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Welcome to LoneWolf: a new engine to play classic 3D action games “Wolfenstein 3D” (a.k.a. Wolf 3D) and “Spear of Destiny” (a.k.a. SOD) developed/published by Id Software / Apogee / FormGen.
(Note: LoneWolf is absolutely unrelated to "Return to Castle Wolfenstein" and its mods.)
Currently LoneWolf features:

· Only one application needed for most known releases of Wolf 3D и SOD.
· Is a native Windows application, working either in full screen or windowed mode with Windows native sound.
· Supports screen scaling up to any resolution divisible by 320x200 (640x400, 960x600, etc).
(Higher resolutions essentially improve game graphics detail and quality, requiring more CPU time as well).

· Supports multi-channel stereo sound (up to 8 digisounds can be mixed).

· Provides fully functional map mode.
· Provides additional controls and lot of debugging features.
· Based on SDL (Simple DirectMedia Library, http://www.libsdl.org), so highly platform-independent and easy to port. Linux and SEGA Dreamcast versions are considered.
LoneWolf is based on sdlwolf3d project (Steven Fuller, http://icculus.org/wolf3d);

· which in turn is based on xwolf (David Haslam, dch@sirius.demon.co.uk);

· which, in turn, is based on original Wolf3D/SOD for 16-bit DOS compilers, released by ID Software.

System requirements
Almost any Windows version (95/98/ME/2000/XP) must work OK. Installed DirectX technically not required, although highly recommended.

Installation and setup
To install LoneWolf, you just must copy lonewolf.exe and SDL.dll to any directory you prefer.

To play, however, you also need data files from original releases of Wolf3D and/or SOD. Normally, all you need is 8 files, which (for game type xxx — see below) must be named as:

· audiohed.xxx

· audiot.xxx

· gamemaps.xxx

· maphead.xxx

· vgadict.xxx

· vgagraph.xxx

· vgahead.xxx

· vswap.xxx

The following game types (in square brackets) are currently supported by LoneWolf:

· [WL1]:
Wolfenstein 3D Shareware
· [WL3]:
Wolfenstein 3D (3 episodes, rare)

· [WL6]:
Wolfenstein 3D (full, all 6 episodes)

· [SDM]:
Spear Of Destiny Demo (2 levels demo version)

· [SOD]:
Spear Of Destiny (full)

· [SD2]:
SOD Mission 2: Return to Danger
· [SD3]:
SOD Mission 3: Ultimate Challenge
To play game xxx, use option –gametype xxx.

Options pathres and pathloc are available to specify resource files directory (where resource files, listed above, must be placed), and local (user) files directory (for save games, configuration, demos). Note: all pathnames must be terminated by backslash!
Option -vscale defines screen scaling (based on 320x200). Option –fullscreen attempts to launch engine in full-screen mode.

Making specific BAT-files (or Windows shortcuts) to launch specific games is advised.

For example, batch file to launch Spear of Destiny may be called SOD.bat and have following contents:

@lonewolf -gametype SOD -pathres "c:\games\wolfres\" -vscale 3
Attention: There are two different versions of full Wolf3D. (The differences mostly are in graphic resources ordering in file "vgagraph.wl6”). If after game startup you see cyan screen with big letter X instead of PG warning message (usually game hangs or crashes afterwards), you have old version of game graphic files. Try using parameter –altgfx in this case. For example:
@lonewolf -gametype WL6 -altgfx -vscale 2

This parameter is NOT required for most newer versions of Wolf 3D (for example, one released as bonus with RTCW).

User-visible changes in game play
Here is the list of changed noticeable by player:
· For Wolf 3D games, the LEVEL panel displays both episode and level number. Secret level (which is always 10) is displayed as 0.
· Ammo limit now is 100 instead of 99.

· Object taking logic is changed, and now controlled by player movement instead of object visibility. So now object can be taken without being seen by player — for example, when strafing or moving backwards.
· Weapon taking logic is different too: if you already have this weapon and 100 rounds of ammo, it wouldn’t be taken.
· Another flaw in original engine fixed: if you take Gatling gun, you will NOT acquire free machine gun with it.

· Killed SS-man now ALWAYS drops machine gun!

· Infamous pushwall bug (original Wolf3D glitch) is fixed. Now push wall NEVER slides further than two map tiles, as it must behave.

· If you try opening locked door not having appropriate key, this key should flash on the panel for couple of seconds.

All usual keyboard and mouse controls work as expected. Besides them, the following keys are available:
· [Tab]
Switches game between normal and map view mode (see below);

· [+] / [-]
Increase/decrease window size;

· [<] / [>]
Strafe left/right;

· [{] / [}]
Cycle back/forth through available weapons;

· [?]
Show game information window
(current level & difficulty; total number & percentage of enemies, treasures & secrets);

· [~]
Invoke debug functions menu (see below).

Switching to Map mode does not stop a game! Most game controls operate in Map mode exactly as in Normal mode, so you can move, shoot, take objects, open doors, etc. However, additional Map scroll mode is available (turned on/off by [~] + [Y]), in which some keys are working differently:


[Up]/[Left]/[Down]/[Right]:



Scroll map in appropriate direction;


[Home]/[End]/[PgUp]/[PgDn]:



Scroll map to one of the corners;


[Insert]/[Delete]:


Smooth zoom in/out;


[5]..[9]:


Switch to appropriate scale.

There are additional movement keys (not redefineable from Control Menu):

· [Q] / [E]: strafe left/right;

· [W] / [S]: move forward/backward;

· [A] / [D]: turn left/right.
Some game option can be switched on/off with [Alt]+[Key] combos:

· [Alt]+[S]:
FM sounds on/off;
· [Alt]+[D]:
Digital sounds on/off;
· [Alt]+[T]:
Music tune on/off;
· [Alt]+[M]:
Mouse on/off;
· [Alt]+[G]:
Mouse grab on/off;
· [Alt]+[J]:
Joystick on/off (don’t really work now)
The [~] key invokes debug menu. The following options are available there:

· [A]:
All weapons + 100 rounds of ammo.
· [C]:
Internal level info (# of static objects/actors/doors).
· [D]:
Immediately die.
· [E]:
Immediately complete current level.
· [F]:
Show player’s map position & orientation (“facing spot”).
· [G]:
“God mode” toggle (total invulnerability).
· [H]:
Full health.
· [K]:
Both keys.
· [L]:
Extra life.
· [N]:
No clipping mode toggle (so you can walk through walls & blocking objects).
· [O]:
Ouch! Hurt player slightly (-10 health)

· [P]:
Pause game w/o screen distortion.
· [Q]:
Quit game immediately.
· [S]:
Slow motion mode toggle.
· [V]:
Open resources browser (walls, sprites, digital sounds).
· [W]:
Warp to any level.
· [X]:
Teleport to any map tile.
· [Y]:
Map scroll mode toggle.
· [Z]:
Full map mode toggle.
Ideas and projects
Besides all changes, there is still a room for game improvement. Most notably:

· Need to implement support for joysticks (gamepads, alternate game controllers).
· Improve map mode: optionally show enemies, secret walls, etc.
· Desynchronize screen refresh and internal engine timing. (This will make game play smoother). Add on-screen frame rate counter.
· Internal memory management can be much improved. Mmapping can be used where possible – primarily, for page file.

· Graphic engine still may be improved. The unoptimized raycasting algorithm is noticeably slow even in 960x600.

· And same for map drawing too.
· Demo recording/replay to be easier to use. Menus for demo slot selection, etc.
· External resources (maps/audio/gfx/etc) loading and binding a-la DOOM PWADs???
· Better support for “unofficial” Wolf3D/SOD mods;
· Include support for “Spear: Resurrection” and “Spear: End of Destiny”, if its authors make it possible.
· Add OpenGL support (??? – lots of work).

· Fix all remaining bugs.
Reporting bugs
Comments and ideas are welcome. Feel free to report bugs and provide suggestion to:
dgaev AT mail DOT ru

(When reporting bugs, please provide some information about system you’re using: Windows version, graphic hardware and/or drivers, audio hardware and/or drivers, contents of stdout.txt and stderr.txt files (especially, if game crashed). More details wouldn’t hurt too.)
Happy playing and testing!
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