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0. Introduction

Good evening.
This will hopefully be an interesting presentation about the games | ported back in the late 90s, and have
recently been updating.
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Introduction
How I'll do this talk

I'll be talking about Doom, Heretic and Hexen. There are 7 parts to the talk...
1. Leaked Doom

. Doom+

. Heretic

Hexen

. One off pressie

. Hexen (2024)

. Heretic (2024)
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Introduction
How I'll do this talk

I'm going to talk about the games Doom, Heretic and Hexen. I'll try to make it interesting, without too much
technical detail.

Please feel free to use the chat to ask questions as we go. | will try to pay attention to it and answer anything
that comes up.

At the end of the presentation, these slides and a bunch of links to resources will be made available.
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Introduction
Who am 1?

¢ I'm Charles, but known as Gerph in most things online.
¢ | worked on these games, numerous patches and applications back in the day.
e | worked at RISCOS Ltd, and produced RISC OS Select.
¢ |'ve written the only other implementation of RISC OS - RISC OS Pyromaniac.

* Began working on Doom in 1997.
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Introduction
Who am 12

First though, let me introduce myself. I'm Charles, previously known as Justin, better known as Gerph. 1've
done work on RISC OS since the early 90s, patching and porting things, developing RISC OS itself, and most
recently creating a new implementation of the OS - RISC OS Pyromaniac.

In many respects, my later work with RISCOS Ltd is directly tied to having done work on the Doom games. It
all goes way back to University around 1997.
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Doom 5’

What is Doom?

* Doom is a first person shooter, by id Software.
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Doom &

What is Doom?

Doom is a game - a 3D first person shooter - written by id Software. The game was released in 1993 for DOS
and it changed the way that games were viewed on the PC. id Software's prior game, Wolfenstein 3D, had
been ported to RISC OS by Eddie Edwards. It was a success in the RISC OS world, and Eddie obtained code for
Doom, but the license costs were high, so it didn't get released.

This was back in 1997, whilst | was at University. My friend Chris and | got a leaked copy of Doom. This was
a version from Eddie Edwards port - it wasn't ready for release and was really in the middle of development.
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Doom
Leaked RISC OS Doom
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Doom
Leaked RISC OS Doom

It worked on the RiscPC and A5000, but only had sound on the RiscPC. It wasn't too bad speed-wise, either. |
only had an A5000, but Chris had a RiscPC. The difference between them was quite marked - and the sound
made a big difference. | wasn't one to take such things as they were, and began investigating.

| worked through the game binary and began to understand how the sound was meant to work and what the
code did to trigger effects. With a few small patches - and quite a bit of data extraction from Doom's data files
- | created a version that played sound on the A5000.
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Doom &

Sound samples

* | created many sound sample modules to play the game's sound.
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Doom
Sound samples

Because | wasn't very familiar with the sound system, | used standard RISC OS sound voices modules - one
module for each sample that could be played. The RISC OS sound system only supports having 32 sound
voices loaded at once - and in any case, the memory is quite pushed on a 4MB A5000 so you couldn't load
too many. So my patches would load the modules on demand, and kill off any that weren't needed any more
as the system become full.

I might not be able to do the 16bit colour that Chris' RiscPC could do, but my A5000 now had sound.
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Doom 5’

Networking

» Networking required a separate module to do the communication.

e Initially networking was Econet based.

* Serial and UDP based modules were also created.

¢ A management tool that could negotiate with other players was created.
¢ At home, my brothers and | played.

e It was also tested with friends - we organised games over IRC.

Doom &

Networking

Looking through the code, the networking was intriguing. It appeared to be able to do networking if you just
passed the data in and out properly. What 'properly' was, however, was more difficult - id Software had made
available code for network drivers but for DOS only.

Using this information, | managed to patch in some networking using Econet. With two copies of Doom, one
on each A5000, you could connect via the Econet network and play multiplayer games against one another.
My brothers and | had a lot of fun with that.

The networking was later expanded to support playing over a serial port and over IP, using UDP. Using IP
networking on an A5000 was something of a strain, but was just about doable. You have to also remember
that this was in the days of dialup networking, so it was even more of a challenge.

Fortunately, around this time | bought a RiscPC, which began to make things a lot easier to work with.
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DoomWads launcher
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Doom
DoomWads launcher

Having got networking working, 1 continued to tinker with the code, and added support to allow the game -
which had been exclusively full screen - run within the Desktop. Not something that was very practical on an
A5000, but was playable on a RiscPC. And you could even play the game on the iconbar - a tiny sprite could
be used instead of the window.

I wrapped all these bits together with a launcher application which could manage the extension 'PWADs', and
integrated the network selector application as well.

<indicate the parts as they are described>

You can see here my DoomWads launcher and the game window. The computer icon on the iconbar would
control the network settings. The tiny iconbar icon here reflects the game as you're playing.

| passed copies of this to a few people, and the attention that the game had been gathering (not only from my
work), meant that R-Comp got interested in properly releasing the game. Eddie and R-Comp released Doom to
the RISC OS world not long after that.
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R-Comp releases Doom

* R-Comp organised things with Eddie for a proper release, fully licensed.
e | was asked to write proper network drivers - after my final year exams finished.

e | updated the launcher to give it better support for PWADs.
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RComp releases Doom

Having got a proper release, | was asked to write some network drivers for the game, as my patches weren't
really re-usable. Eddie had done a quite nice job of making the network drivers modular, so I could reuse
some of the code that | had created previously. | remember at the time being repeatedly asked if I'd looked at
the network drivers, but I was trying to focus on final year exams. In a rare case of will power, | managed to
put off working on them until after the exams had finished.

Returning home after University, 1'd not worked out what | wanted to do for a job. Speaking to Andrew, he let
me have the source to the front end to address some bugs, as Eddie had moved on to other things. | added
some of the features of the DoomWads launcher like the patch WAD manager and text viewer. This was quite
successful, so | took on enhancing Doom itself.

This was what would become Doom-+.

10/53






Doom+ M

What was Doom+? (1)

The goal of Doom+ was to add cool things to the game. But also...

e [t got faster.

e It got better PWAD support.
e It got smoothed walls.

* [t got an in-game map.

* |t got better networking.

e It got fixes.
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What was Doom+? (1)

What was Doom+ ?

The remit for Doom+ was just to make things cooler, really. Fixing some bugs, removing limitations, making
the game faster, and adding new features were all on the cards.

There's a lot that I've already written about Doom+ in my Rambles, but there's a couple of little things that are
interesting about it. At the time, CD ROMs were far more common than MIDI interfaces, and | often listened to
other music whilst testing the game. So | added in CD controls to the game as well.

Not only could you control the CD in game, but if you were running in the desktop, it would communicate
with the ICDDB application and find out what the tracks were called, and provide a notice of the new track
name when they changed.

There's a comment in my notes:
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Doom+ M

What was Doom+? (1)

* Doom+ was meant to add cool things to the game.
e It got faster.

e It got better PWAD support.

e It got smoothed walls.

* [t got an-in game map.

* |t got better networking.

e It got fixes.

* It got a CD juke box.

In my notes:

I Doom, one of the few Acorn games with a built in CD jukebox.

&
gy

With the CD music, | also tried to make the game a little more immersive by making 'atmospheric music'. This
was done by bumping the volume as you came to the action. It only kinda worked, but it was an interesting
experiment.

After adding the smoothed textures | began to notice something odd about parts of the display. Blue pixels
would shimmer sometimes within the smooth texture. | couldn't work out what on earth was going on. | spent
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I Doom, one of the few Acorn games with a built in CD jukebox.

some time reworking the code, adding in diagnostics and saving out screenshots. Nothing useful came of
them. After a few weeks of looking at this on and off, | tried the same game on a different machine... and the
problem vanished. | assume it was some odd timing effect on my machine, but | wasted a whole bunch of time
on that.

I really wish 1'd had some tests to exercise the code somehow around there. If I'd had tests to show that things
were working, I'd have trusted the code and not spent so much time looking for the problem.
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What was Doom+? (2)

* In-game clock.

¢ Deathmatch counters for kills.

* Named players in network games.

¢ Monster and secret counts on screen.
* Translucent fireballs and other effects.

* Bouncing menu titles.
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What was Doom+? (2)

There were lots of other things as well in Doom+. The in-game clock, improved network presentation, better
map information, transparent fireballs, and even silly effects that bounced text in the menus. The development
was quite long, and there's a comment in my notes from what was going on at Acorn...
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Doom+ M

What was Doom+? (2)

* In-game clock.
 Deathmatch counters for kills.
* Named players in network games.
¢ Monster and secret counts on screen.
* Translucent fireballs and other effects.
* Bouncing menu titles.
A contemporary note about Acorn...
Lethargy is setting in at the moment. It's so hard to concentrate when you are always wondering

what the point is. | know I am continuing on this, but since Acorn isn't Acorn anymore. Well...
you get the idea.

&
gy

Lethargy is setting in at the moment. It's so hard to concentrate when you are always wondering
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what the point is. | know | am continuing on this, but since Acorn isn't Acorn anymore. Well...
you get the idea.

This was not long after the September 17th announcement of the closure of the workstations division.
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Release

¢ Doom+ came second in the Acorn New Service awards for 1999.

* Acorn Arcade's review gave the Doom+ release a rating of 83%.
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Release

Despite the Acorn announcement, and the extra work leading up to RISCOS Ltd's formation, a couple of

releases were made.
Doom+ even came second in the Acorn New Service awards for 1999.
Acorn Arcade's review gave Doom+ a rating of 83%.
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3. Heretic

October 1998 - February 1999
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3. Heretic

October 1998 - February 1999
And so we come to Heretic...
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What is Heretic?

* Doom, in a fantasy setting.

e Licensed from Raven software by R-Comp.

&
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Heretic *

What is Heretic?

Heretic wasn't a game | knew. It's essentially the Doom engine, but with fantasy elements instead of science
fiction and hell-based themes. Whilst I'd been working on Doom+, Andrew had been in negotiations with
Raven Software who created the Heretic and Hexen games. When the game was finally licensed, we got the
source code and | could start looking at how to port it.

After a false start, | managed to get a rudimentary game up and running in a few hours. It didn't have any
input, but it ran.

There followed a couple of months more of development to get the input, rendering and sound working
properly in the game. And mostly it went quite well - even with the distractions getting Doom+ finished as

well.
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Launcher

Heretic Configuration
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Heretic 'ﬁ

Launcher

By the end of December, the game had most of the rendering integrated from Doom, with the Heretic
enhancements, and a cut down and modified version of the Doom+ launcher had been integrated.

That screenshot is actually from the old version of !Heretic running on RISC OS Select. It looks a lot better on
RISC OS Select because the shaded icons blend into the window backgrounds.

<point to the 24bpp option as we get there>

My notes from Heretic lament how the game is too dark some of the time. This became a constant problem in
Heretic - and later Hexen. | tried a number of ways to improve the lighting, resulting in a 'bright 24bpp'
option, which would bump the lighting to twice its expected level. However, because of how it worked it
didn't address the real issue. The lighting issue wasn't actually fixed until this year.

There were interesting features in Heretic, that Doom had missed out on.
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