


Gun Pool: 680


Gun Pool Recharge Rate: 58�



BOMBER LOAD-OUT:


Guns: 1X Plasma Cannon, 2X Stormfire MKII w/ 800 rounds of ammunition


Missiles: 8X Light Torpedo, 4X Heavy Torpedo, 6X Friend or Foe, 6X Image Recognition 


Mines: 36


Turrets: 1X T. Ion Turret, 1X B. Ion Turret, 1X R. Ion Turret, 2X S. Ion Turret





Target ID: Devastator 





�
Length: 36 meters


Width: 21 meters 


Mass: 23 metric tonnes�
Special Equipment and abilities:  Usually stationed on fleet carriers, the Devastator has a simple mission: survive long enough to destroy a big target.  Its radar has limited range, and can only track (not lock) fighter-sized targets.  The radar is instead specialized to detect, categorize, analyze, and track capital-ship-sized targets.  It can not only target these as a whole, but target individual sub-components (engines, generators, bridges, weapons systems, etc.) and bring weapons to bear on them.  Its main anti-ship armament is the torpedo.  





Its original gun configuration on the TB-80a consisted of a single fixed gun armament, a massive anti-shipping plasma cannon. This is essentially a smaller version of the same weapon carried by capital ships.  Virtually useless against fighters (due to its very slow firing rate; about one shot every two seconds), this extremely powerful weapon can cause credible damage to starships, and is by far the platform of choice when it comes to striking heavily defended and armored targets like battleships and heavy cruisers. The TB-80b has been retro-fitted with a double barreled Stormfire Cannon MKII after initial field testing determined it to be too vulnerable to fighter attacks.





Additionally, to facilitate its survival in a fighter-rich environment it carries anti-fighter turrets on its top, bottom, rear, and sides.  





Its shields are extremely thick, but exhibit only average recharge characteristics.





Rationale:  The Devastator is the most powerful bomber available.  Like the Vampire, it gives the player something powerful to “graduate” up to at later stages of the game. 


�
 


Other Small Ship Classes








SR - 51 Seahawk


Early Warning and Control Ship (SEW/SWACS)





�
Cloaking:  No


Jump Capable:  Yes


Max Speed Set/Aft: 250/600 kps


Max Y/P/R: 35/25/60 dps


Acceleration Eng./Aft: 150/350


Radar: 200000


ID Sensor: 3000


Shield Strength Fore/Aft: 1000/1500 cm equiv.


Shield Recharge Rate: 10 cm equiv.


Armor Fore/Aft/Port/Starboard: 100/150/125/125 cm


Decoys: 36


�



Guns: None


Missiles: None





Target ID: SWACS 


��
Length: 109’4” (~33.33m)


Width: 98’3” (~30m)


Mass: 42 metric tonnes�






These are radar/passive surveillance spacecraft used solely to detect enemy fighters and other vessels, and relay information and orders to friendly fighters.  Virtually unprotected, its pilots should do their best to stay out of enemy range.  A force-multiplier without equal, capable of detecting and vectoring friendly pilots to potential targets their own weaker radar’s can not yet see, friendly pilots should do their best to make sure they survive.  





The SWACS is equipped with a large, triangular radar dish which rotates continuously about its Y axis to facilitate the scanning of nearby space in three distinct bands.





�



SAR - 23 Condor


Rescue/Refueling Shuttle 





�
Cloaking:  No


Jump Capable:  No


Max Speed Set/Aft: 250/600 kps


Max Y/P/R: 35/20/25 dps


Acceleration Eng./Aft: 150/350 kps2


Radar: 60000


Shield Strength Fore/Aft: 1000/1500 cm equiv.


Shield Recharge Rate: 10 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 200/300/250/250 cm


Decoys: 36�



Guns: None


Missiles: None


Turrets: 2X anti-fighter turret





Target ID (if SAR): Confed SAR 


Target ID (if Refueling): Confed Refueler 


Target ID (if Shuttle): Confed Shuttle





�
Length: 48 meters


Width: unknown 


Mass: 62 metric tonnes�






Description: 


These ships are configurable in that large external payload “packs” are exchanged from mission to mission, such that a shuttle in refueling configuration will bear a conspicuously different payload from the same shuttle engaged in pilot recovery (for which a different payload is required). 





They are lightly armored and shielded for use in some combat situations, but without guns or missiles they rely heavily on fighter escort when entering hostile areas.





As SAR


These are spacecraft are often tasked with recovering downed pilots, and sometimes other objects such as data buoys, etc.  





As REFUELER


They are also dedicated to refueling and rearming fighters that must fly long missions away from their carrier.  





As SHUTTLE


A specialized personnel transport/carrier-on-board-delivery (COD) pack is also available.





�



TS - 10 Hercules


Marine LC (Shuttle)





�
Cloaking:  No


Jump Capable:  Yes


Max Speed: 120 kps


Max Y/P/R: 20 dps


Acceleration: 15 kps2


ESM: Yes


Radar: 15000 meters


ID Sensor: 2000 meters


Shield Strength Fore/Aft/Port/Starboard: 500/300/400/400 cm equiv.


Shield Recharge Rate: 100 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 150/100/125/125 cm


Decoys: 48


�



Guns: 2X anti-fighter ion turret


Missiles: 0


Constituent parts: engines, turrets, bridge





Target ID: Marine LC





�
Length: 65 meters


Width: unknown 


Mass: 88 metric tonnes�






These are shuttle-like vessels intended to carry Marines and their equipment from orbiting starships and into combat zones like star bases, boarded starships and planetary surfaces.  Halfway between a fighter and a full-blown starship in size (about the same size as a corvette), they are roughly equivalent to the modern C-130 or C-17, and have atmospheric capability.  





They are lightly shielded and armored, but carry a pair of turrets for self-defense against fighters, as well as a boarding system which can cut through starship bulkheads to facilitate troop insertion.  





Some carriers have special accommodations for their carriage.





�
  STARSHIPS





C - 9 Pelican


Transport





�
Cloaking:  No


Jump Capable:  Yes


Max Speed: 180 kps


Max Y/P/R: 5 dps


Acceleration: 10 kps2


Radar: 15000 


ID Sensor: None


Fore Shield Strength: 2000/2000/2000/2000 cm equiv.


Shield Recharge Rate:100 cm equiv.


Fore Armor: 100/100/100/100 cm


�



Guns: 6-8X anti-fighter turret


Missiles: 0





Follow rules for:  Standard Wing Commander Sized (smaller) - Cap Ships.





Constituent parts: Engines, Bridge, Turrets, Con Towers, all weapons.


Shield Emitters for:  No shield emitters.  This ship has internal shields for everything.  Has fore/art/port/starboard armor. 





Target ID: Confed Transport 





�
Length: 390 meters


Width: unknown 


Mass: 11,000 metric tonnes�






Description:


These are destroyer-sized vessels which are poor in armor, shielding, and defensive capabilities (light turrets only).  They use cargo pods to convey supplies such as tanks, food, fuel and other war materiel into battle areas.  They can also be used as in-flight tankers and underway replenishment vessels.





Like the general purpose shuttle, their external appearances change considerably depending on which payload pods they carry.





�






D - 5 Nautilus


Destroyer (DD)





�
Cloaking:  No


Jump Capable: Yes


Max Speed: 200 kps


Max Y/P/R: 12 dps


Acceleration: 15 kps2


Radar: 40000


ID Sensor: 2000


Shield Strength Fore/Aft/Port/Starboard: 2000/1000/1500/1500 cm equiv.


Shield Recharge Rate: 500 cm equiv.


Armor Strength Fore/Aft/Port/Starboard: 200/100/150/150 cm 


�



Guns: 2X anti-shipping ion cannon, 8X anti-fighter ion turret


Missiles: 12X anti-ship missiles, 2-4X anti-fighter missile turret





Follow rules for:  Standard Wing Commander Sized (smaller) - Cap Ships.





Constituent parts: Engines, Bridge, Turrets, Con Towers, all weapons.


Shield Emitters for:  No shield emitters.  This ship has internal shields for everything.  Has fore/art/port/starboard armor. 





Target ID: Confed Destroyer





�
Length: 460 meters


Width: unknown 


Mass: 18,000 metric tonnes�






With a crews of roughly 100 to 200, the destroyer is the smallest warship with truly credible offensive applications.  While armor remains poor, shields are generally good.  





Vessels of this class are usually armed with two anti-shipping ion cannon, as well as up to 12 large anti-ship missiles.  Their anti-fighter turret armament is good, and they are the smallest warship to routinely embark anti-fighter missiles launchers.  As such, they are often equipped with good radar’s and deployed at the perimeters of larger battle groups where they can both act as pickets and provide a credible first line of defense against incoming fighters.


�



CA - 31 Mercury


Cruiser (CA)





�
Cloaking:  No


Jump Capable: Yes


Max Speed: 175 kps


Agility: 10 dps


Acceleration: 15 kps2


Radar: 40000


ID Sensor: 2000


Shield Strength Fore/Aft/Port/Starboard: 4000/3000/3500/3500 cm equiv.


Shield Recharge Rate: 400 cm equiv.


Armor Fore/Aft/Port/Starboard: 800/600/700/700 cm


�



Guns: 2X anti-shipping ion cannon, 2X Heavy anti-ship plasma cannon, 8X anti-fighter ion turret


Missiles: 0





Follow rules for:  Wing Prophecy Sized (larger) - Cap Ships.





Constituent parts: Engines, Bridge, Hangar bays, Turrets, Radar, Con Towers, all weapons.


Shield Emitters for:  Engines, Bridge, Hangar Bays.





Target ID: Confed Cruiser 





�
Length: 580 meters


Width: unknown 


Mass: 21,500�






With crews of roughly 450 to 500, the heavy cruiser is the smallest warship to have  heavy armor.  They usually embark two ion guns, and forego anti-ship missiles entirely in favor of two heavy anti-shipping plasma cannon.  These are far more effective than the ion gun, and make the heavy cruiser one of the greatest and most prevalent threats to shipping. 





They are noticeably slower and less maneuverable than destroyers, but are far more dangerous in ship-on-ship encounters by virtue of their armor protection and heavy firepower.�



NOT IN THE GAME.  





THIS IS A FURTHER DESCRIPTION OF THE MIDWAY





CV - 8 Poseidon


Fleet Carrier (CV)








�
Cloaking:  No


Jump Capable: Yes


Max Speed: 120 kps


Max Y/P/R: 6 dps


Acceleration: 10 kps2


Radar: 60000 


ID Sensor: 3000


Shield Strength Fore/Aft/Port/Starboard: 2000/1800/1900/1900 cm equiv.


Shield Recharge Rate: 500


Armor Strength Fore/Aft/Port/Starboard: 200/200/200/200 cm


�



Guns: 16 anti-fighter laser turret, 8X anti-fighter ion turret


Missiles: 6X anti-fighter missile installations





Follow rules for:  Wing Prophecy Sized (larger) - Cap Ships.





Constituent parts: Engines, Bridge, Hangar bays, Turrets, Radar, Con Towers, all weapons.


Shield Emitters for:  Engines, Bridge, Hangar Bays.





Target ID: Confed Carrier 





�
Length: 850 meters


Width: unknown 


Mass: 60,000�






NOTE: Later in the game we will need to have the alien ship killer weapon as a constituent part.





These are the largest carriers, the ships around which most naval activities center.  Roughly twice as large as the average battleship, they are crewed by anywhere from 5000 to 7000, and embark roughly 250 fighters of all classes (save the lightened versions of space superiority and torpedo bomber classes, which are usually represented here by the heaviest, most capable types).  While anti-fighter defenses remain excellent, these are slower and therefore more vulnerable ships than CVE’s, and are almost always supported by strong escorts.





The Midway, described below, is a new class of CV.


�



TCS MIDWAY - CVX 1





�
Cloaking:  No


Jump Capable: Yes


Max Speed: 100 kps


Crew: 6000 naval personnel, marines and pilots


Armament:16 light laser turrets


8 medium ion cannon turrets


6 anti-fighter missile vertical launch installations


Shield Strength Fore/Aft/Port/Starboard: Very heavy


Armor Strength Fore/Aft/Port/Starboard: Light


Fighter Complement:  Approx. 200 fighters and support craft


Additional Complement:  Equipment for two full Marine armored brigades


Additional Visible Features: Communications arrays, fighter launch tubes, fighter recovery bays


Launch Tubes:  6


Recovery Tubes:  6�
Follow rules for:  Wing Prophecy Sized (larger) - Cap Ships.





Constituent parts: Engines, Bridge, Hangar bays, Launch Tubes, Turrets, all weapons.


Shield Emitters for:  Engines, Bridge, Hangar Bays, Launch Tubes.





NOTE: Later in the game we will need to have the alien ship killer weapon as a constituent part.





Target ID: TCS Midway 


��
Length: 1830 meters (6000 Feet or 1.17 miles)


Width: unknown 


Mass: 200,000 metric tonnes


�



Description: 


TCS Midway is the first in a new class of Confed. “mega-carriers” intended to replace the rapidly aging fleet of war-era vessels.  Almost as much a mobile starbase as a conventional CV, Midway is intended to assume the roles of several carriers and Marine assault vessels at once, providing an extremely powerful presence across an entire sector where previously many starships would have been required.  While impressive in its own right, this philosophy of “putting one’s eggs in one basket” is driven largely by simple economic and industrial factors: the long-term costs of building and supporting half a dozen smaller carriers within a single sector has become prohibitive.





Midway has been designed with extensive and sophisticated defenses, further reducing fleet-wide costs by minimizing her need for escort vessels (though some may nevertheless provide an anti-starship element).  Her fighter complement includes three full air groups of varying capabilities (previously assigned one a piece to smaller carriers).  These include several squadrons of highly specialized point-defense interceptors which greatly enhance Midway’s defensive capabilities. The starship also embarks all armored vehicles and support vessels for her two Marine expeditionary brigades.





To further lower operating costs, Midway’s design incorporates many revolutionary automated features.  In particular, the traditional hangar decks of previous carriers has been replaced by an expansive fighter stowage system which runs the full length of the ship.  Here fighters are stored nose-down in low-G conditions on automated “racks”, where they may be repaired and maintained without the hindrances of full gravity.  When a launch is required, the rack mechanisms lower the fighters into individual launching bays where they are armed and fueled by additional automated systems and take on pilots. They are then shot through launch tubes on the front of the starship. (Several specially enlarged launch tubes accommodate Marine planetary assault heavy transports.)  For recovery several landing bays are mounted in the ship’s aft, from which the fighters can be re-introduced directly into the stowage area.  These bays also include provisions for shuttle landing, stowage, and launch. 





�
MISC. CONFED SPACEFLIGHT OBJECTS








Confed Cargo Container (Red Cross, Ammo, Generic)





�
Cloaking:  No


Jump Capable:  No


Max Speed: 0 kps


Agility: 0 dps


Acceleration: 0 kps2


Radar: 0 


ID Sensor: None


Shield Strength Fore/Aft/Port/Starboard: 0


Shield Recharge Rate: 0


Armor Fore/Aft/Port/Starboard: 0


�



Guns: 0


Missiles: 0





(if Red Cross) Target ID: Confed Cargo


Target Contents:  Unknown  (MED will have data)





(if Ammo) Target ID: Confed Cargo


(Target Contents:  Unknown  (MED will have data)





(if Generic) Target ID: Confed Cargo


Target Contents:  Unknown  (MED will have data)


�
Length: 15 meters


Width: 15 meters 


Mass: 10 metric tonnes(unloaded)�



There should be many types of Confed containers.  These should fall into 3 categories:





Red Cross Supplies – Red Cross on the sides.


Ammo – DANGER or stuff like this on the sides.


Generic – Confed logos on the sides.





If the player identifies these, he will be able to see what’s in them.





�



Confed Ship Repair Drone





�
Cloaking:  No


Jump Capable:  No


Max Speed: 2000 kps


Max Y/P/R: 180/180/180 dps


Acceleration: 2000 kps2


Radar: None 


ID Sensor: None


Shield Strength Fore/Aft/Port/Starboard: None


Shield Recharge Rate: None


Armor Fore/Aft/Port/Starboard: 50 cm.


�



Guns: undecided


Missiles: undecided





Target ID: Repair Drone


�
Length: 2 meters


Width: 1.5 meters 


Mass: .1 metric tonnes�



These are the repair drones that take care of the damage to cap ships.  The more of these that swarm around the cap ships, the faster they’ll repair the cap ships. 





These guys do NEGATIVE damage to cap ships.





�



Confed Distress Beacon – Not Jump Capable





�
Cloaking:  No


Jump Capable:  No


Max Speed: 0 kps


Max Y/P/R: 0 dps


Acceleration: 0 kps2


Radar: None 


ID Sensor: None


Shield Strength Fore/Aft/Port/Starboard: 15 cm equiv.


Shield Recharge Rate: 2 cm equiv.


Armor Fore/Aft/Port/Starboard: 75 cm


�



Guns: undecided


Missiles: undecided





Target ID: Distress Beacon


�
Length: Approx. 2 meters


Width: Approx. 1 meters 


Mass: 0.5 metric tonnes�



This is what we need to drop in MED whenever we need to send the player to another actionsphere.





It is likely that we may need a small object to actually have in space.





�



Confed Distress Beacon – Jump Capable





�
Cloaking:  No


Jump Capable:  Yes


Max Speed: 5 kps


Max Y/P/R: 10/10/10 dps


Acceleration: 5 kps2


Radar: None 


ID Sensor: None


Shield Strength Fore/Aft/Port/Starboard: 15 cm equiv.


Shield Recharge Rate: 2 cm equiv.


Armor Fore/Aft/Port/Starboard: 75 cm


�



Guns: None


Missiles: None





Target ID: Distress Beacon


�
Length: 2 meters


Width: 1 meters 


Mass: .5 metric tonnes�



This is what we need to drop in MED whenever we need to send the player to another actionsphere.





It is likely that we may need a small object to actually have in space.





This one is from the intro.  It’s a bit special.


�



Confed Ejection Pod





�
Cloaking:  No


Jump Capable:  No


Max Speed: 50 kps


Max Y/P/R: 15/15/15 dps


Acceleration: 25 kps2


Radar: undecided 


ID Sensor: None


Shield Strength Fore/Aft/Port/Starboard: undecided


Shield Recharge Rate: undecided


Armor Fore/Aft/Port/Starboard: undecided


�



Guns: 1x Laser(Wasp only?)


Missiles: None





Target ID: Ejected Pilot


�
Length: 3 meters


Width: Approx. 1.5 meters


Mass: Approx. 0.25 metric tonnes�



This is what an ejected pilot will look like. 





We need an object to actually have in space.





�



Confed Relay Station





�
Cloaking:  No


Jump Capable:  No


Max Speed: 0 kps


Max Y/P/R: 0 dps


Acceleration: 0 kps2


Radar: 100,000 


Shield Strength Fore/Aft/Port/Starboard: 200 cm equiv.


Shield Recharge Rate: 42 cm equiv.


Armor Fore/Aft/Port/Starboard: 150 cm�



Guns: None


Missiles: None





Target ID: Relay Station


�
Length: Approx. 800 meters


Width: 600 meters 


Mass: 80,000 metric tonnes�



This is the Relay Station where the player will lose Blair.





We will need a gameflow room.





There will need to be TWO launch bays.  One for the Marines and Blair, and one for the Alien Warlord that ‘steals’ Blair.


 


We need an object to actually have in space.





�



Confed Spy-Eye (Alien Mods)





�
Cloaking:  No


Jump Capable:  No


Max Speed: undecided kps


Agility: undecided dps


Acceleration: undecided kps2


Radar: undecided 


ID Sensor: 2500


Shield Strength Fore/Aft/Port/Starboard: undecided


Shield Recharge Rate: undecided


Armor Fore/Aft/Port/Starboard: undecided


�



Guns: undecided


Missiles: undecided





Target ID: Unknown


�
Length: undecided


Width: unknown 


Mass: undecided�



THIS MAY BE IN THE ALIEN SHIPS DOC.  DO NOT PROCEED UNTIL FURTHER NOTICE. bjc





It is unknown (at this writing) if we need a spaceflight object for this piece.





The player will see this in a movie.  That’s all I know for sure right now. bjc





�



Confed Star Base From Series L





�
Cloaking:  No


Jump Capable:  No


Max Speed: 0 kps


Max Y/P/R: 0 dps


Acceleration: 0 k
