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Contents/Odds and Ends
To jump to a section of the guide, use the search function and search the 4 digit number before the topic.

Questions, comments, and suggestions, contact Wolf3d Haven Forum at www.Wolf3d.Darkbb.com
If pictures are not showing up and you get a big blotch of white, give the area a click. This guide is meant to be opened in Word 2010 (ideally) or some version of Word.
Version 1.1 (184 Revisions)
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0000 - Intro

Making Wolf3d levels isn't that difficult, but there are some mistakes that people make. Hopefully after this guide, you will get how to make good levels. I am Dark_wizzie, and I made the Sod map set, SHS. (Sod, Haven Style). I'm not saying that I am a mapping god... (If you need one, go ask Ack or something. But hey, they are not the ones who made Wolf3d mapping guides, so read this guide instead.) However, I can say that I am a decent mapper. And I can also say that I spent many, many hours making this guide.

0001 – About this Guide.
Why should I read this guide?

With this guide you get pictures and what I have figured out over the course of making levels. I recognize what makes a level realistic, and what makes it just ... dumb. If you read another guide, you will know how to make Wolf3d levels, but you won’t about SDL, nor will you read about elementary common sense on some aspects of realism. (The author of some Wolf3d guide probably assumes you are not a total dummy, but hell, the name of this is guide is "Wolf3d for Dummies"...) And last but not least, you will find 50 different, helpful tips in making your Wolf3d Mapping Experience better. This guide is shows you most of how Wolf3d works, how to map, common mistakes, help in picking the editor, and how to make your mapping better. It doesn’t include a very extensive look on coding.
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0100 - Basics

First, I assume you know how to play Wolf3d. Playing this game you would realize that there are a few distinct things in this game. Those include enemies, objects, doors, walls, you as a player, and elevators.
On Dos (if you are making a level for normal Wolf3d / Sod, it is Dos.), there is a limit of 149 enemies, 399 objects, and 64 doors in a level. Exceed that, and it will crash. There is always a way to increase the limit, but without coding changes, this is how it is. There is no limit for how many walls a level can have. (Except from doors. They are considered a "wall" by editors, though.)

Different Wolf3d editors work differently, but they all have a lot in common. Here is how you map a level. You load the game by browsing through folders. (Note: As I said, this differs with different editors.) Some editors just want the folder the game is in. In that case, simply double click on the folder. Then press load. Wait 1-10 seconds for it to load. There must be tabs that include words like “Mapping”, “Walls”, “Objects”, and “Floors”. Go to, say, object tab. Double click on the object you want to use. Then hit “Mapping” button. Click on a space in the map. Voila! You have placed an object on the map. Now, go save your work.

0101 - Walls

What are they?

They are textures you see in the game, from bricks to mossy bricks to red bricks. Or blue bricks. :)
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<- Walls 

Why should I have them?

Without any walls in a game, there can be no functioning doors. Meaning that there is only one room in the game. That restricts the level to one room, meaning once you fire a shot with your pistol, any and all guards will come running to you. 

Also, realize that the level will look completely and utterly DUMB. And that the level WILL CRASH. (Dos only).

Did you just say... "Will Crash"? Now I'm scared...

No, don't be scared! Just make it so the player can never, ever see the outside of a level. Think of each level as a bunch of stuff boxed in by walls on the outside. So add a wall to the edges of the map. (At least 1 block of wall for each spot of the edge. Two for fewer bugs on Dos.)
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The above picture is a level that won’t crash on Dos.
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The above is a level that will crash in Dos. Notice the black spots on the edges of the map. In a map, those don’t even need to be black spots. As long as there is no wall there, the game crashes. (You might notice that on some spots there are 2 lines of black spots, ignore those. Just realize: 1 border line of wall = non-crash. Two lines = good stability.)

What types of walls are there?

Well, what types of walls did you see on Wolf3d or Sod? There are just... 1 type of walls you are not aware of. That is, the doors in the game. You might not consider them as "walls", but hell, the editor thinks they are so that's the way it is. Note: The wall textures such as “Fake Door” do not count as doors. 
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<- A door.
What are so special about doors?

First, there are three types of doors in the game. The normal cyan door that requires no key to open, the white locked door that requires either cyan/blue key or gold key to open, and the grey elevator door.

!!! Common Sense!!! - Do not make it so the only way to finish the level is to open a locked door, and the key required to open it is not found in the level (or inaccessible). (You can, however, put a boss like Hans/Gretel, since they drop gold keys.)

What is a room?

A door links one area to the other. Most of the time, a door links a room to another room. What is a "Room"? A room is an area enclosed by walls and doors. WALLS AND/OR DOORS. Static objects do not count. A room MUST have the same floor code throughout the whole entire room. (Only exception: Deaf Guard Floor codes used for the spots of guards that needs to be deaf.)

What's so different about the "outside" walls and the elevator walls?

They are different depending on which side the player sees the wall on. (From now on, directions are always meant as observed in the editor unless stated otherwise.)  

· If the player sees the wall from the left or right of an elevator wall, the player sees an elevator switch. 

· If the player observes an elevator wall from north or south, the player sees an elevator wall... metal wall with railings.

· If the player sees the "outside" wall from north or south, the player sees that outside, it is afternoon/morning. 

· If the player observes an outside wall from the east or west, the player sees that it's night time, outside.

For original Wolf3d or Sod, some of the “elevator walls” are actually identical to the “elevator” walls, so I don’t really even know why Id Software included those walls. If you set down an elevator wall and you look at it from the west and such, you would still see an elevator switch… Be sure to look at and test the area with elevator walls, as they can be glitchy. Some of them even have the texture missing on some sides!
The actual thing is this. Each wall has 2 different textures. It’s just that on most walls, the two textures look almost the same. But on some specific walls, that is not so.
!!!Realism Point!!! - Do not have a level in which the player can see that it's night time outside, then see that it's afternoon outside. That's crazy. Do not put an outside wall in the middle of the room. That's even crazier. And finally, do not make a room out of outside walls, nor let the player touch the outside wall. (Outside wall is supposed to represent outside. In life, if look out the window, you realize that the mountains and stars are not walls.) That's damn crazy, I tell ya'.

!!!Mapping Suggestion!!! - How do you actually show the outside wall without getting laughed at? Add one or more static objects in front of the wall. (Leave 2-3 spaces between the object and wall, since an object next to the outside wall just look odd.) You can add a wall, a static object, and then a wall. It is ok to put enemies in the area between the outside wall and the object.
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The above is good. The picture under is bad.
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!!!Common Sense!!! - Don't forget that each level needs a way to get to the next level. Or finish the game. If you make 60 levels, and the player finishes the game on level 1, the player never gets to play all the levels. To get to the next level, you need an elevator!

What about pushwalls? 

A pushwall is a wall with the object, "pushwall marker" INSIDE the wall. The only time a static object that is not a guard may be placed in a wall is when putting in pushwall markers. If a player pushes the wall with a pushwall marker inside the wall, the wall will move 3 to 4 spaces from the direction it was pushed in. A pushwall will only move 3 squares back in SDL.
In my editor there is a wall called “nothing”. Explain?

By “nothing”, the editor means that if you put the “nothing” down onto the map, there will be no wall in that area. But also no floor codes, which is kind of dumb. Skip to “Floor Codes” to know what I am talking about.

Anything else?

A door must be accompanied by a wall on its left and right side. You can check this out in the editor. 
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0102 - Static Objects

The word, “Static” tends to mean “not moving or changing”… However, as far as Wolf3d Game editors are concerned, Guards and Bosses are considered static objects. So what exactly are static objects? They include enemies, lights, bones, med-kits, ammo, guns, dead guards, end-game triggers, aardwolf signs, wells, water puddles, etc. So basically, anything that is not a wall or a floor code, more or less.
So, why should I use static objects in my game? 

Uhh… no objects mean no enemies, nor ammo, nor decoration… A level without decoration would not crash the game, but it will look lame. A level without enemies… well, you play Wolf3d to blow up Nazis. No Nazis to blow up, and people get bored.

What are the keys for?

The keys in Wolf3d are to open up the white locked doors around the game.

!!!Mapping Suggestion!!! – To make a level seem longer (or take longer to finish), you can add locked doors. A player must go to an area to get the key first, and then go to the locked door area. You can do this for both keys and locked doors, of course.

What about treasure?

Treasure chests and such are not required being in each level, but most levels could do with some treasure. Try not to litter 5000 point treasures everywhere. 

!!!Mapping Suggestion!!! – Try putting some treasures in secret areas! But more importantly, make sure that on every level, it is possible to reach 100% ratios for Enemies Killed, Treasures, and Secrets. ALWAYS. Test it yourself.

What is the “nothing” object on the editor?

This time, “nothing” actually means no object. The “nothing” under the objects section will remove any objects on the area, but not strip the area of the floor code.

What is Guard 1 or Guard 3?

Guard 1 means that the guard is always at the area you put it in, no matter the difficulty level. Guard 3 means that the guard always appears on difficulty “Bring em’ On!” and higher. Guard 3’s never appear on any easier difficulty levels than “Bring em’ On!”. Likewise, Guard 4 guards only appear on the most difficulty levels. Why no “Guard 2”? Well, the second difficulty level for Wolf3d or Sod does not introduce extra enemies.

What’s up with patrolling guards? And why is there no option for a dog that is not patrolling?

From standard Wolf3d and Sod, there is no such thing as a dog that is not patrolling. 

All patrolling enemies cannot be deaf guards.  Also, to set the patrol route for a patrolling guard, you must put down turning point markers, or direction markers. The name of the marker tells you which direction a moving guard would go as soon as it touches the marker. It is a little trickier than just all that, though. If a guard hits an obstruction while patrolling, the guard will immediately stop, and look glitched. If we are talking about a row of enemies patrolling, then this can cause a pile-up, in which the first stopped guard stops the second, and so forth.

Not only that, if a guard moves around and opens a door while patrolling, and a guard comes in right after, the guards can get stuck by the doors. The only remedy is to test everything. Do not put 2 patrolling guards right next to each other while they are marching in a row or such. A guard needs at least 1 spot of free space in front of the guard while marching, or it will get stuck. A dog moves faster than a guard while marching, so never put a dog and a guard in the same marching route, as they will always end up glitched. Also realize that dogs obviously cannot open doors. 
What’s up with the marching markers pointing diagonally?

They are basically to save time, and to save space. Putting up “move north” and putting up a marker 1 square north of the marker that says “move west” takes up two spaces. Instead, you can put down “move north-west”. But be careful, as doing so would require 1 square of free space diagonal to the route, both up and down. Here is a picture to demonstrate.
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<- A working marching routine.

What’s up with the dead guard?

A dead guard is a dead guard. It acts like a guard when we are talking about pushwalls, since a pushwall that touches a dead guard in its path will automatically stop. However, you must realize that a player can walk over a dead guard, while a player can never walk over…say, a well.

Anything different with bosses versus guards?

Bosses don’t listen to gunshots, but do still put them in the correct floor code. A boss is always facing the player. There is no “back” of a boss, so a player can never sneak up on a boss. In Dos, if you put some bosses, sometimes the boss would be “frozen”, meaning the boss will not move or recognize the player until the player touched or attacks the boss. Try to avoid that. In this case, you have two types of options. 

1. Coding. (Individually code the boss to not be frozen, or use SDL)

2. Put the boss somewhere else in the level so this doesn’t happen.

As with most things, just test these parts again and again.

What is an endgame trigger?

If a player touches the trigger, the game ends and the player see BJ running to a specified direction, yelling, “YEAH!”. But realize that when the player touches the trigger, BJ always runs off to the north. Also realize that most of the time, the trigger is used for when BJ is escaping a castle and such, so the wall the BJ is running towards is an outside wall. Leave enough space for BJ to run, as you don’t want BJ to glitch INTO the outside wall while he is busy yelling YEAH! Note that in Sod, the endgame trigger is incomplete. When the player hits the trigger, the player does not see BJ running and such. The camera moves as if he were. So don’t use the endgame trigger in Sod. In Sod, the real trigger to end the game is the death of Angel of Death. (I hope by common sense you have figured out that if you touch an endgame trigger, the game ends.)
Anything I should know about the Spear?

Yes. When a player touches the Spear, the player is instantly moved into level 21 of the Sod mapset, and the player appears in the same exact spot on the map as when the player touched the spear, in the same position. Think of the Spear as a level teleporter. Take care in testing for getting the Spear and such, so the player never gets stuck. (This happens a lot if you add a Spear room that is only has one block of space for the player to move in.) You do NOT need to put that room holding the Spear on level 18/21 of the original Sod.
!!!Mapping Suggestion!!! – One thing you could do is have level 18 have 2 spears. The first spear is out in the open, but it sends you to a part of level 21 in which it is more difficult. The other spear is hidden and sends the player to an easier part of level 21. More on this toward the end of this guide.
What is the Start Position?
It is where the player enters the level at the start. Start position North means that the player starts the level facing north. 

!!!Common Sense!!! - Put only 1 start position marker per level. And never forget to put the marker on the level, or the player never gets to start the level!!! (Put one in level 21 Sod as well, as if the player dies, the game glitches if there is no start position.)
0103 – Floor Codes
What are they?

Well, it goes like this. In any certain square of space in Wolf3d, there can be an object or no object. And in that same square of space, there can also be a wall or a floor code. You cannot have a floor code AND a wall in one square of space in Wolf3d. Obviously the same logic occurs for objects. In one square of area in Wolf3d, there can be an object or no object. Note that I said an object, meaning singular. This is not always true, but without some crazy coding, you cannot put two objects on the same point on a level using a map editor. Now, whether you put an object in a certain area does not affect whether you can put a floor code in an area or not. The terminology used here is called “planes”. This is why I can put an object inside a wall. 

(No, do NOT put an object inside a wall. It serves no purpose. Exception: Push wall marker.)
Floor codes are used to tell if a guard in a certain room will hear your gunshots. It is quite odd to have the whole level going after the player as soon as one shot of the pistol is fired. Each room MUST be filled with floor code. And not just that. Each room must be filled with the SAME floor code. (Only exception is with deaf guard floor codes mentioned later.) Failure to fill a room with the same uniform floor code results in…

1) Frozen guards that never see the player.

2) Guards that can’t do damage to the player.

3) All around crap.

One thing people tend to forget is that a room is an area enclosed by WALLS or DOORS. Secret areas DO NOT COUNT. I have seen mods in which the author puts a different floor code in the secret area. That is a major no-no.  If you want a secret area to reach to another room, but that room has a different floor code, what you do is add a room in between the secret and the new room. It is crucial that you get all of the floor code knowledge in your head. This is the most common error I see, to be honest with you.

As you might have guessed, you may choose whether to have a group of rooms have the same floor code or not. That is your decision. 

Can you tell me more of floor codes and guards being alerted?

Well, the knife in the game does not count as a gunshot when the knife is not used to attack an enemy. But if the player uses a knife to try to sneak attack a guard, it counts as a gunshot. If the player shoots a gun at nothing, even, it counts as a gunshot. There is no way to eliminate enemies without making noise. 

What are secret level floor codes for?

Although the secret level floor code can be used just like any other, if the player uses an elevator switch while standing on the floor code, the player instantly gets sent to a specified secret level. Which one? Depends. On Wolf3d, the secret level is on level 10. On Sod, the secret levels are either level 19 or 20, and the elevators must be on level 4 or 12, respectively. You must put the secret elevators only on the levels that had them in the original Wolf3d or Sod. This is because the level the player returns to after completing a secret level is coded. If the secret elevator is on level 1, but supposedly the elevator should have been on level 2, the secret level sends you to level 3 after you beat it. That means you just skipped level 2! Think it through, please.
You mentioned “Deaf Guard Floor Code”?

A guard on the deaf floor code will never respond to gunshots. A deaf guard is a guard on a deaf guard floor code. A deaf guard has increased visibility. If you put too many deaf guards together in one place, with no space in between, some of the guards could act like they are on the wrong floor code. The good option is to test what you make, in this situation.

What exactly is the connection between doors and floor codes?

Well, in my opinion, a door is a switch. Say the player is on room 1, and the floor code there is A. And there is a door in that room, leading to room 2, with the floor code B. If the player opens the door, it then becomes OK for there to be floor code A and B. 

How can floor codes help in designing a level?

Floor codes are fun things. You can set some rooms locked, so player can never get to it yet. Put some guards in there. Then show the player an unlocked door. Naturally the player would open it. Wow! A guard! The player shoots it with the door open. Uh oh! It’s a trap! The guards in the room with locked doors come rushing out (maybe even from the player’s back!) It’s sometimes ok to set some rooms with same floor code, especially if one room only has deaf guards.

What happens if I put have a door with deaf floor codes surrounding it?

You get an invisible wall. It is technically a door, though, as it functions as one, but with a few twists.

· The player cannot open an invisible door/wall.

· But guards can.

· If a guard opens up what looks like nothing, it looks buggy.

· If I kill a guard standing at an invisible door/wall, I can jam the door just like any other.

· I can shoot through an invisible door/wall and kill enemies behind it.

· Enemies can see you; you can see the enemy through an invisible door/wall.

If you are going to implement invisible walls, make sure that the player will obviously know that the invisible wall is intended and not some dumb bug you overlooked.

Aww. Do guards ALWAYS have to be under a floor code?

Well, technically, you can put a guard inside a wall. What would happen is, you would get a holo-wall. The guard will still spot and attack the player normally, but the wall the enemy was in can be walked through. An enemy inside a wall cannot be spotted by sight; all you would see is the wall. But the enemy can see you. Also, realize that having a guard with his foot stuck out from the wall really does not look realistic, but if that is the atmosphere you want to go with, go ahead. But realize that a guard inside a wall means that only the wall the guard was in will be a holo-wall. If you put a guard in the middle of a big bunch of walls, the guard will not be seen. Also, since a holo-wall is really a glitch, things can be unpredictable. The player can walk straight through a holo-wall and possibly into the other room, depending on your mapping. And if the player uses his gun while inside a holo-wall, some guards in the level could randomly be alarmed.
!!!Mapping Suggestion!!! – You can put an area with a guard inside a holo-wall… but the guard is only there on the hardest difficulty. This means that only on the hardest difficulty, the player can access this “secret” area.
Anything else I should know?

Once again, patrolling guards can never be deaf. Don’t bother trying to make it so. Also, you might ask, “How do I know which floor codes to use for which room?” The answer is, whatever you want it to be. The only floor code you should never fill a whole room with is the deaf guard floor code. They should be used in spots where guards that should be deaf are in. Be careful if you accidently use “Nothing” floor code or wall, as all that does is strip off the area of the wall/floor code. And you know. There should always be a floor code on the floor. Oh wait. Did I tell you to fill a room with floor code? I mean even the floors static objects are in. 
0200 – How to Avoid Crashing/Bugs

Here is a checklist.

· Did you forget to add that layer of wall on the edges of the map? This is crucial on Dos versions of the game. Add two layers of wall if the level still glitches (on Dos). And don’t make the border of the map a holo-wall, for god’s sake.
· Hitler counts as two enemies. His two forms make it so. (Inside his armor and outside.)
· Any enemy that shoots out projectiles must be looked at closely. A projectile counts as multiple enemies. (Like Fake Hitler’s fire, or Otto’s Rockets). If an enemy gets to shoot out many projectiles through a long hallway, this can crash the game easily. One solution to this is to move onto SDL. More on that later.

· Make sure that each level has not exceeded the limit of 399 static objects, 149 enemies, and 64 doors.

· If you are close or at the limit for something (be it doors or enemies), and the player must hit the end game trigger to finish the level, the level might crash.

· Dead guards count as an enemy.

00300 – Over 50 Tips to Make Your Life Easier
It’s not mandatory that you read this part, but a real dummy (or someone who likes to read) should check this out. This section is a lot to read, though. Note that not everything in this section is something you must follow while making your game. Most if it is just stuff to consider while planning a level. Some of this includes my own opinions on how a level should be, and you may very well disagree with me. And finally, some of the tips provided are simply to get you thinking, and are not always a “golden rule”.
1 - The "outside" wall is a wall. Don't let the player touch it, or get too close to it. It decreases realism. Hey, the spot is supposed to be "outside"!

2 - Do not litter a room with too much of the same object.

3 - Don't put completely random objects together. For example, don't put 10 barrels with 10 keys with 10 machine guns. It’s just not right. However, do try to use all of the objects available in your arsenal of objects, as they are there for a reason.
4 - Do not make a giant room that is mostly empty. Or a very, very long hallway of nothing. But, be a little expansive. This means making levels that are a little roomier. Nobody likes weeding through a level of cramped spaces...
5 - Don’t forget to add some lights in a room, to make it more realistic.
6 - Make sure you can beat the level on hardest difficulty starting with a pistol and eight rounds.
7 - Too much objects used in a room but not getting the effect you want? Try putting walls with decoration. 
8 - You can try using different textures in a level, but don't overdo it. Try to not go over 4 textures (by that I mean majority of the level is made up of 4 different textures... so outside wall doesn't count)

9 - Don't let the player see the side of the outside wall representing another time of the day. This means that you shouldn't let the player see that in a room it's sunny outside and that in another it's dark outside. It's crazy.

10 - Putting too much of the same enemies in one level can get boring if you repeat it over and over and over in future levels also. The same applies to level structure and walls used.
11 – You can motivate the player to look for secrets by showing an area the player cannot access but can see. And that area is full of treasures.
12 - Some bosses have deathcams. In short, I mean, after killing some bosses, the game ends. So you wouldn't want to set them on level 1 of a 60 map mapset. However, this can be bypassed with correct coding.

13 – Try to emulate daily Nazi life in some levels. So sometimes add a kitchen, bedroom, etc.
14 - Don't do a maze everywhere, since on paper a maze can look easier to finish that it actually is.

15 - If you want to put a key required to finish the level in a pushwall, realize that some people play differently and will end up tearing their heads apart trying to find the key.

16 - Make sure enemies can't waltz into another room they aren’t supposed to, since the player can just follow them.

This has 2 meanings.

1 - If you alert an enemy, it goes to another room. You shoot. Enemies in that room get alerted. And so forth.
2 - If there is a room that is locked and the player is not meant to get to the room just yet, and an enemy goes into the room, bear in mind that the player can cheat and sneak inside the room.

17 - If you have multiple walls with decoration placed close to each other, it looks odd.

Also, do not randomly place around decorated walls. It looks bad.
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<-Odd

18 - Some objects look weird when placed out in the open. The stove has a chimney that goes up and connects to the back/ceiling. When you have things like this, try to add the object in an alcove. 
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<- Bad

19 - The last time I checked, famous and haughty officers don’t walk about in slimy sewers. And with the same idea, don’t put corpses lying around a room with marble walls. Marble walls = rich and official areas = no blood on the carpet. 

20 - You can add guards so that they sneak up on the player. Or you can bait a player with a machine gun. The player reaches for the gun, and all the guards hiding then see the player.

21 - Out of ideas? Go get some inspiration from some good Wolf3d mapsets. Try Ack’s Acktung! 2, or Aryep/MSC Amsterdam’s Spear Resurrection. Also, try to change your mapping style. You can make blue bricked jail areas with long hallways with doors leading into small rooms as jail cells. Or maybe a wooden level with some kitchens and sleeping quarters. Maybe even a white bricked level with a giant structure in the middle.
22 - To make a whole level difficult, you can try 3 things. First, you can restrict the amount of ammo in the level. Second, you can restrict the med-kits. Third, you can add mutants. Mutants have dead on reaction times, and if you make the player have only the pistol for most of the level, the level can get difficult especially when paired with number 2. (No health kits and such.) Realize that the mutant is the only enemy ingame that cannot be killed without med-kits or a gun. Mutants are a real tough customer at the very start of a level when the player is caught off guard and weak, stuck in a spot. Try killing mutants with a pistol! (Ubermutants have slower reaction times but they are quite mobile.)
23 - If avoidable at all, make it so there will not be enemies running around behind a pushwall, since it gets the pushwall stuck in a flash. But if you have no choice, then add a line of pushwall markers after the wall, so if the pushwall stops, the player can just push it again and again till’ it hits the end. Note that this only works for secret levels and boss levels, since getting 100% secret ratios then becomes pretty damned difficult.
24 - You could try adding in aardwolf signs in the hardest to find secrets.

25 - You can make a secret area that requires pushing from two directions to go through. 

[image: image11.png]


[image: image12.png]



26 - To vary the texture used, when using textures like grey wall 1, you can checker the grey wall 1’s with grey wall 2’s, and such. You can also spread some mossier bricks along some less mossy bricks, or some cracked white walls with some white walls. (Note: grey wall 3 looks a fair bit different than the rest of the Grey Walls, so don’t use it for this suggestion.)
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27 - When making a level, try to make the textures used match with the ceiling color. In addition to all that, the light blue ceiling gives an illusion that the ceiling is the sky, so maybe add in night lights and no chandeliers and such, to play with this illusion.
28 - Some walls with decoration are just simply too overpowering to put all over a room. Some are not. Like multi-colored brick walls when you are doing a red brick room.
29 - One solution to stopping guards from running to another area full of guards is to add a pushwall in front of the door. However, the pushwall would probably look out of place (to make obvious to recognize as a pushwall) and might get stuck by dead guards. Also, since the pushwall has no floor code, any enemy stepping on the spot where the pushwall was can seem bugged. One alternative to pushwalls is to add a small line of deaf guards blocking the door. Realize that if you add just one guard in front of the door that the door might become an invisible wall. Also note that the deaf guard might see the player and run through the door he was supposed to block, anyways. 

30 - You can add a small line of tables, stopping at the walls, and have a line of guards on one side, one guard on the other, so people can pretend that the guard is handing out chicken meals to the line of guards.
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31 - Think about the placement of objects versus the wall. A picture of Hitler is meant to be treasured and shown with pride. (Or at least to Nazis) They wouldn’t put a suit of armor in front of the portrait of Hitler. 
32 - An extralife counts as a treasure. A boss counts towards enemies killed ratio. But on boss levels, ratios matter not since at the elevator screen, ratios don’t show up. This is the same with secret levels.

33 - To make a pushwall obvious, make the wall a random texture that stands out from the rest of the room. To make it hard to find, place it in the middle of a maze, randomly.
34 - On Dos, a moving pushwall looks weird if observed from the sides. Take that into account.

35 - Always test your level. The enemies’ AI may break or make your level. In a given situation, guards will always act the same way.

36 - If you put an enemy so it’s stuck inside a room with only 1 spot it can move in, the guard might look glitched, walking headfirst into a wall.
37- If you put a patrolling guard so it starts the level right in front of a door it is supposed to open, the door glitches. Have a marching routine that includes doors? Test it over n’ over. Likewise, if you put a patrolling enemy that starts marching towards a wall, and starts right in front of the wall, the wall becomes a holo-wall.
38 - Not only for the sake of making a well rounded level, but for the sake of 100% ratios at the end of the level, each level must have at least 1 secret, 1 enemy, and 1 treasure.

39 - Try not to copy too much of other people’s levels or you will get hate mail. And always add people to your credits list. People like being appreciated.
40 - After you are done making a level, double check for any wrong floor codes/invisible walls. On Chaosedit, taking off static object view helps at this job. [image: image15.png]2= ChaosEdit V1.27 preRelease (= EX]
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In addition to checking for misplaced floor codes, double check to make sure that you does not have two rooms that have the same floor code by accident.
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40 - Really need a wall in which all sides show night-time? On Chaosedit export sunny-time and night-time pictures. Import night time onto sunny-side of the wall. Then on “dead elevator”, on the side in which there is no texture, import the sunny-side. Works like a charm!
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41 - Try using Chaosedit’s 3D edit to check how levels look.

42 - Do not turn on “3rd Plane editing” and such if you don’t even know what that means. And if you do, why are you reading “Wolf3d for Dummies”?

43 - Save your work once in a while. Even if your computer doesn’t nuke itself, you would still want to save. Check tip # 44.

44 - Be careful of the bucket feature!!! If you forget you are on the bucket tool and you place a floor on a wall, your level can be ruined. Try it for yourself, then. :)

45 - Consider naming your levels so people know which level is which. And so you know which level is which.

46 - On Chaosedit (sorry, it’s the editor I use, so I offer advice only on it), to make a border along the level nice and easy, select a wall (from walls tab), and then on mapping tab, hit “initialize map”.
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47 - You could try to make it awkward for the player to shoot some enemies. Take the following picture as an example.
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 The player comes in from the black arrow. Getting rid of those mutants with multiple mutants taking pot shots at you? Difficult. And not because of the giant amount of guards in the room, either. It’s the position.

One classic way of making an awkward position is to have the player start the level with nowhere to duck and cover, and put some mutants at the start. The combination of lack of cover, mutants, and pistol and 8 rounds makes this a challenging situation. 

48 - One different thing you can do to levels, while I am talking about level difficulty, is to make it so that in order for the player to have enough ammo to beat some guards, the player must be on the move and not snipe off one guard at the time, sitting by a doorway.

49 - Uh oh. After making almost the whole level, you need the WHOLE LEVEL to move one square to the right. Time to cry? No. Chaosedit: On the bar with the pencil/bucket tools, click on the right-most square. Select the area of the level to copy. Hit copy button on the bar. Hit paste. Put mouse pointer where you want the copied material. Save before attempting as this glitches once in a while. If it does glitch, copy half of the level at a time. 
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<- Select area to copy.
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Then hit paste button, button to right of copy.
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50 - Need to transition in a different wall texture? Do NOT do this:
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If you add the above in your mapset, I will punch you in the face. Try this. The room the door leads to would be white walls.
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If you just need a spot of white wall, you can remove the door, too.

51 – Do not put an elevator on level 18 of Sod or level 9 of Wolf3d. (Without coding)
52 – One thing that spices up gameplay is to manipulate marching routines so that if a player shoots a guard at a different given moment, there could possibly be different amount of guards running after you. Try to make guards assault the player from multiple angles.

53 – Yes, you can put two spears, and make one hard to find. As a reward, that spear sends the player to a part of level 21 with free ammo and such. But add the starting position marker where the normal spear takes the player to on level 21. Sure, if you take the secret spear and go to level 21 and die, you’d pop up on the more difficult part of level 21, but had you put the start position marker at the place the secret spear sends the player to, if a person uses the normal spear, and dies on level 21, they would be rewarded with extra health and ammo. Makes no sense, right? Don’t bother putting two start position markers. The game just picks a marker to use and ignores the other one.

53 – You could put two doors between rooms, but I recommend against it, especially if one is locked and one isn’t. The player can open the unlocked door, shoot his pistol, and get guards running from the locked room which the player doesn’t have the key to.

54 – Consider including a readme in your mapset. A readme is just a Word file or such, describing the mapset and whatever else you want to put in it. (Including the credits, so you can thank people.)
55 – If the game has to show too many objects/guards at one time, some of the objects or guards might temporarily be invisible. This does not apply to a properly coded SDL mapset. But on Dos, test some areas. Note that even if an area doesn’t get invisible, it could be after the player has shot tons of guards in a spot, since the game now has to render the dead guards as well.
56 – Suppose you have a Dos level with 399 static objects. If I play it and kill a guard, the guard will NOT drop ammo, since the maximum amount of static object in non-coded Dos Wolf3d level is… 399.

57 – In a room, you could add different textures in a room, but there are mistakes you could make while doing this. First, do not add too many different textures. Second, how will you present the different texture? Will it be as a structure in the center of the room, or a sign somewhere along the edges of the room? Or maybe something else? And third, think about what textures to use. If you want to see some crazy nice structures, I suggest that you look at Ack’s levels. 
58 – This mistake I do not see very often. Once in a long while, a person gets so caught up in just making a Wolf3d Mod that has such good coding to the point that the maps in the game become of a lower quality. Even when doing a mod, think about the mapping. In fact, if you are a newbie that wants to do an epic mod, I suggest holding it off till’ later, when you know how to map well.

59 – If you decide to use invisible walls in your map set, that’s fine. Just be sure that the player will always know that the wall is there on purpose, not because you overlooked it while bug checking. Speaking of which, when done making a level, also look for any accidental invisible walls.

60 – Need to make a cheat file to enable goobers, debugging codes, and all that good stuff? First, you ought to know the parameter you need to add in order to make the game go into debugging mode. For the full version of Wolf3d, that is “Goobers”. For the full version of Sod, that is “Debugmode”. Now, if you are using Dos, you could just place a Start.exe (from Brian Lowe’s website, somewhere), but if you are using SDL or doing extensive coding so that the parameters for debug mode are changed, you would probably want to make your own cheat exe. Open Wordpad or Text Document (.txt file), and type this: (Insert name of the original exe for the map set) --(Parameter)

Then hit “Save As”, then pick “Save as type: All Files”, and save it as “Cheat.bat”. There you go. Now, I know entering the words onto the Wordpad file and such is annoying and confusing. Let me walk you through this. Without any spaces, just type the name of the exe. Then hit space once. Then hit “dash” twice. Then type the parameter. Done, Dummy Style. Hehe.
61 – What? You need another way to make a cheat exe? Why? Ok, whatever. First, right click the original exe of the game. Look for “Create Shortcut” and click on it. Now, right click on that new shortcut. Hit the “Shortcut” tab. Then look for “Target”. To the right of it should be a line of text showing where the shortcut came from. At the end of the text, there should be an end quotation mark. Something like  “. Add one space after the quotation mark. Type in dash twice. Type in the parameter. (Goobers, or what?)
62 – After making a map set, you need to present it to Wolf3d Dome. How shall you do this? You email Brian Lowe. Or you contact him on either Die Hard Wolfers forum or Wolf3d Haven. Anyways, to present the map set, you need to archive it. I strongly recommend using 7zip to archive your Wolf3d map sets. Why? It’s just as a compatible file for archivers as Win-Rar. And it archives better than Win-Rar. Oh, and it’s a free software. I don’t really see a reason to use some other archiver.

63 – Suppose one day you’ve played your own map set a thousand times and you keep getting the high scores, and now you want to erase those high scores you got. Or, you want to revert the controls and such to their defaults. In folder of your map set, there should be a file named “Config” (The extension changes depending on what your map set is.) Just delete the file. The next time you load it, the config file will automatically be made again, this time with the default settings.

64 – In the rare scenario that every map you load in your mapset from the editor gets screwed up, consider the possibility that you loaded a bak file with a map file. A bak file is basically a backup file. Load Sod maps with Sod map headers. Load bak maps with bak map headers. Although I doubt you will need to load any bak files for day to day mapping. However, if you screwed up the mapping of several maps (somehow), you could try loading a bak file and see if the backup file has what you need to get you back on your feet.

65 - And finally, use common sense. Say you want to make an area flooded. Do not litter the whole room with water puddles. It just looks… wrong. 
0400 – Editors

Picking the right editor to use is something any mapper should think about. I suggest choosing just one map editor, and sticking with it. I have listed the most famous and widely used editors here. 
FloEdit – Old software. Maps fine.

Pros: Not too much, really. More or less obsolete.
Con: Old software. Not good for editing heavily modded mods, perhaps?

Chaosedit – My personal choice for editing original mapsets. Lots of options, more up to date than FloEdit.

Pros: Powerful, yet still easy to use. Unique 3D edit, lets you walk around as if you were in-game to see how some areas of the level look.
Cons: A few glitches here and there. Most of the time, those glitches won’t really affect your mapping experience, and they don’t bother me, personally.
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Map-edit – Dos software that still works good.

Pros: Big editing screen. Got bad eyes? Problem solved.
Cons: Not as powerful as the new editors. Dos program could be problematic for those who have operating systems that have problems loading Dos. And some people just don’t like working in Dos.
WDC – Stands for “Wolf3d Data Compiler”.
Pros: Powerful software. Also edits many aspects of the game.
Cons: Could be slightly more difficult to use if you are a dummy. Very small editing screen.
500 – SDL

Honestly, I don’t even know what it stands for anymore. Everyone just calls it SDL. What is so good about it? With SDL, you can easily have near infinite memory for modding. SDL is basically non-Dos Wolf3d. You could have as many guards/doors/objects in a level as you please. The level will not crash as easily when you do not border the level with walls. Although it seems that you cannot play Wolf3d on SDL with the num-pad. (At least not without further coding.)

Since SDL makes Wolf3d a Windows program, Dos Box would not be needed, even in Windows Vista and all the new OSes. This is great since Dos Box is one extra layer of annoyance for playing Wolf3d, especially since it has no multi-core CPU support, meaning you would probably lag on Dos Box.

Note: A small amount of people still like playing Wolf3d on Dos. If you do a mapset that would run okay on Dos, you should probably do it with SDL. That means two exes: one SDL, one Dos. In this case, you could try getting a modified Dos exe that allows more static objects and guards so your maps won’t be so limited.
Until next time, everyone! Auf Wiedersehen!

0600  - Credits, etc.
This guide was done in Microsoft Word 2010 Compatibility Mode for maximum flare and ultimate Word Compatibility.
Brian Lowe – Rocking out all night at Wolf3d Dome, right?
iD Software – For making Wolf3d and Sod.
Wolf3d Haven Forum – Because it’s my forum and I wanna thank it.
Die Hard Wolfers Forum – Making SDL.
Microsoft Word/Paint/Chaosedit used to make this guide

Me
You for reading this guide, of course. You are awesome!

What? You are still reading this guide? Did I not say “Until next time”? Jeeze, man. This isn’t SHS, you don’t get some secret cheat codes for reading the last page of the document, ok? 
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