Things we REALLY REALLY NEED in Wing Commander:

Child-Objects - Child-Objects - Child-Objects!

· Everything is made out of child objects! And everything blows up into child-object chunks when destroyed!

GOOD Fighter AI!

· 
Object Avoidance

· 
Attack Maneuvers

· 
Defensive Maneuvers

· 
Special Maneuvers

· 
Adjustable Aggressiveness

· 
Group and Individual Tactics

GOOD Cap-Ship AI!

· 
Object Avoidance

· 
Attack Maneuvers

· 
Defensive Maneuvers

· 
Special Maneuvers

· 
Adjustable Aggressiveness

· 
Group and Individual Tactics

Some kind of ‘Personalization’ utility:

· A 'plaque' system on Cap-Ships where names/hull numbers can be entered in either mission code or ship files or perhaps by players in multiplayer games - to allow specific ship names/markings to be displayed within that 'plaque' area... and/or some kind of simple texture editing tool.. for doing stuff like painting you're own bi-plane in Red-Baron... so I can defend the TCS Guentzel if I want to.. or fly in a bright-pink Piranha with "Eat This!" painted on the hull in multi-payer games...

Extents Collisions for all Objects!

GOOD Collision Detection!

GOOD Writing!

GOOD Design - ART TOOL!!!!!!!!!!!!

GOOD Engine Cut Scene TOOL!

GOOD Mission Editor!

GOOD COMM System!

I think the devil is in the details, and there are a few cool details I think would be neat to see in WC. They follow (rct):

Reaction control jets – Little jets with associated light sourcing spread along the ships (both fighters and cap-ships) that are tied into what maneuvers they do. Also, make the jets size dynamic and indicative of how large a thrust they did.

Bridge and hangar decompression (maybe other areas also) – This kind of falls in line with the idea of having damage textures for ships, but takes it one further. Have some areas of cap-ships flagged as ‘debris producing’. If you destroy this section, have random debris from a specified debris-set come ‘floating’ or ‘exploding’ out of the decompressed area. For example, blow some closed hangar doors and a body or two, maybe some crates a missile, small tractor, and maybe even a fighter or bomber come flying out of the hangar and floating/tumbling off into space.

Navigation lights – Have both navigation marker lights and strobes attached to fighters and capships, especially cap-ships. I’m talking about red/blue blinking lights, continuous burn lights, and rotating strobes. If all would properly light-source, so much the better. If we went ahead and attached them to fighters we could even go so far as to turn them off when engaged in combat, and then turn them back on once combat was over.

Hangar bay marker lights – Rotating strobes, flashing beacons, and typical runway lights. All would be cool to look at if strategically placed around the entrance to, down the ship headed towards, and in the interior of a ships hangar bay.

Semi-translucent cockpits w/ animating targeting data on them – Fighter cockpits are currently indicated on most fighters by a dark grey drawn window. If we wanted to we could actually place a cockpit object and give a semi-transparent window that could be seen through. Also, we could add dim animations to the cockpit that make it appear the pilot is looking at targeting information, or that there are blinking lights within the cockpit. This could also all be done by simply making an animating texture for the cockpit ‘window’.

Semi-translucent targeting HUD info – Right now, cockpit HUD information is displayed in a single, static color. Targeting data is all the same shade of red, for example. We could liven up this coloring system to make it more interesting to look at and also impart more useful information to the pilot. Pulsating colors and colors that increase in brightness for the better the lock or the more dangerous the enemy would be one example. Also, if there were some way we could make the colors semi-translucent and glowing instead of merely a shade of red we could make the HUD more interesting that way. Maybe we could also impart more info to the pilot that way as well.

Animating alien textures – The bug aliens fly organic looking ships that appear static. They are simply a shape moving through space. By animating tendrils or adding ‘rippling’ fins or something we could impart the idea of a ‘living’ vessel to the player.

Alien goopy and ice-cube death effects – A destroyed human fighter would spew bolts, girders, wiring, and other such things into space. A destroyed alien fighter might spew goo, some that would freeze upon hitting space and some that wouldn’t. Maybe even having some of this stuff stick to your cockpit and then sliding off might be cool.

Light sourcing added to engine thrusters

Pulsing foggy-glowing engine effect for cap ships in addition to simple texture

Animating heavenly bodies (pulsar)

Pulsing or rotating light sources (pulsar)

Spot/floodlights for marking illumination on capships – For this kind of thing I am talking about floodlights on capships illuminating certain sections of themselves and certain markings. Think power-up sequence for the U.S.S. Enterprise at the beginning of Star Trek II.

Ship renumbering system for cap-ships (CV-? Input number here)

Animating gun muzzle texture for gun ports on ships – Right now, we merely spawn the weapon bolts in front of the rough position of the gun port on that it’s coming from. We could combine this with an texture animation (just a couple of frames) on the fighter showing the gun port illuminated while firing or something along those lines.

Destroyable chunks for cap-ships

Damage textures for fighters (maybe include wires and pipes sticking out?)

Sparks ala FreeSpace

Damage from flying into exhaust ala Colony Wars

Blowing capships into chunks ala FreeSpace

Redlighting and klaxons for gameflow in scramble situations – Anything to mix this up a bit.

Nebulae effects – flying through fog of varying colors and density, and neat shadowing/lighting effects. We could even go freak with the laws of nature and put ‘lightning’ flash effects in it a’la ST II: Wrath of Khan.

