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*Series L Note: This Series should only be

activated once. If the Player loses Series D,

wins Series L and then loses Series E, one From
of the losing endgames should be activated. E

Series A - Sector : Vega
System : Nephele

Series B - Sector : Kilrah
System : H'rekka

Series C - Sector : Kilrah
System : G'wriss

Series D - Sector : Kilrah
System : Hhrass

Series E - Sector : Kilrah
System : T'lan Meth

| Series F - Sector : Kilrah
> System : T'lan Meth

o Series G - Sector - Kilrah
System : Gmar

.............................

Series H - Sector : Kilrah
System : H'rissith

Series | - Sector : Kilrah
System : Kilrah

WIN

Series L - Sector : Vega
System : Hellespont
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Cain, Billy

" ) o
To: potter ben;guent

Cc: sommers

Subject: MCP

Please let me know if you see anything out of the ordinary, or if

L that I've missed. Please be specific.

If there are missions that are cut, let me know.

It there are variables we should be tracking globally (that I've missed), let me know.

I'am aware that there is a LOT of cleanup this code could have, but I wrote it this way to be simple

to understand.

there are extra ways to get to Series

Sertes L 1s at the bottom. All I need to do is link it in whenever it's possible to activate it.

Thanks!
bjc

vold Function001 ()

{

//*****************************
//SERIES I, ig in Functionoo?2

//*****************************

//*****************************

//SERIES A has been cut

//*****************************

//*****************************

//SERIES R

//*****************************

MCP_RunMission (MISSION B1)

MCP_RunMission (MISSION B2)

//run b3a if b2 = won
//run b3b otherwise

if ( g B2 WON )

MCP_RunMission (MISSION B3A)
else
MCP_RunMission (MISSION B3B)

//run bd4a if won b3a or b3b
//run b4b otherwise

1f ( g B3a WON || g B3b WON )

{
}

MCP_RunMission (MISSION B4A)

M
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MCP_RunMilsgion (MISSION B4B)

//run ¢l if won B3a or B3b
//end of game otherwise

T
- —

E“m“‘//%****************************

//SERIES C

//*****************************

MCP_RunMission (MISSION C1)

//run c2a if completely successful

//run c2b if bridge damaged

//run c2c if engines damaged

//end of game if engines and bridge damaged

if ( g C1 WONCOMPLETE ) <

« VB My Pllm-m'--uli--_
L P
——

"y -
—_ﬁm-m-,._‘_‘-“ r aim

MCP_RunMission (MISSION C2A) =—

j

if ( g C1 BRIDGE DAMAG]

{ — e e b T ST
TMEmg,
a

MCP_RunMission (MISSION C2B)

if ( g C1 ENGIN;

{
}

//run c¢3a if won c2ab or ¢
//xrun c3b if lost c3ab or c

£

[~

D )

L]

S DAMAG!

—.

. 1

.3
L
a
e paermTe
S

.
B S
L TrEE e e
T

MCP_RunMission (MISSION C2C)

1f ( g C2 WON )

MCP_RunMission (MISSION C3A)

elge

{

H MCP_RunMission (MISSION C3B)

N }
s -
.-.......:---. .' _.,...':Eln

'//*****************************

//SERIES DL (losing path for D seriesg)

//*****************************

//run dll if vyou lost ¢3a or b
//goto dl if yvou won c3a or b

if ( g C3 WON )

{
j

MCP_RunMission (MISSION DL1)

goto SERIESDSTART;

//run dl2 regardless

//

//dl2 should get tougher for the player if he losgst dlil
//but will not launch a different mission

MCP_RunMission (MISSION DI.2)
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//*****************************

//SERIES D

//*****************************

SERIESDSTART :

//run dl regardless
MCP_RunMission (MISSION D1)

//run d2 regardless

MCP_RunMission (MISSION D2) *

//run d3 regardless

MCP_RunMission (MISSION D3) o 54

//at this point, the player MAY get sidetracked to
//the L series (losing) and will have to return here
//at the completion of his jaunt

//

//otherwise the player begins the E series

1f ( g D3 WON == 0 )

//this function will run the L series
//and it will know if the plaver's been here before.
Function002 ()

}

//*****************************

//SERTES E

//*****************************

MCP_RunMission (MISSION_E1) I v S
//if player wins E1 goto E2 e e e L Ton B
l i i \ ! ‘-;'{I H_x I. i | e e .IKHH_
//if player loses E1l, goto E3b VIR —
if ( g _E1 WON ) -~ I L

MCP_RunMission (MISSION E2)

&3
-
(o

gotg |

}

//1f the player wins E2, goto E3a
//1f the player loses E2, goto E3a

¢ MCP_RunMission (MISSION E3A)

-
—
K -

//1f the player wins E3a, goto E4a
//otherwise, play E3b

=]

i

if ( g E3a WON )

{
}

goto E4A;

2]
o
0
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MCP_RunMission (MISSION E3B)

//1f the player wins
//otherwise he'll be dead

if ( g E3b WON )

{ goto E4B;
}

i o else

// {

//

// }

E3b, goto E4b

losing endgame

MCP_RunMission(MISSION;E4A)

//1f the player wins
//otherwise he'll be dead

if ( g E4a WON )

i

{

goto S.

T TR Mg My
T TN TN ™

MCP_RunMission (MISSION E4B)

1]

//1f the playver wins
//otherwise he'll be dead

R.L:

E4a, goto Series F

losing endgame

E4b, goto Serieg F

//this could be written better, I know. by

if ( g E4b WON )

goto SERIES F;
// else
i/ {
1 losing endgame
// }
//*****************************
//SERIES F
//*****************************
SERIES F-:

MCP_RunMission (MISSION F1)

MCP_RunMission (MISSION F2)

//if the player wins F2, goto F3
//otherwise goto F4b

1t ( g F2 WON )

{

goto F4B;
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}

MCP_RunMission (MISSION F3)

//1f the player wing F3, goto F4 (a)
//otherwise goto F4b

1f ( g F3 WON )

{

goto F4;

goto FPF4B;

F4 :
MCP _RunMission (MISSION F4)

//1f the player wins F4(a), goto F5
//otherwise goto F4b

if ( g F4 WON )

{
j

goto F5;

F4RB-:

MCP_RunMission (MISSION F4B)

//1f the player wins F4b, goto F5
//otherwise, goto Féb

1f ( g F4b WON )

{

JOCtOo F'5;

goto Féb;
E3%
MCP_RunMission (MISSION F5)

//1f the player wins F5, goto F6 (a)
//otherwise, goto Féb

if ( g F5 WON )

{

goto Fo6;

goto FeB;

Fé6 :
MCP_RunMission (MISSION Fé6)

//1f the player wins F6, then goto Series G

Page 5



1f ( g F6 WON )

{
)

//this mission has been cut! bijc

//
//F6B:

//
// MCP_RunMission (MISSION F6B)

Ll

goto SERIES G;

//*****************************

//SERIES G

//*****************************

SERIES G:
//run this mission regardless
MCP_RunMission (MISSION G1)
//run this mission regardless
MCP_RunMission (MISSION G2)
//run this mission regardless
MCP_RunMission (MISSION G3)
//run this mission regardless
MCP_RunMissgsion (MISSION G4)

//at this point, the player MAY get sidetracked to
//the L series (losing) and will have to return here
//at the completion of his +jaunt

//

//otherwise the player begins the H series

{

//this function will run the L series
//and 1t will know if the plaver's been here before.

Function002 ()

}

//*****************************

//SERIES H

//*****************************

MCP_RunMission (MISSION H1Y)

//if the player wins OR loses, he plays H2y
goto H2Y;
MCP _RunMission (MISSION H1Z)

//1f the player wins OR loses, he plays H2=z
goto H2Z;

H2Y
//play H2y and then goto H3, regardless
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H24:

//play H2z and then goto H3, regardless

H3:

MCP_RunMission (MISSION H2Y)
goto H3;

MCP_RunMission (MISSION H2Z)

//play H3 regardless

MCP_RunMission(MISSION;HB)

//if player wins H3, goto H4
//otherwise goto H5

. e Wi, WL, i N
R T T ™ Ty T T T

if ( g H3 WON )

MCP_RunMission (MISSION H4)
//play regardless

MCP_RunMission (MISSION H5)

else

{
)

1f ( g H5 WON )

{

MCP_RunMission (MISSION H5)

MCP_ RunMission (MISSION H6)

losing endgame

}

EE I e b S S G i S T S I TR e ST SN SN S P M S A

*
SERIES T
e

i B g e b A b P T S I S N S I SR SN AR S ST S S

run I1 regardless

MCP_RunMission (MISSION I1)

//run I2 regardless

MCP_RunMission (MISSION I2)

//run I3 regardless

MCP_RunMission (MISSION I3)

//1f player wins I3, then play I4
//otherwise play I3b

if ( g I3 WON )

goto I4;

else
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elge

T T, By B e
R TR TR e T

PLAY:.

DI1D

[
Y

L

player loses the game
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