WOLVENSTEIN 3Div
a Remake by Adherbal
THE REMAKE:
Doing a 100% remake seemed pointless to me, so I added a lot of stuff to make the game more interesting. But don't worry, the gameplay is almost unchanged. I took some graphics from the original game, but nearly everything is edited or completly redone, as the size of the graphics often didn't fit (Wolf3D was 320x200, Wolf3Div is 320x240 and the ingame screensize is much bigger). 

As DIV doesn't have mode8, walls need to be built with multiple vertical "bars", and every bar is a process. The engine uses multiple systems to speed up the game and creating only those walls which are necessary, but still you may need a quite fast PC to run it properly. The walls are build on the same way as in Berzerk3D (by Jon) and Evil Divide (by Scribbley) but I needed a lot more walls then those games to make it look like the original Wolvenstein. But the resolution (320x240) is lower then the one in Evil Divide (640x480) which may compensate the higher number of walls a little. Scibbley made nice use of the dark atmosphere to let distant walls disappear in the darkness. But Wolvenstein doesn't have this darkness. I added a "view distance limit" too, but the levels are build so you don't see walls disappearing very often. There is an option in the visuals menu to decrease the "view distance", so the game can run faster on slower PCs but expect a lot of wall (dis)appearing. The engine only "builds" the walls that are in the view-angle of the player.

I added and edited a lot of weapons and enemies, and the levels are completly new. If you want the new enemies and weapons to be a surprise then DON'T read the Development Diary. There is a "cheat" in the game. The cheat is to switch to 3rd person mode. This is only to show how the levels are built in your view-angle, so don't expect it to look very nice. To activate/deactivate this mode press: [mouse.left] + [mouse.right] + [ T ].

Time to hunt some Nazis !

CONTROLS:
There are 2 different options: With mouse or without mouse. The original game was played without mouse aiming, but all the recent FPS games are played with mouse for accurate aiming, so I added an option to choose between the two modes.

With mouse enabled:
-Mouse= Aim/Turn

-Left= strafe left

-Right= strafe right

-Up= forward

-Down= backward

-left click= fire weapon

-right click= open door

Without mouse:
-Left= turn left

-Right= turn right

-Up= forward

-Down= backward

-Ctrl= fire weapon

-Space= open door

-Alt+ Left/Right= strafe left/right

Other Controls:
-F1=

-F2= Turn GUI graphic on/off

THE EDITOR:
I have added the level editor I made to build the levels. It can be found in the main menu. Note that you cannot choose on what file to save a level (it will always overwrite the same file if you save) and the level you build can only be played in the editor. So there is no way to build your own "episode" (unless you mess with the level data files), this editor is only to show how i did it. Left clicking places a texture/wall/object on the highlighted tile, right clicking deletes the highlighted tile's object/wall.

Explanation of the editor interface:
(from top to bottom)

The box at the top shows the currently selected texture/object/wall

The coords show the tile x and y coords.

The arrow buttons change the selected texture/object/wall, the number indicates which is selected. Right-click the buttons to scroll through the selection faster.

The MAP button turns the minimap on/off

The EYE button turns the Visible-Object-System on/off

The Texture button selects the serie of ground textures

The Object/Wall button selects the serie of objects and walls

The Enemy button selects the enemy serie

The next buttons are obvious ( 

DEVELOPMENT DIARY:

I wrote down the progress of the game. Probably to boring to read but i felt like doing it :-)

This is a direct prove of how much I slow down when a project reaches completion…
Saturday 23 Marsh
Wolvenstein was allowed for the competition, so I could start working on it.

Sunday 24 Marsh

I wrote the main basics of the mode7 engine, and a part of the editor. The editor can save objects and walls and then you can run a test of the map. I also wrote some simple code for an enemy who can shoot at you.

Monday 25 Marsh

The hardness map system for the tile-based walls is done. Bullets now hit the walls, although I found and fixed a bug in this code later on. I also wrote the code for basic doors.

Tuesday 26 Marsh

I ripped the main menu and intro screen from Wolvenstein and coded them into the game. Then i made some outdoor objects.

Wednesday 27 Marsh

The editor's interface has taken big changes, it now has a minimap option and a better GUI. I builded and tested a serie of small levels.

Thursday 28 Marsh

Enemies can now be placed on the map with the editor. I drew the graphics for the machine gun.

Friday 29 Marsh

I made a new test level and did some bugfixes and adds to the editor. 

Saturday 30 Marsh

After making a second type of enemies, I discovered the bullit collision system and enemy line of sight systems weren't accurate. Which I both fixed after doing some visual tests.

Sunday 31 Marsh

The locked doors and keys are done. The first map is completed and I improved the enemy's AI: they can now follow you, though the system is still very basic and will need further improvement.

Monday 1 April
I completed Wolf3Div... j/k !! 1 April hahaha! Hmm... Nice weather outside, didn't do much on Wolf. Designed level 2 and some small ads.

Tuesday 2 April

I figured out how to do the final "speed-up" system and implemented into the code. It now allows me to show bigger rooms without having trouble with the "wall-dis/reappear" problem. The 2 levels I already wrote have to be redone now. After this I did some more work on the main menu's options.

Wednesday 3 April
Coded the Third-person mode "cheat". Made the flame-thrower effects and Flame-trooper. Ass kick effect! Also drew the rocket launcher. My sister designed level 3, the first real big level. Thinking about some more "speed-up" systems.

Thursday 4 April
Did some changes to the level builder in order to win some more frames. Drew and coded the Minigun. Who needs accuracy? ;-)

Friday 5 April
Working on the first boss. That's about it.

Saturday 6 April
Did the hit and dying animation of some enemies. Fixed the bug in the doors code (was about time). Level editor code done for 100% now. All I need to do now is drawing some new objects and walls and design levels. And do some more work on the enemy’s code and gfx.

Sunday 7 April

Designed part of a level. 

Monday 8 April
Designed The Labyrinth level and a new set of walls.

Tuesday 9 April

Didn't work on Wolf

Wednesday 10 April
Made Wolf Demo for Scribbley. Gave names and themes to the 3 Episodes. Created levels and objects for episode II.

Thursday 11 April
AI update, they now follow you more intelligent and are able to open doors.

Friday 12 April
Some small changes only

Saturday 13 April
Again, nothing but some minor updates

Wednesday 17 April

Finally did something for Wolf again. Designed another level for Episode II.

Saturday 20 April

Designed stuff for Episode III. Damn, I need to get those levels done…
Tuesday 23 April

Transferred wolf code to my other pc to work on the sound. 

Wednesday 24 April

More work on the SFX and music.

Saturday 27 April

Sound, levels and bugs
