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KEVIN CLOUD ON THE ART
PROCESS OF DOOM

Writer’s note: This section was provided by Kevin Cloud, id Software artist
and writer.

In games, good computer art is commonly referred to as “beautifully
rendered or detailed” because most good game art looks meticulously
hand drawn. Unfortunately, beautifully rendered worlds often begin to
look staged. For Doom, we wanted to create a realistic and dark world
that looked more dirty than pretty. There was nothing beautiful about
Doom and we wanted its world to convey that concept—scary and dark.

To achieve the intended effect we used a combination of scanned and
hand rendered images. John Carmack created the program, Fuzzy Pum-
per Palette Shop, that would capture live video images and convert them
into a PC graphic format. We then loaded the images directly into our
PC art applications where we could edit, resize, colorize, and combine
them—whatever it took to create an interesting graphic. The overall ef-
fect is somewhat distorted, but that’s Doom.

The characters in Doom were created using a variety of methods—
hand drawn, scanned clay models, and finally, latex and metal models.
After working on Wolfenstein, we knew the frustration of creating the
rotated views of every animation of a creature. Most characters are easy
to draw from the front, but rotate them 45 degrees and things become a
little more complex. Using small wooden mannequins and a couple of
pounds of clay, we set out to make our own models. This technique
wasn’t perfect, but it enabled us to pose the creatures in stances we
would normally not draw.

As the project neared its end, we wanted to create a monster that
wasn’t a biped. We came up with the idea of a large brainy creature with
a chaingun embedded into its face, and its body attached by several large
metal hooks to a four-legged metal machine. We couldn’t create this guy
using clay, and that’s when we contacted Gregor Punchatz.

Gregor has an extensive background in creating models. Working on
the sets of such movie classics as Nightmare on Elm Street and RoboCop,
Greg had the tools and the talent necessary for creating models. Within a
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few weeks, Gregor had turned our sketches into a fully moveable mon-
ster. The process worked well. And although this version of Doom only
features one of his creations, the retail version of Doom will fully utilize
Gregor’s talents.

HAPPY DOOMING

There is obviously a lot more to Doom than what you see on the
screen, and there is much more the Doom creators could have shared
with us. [ hope the above discussions have at least given you an insight
into the minds of the Doom creators and an appreciation for the art and
science of Doom. For more technical information about playing and en-
joying Doom, look for your specific topics in the appendixes.
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is appendix goes over the procedure for installing Doom on your
system. It also covers the Main Menu and gives you some of the most
common troubleshooting tips.

DOOM INSTALLATION

If you haven't installed Doom on your system, do it now. Refer to the
Doom User’s Guide or follow these simple instructions:

1 Insert the first Doom diskette into the appropriate disk drive, a or b.
2 Atthe DOS prompt for the drive, type install and press ...

Follow the directions on the screen. After the installation, Doom runs
a short customizing program to accommodate your system hardware.
Again, follow the on-screen instructions.

THE SETUP MENU

The information in this segment tells you about the Doom Setup
menu. The Setup menu (which is entitled Main Menu on your screen)
allows you to do the following:

e Use Doom with specific music and sound cards.

e Select controller types (joystick, mouse, etc.).

e Configure your controller (assign functions to mouse buttons).
e Run and configure Doom for MultiPlayer mode.

e Run saved MultiPlayer-mode games.
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To access the Setup menu,
go to the Doom directory

' K’eyboard *Mouse . . . and type SETUP at the DOS

‘Sound Blastex»
Sound Blaster prompt.

Refer to the section below
for working with any of the
Setup options.

i Select Sound FX Car
Select Controller Type
Controller Config

Save Settings & Run DOOM ' CHOOSING A
Run Netu d({/"odem{ﬁt]a.rcl‘al Ggﬂg | MUS'C CARD

] To choose the appropriate
music card for your system, fol-
low these steps:

1 Choose Select Music Card from the Main Menu (by highlight-
ing it with the cursor keys and pressing .J).

2 From the screen displayed (Figure A.1), select the type of music
card you have installed on your machine and press ..

3 Now you are prompted to select the card’s port. Choose the ap-
propriate port for your card. (If you are unsure, refer to the card’s
documentation.) Then press .J.

| Sound Canuvas

{ WaveBlaster

{ UltraSound

| Pro Audio Spectrum

FIGURE A.1  Music card and port selection screens

The Main Menu then returns so you can make other selections.
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CHOOSING A SOUND CARD

Follow this procedure to configure your sound card for Doom.

1 Choose Select Sound FX Card from the Main Menu. You are
prompted to choose a type of sound card, as shown in Figure A.2.

2 Select your sound FX card and press ..

3 Now you are prompted for the card’s port. Choose the appropri-
ate port for your card. (If you are unsure, refer to the card’s docu-
mentation.) Then press ..

4 Now you must specify the card’s IRQ. Choose the appropriate
IRQ and press .. (If you are unsure about your card’s IRQ, consult
the documentation that came with the card.)

UltraSound
Pro Audio Spect
Last .

FIGURE A.2 Sound FX card selection screen, port selection screen,
and IRQ selection screen

The Main Menu then returns to the screen so you can make other selections.

SELECTING A CONTROLLER

Use this simple procedure to choose the type of controller you will be
using with Doom.
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1 Choose Select Controller Type from the Main Menu. You are
prompted to select the controller type.

2 Choose the controller you want and press ...

The Main Menu returns to the screen so you can make other
selections.

CONFIGURING YOUR CONTROLLER

If you wish to change the setup of the fire, sidestep, and walk buttons
on your mouse, keyboard, or joystick, follow this procedure:

1 Choose Controller Config at the Main Menu. You are
prompted to choose the controller type for which you want to
change the configuration.

2 Choose the controller type and press ...

Depending on your selection, you will get a special screen showing
the current control assignment for your device, as shown in Figure A.3.
Each of these screens leads you through similar steps. First you position
the cursor over the function you wish to change, and press ... You will be
prompted to type a new key or press a new button for that function. The
new key or button will appear in place of the key you replaced. Press F10
to accept your changes and return to the Main Menu.

SAVING YOUR SETTINGS AND
RUNNING DOOM

After you have configured the system for your cards and controllers,
choose Save Settings & Run Doom from the Main Menu. The Setup
program will terminate and Doom will start automatically.
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Foruward
Backuard
Turn Left
Turn Right

Joystick/Gravis Gamepad Config

Use SPACE ig i . — R —
Fire RL

Speed on IRT Fire i

Strafe on # LEFT BUTTON Forward BUTTON 3
Strafe left u Move Porwvard MID BUTTON Use BUTTON 4
Strafe right % Strafe RIGHT BUTTON Strafe BUTTON 2

TON

ESC-Abort bt ESC=Abort ENTER=Select "ESC=Abort I

FIGURE A.3 Keyboard, mouse, and joystick configuration screens

RUNNING AND CONFIGURING DOOM FOR
MULTIPLAYER MODE

Doom can be played in MultiPlayer mode over an IPX network or
through a serial modem. If your network is not IPX (for example, if it is
Lantastic or Windows for Workgroups) you might have to load special
drivers. Hank Leukart’s “The Official Doom FAQ” is the best source at
this time for instructions on engaging MultiPlayer mode in these special
situations. Leukart’s sheet is updated regularly and is available in the
Games library of the SYBEX forum on CompuServe (and various other
online platforms). The following instructions are for starting MultiPlayer
mode over an IPX network or via serial modem.

1 Select Run Network/Modem/Serial Game from the Main Menu.

2 You will be prompted to choose the type of selection appropriate
to your situation. The box you see next will vary depending on
the device you selected. The possibilities are shown in Figure A.4.

3 Make a selection in each option group from the appropriate
screen. Then start the game by pressing F10.

RUNNING SAVED MULTIPLAYER-MODE
GAMES

If you wish to resume a MultiPlayer game that you saved earlier, fol-
low these steps.



etwor Conf1 uration

Ced 1 -la =

¢ > Three players

( ) Four players
- DOOM Episode

(e)> Knee—Deep in the Dead
The Shores of Hell
Infexrno

I’m too young to die.
Hey, not too rough.
Hurt me plenty.
Ultra—-VUiolence!?
NIGHTMARE?

Play cooperatively
DEATHMATCH showdown?

B = default

laXa) INAAANAN aYa)

ESC=Abhort

FIGURE A.4

=Run netDOOM?

The Setup Menu

ee—De in

¢ » The Shores of Hell
{ > Inferno

1 .L?“r‘l
¢ > Hey, not too rough.
(=) Hurt me plenty.
¢ > Ultra—Uiolence!?
< ) NIGHTMARE?

(o) Play coaﬁeratluely

¢ > DEARTHMATCH showdoun?

Modem port
(=) COM1
< 2 GOM2

< > COM3
< > COM4

8
(o) Hait for call
¢ » Gall

F1i@=Run DOOM?

Serial Ctmfi uration

in the Dead
of Hell

-)1 ep
Qs The Shore

> Hey not too rough.
=) Hurt me plenty.

> Ultra—VUiolence!?

> NIGHTMARE?

> DERTHHQTCH showdowun?

> port
> Serial COM2 port
2> Serial COM3 port
> Serial COM4 port

NSO

B=Run DOOM?

IPX network, modem, and serial-link options screens

1 Select Run Net/Modem/Serial savegame from the Main
Menu and press ...

2 Choose the type of network device you want and press ... The
next screen, to resume a saved network game, depends on the
option you choose here. The possibilities are shown in Figure A.S.

3 Make the desired selection in each option group from the appro-
priate screen. Then press F10 to start the game.

Network savegame options

E2M8

Play cooperatively
DEATHMATCH showdown?
[ u01k socket

A = default
F18=Run netDOOM?

> E3M9
> E2M3
) E2M4
> E2M5
> E2M8
ype of moden game —
*> Play cooperatively
¢ > DEATHMATCH showdouwn?
Modem port —————
(=) COM1 ¢ > COM3
¢ > COoM2 < ) COM4
Connect method
¢ ) Already connected.
(o) Wait for call
{&b) 11

FiB=Run DOOM?

Serial savegame options

Type of serial gane

(=) Flay cooppxatluelu

¢ > DEATHMATCH showdoun?
Serial port e
(=) COML

< > COM2

< 2 GOM3
<> CON4

=Run DOOH!

FIGURE A.5 Option screens for sclecting network, modem, and serial-link saved

gaines to restart
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TROUBLESHOOTING TIPS

In this section you will find quick tips for solving many of the prob-
lems you might experience while running Doom. Most problems are
easily solved. However, if you require technical support, id Software
maintains open lines at (214) 613-0132. If you are on the Internet, you
can also reach id Software’s technical support at:

help@idsoftware.com
Most problems you might experience will occur in the following areas:

e General Operation (crashes and memory-related problems)
e Sound
e Control

e MultiPlayer (network and modem)

Read the question/answer sections ahead for useful advice in each of
these areas.

GENERAL OPERATION
Q: Why do I keep getting the “Out of Memory” message?

A: This occurs for some users of version 1.1, Doom must have at least
4Mb of RAM. If you have any less than that, you will continue to see the
Out of Memory message. However, if you have at least 4Mb of RAM but
still get the same message, the problem might lie with your AUTOEXEC-
.BAT file loading too many drivers. It is not unusual to have several TSR
(terminate-and-stay-resident) programs in that file. Each one may be taking
up memory that Doom requires.

If you have DOS 6.0, you can solve this problem in one of two ways:

1 Press and hold the Shift key while your machine is booting.
2 Run MEMMAKER to free additional memory during booting.

=3P
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If you are using DOS 5.0 or earlier, consider renaming your AUTO-
EXEC.BAT file to something else (like AUTO.BAT) and then rebooting so
that nothing is automatically loaded into memory at startup. Just remem-
ber to rename the file back to AUTOEXEC.BAT after you've finished play-
ing Doom.

A fourth way to solve the problem is to run Doom without using
HIMEM, EMM386, or any other memory managers.

Q: Why does my system crash when I start Doom?

A: This occurs for some users of version 1.1. System crashes on a con-
sistent basis might mean that your motherboard does not respond to the
DOS extenders used by Doom. Rather than replacing your motherboard,
you can simply use the adequate DOS extender. If you have access to the
Internet, you can download a file called ALTDOOM.ZIP. (See the last half
of Appendix C for some of the FTP sites on the Internet.) If you do not
have access to the Internet, you can get the file from the official id Soft-
ware BBS, Software Creations. Here are the numbers:

(508) 365-2359 2400 baud
(508) 368-7036 9600-14.4K v.32bis
(508) 368-4137 14.4-16.8K HST/DS

Q: The patch for version 1.2 fails to install correctly. What's wrong?

A: The version 1.2 patch modifies some files in your Doom directory.
So if you have renamed the directory or have altered the DOOM.EXE file
with a new version, you might experience problems installing the patch.
Also, there were two 1.1 versions of Doom. The older of these will give
you problems with the patch. If you are a shareware user, you can avoid
any problems by downloading the most recent shareware version and
then applying the patch. It is also possible that you might have an older
registered version. Call your distributor or e-mail id Software for help
(help@idsoftware.com).

Q: How can I get Doom to work with SMARTDRV.EXE?
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A: This problem might be circumvented by adding the following line
to your CONFIG.SYS file:

DEVICE=C: \DOS\SMARTDRV.EXE DOUBLE_BUFFER

SOUND PROBLEMS
Q: Why don’t I get any sound?

A: The most obvious cause for this problem is that Doom is not config-
ured for your sound card. Run the SETUP program to check that Doom is
using the correct setting. Be sure to save your settings before leaving the
SETUP program.

Q: I have a Sound Blaster-compatible sound card, but I still don’t get any
sound. What can I do?

A: Your compatible card probably needs to be run in the Sound Blaster
emulation mode. This might be accomplished through a software com-
mand or a card switch setting. Refer to your card’s documentation.

Q: I have a Gravis UltraSound card. Can it work with Doom?

A: Yes. But for it to run properly, you must perform four steps:

4 Set the ULTRASND environment variable, as in
SET ULTRASND=220,1,1,7,5
2 Install the “General MIDI patch” that came with your Gravis card.
3 Place the following line in your AUTOEXEC.BAT file:
SET ULTRADIR=C:\ULTRSND

4 Copy the ULTRAMID.INI file into your Doom directory and re-
name it DMXGUS.INL

Q: Why can’t I get my AT1I Stereo-F/X sound card to work with Doom?

A: Turn off DMA buffering in the sound card’s SFX.EXE configuration
program.

- - =3P - =3P
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CONTROL
Q: Why does my mouse move by itself during play?

A: You might be using an older mouse driver. If you are using a
Microsoft mouse, use drivers 9.x instead of 8.x.

Q: I have a two-button mouse. How can I get it to work with Doom?

A: Doom assumes that you are using a three-button mouse. The de-
fault assignments for the buttons are primary button, fire; middle but-
ton, sidestep; and right button, forward. With a two-button mouse, you
must edit the file DEFAULT.CFG in the DOOMDATA directory using an
ASCII text editor. Look for the line

mouseb_fire -1

and assign it a value of 1 (as in mouseb_fire 1). The values for the other
mouse control lines are

mouseb_fire O
and
mouseb_strafe 2

With this setup you can fire with the primary button and sidestep
with the right button.

MULTIPLAYER MODE PROBLEMS
Q: Why does network play slow down?

A: You might be running an older Doom version (1.0 or 1.1), which
uses broadcast packets. Version 1.2 uses directed packets, which are sig-
nificantly faster.

Q: Why doesn’t my modem work with Doom?

A: You might be using a nonstandard IRQ for your COM port. There
is a shareware utility that changes default IRQs so they are suitable for
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Doom. In addition, Doom may require that you use a special initializa-
tion string with your modem. Here are a few strings you might use for

some common types of modems.

Boca M1440i (internal)

Boca 14.4 Fax/Modem
Digicom Systems Scout Plus
Gateway Telepath 14.4k

Generic 14.4k Fax/Modem

Hayes 28.8k V.FAST Modem
Intel 14.4k

Practical Peripherals
14400FX v.32bis

Supra
Telepath 14.4k

USR Sportster 14.4k Fax/Mo-
dem

Zoom 14.4k VFX

AST48=0S37=9546=136%C0%E
&Q0&R1&C1&D2\GO\N1NO

AT S46=0 S37=9 NO &Q0 &D2 &K4
ATZ*EO0*N3*MO*S0*F0&D2

AT S46=0 S37=9 NO & QO &D2
&KO0 %CO0

AT S46=0 S37=9 NO &Q0 &D2 %CO
\GO &K

AT &Q6 &K S37=9 N %CO \NO
AT \NO %CO \QO B80
AT Z S46=0 &Q0 &D20

0%M) &KO

AT &FO0 S46=136 %CO00
AT &F&MO&KO&N6&HO SO0=10

AT S0=1 S7=60 E1 Q0 V1 &C1
&D2 &KO &N6 &A30

AT&Q6S37=9N0%C\NO

For a more inclusive list, consult “The Official Doom FAQ” by Hank
Leukart. This resource can be obtained from the Games library of the SY-
BEX forum on CompusServe, the Action/Arcade library of the Gamers fo-
rum on CompuServe, or from various FTP sites on the Internet. (See the
last half of Appendix C for some of the Internet locations.)

e -
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“There’s a loophole to every law, a backdoor to every main entrance,
and a crack to every safe. Who was it that said, “All’s fair in love and
war”? Don'’t search too hard for an answer. It's probably just the collec-
tive unconscious speaking to us all. Thank God id Software built cheat
codes into Doom. Cheat codes can save the day, if not your sanity, when
your level of frustration has reached its peak.

In this appendix, we'll let id Software designer John Romero explain the
inside story on the cheat codes that can be used by those in the know.

CHEATING IN DOOM

While programming Doom, we needed our own set of cheat keys to be
able to test various aspects of our game design. This helps speed game
creation. By leaving cheat codes in the game after its release, others are
able to enjoy the game even more. All the cheat codes are prefixed with
ID, because, you know.

We created the IDDQD cheat mode so we could watch the attack frames
of an attacker, so we didn't get killed while analyzing. Why DQD? Well, one
of id’s programmers, Dave Taylor, was part of a three-person group called
Delta-Q-Delta. They named themselves DQD
because they were the fraternity of guys | N S
who would Quit their college classes before . )

] b To use any of the cheat codes divulged in
getting F’s.

this appendix, you simply type the code as
When the Automap was being pro-

grammed, we needed to see if the special
codes we put on the map line segments
were correct, so we needed a cheat to dis-
play all a map’s lines. This code is IDDT be-
cause Dave Taylor’s signature is DDT with

you are playing a game. (It is not necessary
to press .| after typing a cheat code.) You can
also use cheat codes when you have paused
the action.
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an arrow through it. In the Automap, type IDDT twice and you will see
all the things that can be seen in a map and your player will be an arrow
with DDT over it!

Some people wanted a simple cheat that would give them just the chain-
saw. IDCHOPPERS is for those people. This was a post-v1.0 release cheat.
Sometimes, for debugging purposes during gameplay, the programmers
needed to get the coordinate of the player. Thus, the IDMYPOS cheat code
came squealing into existence. To test all the powerups quickly without hav-
ing to find them in a map, the IDBEHOLD cheat was needed. Type IDBE-
HOLD, then I for Invisibility, S for Berserk Pack, V for Invulnerability, R for
radiation suit, A for computer area map or L for light amp goggles. To test
the various weapons, we created IDKFA. The KFA stands for “Killer F***ing
Arsenal” and bestows upon you all the weapons, and maximum ammo for
all of them. Have fun.

For warping to all the maps in the game, we created the IDCLEV
cheat. Type the code, then type 1, 2, or 3 for the episode number, then
the map number (a number from 1 to 9). For example, to warp to E3MS6,
you would type, IDCLEV36.

While designing maps, sometimes (!) we made mistakes with switches
and triggers and inadvertently closed ourselves off from the rest of the
map, so we created the IDSPISPOPD cheat code so we could walk
through all the walls and out of our dilemma. Why did we name it SPIS-
POPD? Well, this is a little story that goes back many months ago, when
the USENET newsgroup comp.sys.ibm.pc.games.action was positively go-
ing nuts waiting for Doom’s release. Many of the people on the news-
group were tired of talking about Doom for almost a year, so they
invented something even cooler that they could talk about, namely, the
fictitous game SPISPOPD, or, “Smashing Pumpkins Into Small Piles Of Pu-
trid Debris.” They invented all kinds of awesome things this game would
do (using chainsaws on pumpkins) and who would be publishing it (Ego
Software). They even created a FAQ (frequently asked questions) for it!
Then—someone actually wrote the game! It wasn’t anywhere near as am-
bitious as the spec, but it was fun and is actually on the Internet Top 100
games list. So, we included its name as an inside joke to all the Doom
players on the Internet.
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COMMAND-LINE PARAMETERS

When you start Doom from the command line, there are a number of
useful line parameters you can include to tailor the game to your specifi-
cations. All you have to do is access the Doom directory and then type
DOOM as usual, except you can follow it (on the same line) with any
number of the following parameters as appropriate. (You can also use
any of these line parameters with the IPXSETUP or the SERSETUP pro-
grams for MultiPlayer mode, as discussed in Chapter 7.)

-skill number
-episode number
-fast

-respawn
-nomonsters
-loadgame
number

-config filename

-file filename

Sets the skill level from 1 (easiest) to 5
(Nightmare).

Lets you start playing in the episode of your
choosing (1, 2, or 3).

Makes the monsters attack as fast as they do in
the Nightmare level of difficulty.

Makes the monsters come back to life after eight
seconds (as in Nightmare).

Starts Doom without any monsters (suitable for
Deathmatch).

Loads a saved game identified by its slot number.

Lets you load a configuration file other than
DEFAULT.CFG, the one included with Doom.

Adds the file of your specification to the list of
files that are normally loaded when you run
Doom. This parameter is typically used to
override the graphics or maps residing in the
DOOM.WAD file. (For example, if you have
just downloaded a new E1M1 level from a
CompuServe forum, you would add the
parameter -file newelml.wad.
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“DEVELOPER” MODE

There’s also a “developer” mode in Doom, invoked with the command
-devparm. The various command-line parameters in developer mode
allow level-warping, adding external WAD files, recording screens (“screen
shots”), and other miscellaneous stuff. Just make sure you have devparm
on the command line, and then type any of these other parameters:

-warp x y Warps to episode x, level y.

-record name Records your current game and
saves it under the name you assign
it. (Use -warp to start at the level
you wish to record.) The demo
recording ends when you die, quit,
or exit the game.

-playdemo Plays the demo you specify.
name

While in developer mode, you will see some flickering dots at the bot-
tom of the screen. These dots tell you how many frames per second (fps)
the game is running at. One dot is 35fps, two is 24fps, three is 17fps, and
four is 14fps.

Any time you are playing Doom and the developer mode is engaged,
you can take a screen shot of the ongoing action by pressing F1. Screen
shots are saved in the Doom directory as PCX files. Each screen shot you
take is automatically named DOOMxxx.PCX, where xxx will be an as-
cending number beginning with 000. Screen shots can be displayed and
manipulated with any paint program that supports the PCX format, such
as the Paintbrush accessory in Microsoft Windows.
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DOOM ADD-ONS

AND RESOURCES




e are many imaginative, intelligent, and interesting people not
just playing Doom, but actually adding on to it and sharing their contri-
butions with others. These contributions are generally termed add-ons.
Add-ons run the gamut from cheating utilities to sound and level modifi-
ers. With each passing day, the number of add-ons grows. Many are avail-
able through the various on-line information networks and services
(CompuServe, America Online, the Internet, etc.).

For your convenience, SYBEX has included many of the best Doom
add-ons in the Games library of their CompuServe forum. If you have a
CompusServe account, all you have to do is log in and issue the GO

SYBEX command. Once in the SYBEX fo- — ST E

rum, access the Games library and peruse

the list of Doom files containing the add- id Software and SYBEX Inc. do not guaran-

ons you wish to grab. tee the operation or the applicability of
You can also type GO GAMERS in Com- these add-on utilities. Also, remember, many

puServe and check out the profusion of add-ons work only with registered versions

files and messages in their Action/Arcade li- of Doom.

brary. There are many many files here for
many many games, not just for Doom.

If you're using Delphi or America Online or one of the other services that
offers some degree of Internet connectivity, check out the USENET news-
group ALT.GAMES.DOOM. Or see if you can find a local bulletin board serv-
ice (BBS) that offers USENET groups and see if you can get it to make
ALT.GAMES.DOOM available. ALTL.GAMES.DOOM is a great forum for ask-
ing questions and finding tips, strategies, and add-ons. (Note, however, that
ALT newsgroups on USENET come and go with some frequency.)

Finally, if you're not connected through a national service and none of
the bulletin boards in your area offer USENET access, see if there are any bul-
letin boards in your area devoted specifically to games. If there aren’t any
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Doom players on these boards yet, it’s just a matter of time. Leave a mes-
sage expressing your interest, and check back from day to day.

This appendix gives you a small sample of the types of Doom add-ons
you can find for your gaming pleasure. Besides the brief survey, this appen-
dix also lists some key locations for finding many more Doom add-ons.

DOOM ADD-ONS

Here is a listing of existing Doom add-ons that you will find in the
SYBEX Games library:

DOOMEZ vi1.2

This “in-line” editor lets you play any Doom episode and equips you
with special weapons, ammunition, and other powers. DOOMFIX, an-
other in-line editor, lets you manipulate many file-save parameters for
single-player and modem-player modes. You can use the editor with the
included batch file for warping to missions and arm yourself to the teeth.

Author: Wayne Sikes.

DOOM EDITOR, v1.0b.

This latest shareware version of Renegade Graphics’ DOOM EDITOR,
v1.0b, which lets you modify existing Doom levels, includes major im-
provements and tons of great new features. It supports all the architec-
tural constructions, like crushing ceilings, teleporters, new doors, and
more! Requires Windows 3.1. If you don’t have the previous version,
download RGDAUX.ZIP in this library to get CMDIALOG.VBX and
COMMDLG.DLL. Also requires VBRUN300.DLL, available in Library 1
(General/Help) as VBRUN3.ZIP.

Uploaded by author Joe Pantuso (Renegade Graphics).

DOOM ARGH!

Thisisa new Doom level created with Renegade Graphics’ DOOM EDI-
TOR v1.0b, also available in this library. Requires registered Doom 1.2.

Uploaded by Joe Pantuso (Renegade Graphics).
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DOOM LEVEL SELECTOR

This user-friendly interface lets you jump to any game level and allows
you to choose any skill level. Comes complete with instructions in the
file; just type DOOMSL to run. Operation is self-explanatory. Tested with
Doom v1.2; may not work well with earlier versions. This upload cor-
rects previous errors.

Uploaded by Bobby Osborne.

RanDOOM v1.41

RanDOOM v1.41 randomizes the placement of objects in the Doom
playfield. It also has smarts: It won't let a pillar block the exit, or leave a
key or card on the opposite side of the door. Nor will it prevent Death-
match network play by erasing all the Deathmatch warp-in spots, or
block completion of an episode by replacing the endgame bosses with
other objects. In short, RanDOOM should always leave you with a play-
able level. Runs only with a registered version of Doom.

Uploaded by Patrick Joyce.

MODEM CONTACT LIST

This is a directory of Doom players who wish to participate in modem
play. Contains entries from many states and several countries.

Compiled and uploaded by Jeff Forsyth.

DOOMSET.EXE v1.0

DOOMSET v1.0 is a saved-game editor for Doom v1.2. Its dialog-box
Windows interface lets you change, add, or delete your percentage of
health and armor. It also allows you to have the Computer Level Map
and whatever ammo, weapons, and keys you want. Requires Win-
dows 3.1. Freeware.

Uploaded by author, Ray Johnson (aka Gregory Smart).
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MODEM HELP FILE v3.0

This is the Doom Modem Help File v3.0, a compilation of scores of
modem INIT strings. It contains the information on modem options and
connection methods.

Compiled and uploaded by Keith Turbyfill.

runDOOM vi1.2

These files allow you to run Doom v1.2 over a network that uses
Accton EN165x ISA Ethernet adapters.

Uploaded by Mark DeMazza.

DEU S.0

The latest release of this object/thing editor (formerly NEWDEU 4.31).
It allows you to add, delete, move, and change objects, or to edit various
parts of the maps. Not a fully functional editor, but you can create some
interesting things, modify .WAD files, or create PWADs. Works with
shareware and registered versions of Doom v1.1 and v1.2, but only saves
changes in registered versions. Supports a mouse. Source code included.
Public domain software.

Wiritten by Brendon Wyber and Raphael Quinet. Uploaded by David Saraniero.

E2M8 Playback
Demo playback file for use with Doom v1.2 that shows my favorite
way to Kkill the Cyberdemon at E2M8. Recorded in Ultra-Violence mode.

Uploaded by Jason Laumeister.

Playback of Levels 1-4

Levels 1 through 4 recorded as Doom v1.2 demos ready for playback.
These .LMP files are played in ultra-violence mode, demonstrating all the
secret areas and achieving 100% Kills. Includes batch file for playback. Re-
quires Doom v1.2. ‘

Uploaded by Carter Lee.
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Doom Specs

“Unofficial Specs File,” written by Matt Fell and released by Hank
Leukart. Contains all known information regarding the structure of the
DOOM.WAD file to assist you in creating add-ons for the registered
version of Doom v1.2.

Written by Matt Fell. Released by Hank Leukart. Uploaded by FrostByghte.

DMAUD (Sound Editor)

Lets you store and extract sounds from DOOM.WAD files. Also plays
sounds if you have a Sound Blaster card or compatible. Input files can be
AU, .VOC, .WAYV, and .SND. Converts any sample rates as necessary.

Written by Bill Neisius.

Audio Editor

This is a Doom SFX player, SFX extractor, and SFX replacer. It stores
sounds into, or extracts sounds from, DOOM1.WAD files (distributed
with Doom shareware versions) and DOOM.WAD files (distributed with
Doom registered versions). Also plays sound through Sound Blaster or
compatible sound card. Used by SILLY.ZIP (in this library) for Silly
Doom, and by DOOMCO.ZIP (in this library).

Written by Bill Neisius. Uploaded by Steve Simpson.

Doom Wallpaper

Doom Windows wallpaper, “Wish You Were Here.” Montage of images
from Doom. This is a .BMP conversion of DOOMAR.GIF in this forum.
640x480x256.

Uploaded by Neil Bonner.

Doom v1.2 Modem/Network Batch Files

These batch files simplify running Doom from the command line in
network and serial direct-connect or modem games. Unzip into your
DOOM directory, and type HELP and MOREHELP for information on
how to use them.

Uploaded by Erik Carlseen.
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Doom Modem Hints

This text file contains instructions for connecting a Doom modem
game. Useful if you've tried just about everything and nothing seems
to work.

Written and uploaded by Cris Williams.

Doom Stupid
Sounds from various locations and friends. Requires Doom Audio Edi-
tor, available in this library as DMAUD.ZIP.

Uploaded by author, Eric Wilkinson.

OTHER SOURCES OF ADD-ONS

There are many more Doom add-ons. Some of the more interesting
ones can be obtained from id Software’s bulletin board, Software Cre-
ations, or from certain Internet and Usenet locations. Here is a repre-
sentative list of what you can find.

Doom Editor: The Real Thing v2.1
(doomed21.zip)

Gives you all the necessary controls to edit sounds, view bitmaps,
change the look of walls and other surfaces, reposition or change objects,
etc. Works only with Doom v1.1.

Created by Name Unknown, (pringler@cuug.ab.ca).

Available at FTP site wuarchive.wustl.edu/pub/MSDOS_UPLOADS/
games/doomstuff.

Doom Sounds (doomsnds.zip)

A Windows program that will play the sounds from Doom. Requires a
Windows sound card driver.

Created by Michael Albers (mal@netcom.com).

Available at FTP site wuarchive.wustl.edu/pub/MSDOS_UPLOADS/
games/doomstuff.
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Miscellaneous Sounds (dmmisc.zip)

Includes samples from Star Wars, Richard Nixon, PacMan, and Ren
and Stimpy. Requires DMAUD (which can be found in this library).

Created by “ Asthmahound.”

Available at FTP site ftp.uwp.edu /pub/msdos/games/id/homebrew/
doom/pub/incoming/id.

DMGRAPH vO0.2 (dmgrap02.zip)

Stores graphics into or extracts graphics from the DOOM.WAD file in
portable pixel format. (Graphics must have a resolution of 320x200
or less.)

Created by Bill Neisius (bill@solaria.hac.com).

Available at FTP site wuarchive.wustl.edu/pub/MSDOS_UPLOADS/
games/doomstuff.

NEWDEU v4.1 (newdeu41.zip)

Lets you move things around and change floor and ceiling heights
and textures. Also lets you modify light levels and change toxic sectors
into normal areas.

Created by Raphael Quinet (quinet@montefiore.ulg.ac.be).

Available at FTP site wuarchive.wustl.edu/pub/MSDOS_UPLOADS/
games/doomstuff.

Doom Utilities vO.1 (dmutilO1.zip)

Lets you view maps and has zoom and pan effects. Provides multiple
episode support.

Created by Bill Kirby (bkirby@netcom.com).

Available at FTP site ftp.uwp.edu/pub/msdos/games/id/homebrew/
doom/pub/incoming/id.
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FAREWELL, AND GOOD LUCK

If you get on line and wish to explore the ever changing realm of
Doom, you will never be disappointed. There are many Doom-mongers
out there armed with new ideas, shaping ever more fascinating Doom
possibilities and landscapes.

id Software’s official bulletin board, Software Creations, can be
reached at the following numbers:

Modem Speed Phone Number
2400 baud (508) 365-2359
9600-14.4K v.32bis (508) 368-7036

14.4K-16.8K HST/DS (508) 368-4137
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add-ons, 280-286
addressing players, 236
Albers, Michael, 285
ALT.GAMES.DOOM newsgroup,
280
Alt key, 7
ALTDOOM.ZIP files, 269
ammunition, 30-31
backpacks for, 35
picking up, 12
status bar, 10, 10, 37
-answer parameter, 240
armor, 34-35, 34. See also Com-
bat Armor vests; Security
Armor vests; Spiritual
Armor
cooperative mode, 44
importance, 55-56
status bar, 11, 38
arrow keys, 7
arsenal
ammo, 30-31
cheat mode, 275
electronic gadgets, 32-33
medical aids, 34
protective items, 34-35
supernatural artifacts, 36
weapons, 28-31
artifacts, 36
cheat mode, 275
maps. See monsters, weapons,
and artifacts locator maps

assembly language functions, 243

Asthmahound, 286
ATI Stereo-F/X sound card prob-
lems, 270
audio. See sound
Audio Editor add-on, 284
auto-demo, 6, 16-17
Auto-Spotting feature, 33
AUTOEXEC.BAT files, 268-269
Automaps, 32, 32
cheat modes, 274
MultiPlayer modes, 235
using, 42

backpacks, 35§, 35
Central Processing level, 97
Command Center level, 151
Computer Station level, 104
Containment Area level, 131,
133
Deimos Lab level, 143
Limbo level, 219
Military Base level, 117
Mount Erebus level, 211
Nuclear Plant level, 70
Pandemomium level, 190
Toxin Refinery level, 78
bait tactics, 44
Barons of Hell, 25-26, 25
Halls of the Damned level,
156-158
Pandemomium level, 188-189



Phobos Anomaly level,
109-110
Spawning Vats level, 163-164
barrels, 11, 41
batch files, 284
BBS (bulletin board systems),
269, 280, 287
Berserk Packs, 34, 34
cheat mode, 275
Command Center level,
151-152
Containment Area level, 131
Deimos Lab level, 143
Halls of the Damned level, 158
House of Pain level, 196
Mount Erebus level, 212
Slough of Despair level, 183
Spawning Vats level, 164
Unholy Cathedral level, 204
Warrens level, 229
BFG 9000, 30, 30
against Barons of Hell, 25
against Cyberdemons, 26
House of Pain level, 193-195,
197
Pandemonium level, 188-189
against Spider Mastermind, 27
Unholy Cathedral level,
202-203
bitmaps, viewing, 285
blue flasks, 11
blueprint and ideal route maps,
50-51, 50
Central Processing level, 91
Command Center level, 146
Command Control level, 80
Computer Station level, 99
Containment Area level, 128
Deimos Anomaly level, 122
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Deimos Lab level, 138
Dis level, 222
Fortress of Mystery level, 171
Halls of the Damned level, 154
Hangar level, 61
Hell Keep level, 175
House of Pain level, 191
interpreting, §1-53
Limbo level, 214
Military Base level, 113
Mount Erebus level, 206
Nuclear Plant level, 65
Pandemonium level, 186
Phobos Anomaly level, 107
Phobos Lab level, 86
Refinery level, 134
Slough of Despair level, 180
Spawning Vats level, 161
Tower of Babel level, 167
Toxin Refinery level, 72
Unholy Cathedral level, 199
Warrens level, 225
Blur artifacts, 36, 36
Central Processing level, 97-98
Computer Station level, 105
Deimos Lab level, 142
Halls of the Damned level, 159
Phobos Anomaly level, 111
Phobos Lab level, 90
Refinery level, 136-137
Spawning Vats level, 165
Toxin Refinery level, 79
Unholy Cathedral level, 204
Warrens level, 229
Bonner, Neil, 284 '
broadcast packets, 271
broadcasting messages, 236
bugs, 245-246
bulk cells, 31, 31




bullet clips — computer maps

bullet clips, 31, 31

bulletin board systems (BBS),
269, 280, 287

buttons, mouse, default settings,
8, 265, 266

C

C code, 243
Cacodemons, 25, 25
Deimos Anomaly level, 124
Mount Erebus level, 208-209
Carlseen, Erik, 284
Carmack, Adrian, 250
Carmack, John, 257
programming by, 250
technical discussion, 242-246
cases, shell and rocket, 31, 31
cells, 31, 31
Central Processing level, 90-91
list, 92-93
maps, 91-92
secrets, 96-98
step by step, 94-96
strategy, 93
chainguns, 29, 29
against Cacodemons, 25
against Specters, 24
chainsaws, 29, 29
cheat mode, 275
against Demons, 24
Chat feature, 44, 236
cheating, 274-275§
clips, 31, 31
Cloud, Kevin, 250, 257-258
color
MultiPlayer mode, 234, 236
secret doors, 13
-com parameter, 240

Combat Armor vests, 34-385, 34
Command Center level, 153
Command Control level, 84
Computer Station level, 105
Containment Area level, 133
Deimos Anomaly level, 126
Deimos Lab level, 144
Hangar level, 64
House of Pain level, 196, 198
Limbo level, 219
Mount Erebus level, 211
Pandemonium level, 189-190
Phobos Lab level, 89
status bar, 38
Toxin Refinery level, 79

Command Center level, 145
list, 146
maps, 146-147
secrets, 151-153
step by step, 148-151
strategy, 147-148

Command Control level, 79-80
list, 80-81
maps, 80-81
secrets, 84-85
step by step, 82-84
strategy, 81-82

command-line parameters,

239-240, 276
communication in MultiPlayer

mode, 44, 234, 236
comp.sys.ibm.pc.games.action

newsgroup, 275

CompuServe, 272, 280

computer maps, 32
cheat mode, 275
Command Center level, 151
Containment Area level, 133
Deimos Anomaly level, 126
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Deimos Lab level, 141
Pandemonium level, 190
Phobos Anomaly level, 111
Phobos Lab level, 90
Slough of Despair level, 185
Computer Station level, 98-99
list, 100
maps, 99-100
secrets, 104-105
step by step, 101-104
strategy, 101
-config parameter, 276
configuring controllers, 265
Containment Area level, 126-127
list, 127
maps, 128-129
secrets, 131-133
step by step, 130
strategy, 127
control problems, 271
Controller Config option, 265
controllers, 264-265
cooperative MultiPlayer mode
vs. Deathmatch, 234-236
strategies, 43-44
coordinates in cheat mode, 275
crashes, system, 269
creation of Doom, interview,
248-252
crossfire strategies, 41
Ctrl key, 7, 11
cursor, 9, 17
Cyberdemons, 26, 26, 228

D

Deathmatch MultiPlayer mode
vs. cooperative, 234-236
strategies, 44-46

computer maps — DOOM ARGH! add-on level

DEFAULT.CFG file, 271, 276
default settings, mouse, 8, 265,
266
Deimos Anomaly level, 121-122
list, 122
maps, 122-123
secrets, 125-126
step by step, 124
strategy, 123
Deimos Lab level, 137
list, 137
maps, 138-139
secrets, 141-145
step by step, 140-141
strategy, 138-140
DeMazza, Mark, 283
demo, 6, 16-17
Demons, 23-24, 24
Command Control level, 84
Halls of the Damned level,
156-158
Phobos Anomaly level, 109
Spawning Vats level, 161-163
DEU editor, 283
developer mode, 277
-dial parameter, 240
difficulty levels, 9-10, 10, 18-19
digit markers, 33
directed packets, 271
directories, 6
Dis level, 221
maps, 222
strategy, 222-224
DMAUD sound editor, 284
DMAUD.ZIP file, 285
DMGRAPH v0.2 add-on, 286
dmmisc.zip file, 286
dmutilO1.zip file, 286
DOOM ARGH! add-on level, 281




DOOM directory — future games

DOOM directory, 6
DOOM EDITOR v.1.0b, 281
Doom Editor: The Real Thing
v2.1, 285
DOOM level selector add-on, 282
DOOM menu, 9, 9,17-18, 17
Doom Modem Help File v3.0
add-on, 283

DOOM.WAD files, 284
DOOM1.WAD files, 284
DOOMAR.GIF file, 284
DOOMDATA directory, 271
DoomkEd editor, 244-245
doomed?21.zip file, 285
DOOMEZ v1.2 editor, 281
DOOMFIX editor, 281
DOOMSET.EXE v1.0 add-on, 282
DOOMxxx.PCX files, 277
doors. See also secrets

mouse for, 8

security cards for, 55

as shields, 41
drivers, 238

E2M8 Playback add-on, 283
editors

map, 244-245

sound, 284-285
electronic gadgets, 32-33
End game option, 19
entry locations in MultiPlayer

modes, 235

enzyme potions, 11
-episode parameter, 276
Episode selection screen, 18, 18

&« =~

episodes, 5§5-56. See also Inferno
episode; Knee-Deep in the
Dead episode; Shores of
Hell episode
cheat mode, 275
line parameters, 276
maps, 50-53
secret levels, 56
selecting, 18, 276
Esc key, 17
exits, 55
exploring, strategies, 41-42
eyes on status bar, 38

F

face on status bar, 38

-fast parameter, 276

Fell, Matt, 284

“Fight for Justice” game, 251-252

~ fighting strategies, 40-41

-file parameter, 276
firing, 8, 265, 266
flasks, 11, 36, 36
Follow mode, 32-33
Former Human Sergeants, 23, 23,
41
Former Humans, 22, 22
Forsyth, Jeff, 282
Fortress of Mystery level, 170
maps, 171
step by step, 170, 172
frames per second, 277
freeform world geography, 242,
244
future games, 251-252
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gamma selections, 10
gates, opening, 12
gateways, 5
goals, game design, 242-243
. goggles, 32, 32
Central Processing level, 97
cheat mode, 275
Phobos Lab level, 90
Unholy Cathedral level, 204
Graphic Detail option, 19
graphics, storing and extracting,
286
Gravis Ultrasound card problems,
270
Green, Shawn, 253
grids, 33
guided tour, 9-13

H

Hall, Tom, 253

Halls of the Damned level, 153
list, 153
maps, 154-155
secrets, 158-160
step by step, 156-158
strategy, 156

handguns, 11, 27
against Former Humans, 22
against Imps, 23

Hangar level, 60
list, 60
maps, 61
secrets, 64
step by step, 62-63
strategy, 62

health
importance, 55-56
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gamma selections — Imps

medical aids, 34
potions, 36, 36
status bar, 10-11, 10, 37
supernatural artifacts, 36
Hell Keep level, 174
list, 177
maps, 175-176
secrets, 178-179
step by step, 177-178
strategy, 177
helmets, 11
hidden-surface removal problem,
244
House of Pain level, 190
list, 191-192
maps, 191-192
secrets, 196-198
step by step, 193-195
strategy, 193

IDBEHOLD cheat mode, 275
IDCHOPPERS cheat mode, 275
IDCLEV cheat mode, 275
IDDQD cheat mode, 274
IDDT cheat mode, 274-275
ideal route maps, 50. See also blue-
print and ideal route maps
ideas, game, 252
IDKFA cheat mode, 275
IDMYPOS cheat mode, 275
IDSPISPOPD cheat mode, 275
implementation of Doom,
243-245
Imps, 23, 23
Command Control level, 84
Nuclear Plant level, 69-70
Toxin Refinery level, 77
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Inferno episode
Dis level, 221-224
Hell Keep level, 174-179
House of Pain level, 190-198
Limbo level, 213-221
Mount Erebus level, 205-213
Pandemonium level, 185-190
secret level, 56, 224-230
Slough of Despair level,
179-185
tips, 174
Unholy Cathedral level,
198-205
Warrens level, 224-230
infinite view distance, 242-244
initialization strings, 272
installation
controllers, 264-265
MultiPlayer mode, 266-267,
267
music cards, 263, 263
saving settings, 265
Setup menu, 262-267
sound cards, 264, 264
installation maps. See blueprint
and ideal route maps;
monsters, weapons, and
artifacts locator maps
interdimensional space travel, 4-5
interviews with Doom creators,
248-252
invisibility, cheat mode, 275. See
also Blur artifacts
Invulnerability artifacts, 36, 36
cheat mode, 275
House of Pain level, 196
Mount Erebus level, 211, 213
Spawning Vats level, 164
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Inferno episode — Knee-Deep in the Dead episode

Unholy Cathedral level, 203
Warrens level, 229
IPX protocol, 237-239, 266, 267
IPXSETUP program, 239-240,
276
IRQs, 271-272

J

Johnson, Ray, 282
Joyce, Patrick, 282
joystick, configuring, 265, 266

K

keyboard
configuring, 265, 266
moving with, 7-8
keys, SS, 55
MultiPlayer modes, 235
on status bar, 38
kills in performance, 56
Kirby, Bill, 286
Knee-Deep in the Dead episode
Central Processing level, 90-98
Command Control level,
79-85
Computer Station level],
98-105
Hangar level, 60-64
Military Base level, 112-118
Nuclear Plant level, 65-71
Phobos Anomaly level,
106-112
Phobos Lab level, 85-90
secret level, 56, 112-118
Toxin Refinery level, 71-79
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latches, 55

Laumeister, Jason, 283

Lee, Carter, 283

Leukart, Hank, 238, 266, 272, 284
levels, episode

bringing weapons through, 40

cheat mode, 275

command-line parameters for,
276

development of, 253-256

in episodes, 5SS

maps for, 50-53

levels of difficulty, 9-10, 10,

18-19

licenses for MultiPlayer mode,

light amplification goggles, 32, 32

234

Central Processing level, 97
cheat mode, 275

Phobos Lab level, 90
Unholy Cathedral level, 204

lighting levels, 10
lightning balls, 25
Limbo level, 213-216

list, 216

maps, 214-215
secrets, 219-221

step by step, 217-219
strategy, 216

line parameters, 239-240, 276
.LMP files, 283

Load Game option, 21
-loadgame parameter, 276

lo

ading games in MultiPlayer
modes, 237

Lost Souls, 24, 24
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macro phrases, 236
magnifying maps, 33
Main menus
Doom, 9, 9,17-18, 17
for installation, 262-267, 263
maps, 32, 32. See also blueprint
and ideal route maps;
monsters, weapons, and
artifacts locator maps
cheat modes, 274-275
editor, 244-245
magnifying, 33
MultiPlayer modes, 235
using, 42
markers, digit, 33
medical aids, 34
Medikits, 34, 34
Central Processing level, 97-98
Command Center level, 152
Command Control level,
84-85
Containment Area level, 133
Deimos Anomaly level, 125
Deimos Lab level, 141-142,
144
Halls of the Damned level,
158-159
House of Pain level, 198
Military Base level, 116
Nuclear Plant level, 70-71
Pandemonium level, 189
Phobos Anomaly level, 111
Phobos Lab level, 89-90
Slough of Despair level,
184-185
Toxin Refinery level, 78-79
Unholy Cathedral level, 204
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mega armor — movements, controlling

mega armor. See Combat Armor
vests
MEMMAKER utility, 268
memory problems, 268-269
messages
in MultiPlayer mode, 44, 234,
236
about objects, 19
Messages option, 19
Military Base level, 112
list, 112
maps, 113-114
secrets, 116-118
step by step, 115-116
strategy, 113-115
mind games in Deathmatch
mode, 46
minus (-) key, 20, 33
Modem Help File v3.0 add-on,
283
modems, 43, 237-239, 239, 267
batch files, 284
contact list, 282
help file, 283
hints, 285
problems, 271-272
monsters. See also opponents
line parameters for, 276
maps. See monsters, weapons,
and artifacts locator maps
respawning, 276
in teleporters, 121
monsters, weapons, and artifacts
locator maps, 50
Central Processing level, 92
Command Center level, 147
Command Control level, 81
Computer Station level, 100
Containment Area level, 129
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Deimos Anomaly level, 123
Deimos Lab level, 139

Dis level, 222

Fortress of Mystery level, 171
Halls of the Damned level, 155
Hangar level, 61

Hell Keep level, 176

House of Pain level, 192
interpreting, 53-54

Limbo level, 215

Military Base level, 114
Mount Erebus level, 207
Nuclear Plant level, 66
Pandemonium level, 187
Phobos Anomaly level, 108
Phobos Lab level, 87
Refinery level, 135

Slough of Despair level, 181
Spawning Vats level, 162
Tower of Babel level, 168
Toxin Refinery level, 73
Unholy Cathedral level, 200
Warrens level, 226

Mount Erebus level, 205

list, 205-206

maps, 206-207
secrets, 211-213

step by step, 208-210
strategy, 207-208

mouse

control problems, 271
default settings, 8, 265, 266
moving with, 7-8
sensitivity, 20

Mouse Sensitivity option, 20
movements, controlling, 6-7

with keyboard, 7
mastering, 39-40
with mouse and keyboard, 7-8
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180-degree turns, 8
problems, 271
mug on status bar, 38
MultiPlayer mode, 234
controls, 236-237
cooperative mode, 43-44,
234-236
Deathmatch mode, 44-46,
234-236
installation, 266-267, 267
launching, 238-240
options, 237
platforms, 237-238
problems, 271-272
strategies, 42-46
music cards, 263, 263

names, saved games, 20
Neisius, Bill, 284, 286
networks, 43, 237-239, 239, 267

batch files for, 284

in game design, 245
New Game option, 9, 18
NEWDEU v4.1 add-on, 286
-nodes parameter, 240
-nomonsters parameter, 276
Novell Netware, 237-238
Nuclear Plant level, 65

list, 65-66

maps, 65-66

secrets, 70-71

step by step, 67-70

strategy, 66-67
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“Official Doom FAQ,” 238, 266,
272
180-degree turns, 8
opening
gates, 12
secret doors, 13
opponents
Barons of Hell, 25-26, 25
Cacodemons, 25, 25
Cyberdemons, 26, 26
Demons, 23-24, 24
Former Human Sergeants,
23,23
Former Humans, 22, 22
Imps, 23, 23
Lost Souls, 24, 24
Specters, 24, 24
Spider Mastermind, 27
Options menu, 19-20, 19
Osborne, Bobby, 282
“Out of Memory” messages,
268-269

P

Pandemonium level, 185
list, 185
maps, 186-187
secrets, 189-190
step by step, 188-189
strategy, 186-187
Pantuso, Joe, 281
PAR performance, 57
parameters, line, 239-240, 276
patches, problems with, 269
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pausing

in MultiPlayer modes, 237

when viewing map, 42
performance, 56-57, 236
perspective, 10, 10
Petersen, Sandy

interview, 248-252

on levels, 253-256
Phobos Anomaly level, 106

list, 106

maps, 107-108

secrets, 111-112

step by step, 109-111

strategy, 106, 109
Phobos Lab level, 85

list, 85

maps, 8§6-87

secrets, 89-90

step by step, 87-89

strategy, 86-87
picking up objects, 11-12
plans in cooperative mode, 44
plasma rifles, 30, 30

against Barons of Hell, 25

against Cacodemons, 25

Command Center level,

149-151

against Cyberdemons, 26

against Spider Mastermind, 27
platforms, 12, §2. See also secrets
playback add-on, 283
-playdemo parameter, 277
plus (+) key, 20, 33
ports for music cards, 263, 263
position in cheat mode, 275
power-ups, 36

cheat mode, 275

maps. See monsters, weapons,

and artifacts locator maps

pausing — respawning monsters 299 s

prerecorded messages, 236
programming of Doom, 243-245
protective items, 34-35
Punchatz, Gregor, 257-258
PWAD:s, creating, 283

Q

Quake game, 251-252
Quick Save option, 21
Quinet, Raphael, 283, 286
Quit Game option, 22

radiation suits, 35§, 35

Central Processing level, 93,

97-98

cheat mode, 275

Command Center level, 152

Command Control level, 84

Computer Station level, 105

Deimos Lab level, 142-143

Limbo level, 220

Mount Erebus level, 212

Phobos Lab level, 89

Refinery level, 137

Warrens level, 229
RanDOOM v1.41 add-on, 282
Read This option, 21
-record parameter, 277
Refinery level, 133-134

list, 135

maps, 134-135

secrets, 136-137

strategy, 135-136
rendering engine, 243-244
-respawn parameter, 276
respawning monsters, 234, 276



resuming MultiPlayer-mode
games, 266-267
RGDAUX.ZIP file, 281
rockets and rocket launchers, 29,
29,31, 31
against Barons of Hell, 25
against Cacodemons, 25
against Cyberdemons, 26
Military Base level, 115
against Spider Mastermind, 27
Romero, John
on cheat modes, 274-275
interview, 248-252
level design by, 253-254
Run Network/Modem/Serial
Game option, 238, 266
runDOOM v1.2 add-on, 283
running, 11

S

Saraniero, David, 283
Save Game option, 20-21
Save Settings & Run Doom op-
tion, 265
saved games, resuming, 266-267
saving games
in MultiPlayer modes, 237
option, 20-21
scoring, 56-57, 236
screen shots, 277
Screen Size option, 20
secret doors, 12-13, 52. See also
secrets
secret levels, 56
Inferno episode, 210, 224-230
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Knee-Deep in the Dead
episode, 74, 112-118
Shores of Hell episode, 145,

170-172

secrets

Central Processing level, 96-98

Command Center level,
151-153

Command Control level,
84-85

Computer Station level,
104-105

Containment Area level,
131-133

Deimos Anomaly level,
125-126

Deimos Lab level, 141-145

Halls of the Damned level,
158-160

Hangar level, 64

Hell Keep level, 178-179

House of Pain level, 196-198

Limbo level, 219-221

Military Base level, 116-118

Mount Erebus level, 211-213

Nuclear Plant level, 70-71

Pandemonium level, 189-190

in performance, 56

Phobos Anomaly level,
111-112

Phobos Lab level, 89-90

Refinery level, 136-137

Slough of Despair level,
183-185

Spawning Vats level, 164-166

Toxin Refinery level, 78-79

uncovering, 41-42




Unholy Cathedral level,
203-205

Warrens level, 228-230

Security Armor vests, 12, 34-385,
34

Central Processing level, 97-98

Command Center level, 151

Command Control level, 82-83

Containment Area level,
131-133

Deimos Anomaly level, 125

Deimos Lab level, 141-142

Halls of the Damned level, 159

Hangar level, 62-63

House of Pain level, 197

Military Base level, 117

Mount Erebus level, 211

Nuclear Plant level, 70

Pandemonium level, 190

status bar, 38

Toxin Refinery level, 78

Warrens level, 229

security cards, 55, 55

Central Processing level, 93—
94, 97

Command Control level, 85

Computer Station level, 99,
101, 104-105

Containment Area level,
131-132

Deimos Anomaly level,
125-126

Deimos Lab level, 143

Military Base level, 116-117

Nuclear Plant level, 68

Phobos Lab level, 89-90

Refinery level, 136

Spawning Vats level, 165-166

secrets — shotguns

- L S

Toxin Refinery level, 79
Select Controller Type option, 265
Select Music Card option, 263,
263
Select Sound FX Card option,
264, 264
SERSETUP program, 238-240,
276
Setup menu
for installation, 262-267, 263
for MultiPlayer mode,
238-239, 238
SFX player add-on, 284
shareware market, 252
shells, 31, 31
Shift key, 7, 11
Shores of Hell, episode 2
Command Center level,
145-153
Containment Area level,
126-133
Deimos Anomaly level,
121-126
Deimos Lab level, 137-145
Fortress of Mystery level,
170-172
Halls of the Damned level,
153-160
Refinery level, 133-137
secret level, 56, 170-172
Spawning Vats level, 160-166
tips, 120-121
Tower of Babel level, 166-169
shotguns, 28, 28
against Former Humans Ser-
geants, 23
importance, 40
against Imps, 23
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302 ' shotguns — startup parameters

against Lost Souls, 24
against Specters, 24

sidestepping, 11
mouse button for, 8, 265
practicing, 40

Sikes, Wayne, 281

size
maps, 33
screen, 20

-skill parameter, 276

skull cursor, 9, 17

slime barrels, 11, 41

Slough of Despair level, 179
list, 179
maps, 180-181
secrets, 183-185
step by step, 182-183
strategy, 182

Smart, Gregory, 282

SMARTDRV.EXE program,

269-270

Soul Spheres, 36, 36
Central Processing level, 95-98
Command Control level, 83
Computer Station level, 105
Containment Area level, 132
Deimos Lab level, 142,

144-145

Halls of the Damned level, 159
House of Pain level, 197
Limbo level, 219
Mount Erebus level, 213
Nuclear Plant level, 68—-69
Phobos Anomaly level, 111
Phobos Lab level, 89
Refinery level, 137
Slough of Despair level, 184

Spawning Vats level, 165
Toxin Refinery level, 78-79
Unholy Cathedral level, 204
sound
editors, 284-285
files, 285-286
playing, 285
problems, 270
volume, 20
Sound Blaster card problems, 270
sound cards, installing, 264, 264
Sound Volume option, 20
spacebar, 7, 17
spawning in MultiPlayer mode,
234,276
Spawning Vats level, 160
list, 160
maps, 161-162
secrets, 164-166
step by step, 161-164
strategy, 160-161
specifications, 284
Specters, 24, 24, 109-110
speed as game design goal, 242,
244
Spider Mastermind, 27
Spiritual Armor, 11, 36, 36
Command Center level, 153
Command Control level, 84
Deimos Anomaly level, 126
Deimos Lab level, 142, 144
Hangar level, 64
Nuclear Plant level, 70
status bar, 38
Spy feature, 235, 237
stairs, walking up, 11
startup parameters, 239-240, 276
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Status Bar — teleporters

Status Bar, 10-11, 10, 37-38, 38
for ammo, 30
for health, 34
in MultiPlayer modes, 235
Stimpacks, 34, 34
Central Processing level, 97
Command Center level, 151
strafing, 7, 11, 40
strategies, 39
Central Processing level, 93
Command Center level,
147-148
Command Control level,
81-82
Computer Station level, 101
Containment Area level, 127
Deimos Anomaly level, 123
Deimos Lab level, 138-140
Dis level, 222-224
exploring, 41-42
fighting, 40-41
Halls of the Damned level, 156
Hangar level, 62
Hell Keep level, 177
House of Pain level, 193
Limbo level, 216
Military Base level, 113-115
Mount Erebus level, 207-208
moving, 39-40
MultiPlayer mode, 42-46
Nuclear Plant level, 66-67
Pandemonium level, 186-187
Phobos Anomaly level, 106,
109
Phobos Lab level, 86-87
Refinery level, 135-136
Slough of Despair level, 182
Spawning Vats level, 160-161
Toxin Refinery level, 73-74

303

Unholy Cathedral level,
201-202
Warrens level, 227-228
Sun-Tzu
on enemies, 22
on strategies, 39
supernatural artifacts, 36
cheat mode, 275
maps. See monsters, weapons,
and artifacts locator maps
support, 268
switches, 12-13, 13. See also blue-
print and ideal route
maps; secrets
on maps, 52
strategies, 42
SYBEX forum, 272, 280-285
system crashes, 269

T

tallies, 56-57, 236
Taylor, Dave, 274
technical support, 268
teleporters
Command Center level, 152
Deimos Anomaly level,
125-126
Deimos Lab level, 141,
143-145
Hell Keep level, 179
House of Pain level, 196
Limbo level, 218-221
on maps, 53
Military Base level, 115-116
Mount Erebus level, 211-213
Phobos Anomaly level, 111
Phobos Lab level, 90
Shores of Hell episodes, 121
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Slough of Despair level,
184-185
Spawning Vats level, 165
Unholy Cathedral level,
201-204
Warrens level, 228-229
terminate-and-stay-resident (TSR)
programs, 268
texture mapping, 244
total ammo on status bar, 38
tour, 9-13
Tower of Babel level, 166
maps, 167-168
step by step, 166, 169
Toxin Refinery level, 71-72
list, 72-73
maps, 72-73
secrets, 78-79
step by step, 74-78
strategy, 73-74
triggers, 12-13, §2. See also blue-
print and ideal route
maps; secrets
troubleshooting tips
control problems, 271
general operation, 268-270
MultiPlayer problems,
271-272
sound problems, 270
TSR (terminate-and-stay-resident)
programs, 268
Turbyfill, Keith, 283
turns, 8, 11

U

UAC (Union Aerospace Corpora-
tion), 4

Unholy Cathedral level, 198-201

i

list, 201
maps, 199-200
secrets, 203-205
step by step, 202-203
strategy, 201-202
Union Aerospace Corporation
(UAC), 4
“Unofficial Specs File,” 284
Utilities, 286

Vv

vests. See Combat Armor vests; Se-
curity Armor vests

view distance, 242-244

volume option, 20

w

.WAD files, editing, 283
walking, 11
abreast, in cooperative mode, 44
through walls, 275
wallpaper, 284
walls
as shields, 41
walking through, 275
-warp parameter, 277
Warrens level, 224-227
list, 227
maps, 225-226
secrets, 228-230
step by step, 228
strategy, 227-228
weapons, 28
BFG 9000, 30, 30
chainguns, 29, 29
chainsaws, 29, 29
cheat mode, 275
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weapons — Wyber, Brendon 30

Deathmatch mode, 45 rocket launchers, 29, 29
through levels, 40 shotguns, 28, 28
maps. See monsters, weapons, status bar, 37

and artifacts locator maps Wilkinson, Eric, 285
MultiPlayer modes, 235 Williams, Cris, 285
picking up, 12 world geography, 242, 244

plasma rifles, 30, 30 : Wyber, Brendon, 283



Other Player
(MultiPlayer Mode)

Former Human

Former Human

Sergeant

Imp
Cacodemon
Code Weapon Code Power-up
BFG BFG 9000 BP Backpack
CG Chaingun BS Berserk Pack
Cs Chainsaw CA Combat Armor
PG, PR Plasma Gun CM Computer Level Map
RL Rocket Launcher IN Invisibility Blur
SG Shotgun v Invulnerability Blur
LG Light Amplification Goggles
Code Building Feature RS Radiation Suit
d Door SA Security Armor
o] Platform SS Soul Sphere
s Switch bc, bs Blue Card, Blue Skull Key
t Trigger rc, rs Red Card, Red Skull Key
T Teleporter yC, ys Yellow Card, Yellow Skull Key
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