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File preview

A Player Guide, v 1.2

Terran Confederation:

The Confederation, that we played as in most Wing Commander games, is the first faction that will be

described in this guide. Its units, upgrades and my small experience playing it (I wish I played the mod

even a tenth of the time spent coding it) will be described as well as I can in this first part. As a foreword,

the units will be divided into five categories here:

-



Light and Medium Fighters, pictured with a Triangle tactical icon,

Bombers and Heavy Fighters, pictured with a Square tactical icon,

Corvettes and Frigates, pictured with a Diamond tactical icon,

Capital Ships and Production Facilities, pictured with a Parallelogram tactical icon,

Utility Crafts, pictured with a Reverse Diamond tactical icon



Light and Medium Fighters

The Confed’s fighters are, unlike the Kilrathi, quite standardized. While they are good at what they do,

they will not carry the battle by themselves and shine the most when used alongside other units or

micromanaged. In the current version, we have four of these fighters, though one of them is de facto not

available yet and even when it will be, is hard enough to unlock that most Confed players will not use

it. They have class-wide upgrades to improve their effectiveness:

New Afterburners

Available as soon as you build Medium Fighter Hangars somewhere, this upgrade will provide a 15 %

bonus to your fighters’ speed, with obviously an equal increase in fuel consumption.

Advanced Drives

After buying the New Afterburners, this upgrade pushes the speed increase from 15 % to 25 % for all

your Light and Medium Fighters.

New Shields

Fighters are fragile, when everything is said and done. This upgrade gives a general 15 % bonus to their

health.

Fighter Hull Reinforcement

This one is a biggie. Expensive, long to research but it can change the course of many battles, since it

gives a whopping 40 % increase to the health of your crafts. It comes as the second step after the New

Shields.



F-27 Arrow V



3D model and textures: Wing Commander Saga team

Description: The Arrow is an excellent recon fighter. It is fast, it is cheap, it can see far, it has a low

logistical footprint and it has a very high fuel endurance. In short, you want to have a lot of them, to

have them everywhere and use them to win the information battle. They have no pre-requirement to be

built, can land everywhere you have a hangar and are nasty mosquitoes.

Weaponry: 2 Laser Guns, 2 Ion Guns, HS missiles.

You will not outgun anyone with it, but the missiles can be a very bad surprise for any fighter.

A micromanaged Arrow is a dangerous opponent in a missile fight, firing from far away and both fast

and agile enough to outrun or outturn enemy missiles.

Specific Upgrades:

Recon Packages:

The secondary sensor range of the fighter is tripled. In sensor mode, you will see a lot more of the

strategic situation. You will only get dots and tactical icons, but that’s very valuable information already.

Advanced Recon Packages:

The primary sensor range of the fighter is tripled too. Now, you see a much bigger part of the map, with

all the information on the enemy while remaining out of sensor range.

HP: 150; Speed: 400; Logistics Footprint: [Fighter] x1; Construction Cost: 80 RU; Construction Time:

6 seconds

Rufus’ Suggestions: I love to use them as hit-and-run fighters with their missiles giving a much bigger

punch than expected on unaware targets. First look, first lock, first shot. Come in, get your missile shot

at maximum range and pull out. A nasty but effective way to snipe some valuable targets.



Hellcat V



3D model and textures: Wing Commander Saga team

Description: Medium. The word describes it well. It doesn’t come with incredible tricks, it’s not the

fastest, it’s not the toughest, and it’s not the mightiest. But it does its job well, AKA escorting bombers

or larger ships. Its use is definitely tactical and not strategic, bringing more guns and missiles where

needed to allow the strategic units to turn the tide. Do not underestimate it, however, because battles are

usually won by the humble ones.

Weaponry: 2 Ion Guns, 2 Particle Guns, IR missiles.

Light fighters that missed their missile shots will find themselves in a tough spot against these

better guns and the IR missiles, more manoeuvrable than the HS, are dangerous weapons in larger

battles. Heavier fighters will however keep their firepower advantage. Outflying them and/or getting

help from a wingman will be crucial.

Specific Upgrades:

Overcharged Guns:

A 10 % increase in firepower for all weapons on the Hellcat is more than welcome, particularly when

you have a lot of them flying around.

Next Generation Gun Systems:

The upgrade is now 25 % and the Hellcat starts looking like a semi-heavy fighter.

HP: 200; Speed: 300; Logistics Footprint: [Fighter] x1, [Interceptor] x1; Construction Cost: 150 RU;

Construction Time: 8 seconds

Rufus’ Suggestions: What is there to be said for the standard medium fighter? It will pull its weight if

you respect it, and acts best when supporting other units. Not shiny, but it does the job, and that’s what

counts, right?



F-103 Excalibur



3D model and textures: Wing Commander Saga team

Description: Welcome to the guide if you jumped straight to the sexiest fighter of Wing Commander III.

No need to apologize, she deserves it. It’s a superfighter, no if, no but. It’s fast, tough, powerful, has

anti-matter engines and it even comes with a cloaking device! But more importantly, it’s in pre-series,

meaning you can have enough for them to actually matter in a war. And ask Prince Thrakhath how

important it is. Oh, right, you can’t, because it was that damn important. Keep in mind you need to

unlock it through Research.

Weaponry: 4 Tachyon Guns, 2 Ion Guns, IR missiles.

I told you it’s a superfighter. It will rip enemies to shreds as long as you do not run straight into

their missiles. We could have gotten capital-grade phase shields on it, but it would have been expensive.

Beyond that, yep, get these guns in the fray and the kills will come fast.

Specific Upgrades:

Advanced Cloaking Device:

You can roughly stop worrying about the duration of your cloak from now on. The result of a cloaked

superfighter roaming around is left as an exercise to the reader.

Improved ECM:

There are people out there who do not want to play fair and want to break through your cloaking system.

This upgrade will push several of them out of this game by making your cloak less vulnerable to sensors.

HP: 300; Speed: 400; Logistics Footprint: [Fighter] x1, [Interceptor] x4; Construction Cost: 300 RU;

Construction Time: 15 seconds

Rufus’ Suggestions: This craft is the force multiplier par excellence. It will not defeat everyone at once,

but it will make any force much stronger. My favourite trick is the forward cover for bombers. When a

bomber force is coming in on an enemy task force with its escort, get your Excalibur wing forward,

cloaked and holding fire. Then, a few seconds before interception by the enemy CAP, uncloak just

behind it and enjoy the glorious mayhem. Your bombers will enjoy even more the sudden opening in

the enemy defence… And that’s just one trick you can do with it, your imagination being the only limit.



F-104 Bearcat



3D model and textures: Klavs81

The successor of the Hellcat, this is probably the most advanced Medium Fighter with full production

capability available in the game. It kept many of the advantages of the Excalibur but managed to tone

down its cost and logistical footprint. As a frontline fighter, you can hardly hope for anything better.

There is just one slight issue with that, however, and it is that Admiral Tolwyn agrees with you and me

wholeheartedly and kinda, sorta, well, kept the crafts for himself. If you can capture one of his carriers

and break the whole thing open, then you will have access to the fighter. Good luck, you’ll need it.

Weaponry: 4 Light Tachyon Guns, IR missiles

It’s not the Excalibur, but it’s damn well better than the competition, with roughly one and a

half the firepower of the Hellcat.

Specific Upgrades:

None, the fighter is brand-new and powerful enough as it is.

HP: 250; Speed: 400; Logistics Footprint: [Fighter] x2, [Interceptor] x2; Construction Cost: 170 RU;

Construction Time: 10 seconds

Rufus’ Suggestions: Congratulations for unlocking it, it wasn’t an easy job. I’d say keep it behind less

valuable units and play nasty if you can micromanage it. With its speed, it can mess with a lot of enemies.



Heavy Fighters and Bombers

The Confed’s heavier crafts are designed with one goal in mind: get torpedoes on their target. The

glorious dogfighting and fighter killing job is best left to other pilots, even though their guns are nothing

to sneer at in battle. These crafts, unlike the Kilrathi’s, are therefore very utilitarian, even if their paper

specifications do not look as pretty. As with Light and Medium Fighters, they have class-wide upgrades:

ITTS Block 1

The Internal Tracking and Targeting System allows for a 15 % accuracy increase of heavy fighters’

weaponry, making each of the few times they shoot their guns more effective.

Tracking Guns

Having the guns slightly move to follow the enemy and give a better firing solution increase the accuracy

to 25 % above its initial value.

Integrated Repair Systems

Repair Bots

These two upgrades to the Heavy Fighters will make their auto-repair systems faster and more effective,

increasing survivability.

HF-66 Thunderbolt VII



3D model and textures: Wing Commander Saga team

The “Thud” is highly subtle. It subtly fires half a dozen heavy guns on enemy targets, subtly endures

enemy fire and subtly fires its torpedo on a capital ship while subtly lacking in speed and agility. Faster

than the heavier dedicated bombers, it can come in, drop a torpedo and run away to its carrier before the

defenders can reposition, making it an invaluable raiding unit.

Weaponry: 2 Meson Guns, 2 Photon Guns, 2 Plasma Guns, HS missiles, One (1) Torpedo, 1 Rear Gun

Getting in front of it is a bad idea, period. Its torpedo make it an exceedingly annoying unit for

the Kilrathi forces, threatening to do massive damage to any neighbouring capital ship.

Specific Upgrades:

Improved Thrusters: Being 10 % faster (and cooler) means less time for the enemy CAP to intercept the

Thud and more chance of evading pursuers long enough for reinforcements to come.

Advanced Fuel Systems: The Thunderbolt, with now 25 % bonus in speed, becomes almost as fast as a

Medium Fighter, but with the armaments of a Heavy Fighter…

HP: 300; Speed: 270; Logistics Footprint: [Fighter] x1, [Heavy Fighter] x1; Construction Cost: 150 RU;

Construction Time: 10 seconds

Rufus’ Suggestions: A very good workhorse, particularly anywhere your space superiority is not

assured. A number of Thunderbolt tend to be a major threat to most capital ships, as long as you can

pull them away fast enough.



F/A-76 Longbow



3D model and textures: Wing Commander Saga team

Whenever you want a pesky capital ship removed from your sights, the Longbow should be your first

and last answer. Not very agile but definitely tough enough to survive a limited defensive gauntlet (your

pilots will thank you for providing an escort, however), it can deliver a lovely and deadly payload of

torpedoes, with a twist: it fires its four torpedoes in two pairs rather than doing a run for each torpedo.

Sure, it has less lasting power than a Paktahn, but where it comes to an alpha strike, nothing comes

close.

Weaponry: 2 Plasma Guns, 2 Ion Guns, FF missiles, Four (4) Torpedoes, twin-fired, 1 Rear Gun

It has quite the powerful gun armament, but let’s be honest, that’s not why you deployed it, was

it? Still, it can win more than one game of chicken with light fighters when comes the time to do its

actual job and scratch the flat tops.

Specific Upgrades:

Enhanced Warheads: Nothing says hello like an improved bang in the Bow’s thermonuclear-tipped

torpedoes. 25 % more fun at impact means more enemy captains without a job (and a ship).

Antimatter Torpedoes: Okaaaaay, you really don’t know the meaning of the word “overkill”, do you?

Great, because neither do I. The boost is not up to 45 % and a single hit will be painful. Still won’t

scratch the paint of a Hvar’Kann.

HP: 600; Speed: 220; Logistics Footprint: [Fighter] x4, [Heavy Fighter] x2, [Torpedo Bomber] x1;

Construction Cost: 250 RU; Construction Time: 20 seconds

Rufus’ Suggestions: Long story short? Subtlety is overrated with this one. Get the air superiority and

get the mosquitoes to sting enemy turrets and the Longbow will work its magic.



Corvettes and Frigates

These ships are, theoretically, the workhorse of the fleet, doing the unassuming but critical roles needed

by any respectable Navy, all the way back to the wet navies, when the ships were made of wood and

their men (and occasional women) were made of steel. Escorting undefended ships, picketing ingress

routes, giving advance warning against the flanks, their value lie in their long endurance and their low

cost. Well, except for the Prowler, but that one is a special case, shall we say…

Like the fighters and bombers, they have a whole range of improvements available:

Improved Plating

Corvettes and Frigates ain’t no capital ships, and they will fall quite quickly to even fighters’ and

bombers’ guns. To mitigate this weakness and potentially turn the tide, improved plating on their hull

will give them a 15 % bonus to their HP.

Automated Damage Control

This upgrade will make the ships’ survivability even higher, allowing their crews to keep their tin cans

in roughly one piece, pushing the HP bonus to 25 %.

Capital-grade Thrusters

Quartermasters learned for centuries that creative accounting and decent beer can get their ships what

they really need. A friendly admiral can get them what they dream about: capital ship thrusters instead

of standard ones, with 15 % higher sustained speed. It was that or painting the ships in red to make them

go faster.

Improved Generators

Those new thrusters being made for much larger ships, they obviously can receive more power to use

them to their true potential, making the speed bonus climb up to a staggering 40 %, allowing fast

redeployment of these small ships, maybe even outrunning some bombers.



Venture-class Corvette



3D model and textures: Wing Commander Saga team

The virtue of annoyance. It annoys admirals to have such a lightly-armed ship under their command. It

annoys their crews to be assigned to months-long patrols. It annoys enemy raiders who are unlikely to

kill it before running out of fuel. At which point the crews are exhausted and the admiral pleased. A

lightly-armed picket ship, it excels in showing the flag and keeping long-term battlefield awareness with

good sensors and just enough armament and protection to make the life of a light raider difficult.

Anything else will eat it for breakfast, though. It’s a corvette, not a battleship!

Weaponry: Four (4) Laser Turrets

The armament is minimal, the kind that annoys light fighters and unlucky medium fighters. But

also the kind that is more than enough to shoot down cruise missiles flying solo, turning a resource

operation from a turkey shoot to an actual annoyance.

Specific Upgrades:

Long Range Sensors: Having better sensors means better battlefield management for the admiral, and

an actual chance to run away in time from a large force for the corvette. A 150 % additional range on

the primary sensors is a win-win for you and them. Not for the enemy’s sneak attack, but, one cannot

please everyone, right?

Passive Scanner Array: Seeing those threatening spots coming from outside sensor range is always a

good thing. At least better than not seeing them until it’s too late: better fleeing from the devil you don’t

know than dying at the hand of the devil you know, thanks to this 400 % bonus to passive sensors’ range.

HP: 10000; Speed: 210; Logistics Footprint: [Corvette] x2; Construction Cost: 550 RU; Construction

Time: 22 seconds

Rufus’ Suggestions: You do not want it to fire at the enemy, because it sucks at it. I consider it as an

upsized Arrow, since it shares with it two very important roles: recon and missile defence. Having one

of them escorting under anti-missile stance each capital ship in a fleet doesn’t cost you that much more

in the end and can make the enemy’s life incredibly harder as your capital ships can fire at the real

targets while anti-ship torpedoes and missiles will get torn apart.
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