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1. Instructions

Welcome to 'Badda-Bing Badda-Bang'

You take control of the Starship Enterprise, commanded by William T. Riker. Gameplay is spread over 8 levels of increasingly difficult combat.

Control the Enterprise with the left and right arrows for directional

control. Up to accelerate and down to decellerate/reverse.

Fire with the spacebar.

The Enterprises shields and hull are visible in the top right hand corner. When shields are down, you will start to take hull damage.

The number of enemy ships and their health are displayed top right.

At any time you can press F1 to see instructions and version number, or F4 to switch between window and fullscreen (Note: Fullscreen will be the same size window but with the rest of the screen blacked out).

Please note the file credits.txt is designed to run should you complete the game, which is why it looks a bit funny if you just read it as a text file.

2. Hints

Keep Moving

Enemy ships will always fire at your present location. If you stay still you will be hit.

Circle and Destroy

With the slower enemy ships this can be a great way to get in close while avoiding enemy fire.

When multiple ships are onscreen, aim all your fire at one ship rather than spreading it out - the sooner you get rid of an enemy, the fewer shots you have to dodge.

Apart from the JemHadar and the Borg, your ship can safely fly through any other vessel.

Enemy ships have no turning circle and can fire in any direction. Be cautious.

Romulan Warbirds still take damage when cloaked (and can't fire back)

Keep your distance from Jem Hadar warships - their charges have limited range. If you can't get far away, twist and turn when they run at you, it will buy you a few seconds.

To destroy the Species 8472 bioweapon you must hit the small charger surrounded by the ships, hitting the ships themselves will have no effect.

If you keep on dying, there is a certain mischevious entity who may offer assistance if you call on him.

3. Notes

This is the first game we've created, so we had a very simple design philosophy - not to be too ambitious.

The two main influences were Star Trek and Asteroids. Everything else grew out of this early premise.

There are numerous planned features we've had to drop because we are essentially amateurs when it comes to game design and simply couldn't implement them. That anything got made at all is due to the Marc Overmars' Gamemaker, and not our puny programming skills.

Nevertheless, by keeping it simple we were able to hone the gameplay more vigorously, playtest, and come up with something which we believe is simple but beautiful (the way games should be). 

With simple games it is important to get the presentation, graphics and sound spot on to give a polished feel. As much time was spent on this aspect of the game as the gameplay. This had the unfortunate side effect of bumping the size up by at least 100%, but we believe was well worth it for an authentic Trek experience.

As far as we know we are not breaking any copyright laws with the content of this game - either official Star Trek ones or the artwork for the ships which was 'borrowed' from New Age Shipyards. We are making no money from this game, it is a labour of love.

However, if in our own small way we are stepping on anyones toes in this regard then please let us know and we will remove any infringing material.

If you enjoyed Star Trek 'Badda-Bing Badda-Bang' then by all means let us know at:

colinandrhiannon@btinternet.com

Like everyone else we enjoy kind words (or even unkind constructive ones)

4. Future Updates/Games

We hope (although this is by no means certain) to continue to improve 'Badda-Bing Badda-Bang' over time. This is dependent on responses/downloads, as well as juggling such a venture with other projects, work, and life in general. Planned improvements include:

Difficulty levels

Choice of ships to pilot

Choice of captains, all with unique bonuses!

Phasers

More realistic ship damage - engines, weapons, manouverability etc. affected

Shields for enemy ships

More levels - Maquis, crystalline entity, sona ?

Tweaks to enemies so they behave more like the human player, including proper turning, less accurate weapons etc.

A greatly expanded cheat system, with unpredictable results

A space station

More speech - crew responses to ship events, enemy taunting etc.

More quips from Riker

Somehow work tribbbles into the equation

Now the game, at least in its first incarnation is finally finished, we find our minds turning to other projects. There are three we are considering, although none have got past the planning stage yet:

A platform game featuring our pet cat Eric

A turn based Star Trek game focussing on strategic ship combat and characters in the star trek world

A turn based city management strategy sim focussing on politics, religion, and philosophy

Stay tuned

5. Troubleshooting

We weren't exagerating when we said we were rank amateurs in the world of computing and programming, so there probably isn't much of use I can say here.

The game is (I think) designed to run in a 640x480 window, but on an 800x600 display. On my 800x600 display the game looks right. Weird things happened when I tried changing it to 640x480 to see what real full screen looked like.

Apparently some of the sound files can be unpredictable on certain machines (something to do with what midi player you have or somesuch).

Erm . . . that's it. Seriously you're better off tinkering yourself.

