RED DWARF: THE GAME

Official Documentation by Michael Dodson

System Requirements:


In order to play 'Red Dwarf: The Game' it is recommended that you use it on a PC with a Pentium Processor (or equivalent) with at least 16MB RAM and Windows 95 (or above), running at 640x480 pixels in True Colour (24 bit) or above mode.  You must also have the file 'Vbrun300.dll' installed in the Windows\System directory.  I haven't a clue why, or what it does, though.  (File included).  The fonts ‘Impact’ and ‘Arial’.  (Not included).  To install files, unzip the .zip file to your hard drive.

How to play:


'Red Dwarf: The Game' is a first-person perspective graphic adventure, based on the TV show 'Red Dwarf'.  After opening the program, you should see the title page.  If playing Part 1, the buttons 'Start Game', 'Enter Password' and 'Quit' will appear.  Parts 2 - 5 will not have 'Start Game'.

Start Game:

This is only found on the title screen of Part 1, and will start the game from the beginning, taking you to Lister's bunk.

Enter Password:

In ‘Red Dwarf: The Game’, passwords will be given to you after reaching certain stages.  To return to each stage from the title screen, click here and enter the password in either     CAPITALS or lowercase.  It is not possible to save your game in ‘Red Dwarf:  The Game’.

Quit:

This will take you back to Windows.


In ‘Red Dwarf: The Game’, you play Dave Lister, the last human alive.  The game starts on board Red Dwarf, on top of your bunk.  After waking up from a deep sleep, you are shocked to discover that Rimmer, the Cat and Kryten have been kidnapped, and Holly was too busy to notice it happening.  The idea of the game is to find out who kidnapped them, and rescue your crew.


After the short intro sequence with Holly talking to you, you will get off your bunk, and start the game with a clean inventory.  The command box will be at the bottom of the screen, and the inventory on the right.  If you move your mouse over objects in the room, it will turn into a cross if you can do anything with it, and a yellow label will appear, saying what the item is.  You can try picking up, looking at, operating or talking to any of these items, as well as using anything you have in your inventory with them.

Command Box


To select ‘Pick Up’, ‘Look At’, ‘Operate’ or ‘Talk To’, click on it with the mouse, and it will turn red.  Once it is red, you can click on one of the items you can do something with on the screen (including inventory), and read what Lister has to say.  To deselect, either click on another command, ‘Use’ in the inventory or make Lister leave the room.

Inventory


Once you have picked something up, it will appear in your inventory.  To use it with anything in the room, click ‘Use’ (when white), then the item, and finally on the item you wish the object to be used with.  It is also possible to use something in the inventory with something else in the inventory, but is only necessary later in the game.  Once you have clicked on the item you wish to use, it can be used on anything as many times as you want, and to deselect it, just click the item once.  This will make Lister ‘put down’ the item, but another inventory item can be selected without having to click on ‘Use’ again.  To deselect ‘Use’, either click on a command in the command box, or make Lister leave the room.

Leaving a room or rotating


If there is a red arrow on the screen, it means you can either rotate yourself around or leave the room by clicking on it.  It is not possible to use a command or anything in the inventory with any red arrow.  If there is a door, you can usually go through it by ‘Operating’ it, although this will not always work.  Leaving a room or rotating will automatically deselect any commands or selected items in the inventory.

Quitting


You can quit the game at any time, although it is only recommended to do so after being given a password.  After finishing each Part, the game will give you the password for the next Part and then automatically quit to Windows.

Other Rooms


Some rooms in ‘Red Dwarf’ the game are different in that they do not contain things found in a normal room, i.e. things you can use a command or something in the inventory with.

The Lift


Upon entering the Red Dwarf lift, you can enter a three-digit floor number by clicking on each numbered button in order.  If you cannot go to that room, you can try again, and if you can go there, you will be transported there.  The floor numbers on ‘Red Dwarf: The Game’ do not necessarily coincide with those on the TV show, although some do.  Listed somewhere on Red Dwarf are the numbers of each floor you will need to visit, so you don’t have to just guess the numbers.

Maps


There are a number of maps on ‘Red Dwarf:  The Game’.  To go to a place on them which changes the title of the screen, click on them.

Walking Around the Space Station


Instead of clicking, you can control the direction in Lister walks when navigating the space station in Part 3.  Use the cursor keys to move north, south, east and west, stand in next to the room you wish to enter, facing it, then press the spacebar.

The Cockpit of The Zenar 18

At one point in the game, you will be in the cockpit of the Zenar 18, a stolen spaceship.  It is not possible to control the direction of the gun, but you can fire it by tapping the spacebar.  You cannot fire again until the gun has recharged.  After hitting Starbug, the craft you are chasing, five times, the game will continue as normal.

The Space Girls Fruit Machine


To win some more money, you must play the fruit machine, where the object is to get three of the same Space Girl in a row.  The ‘C’mon And Do It’ button starts the machine going.  Pressing ‘Stop Right Now’ will stop each of the spinning Girls with each click of it.  ‘Move Over’ works as the nudge, and ‘I Want You Back’ is the hold.  You can only click on a button if it is highlighted.

Part 5


The engine in the final section of Part 5 is completely different to the one in the rest of the game, as you take on the form of Arnold J. Rimmer.  To interact with an item, left click the item and a command box appears.  Move the cursor over the picture of either the hand, eye or mouth, and the label at the bottom of the box will read what Rimmer interprets this command to mean.  Click the picture to select the command.  For reasons that will become apparent when you get there, Rimmer can only pick up one thing at a time.  Once picked up, the item’s name will appear in the bottom right hand corner of the screen.  To use the item with something, right click the item you wish it to be used with. 

Msgboxes


Mostly, these are used when any character wants to talk in the game.  After reading the text, click ‘OK’ to either finish what the character is saying or to move onto the next one. 

Cut Scenes

Tapping the spacebar when there is no Msgbox on the screen will usually skip the cut scene, but it is recommended that you watch the whole scene the first time around so you know what is going on.

The Same Generation - Nearly


I know the sets and characters in 'Red Dwarf: The Game' could not come together at any one time in the TV series, i.e. Series 1 set with Kryten, no Kochanski and Lister with a knowledge of anything that has happened during the first eight series.  I don't really know why I decided to do it this way.  Perhaps I just don't like and cannot draw Kochanski.

Bits that don’t work


For some reason, some computers I have tried this on don’t like some animations or the Starbug chase.  If this happens to you, e-mail me and I try to help.  (Address at bottom)

Mistakes in the Game


One of the things I find annoying about most graphic adventures is that using something in the inventory with the wrong item in the room will bring up the rather boring response: ‘That wouldn’t work’ over and over again.  To fix this, I have written each response individually, which takes up a LOT of text.  Naturally, there will be spelling mistakes in some points, and many of them will never be found.  (Unless you’re the sort of person who likes to try stupid things like ‘Use CD with Moonboots’ throughout the game.)  If you find mistakes, could you please note them down, and where they occurred and e-mail them to me, just to make me feel happy that there is one less thing wrong with the game.  (Address at bottom)


Don’t bother, on the other hand, to contact me saying ‘The sofa in the sleeping quarters isn’t that colour’ or ‘Starbug isn’t set out like that at all’.

Other Comments

If you have a compliment to make about the game, such as ‘I like the graphics’ or ‘Well done – ten out of ten’, or if you want to criticise something, like ‘Shooting down Starbug is smeggin’ impossible’ or ‘Didn’t the plot go walkabouts in the middle?’ then you can e-mail me at either ‘dodspice@aol.com’ or ‘alan@dodson26.freeserve.co.uk’.  (Perhaps not too many of the complaints, though – this game has taken me ages.)


Likewise, if you are completely stuck on a stupidly difficult puzzle (there are some, by the way) then e-mail me and I’ll see what I can do to help.

‘Red Dwarf: The Game’ was written on Visual Basic 3.0, and is based on the TV series ‘Red Dwarf’, created by Grant Naylor, whose permission I did not seek before creating and distributing this game.  The game is free software, and can be distributed but without any warranty; without even the implied warranty of merchantability or fitness for a particular purpose.

Some of the characters in this game are based on those in the ‘Red Dwarf’ TV series, written by Grant Naylor. It is in no way associated with or endorsed by Grant Naylor, the BBC, or anyone else and no such connection should be inferred or assumed. 

