CONTENTS:
Startup Notes

Basic info about the game… where to start to learn the controls, known major bugs, etc.

Flight Controls

Primary controls, as well as demo controls for launching AI controlled ships.

Interior Controls

Information and controls for the one test interior scene in the game

Menus

All the menu options.

STARTUP NOTES:

Understand that this is a demo version of the game, setup so that someone like me (who is familiar with the controls) can show off the game.  Due to the learning curve of the controls (the game was a space combat sim after all), it is not easy for a new player to just pick up the game and immediately play it.

The best way to learn the basic controls (throttle and shooting) is to use the 1st training mission (goto the START menu, select MISSIONS, and select TRAINING #1).  You can also try training mission #2, which, though incomplete, shows off how to use the view and transforming controls.

There are two separate areas of the game: space combat, and the interiors.  To get to the interiors, just reset the game, and wait for the test intro cinematic to finish.  You will automatically be dropped into the one test interior scene we had in the game, and can move around the test scene using the 2nd joypad.

To head into space combat mode, just tap the VIEW button (A-button) before the intro cinematic finishes, and you will be in the cockpit of a Veritech.

Useful information settings:

Turning on "ext" control help on the CONFIGURE/ GAME-SETTINGS menu will display on the HUD a lot of the controls info you see in this file, when you hit a button during gameplay.  A few of the controls listed on the HUD however, are a bit out-of-date, but most are accurate.

If you want to fly combat from an exterior camera (rather than a cockpit view), turn on the “ext instruments” on the CONFIGURE/ GAME-SETTINGS menu.  This turns on a virtual cockpit that gives you most of the cockpit information.

The best way to display the capabilities of R:CD is to use the E3-UNIVERSE-SATURN mission, which shows off a small Zentraedi fleet of capital ships floating above the rings of Saturn.  This makes a nice backdrop for launching demo Veritechs and Pods to test combat.  Note that the game was not framerate tuned yet, but I’ve launched twenty or more fighter ships without much framerate drop, though launching cluster missiles when a bunch of ships are on-screen will cause a little slow-down.

The Guardian and Battloid mode controls were not finished when Gametek died.  The current controls for both modes are nearly identical, though the final game would have had different capabilities between the two modes.  The current setup would have been the basic Guardian mode controls (analog stick controls both the Veritech and the gunsight), while the Battloid would have only controlled the gunsight, with the flight controls being added in when the STEER button was held down.  Also, the Battloid mode would have allowed the player to turn the Battloid’s “head” using the VIEW button, instead of turning the pilot’s head inside the cockpit like it currently does… this would have allowed the Battloid to be looking and aiming in a different direction than it was flying.

There are a number of bugs in the game… there appears to be a crash bug that will sometimes cause the game to crash after a few minutes of gameplay.  Also, after a few minutes, some or all the sounds and music will cut out, and there are a lot of minor bugs.  Remember… this was set up as a demo, not a completed game!

FLIGHT CONTROLS:

D-pad - Throttle controls

U/D = throttle up/down

R = match speed with current target

L = afterburner (Fighter mode), thrust direction (Guardian/Battloid mode)

L trigger - Maneuver controls

hold + analog stick = roll (doesn't seem to work in Battloid currently)

hold + D-pad = turn ship (fairly useless, since that's what the analog stick does better)

hold + D-pad when a controllable missile active = turn missile (doesn't work)

A button - View/Camera controls

tap = return view to cockpit center

hold + analog stick = turn camera

hold + D-pad = switch to different camera mode

U = cockpit view

D = external view

R = drop camera at current location (always points at player)

L = race-car camera (throws camera ahead of player, watches as player passes, and then repeats)

B button - Transform controls

tap = goto next transform mode

hold + D-pad = goto specific transform mode

U = Fighter mode

L = Guardian mode

D = Battloid mode

R = boogie animation (in Battloid mode only - this was a wacky test animation)

Z trigger - fire current weapon

C-Left Button - Weapon controls

tap = goto next weapon

hold + D-pad

U = goto next laser weapon

L = goto gunpod (Guardian and Battloid modes only)

D = goto next missile weapon

R = goto next special weapon (none in the game yet)

these would have included the Plasma Cannon, the Portable Reflex Cannon (the game's big gun near the end), a tractor beam, and the Song Generator (which would confuse the enemy Zentraedi)

Available Weapons:

Nose lasers (Fighter mode only) – dual lasers, primary Fighter mode weapon

Turret laser – single laser (eventually, it would have changed with the number of turret lasers on the Veritech, 1 for a VF-1A, 2 for a 1J, 4 for a 1S)

Gunpod (Guardian/ Battloid only) – high-speed slug thrower… usually you can’t see the bullets.  This weapon does not always seem to work properly (another bug!)

Ballistic Missiles – fires two missiles that fly in a straight line

Homing Missiles – fires a single missile that homes in on your current target.

Cluster Missiles – fires 4 homing missiles at your current target

Guidable Missile – fires a missile that relays a camera view back to your Veritech (shown in your text window).  Hold down the STEER button (L-trigger) and use the analog stick to control the missile.

C-Up Button - Targeting Selection controls

tap = target closest enemy craft

hold + D-pad

U/D = next/previous craft in available target list

R = target closest object of any kind

L = target ship closest to the center of player's view (doesn't seem to work)

C-Right Button - Other Targeting controls

tap = switch between saved target slots

hold + D-pad

U = switch between saved target slots

D = save current target in selected save slot

L = load selected saved target as current target (doesn't seem to work)

R = change auto-target mode (noted by a letter in the target window)

mode e = auto-target closest enemy who is targeting me

mode c = auto-target closest enemy

mode f = auto-target ship closest to the center of my view (doesn't work)

(no letter) = no auto-target

R Trigger - Travel Controls

NOTE: the waypoint map is 90 degrees to the right from the main cockpit (use view controls) - I'm not sure how the waypoint map was supposed to work... the other programmer was playing around with some ideas when Gametek died, but he never had a chance to explain it to me.  It was supposed to be a way of managing the places you may want to go, and of transferring a stored waypoint to your HUD and radar, where you could then aim for it.

hold + analog stick = move cursor on waypoint map

hold + D-pad

U/D = turn on/off 64x time

NOTE: when turning off fast-time, make sure to hold down D-pad down until it toggles off

L = select next waypoint on waypoint map

R = ???? (doesn't seem to do anything)

hold + Z-Trigger = select map icon under map cursor

(I'm not sure what most of the icons do, but the one that looks like two little arrows changes the display axis, since the map displays in 2D, but the actual waypoints and ship locations on the map are 3D)

C-Down Button - Communications controls

hold + D-pad

U/D = select next/previous message

R = send selected message to current target (nobody receives these messages yet)

START button - pause/menus

Special Controls

The special controls for launching demo ships are on the 2nd joypad during a single player game.

C-buttons:

Up = launch an enemy Battlepod

Down = launch an enemy Missile-Pod

Left = launch an enemy Tri-Thruster

Right = launch an enemy Officer’s Pod

D-pad:

Up = launch a friendly Veritech

Down = launch a friendly Shuttle

B-button = launch an enemy Cyclops Recon (enemy transport)

The AI for these ships is as follows:

When a ship is created, it is launched out in front of the player, with a somewhat randomized position.  Its orientation is always initially facing the player.

When a new craft is created from one of the demo button presses, it is given a random throttle setting between half throttle and full throttle for that type of craft.

If a fighter craft notices that it doesn’t have a target, then it picks the closest enemy craft as its new target.  It will then try to aim itself at its target, firing at it if it can.  If it notices that it is too close to another object, it will try to evade the collision.

Transports (RDF Shuttles, Zen Cyclops Recon craft) just fly in a straight line.

INTERIOR CONTROLS:

All the interior controls use the second joypad

The only interior scene in the demo version of the game is a test version of the Armor Platform Hanger Bay.  It has the launch tunnel, the hanger bay itself, and a ramp and hallway that leads to the shop.

NOTE: the interior controls and display engine were only partially completed at the time Gametek died.  Expect bugs!

Analog Stick = movement forward/back and turning left/right

L-trigger (held) = turn off gravity (gravity will not drag you down to the height of the hanger floor)

D-pad Up/Down = change vertical height

MENUS:

Menu Controls (in general, but not on all menus):

D-pad/C-pad/Analog up/down = select next/previous menu item

A/B/Z = select current menu item

L-Trigger = go back to previous menu

START button = return to gameplay

Play A Mission / Play Full Campaign 

NOTE: both do the same so far, though campaign was going to be the full single player game, while play a mission would have been training and one-shot missions

training part 1 = basic flight / firing controls

training part 2 (incomplete) - view controls and transforming

test a pod - a pod will fly in a straight line at max trottle.  If it gets destroyed, another will appear.

test attack pod - a pod will aim itself at you and shoot at you.  If it gets destroyed, another will appear.

asteroids - every minute or so, some asteroids will appear in front of the player

comets - every minute or so, a comet will appear (designed to fly across the view of the player if he doesn't turn after it starts)

The E3 universe (can start at either Earth or Saturn):

the SDF-3, Factory Satellite, and a Zen Scout at Earth.

a Zen Flagship, Zen Cruiser, Zen Command Ship, 2 Zen Destroyers, and a Zen Scout at Saturn.

The Zen Scout at Earth will fold to Saturn if the player gets within 1 km of it (taking the player and any nearby ships with it), and will then fold back and forth every 2 minutes.

The Zen Scout at Saturn flies through a series of waypoints through the Zen Fleet.

All other mission slots do nothing

Multiplayer Game:

2 player was not finished (cockpit item locations are all screwed up)

4 player seems to work

number of ships per player = how many lives each player has

type of multiplayer game - only dogfight works, though there was going to be a cooperative against a small enemy capital ship game, and possibly a race or target shooting contest as well.

initial money - does nothing so far... the idea was that there would be a mini-shop at the beginning of the game that would allow each player to add a few upgrades of their choice to their ship.

Startup options:

Change Ship Type - pick the type of ship you want to fly (can even choose enemy pods)

Load Custom Design - mostly completed... it would have allowed each player to load a custom Veritech (their custom paint scheme/tail insignia) from a memory pak.

Configure Menu:

Game Settings Menu:

ext instruments on/off = virtual cockpit when in external camera modes

space dust on/off = dust streaks that give a sense of speed

settings = space dust settings (you can play with how the dust works)

control help - on-screen help about the joypad

off = none

on = basic (displays the name of the control you are holding down on the HUD)

ext = extensive help (displays all the controls for the button you are holding down on the HUD)

control setting

pushbutton = controls as described above

modal = D-pad and C-pad are set permanently to one of the above modes, and can be switched using the L and R triggers (doesn't work currently, though I know it used to)

Button Config = change button settings menu

Sound and Music Menu = volume controls

Joypad Controls = does nothing (we were planning on moving button setup here)

Memory Pak Menu = memory pak/rumble pak stuff (mostly working, though only saves dummy data so far)

Custom Veritech

analog stick moves cursor

A/B/Z selects highlighted item

You can select a preset palette/ tail design/ canopy design for your Veritech

You can paint your own tail design

Selecting the Veritech allows you to rotate the Veritech to observe your changes

(creating a custom palette seems to crash the game currently, though I know it used to work)

Technical Files Menu:

select a type of craft, then select the specific craft to display.  It will appear rotating in the window.  All ships, planets, and weapon bullets in the game can be displayed here.

Select the window to self rotate the displayed object: 

analog stick rotates object

A button + analog stick = move ship closer/ farther away from camera

B button + analog stick = move ship left/right/up/down relative to camera

Hold Z trigger = ship auto-rotates


use analog stick to adjust speed of rotation

Left C-Button changes rotation method (rotate object, or rotate camera)

default is to rotate camera

Right C-Button toggles animations on/off (if on, then you can transform the Veritech, and some other ships will display test animations)

default is on

Veritech Only controls:

Up D-pad = transform to Fighter

Down D-pad = transform to Battloid

Right D-pad = transform to Guardian

Left D-pad = (Battloid/Guardian modes only) move legs

Up C-buttons = test (“funky”) animation

the last two items on this menu are:

Model LOD (Level of Detail) display (usually set to large, since the other LODs are low-poly, non-textured models for long distance views)

Large View - the view window expands to full-screen (for ship screen-shots and more detailed display).  The same controls as the smaller window also work here.  You need to “select” the view first, though, just as you do the smaller view window.

Credits:

display the game credits (NOTE: these have not been touched since about a year into the game production, so several people who worked on the game are not listed)

Debug Options:

The Debug menu would not have appeared in the final game… it was for testing and debugging the game.

Play Character Dialog:

pick a line of game dialog (0..473, I think).  The game script will then play from that point forward, popping up character faces and character animations as needed.  To halt running dialog, go back to this menu, but back out of it without selecting a dialog number.

Debug Character Dialog:

tune lip-sync and dialog sound file timings.  I’m not going to mark down all the controls for this… if you are curious, just play around with it.

test console

two ways of displaying debug info on-screen

slowdown = slow game speed to 1/10 or 1/100 of normal

test a face:

put a character face on screen (13 characters to choose from, not including the reflected face of the main character, Kyle Bartley, which is always displayed during gameplay)

NOTE: when playing character dialog, all the faces should be turned off, so the dialog code can turn them on and off as needed!

face size = set display size of faces

small = normal cockpit window size

big = full-screen view (reflected face moves to left side so pop-up faces will not obscure it)

debug = designed for debugging character dialog... large faces, but reflected face is moved to right side of screen, so it can be seen when debug the dialog window is active.

play a sound = test any sound in the game

NOTE: the L-Trigger turns off the current sound, instead of going back a menu. You have to hit START to exit this menu

play a tune = test any music sequence in the game

NOTE: the L-Trigger turns off the current music, instead of going back a menu. You have to hit START to exit this menu

set location

enter the coordinates (in hex) of the location in space you want to set the player's Veritech to.

NOTE: the only two locations of interest are those near Earth (near 0,0,0) and those near Saturn (I can't remember the location values).  All others will drop the player's Veritech in the middle of nowhere.

ship size adjust

target a ship and then use this to change the base size the game thinks that ship is... this affects that's ship's first pass collision (is something else close enough to need to do complex surface collision), as well as off-screen culling (so the game knows whether it is on-screen or not).

Colorful Player Smoke Trails

toggles on/off the red and yellow smoke trails on the player's Veritech (its fun to go into some of the external camera modes and fly around with the smoke trails)

