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5_PLINCHS

# dathings to change the game state

/P NOHWIDLRADH LEVELS, NO SECHET EXIT! i : int map | {SPH_PUNG, 1,5,t4_ReFire) 5 PLINCH,0,0), e "
bl i lgamberiteld == commervia ; I 1SPA_PISG,0,1,1A_WespanReady} S_PIST( :vHE {gemeaction k= ga_nathing]
&6 [W ChetkNumPorNamel mapd1 <01 % rolhi int i {SPA_F1SG,0,1,4A_Lowert 5 _PISTOLD| DO d
el S astronit = faks; L (5FA_PISG,014A_Faisel 8 PISTOLURD 0}, PISTOLLR sniteh lgameaition)
2 it =k e | ! el 5 B i (pssed) (SPR_PISG, 0,4 {NULLLS_PISTOL2,D, {
it mm — park L]} | PLLLLE BREVE AL 1 Cebtiolent = e [ ml’ﬂ PISG.1 S FirePistoll 8 PISTILD 256 g4 oaleiel:
[ E 110 IMULLLS. BRE 1 gatheaction + gaKartghted; :{::L:ad\_m\ -
shiterturn = A_TextureNuriFariime CSEYE,
if igamemap < 121 |
shytestura = R_TextureNurmPariame CSKYT T |
alea
I igamermap < 241
shytaxturs = A_TextureNuriForla;

i deperding an the currert epis

paused = fakse;
Ml ResumeSaund [);

onsi: te

4 This was quite messy with SPECIAL and commented parts

# §_PISTOLA
/16 PISTOLFLASHEaSE ga_newgame:
il G Pl g g o

il

1 _ oot Bl il

lewelstarttic = gametic;  / for time balkilation : for =0, iMAXPLAYERS | ie4)

P_Setuplevel [gameepisods, gamemap, [, gameskill),

i Ipleyrngamelit #f Supposedly hacks to maka the latest edition wark.
if ipegamestate == G5 LEVELL h d MULL Bl Playerfrichlenel (I, /f take away cérds and 4 It might ot work properly. Case ga_playrlemo; g
egamestata 1 e 3 wipa | A if (episode < 1] i 15 DoPlayDeme f); entipdblocka
i UL §_SOUL e epelithe apisat =1 LS SN0 bresk: i
gemestate = B8_LFVEL . r ; AW _Stop 0 rnurs Q’J.INO VB Gase ga_completed:; i i
L i if | gamemode == ratall ] GUNFLASHT G DoCompleted {1; c
0 |d I g Ll g'dmemmh i=edmmercial i 3
[Lr A b awm.h[ganmnapl ¥ lepisode > 4) : £ase gty
if pleyeringarmelil B playereli i eplsade = 4; gggﬂxﬁ;‘--‘-‘ﬂ E;;;“-F‘"ak 0
sl e sk iy 4 elan if [ gamemods = sharewars | case g done: N
memmset plagersilirags 0 fzen neLum ; e T , ;
e i lepisods > 1) i break; ~ remm alneady fiaoded
Ter/ =0 “eMAXPLAYERS ; fs-+) episode = 1; 4/ anly start epleode 1 on shareware 15 SELIN casa ga_soraanshot:

5 5 SereenShot [
displayplayer = consolaplayer; 1 ey Ehe gy Yo e playing # §_DSGLNG B

pleyers(i]. didsecret = rug; e ki
! gameaction = ga_nathing; -
starttime = |_Getlime (; i the N7 beesk = : 86
fiameaction = ga_nothing: : ! T fepicods >3 tasa ga_nothing:
5 E
Z_CheckHeap [ . i . i . epleoda=3; NG 5 bk,
1 e oo building stuff B 1 I
memszt [gamekeydon, 0, slzeollgamekaydoinl]; f ;
'n”?u:lf:gfnfﬂwfa: ¥ ey L KFetsammands, check consstany,
= y =0 rresclafig viensy; if(map < 11 NP new eonsistancy chack

sendpalise = sandsave = paused = flea;
memeet imeusebuttans, 0, sizeafimoy |aH

memezt loybuetons, 0 ggeoll|ovbioll:]
] ‘E u e Slt
i &

N buf = [gameticticdupRBACKLIPTICS;

3 CHAINDOWIN

A& CHANIR  for (=0 i<MAXPLAYERS ; fe+)
LA {

map=1;

if ( [map = 51
&6 [ pamemade 1= commerciall )
e cormmantall | g = &;

M_Clearfandam 01;

ratury;

i plyurngamelil
i

woid G_Playerfiebam (int pi

emd = Apkyers(il.cmd;

plwer_r*
= if (il — sk_mghtmare | respawnpan ) memepy fomd, Bnetemdslillbufl, sizecfiteemd _t;
. i ! FESEEMMANSLErs = e, r dan 1
= 0 ke i denmeplaybec)
o : respENImOnslers = lalke; 5_ReadDarnoTicemd emdl;
if (demorecardng)
B_WriteDernaTicemd [emd);

izpalllrags))

if (Fastperm || (skill == sk_nightrrare &R gameskll k= ek_nightriid]
i

fir (i=5_SARG_RUNT ;
stateslil tics >>=
mobmlolMT EHUIEEH.:HLITJ speed = 20FFRACLINT
mityniolMT_HEADSHOTI spead = 20 FRACLNIT,
mobyniolMT_TROOPSHOT] speed = 20°FRACUNIT,

<=8 _BARG_PAINZ ; [++]

statie char turbomessagel801;

entern char *player_namesld |

springf (turbomessage, s is turbo!” player_nameslil;
playerslconsaleplayer]. message = wirbomessage;

els il [shil I= ex_nightmare 8K gameshl == sk_nightmare) (5

"'\Ffa RUN1 i=<=8_SARG_PAINE ; i++]

T BRLI;.EH!:H.JTJ speed =
IMT_HEADSHOT | spes 1[’F
mobynfoltAT_TROOPSHOTLspeed -

if (netgame BA Inetdemo &6 !gametickiticdup) §
i

1 dimt o arythay immedelaly

if [gametic > BACKUPTICS
&8 consistancylillbuf] = cmd->cansistancy]

|_Ervor ["constatency failure (Y4l should be BT,
emd-rconsttanty, constebancylillbufliy

MANPLATERS ; i+-+) ! g
i wyerslil phyarstate = PST_REBOAN; if [pleyarslil.mo.
i : B e a0 2l i
o i A will be et falea if & dermo L

comaistancylilbufl = mdindex;

demoplaytack
d \€I|JA'.|,IVL‘
ewactive = lrue;
gameapisod
gAmEmap
gameskil

7{ :h;u{ for special butons
far =0 ; i<MAXPLAYERS ; be+)
{

VWALt = L i [playermgamel)

A et the g o the epesade |[ [pleryershil_cond buttons & BT_SPECIALY

mimaridl

switch [pyersliLemd buttans & BT bPEDI/'nLW\SKI

exureblumPorhiame 'SV,

) case HTS_RALISE:

paused 4= 1

if (paused)
§_PausseSound (;

exturehlumPortiame ('S ! 2l el
/ S ResumaSaind [);
Dreak
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(f.iPH_HgKLI‘(_id?
i ey ity

i lwipegamestate == GS L ] ajerFaish vl (1)

% NuLLaa: Lt m' i S MED)
el ‘s@’ﬂ%"“%aﬁ [ULLYS SO Gharogabihe

|evelstarttic = gametic;

5 oo 6. 1MULL 5 SOULE.0,0), A Serp AOUL2
BAERa O Y £ (5P SEULGZTT0NUILIS SOULA D), s
(54 SOULG277 6 AL SIS S HherelaD
o [0 RLAS, i A Vi ki
La Ny g0l ¢ 455008
e L o) 5 BNE00) ot FINV
playerslil playerstate = i

LIS PIVGOD!  gaacilh

LLLS PAVADD)L pai NG

ULLLS PRVO01 4 S Rt
L1S

ga_vickory;

P_Setuplevel [gameepisode, gmﬁﬂ#_
displayplayer = consoleplayer; |
starttime = |_GatTime (1;
fameaction = ga_nathing;

Z ChectHeap 0;

: !mnda"!: commercall |

! Syt secret leved
* Aordi=0 ; i<MAXPLAYERS | i)
nlwa-s[l]&n‘sm trug;

5 CELF
!, winko didekoret = playarelconsolapiayer] didesorat;
| wminko.apstl = gamenpisada -1;

wiminko kgt = gamermap -1;

4 weninht. et i © bisssed, unfise gamemap

if [ gamermode == commercidl

1§ S LN

L o [béoretaylt]
LU sm:h[gmmmll
i /S S

.. oo 16: Wrirfo.nest = 30; bresk;

31: bresk;

P = Epkyers(player];
mamsal [p, 0, sizeaf(*pll;

phayerslplaard kileount = k!lc.lull« N
plyarslplayerlitemeount = iemeail |
iy player] secretcout = seorEloounl

p->pleyerstata = PST_LIVE;

p-shedth = MAXHEALTH; \ : s
p->rmeyanon = p-pendingweapen = Wp paw T N I ]
p=wesponcaneding,fist] = Wiy (oo g i cesti B2 Whninfo.nest = 15; bresk;

p-=neapoacumeding_pletall = : d.afauk! wiahlo. next = gamamap;

preammolam _dpl = 50;

for {i=00 ; i<MUMAMMO ; 124

p=mazmmolil = masammyl

1

£ CF )

gl P*_SperanPayer (mapthing &° illea), WAz AT

e i > " reteming from secret level

baolean o Vgtch [gpmespisada)
e e

Spiot

2 e 1
| fe.next = 3;
i el

e £ -
H wnmfu next = 5;
il LES K

11 1ake aney cords and

al-t

¥

n 1 &
i abie;
thr veheck VERSICHISIZEL,

gemezction = ga_nothing:

Jerith = M_PeadFile (saename, Beanebfer)
save_p = sauebifer + SAVESTAINGSIZE,

1/ skip the desciption field
mamsat weheck [ sroflvcheck]l;
sprinal ficheck, version 7" VERSION);
if [strtmp (szae_p, vcheck]]

retiim; 1 o version
sane_p -+= VERSIONSIZE;

geméskill = Psm_pas;
gameapizade = eave_pr+,
i = Teive_peds
P =0 ; I MAMPLAYERS ; )
playesingamelil = *eve_pr+;
# load & bese lmel
B_tnithlew [gameskill, gameapisads, gamamenl;

i ga; the times

Iemlune [sch! +theeB) 45

11 dearchere all the modifications
P_UnArchivePlayers (;
P_Unfrchivelorld [,
P_LnArchiveThirkers (1;
P_UnArehivaSpeciats (1;

il [*save_p |= Dxld)
| Ervor (Bad segame’;

| |
i done
IFi

#/ draw the pattarm into the back scresn
R_FillEiackScresn (1;

vuid G DoSavalGame lunid)

char namel 100

char namePIVERSIONSIZEL,
char® destription;

in kength;

n Ji

il IM_ChackParm(*-edrom™

eprintflireng, e\vdoomrdatat SAVEGAMENAME ed ded® savagamesiot);

else

sprintl {rame SAVEGAMENAME Hd ds g’ savegamashatl;

destriplion = savedescription;
geme p = svebuilfar = sereenc! 1+ 0:AD00,

rmemepy (seve_p, deseription, SAVESTRINGSIZEL;
save_p += SAVESTRINGSIZE;

menrel (reme2 0, gizenfiname2)]);

sprintl {nzmed versi RSO,

remepy (seve p, nameg, VERSIONSIZE],
save_p += VERSIONSLEE;

Eaaig e+ = gameskil;

Paiie 4+ = gamesprde;

FSEIE [H4+ = QETRMEY,
FMAKPLAYERS ; 4]
am pa+ = playeringamedil;
Egaig pat = kvellimes=16

Fsane pa+ = buelimessB;

e -+ = Eusllime;

P_hrchivePhayeis 1
P_Archweifockd [1;

B_ArchaFikers ()
P ArchweSpecels O;

Foane i+ = dild, AL BREELENCY mErker

lenglh e sawhdfa*
i SIZE

g@msedm 8, rothing,
savedebarpionl 0] = U

Sl i e Bk schee

sk, ASFH_FLAVD, 0,0, L 4, 0_PLITNLPS, i a_FLUNLRG
Ift efisads, {EPA_PUNG,2, 4. INULLLS_PUNCHS, l] [Il 45 _PUNCHE.

i kil > s ightmire]

int e | (SPR_FUNG, 15,00 Refirel § PUNCH.OD), ~ #/5_PLNCHS
(5PR_PIS 01,40 Palseh 8 PISTOLURD.D), 4/ &_PISTOLLP
paeed = fake; (SPR_PISE 24 NULLLS_PISTOLA.0 01,/ §_PISTOLE
(8P SHTE 011 [A, WeapooRieeey].8 SELINDLO, 4/ 8 SEUN
kil = s nightvene; (SPR_SHTG0 3, NULLES SELN2 0.0, /S SENT

1SPA_PISG 01,48 Weepaneachy! S PISTOLD 014 5_PSTOL

i i (SP_PISG,0 1 40 Lowerl 5 PETOLDOWND.0L, #/ a_nsm.ncmw i

if peused) (SPA_PISG, 0.4 NDLLLS_PISTOL2.0 ), 4/ 8 PISTOLT

{ {SPA_PISG,1 A FirePletoll 8_PISTOLE 00K §_FSTOL2 b

8 ResumeSaurd (SPA_PISGA 5 48 ReFie) _PISTOL 001, 8 PETOA

) (SPF_PISF 22768 7 (4 Light!1.S LIGHTDONE 0.0, 45.A1
1SPF_SHTG 011, (A, Loveer) 5 SELNDOWNO.0),  /# §_SEUNDVUA
(SPA SHTG 0,1,(A Raised S SGUNLRD.OY, 4/ SEUNLP
(SPA_SHITG 017, (A FireShongund S SGUNG0.08, 4/ §_SEUN2
(SPA_STC A, 5NLLES SEUNAD.0), 45 SEUNR

41 Thiss wae quite mecsy with SPECIAL and commented parts, (5PA_SHTG 2 5 INULLES SGUNS 0L 4 §_SEUNG.
#f Supposedly hacks to maka the latest edition wark. {5 _S-ITGBA.WIJLIJ‘S_SHJNB,D 0L #8_SBUNS
4 e might not work propery. {SPH_SHTG,25,INULLES SGUNZ.0.0F 46 SEUNG
if lepisode < 1] {SPH_SHTG1,5,INULLES SGUNB.O.0N, /5 SEUNT
episade = 1; 15PA_SHTG, 0.9, INULLES SBUNI.0/0L 48 SBUNB ?
{5PA_SHTG 0, 7,[A_ReFirel,_SGUN,0.00# 5 SGUNS =~ 5 4a_comgleted;
i gamernods == retzil) 1SFR_SHTF, 32750, 4,44 Light115_SCUNFLASHE.0.0), /'S SEUNFLAGH1 B_DoComplatad (1
{ {SPF_SHTF, 32769 3 A, Lighe2t 8 LIBHTOONE 0,00, 18 SELNFLASHD bresk,
¥ lepisoda = 4) {SPA_SHT2,0,1,1A_ WeeponReadyl,§_DSGUN,0,01 4 S DSGUN. Ca50 (A ilany:
eplsade = 4; (SPA_SHT2 04,17 Lewer],S_DSGUMDOWN 0,01, 48 DSBUNDOWN F_StertFingla (I; A wake up 2l monstars in this sector
! {SPA_SHT2 0,1 1A_Ralsel.S_DSBURNURD,0Y, + B DEGLNLP break; if {0 »validoount == validoount ;
el if [ gamemide = sharewars ) {5PA_SHT2, 0,3 INULLES_DSEUR,0,0), # § DSGUN case ga_woriddone: B ear->snundtravarsad <= soundbiocks+11
{ {SPA_SHT2,0,7,1A_FireShotgun),§_DSGLING, 0,0, #5.0s6UN2  GDoWoridDona (; {
¥ lepisoda = 1) {SPF_SHT2,1,7,INULL1§_DSBUNA,0,0), # §_DSELNG bresk; retun; # alngady flaoded
epieode =1; 4 mnly start eplsode 1 on shareware 1SPR_SHT2,2.7 1A CheckReloadl & DSGUNG, 0,05 # §_DSGLNA case 03 sereenshot: 1
(SPR_SHT2.3,7 (A DpenShotun21,5 DSGUNG00),  #/S.DSGUNS M SersenShec 0; ’ _
elig {SPA_SHT2 4.7 INULLLS DSEUNZ 0,01 # § DSGUNG gameation = ga_nothing,; sauavalidcaunt = valideount;
{ TSPA_SHT2,5,7, 1A_LoadShotgun2),5_DISGLNG 0,08, /S DSEUN7  break sec>soundiraversad = soundblocks+1;
i lepisoda = ) {SPA_SHT2 6,8 (NULLLS, DSGEUNG,0,0), /4 & DSGLUNE casa ga_nathing: sec->soundiangat = soundearges;
episoda = 3; {SPA_SHT2,7 B 1A ClosaBhotgun2) S DSGUNAOO,0) 4/ 8 DSGLNG breal ! )
! {SPA_SHT2,0,5,4A_ReFral §_DSGLINO,0F # 8_DSGLNT0 fior =0 ;icsac->necout ; -+
{5PA_SHT2, 1,7 INULLES _DSNR2,0,01, & §_DSNAT !
{SPA_SHT2,0,3 INULLLS DSSUNDOWN.,0, /& DSHR2 check = ses-linesli;
B (o rae77s! 5 A Light1}S DSGUNFLAS2.000), 4§ DSGL i1 (hack>1ags & ML_TWOSIDED) |
4 Canting;

atin

768508 Light1)§ LIGTOONEC O,

B _ClearRandam {1; A 1/ 5_CHAINFLASH1 emd = Bplyers(il.emd; if § sides] chack-zsidenuni Ol Lsectar = sed]
{SPA_CHGRA2769,5.(A Light21 S _LIGHTOONE,O,0), # §_CHAINFLASH2 2 S othwr = sidesl check-sidemuml 1] 1 sector;
if (el = sk_nightmars || respasnparm ) (SPFI_MISG,0,1 (A_WesaporReedy], 5 MISSILE 0,0, HSMSSIE  memopy fomd, Bnetemdslillbufl, sizeofisicomd_tl; s

FESEAIMANSLeErs = e, 15PA_MISG0,1 1A Lower) S_MISSILEDOWN, 0,01, # §_MISSILEDCWWN

ek 1SPF_MISG,0,1 (A Raeel S MISSILEUPO.D), 4/ §_MISSILELR ifl )
raspemimonsters = fake; (SFA_MISG, 18,14 GuiFlehl 5 MISSILE2.0.0), 4 §_MSSILEY G _ReadDemoTicend em) it (ehick->flags & ML_SOUNDELOCK]
1SPA_MISG, 1,12.0A Firehssile!,S_MISSLES,0,00 4 §_MISBILED if demorecording] i
if (Fastperrn I skill == ok _nightrrere &8 gameskll = ak_nightdWRELMISS, 10,00 ReFirel § MISSLEDOL, 4 S_MISSILER 6 WhiteDerngTicemd lemd) i isoundbiocks]
t 1SPR MISE 22768,2.0A Light!},5 MISSILEFLASHR 01, # 5 MISSILEFLASH! P_RecursiveSound lather, 11
e (=5, GARG PR ; i<=8_BORG_PAINE; f++]  (SPRLMISEIR7R0.4 NULLLS MISSILEFLASHE D, /S MISSILEFLASHA check for turbe chests !
statesliltics >>= (PA_MISF22770,4.1A Lighi2}, 5 MISSLEFLASHA,00), 4/ S MISSHLEFLASHA (eme->forwendmove - TURBOTHRESHOLD dse
mobjintollT_ARUISERSHOTL speed = 20°FRACUNT, (SPRMISFE2771 414 Light2} S LIGHTOCREQDY, 4§ MISSLEFLASHA &R NgamencGat) 88 lgametic>>5183) == |1 P AecursiveSound {other, soundblocks);
MT_HEADSHOT | spead = 20°FRACUNIT,  (SPR_SAVG. 2.4, 1A WeaporRead).§ SAWE,0.0L4/ S AN { : !
mobjilollT_TROOPSHOT] speerl = 20FRACUNIE,  (SPA_SAWG 3,4,4A_WeaparReady)S SAW.00), 8 SAWE statie char turbomessagel D), f
(SPR_SAWE 21,4 L owert § SMNDOWN.00), 4/ 8 SAMDOAN entern char *pleyer_namesl _
eln if (ehill = sk_nightmare B8 gameckil == e nightmare) (SPA_SAWG,21.1A_Raleeh.8 SAMURDDL, 4 S_SAWP sprine turbarmescage, M s kol pleyar_rameslil;
t (SPA_SAWEG, D4, IA_Saw) §_SAW2,0,01, S SAW1 I.message =
for (=5 SARG_FUNT ;<=5 SORG_PAING: f++]  ISPRSAWIG,T 4,00 Saw!S SAWZ00), 4§ SA02 1

{SPH,SI\WG"I (O0A_ReFralS_SAWL0,01, # §_SAW3
1BFRACLINIT, {SPA_PLSG0 1,04 WeapoaRaady) §_FLASMA, D DY,

statesliltics === 1;

mobyniolbT_BRUISERSHOT] speed = 8 PLASMA

wejilolMT HEADSHOT] pemcl = A0FFRACLNT, (PR PLSB0 1 (A LowertS PLASMADOWN. .01 S PLASMADCAN € ¢ it will skt o marstars 2 the plajer:
wajolollT_TROOPSHIT] speed = 1CFFRACUNTT,  1SPR_PCSG.0,1 (4 Rosel S PLESMAURO.), 45 PLASMALP i lgamesic > BACKUPTICS
) (SPR_PLSG0, 3.4 FirePlasmal § PLASMAZ.0.01, # § PLASMA1 & cansisianclilbu k= cmd->coneistancy) i
(SPR_PLSGA, 204 ReFrel S FLASMAODL 48 PLASMAD t [ P Naiseflert
(SPA_PLEE 0TGR40 Light1h S LCHTOONE 0.0, /S PLASMAFLASHY  LErvor Coonsistency Faure (9 shoud be it mobi® — tanger,
11 foree playere 1 be iniilzed upon fret leve I (SPA_PLSE 32780 6 00 Lighel S LGHIDONEQ.QY, 4/ S_PLASMIFLASHE cd-oonsisiancy, coneltencyfilloulipon © eninier )
for (00 iMAXPLAYERS ; ie+) (SPR_BFGG0,1 (A WeaponReach],8 BFG00), 4 §_BFG yi 9 i

pleyerslil playerstate = PST_REBOAN; (SPA_BFGG0,1.0A Lower) S BFEOOUAMO0N W, “BFGOOMN 1

{5PA_BFGG0, 1,14 _Raisel 5 BRGUR0,0Y, / § BFGLP

usErgame = e Al be et falea fademo  (SPA_BFBG020(A_BFsownd) § PFG200), /S BFEY f Bk
peueed = ok, (SPA_BFBE 1, 1000 GuFlachl 8 BRE3O0Y - 4/5 BFE2 sonsistancylillbuf] = mlinder; -
demoplayteck = fabse; (SPA_BFGG,1,10A_FieBFGHS BFBA00), . i S_BFG3 ] i
automapactive = fales; {SPR_BFEG1,20 (A ReFral§ BFG.0,0), & BFG4
viewactie = lrue; (SPA_BFGF32760,11 14 Lihu11 § BFOFLASHRD.0L /5 BRCANSHT
gamespisads = epsode; 1SPR BFGE32760 6 0, Light2L 8 LIGHIDONE 001,/ S_BRGRLAGHE ; oo
gamemap = mag, (SPA_BLLD,2,8 (NULLYS_BLOCO2,0,0), # § BLOOD # chectlo gperial butons thee
gameskil = sk, {SPA_BLUD, 1,B(NULLYS BLOODA,00), # § BLOODR e fi=0) | i<MAXPLAYERS ; b+ 1 P_CheiMelee g
1SPA_BLUD.O,8NULLES NULL B0),  # § BLOODG t !
Viwacthe = L {SPA_PUFF,32769,4,INULLLS PUFFR.0.01, S PLFFY  {playeringameliD baolean P_CheckhleleeRange (mobj «*  antor}
1SPR_PUFFY, 4 INULLYS PUFF2001, 8 PLFF2 t )

e the sy map For the epsade {SPR_PUFF.2,4 INULLLS PUFFA 0,01, 4 § PLFF3 if plapereil.cone buteons & BT_SPECIALY mabi_c*pt
i gamemoda == eommrcial 1SPA_PUFF3,4 INLLES NULLO.DY, 4§ PLIFF4 ' , fired ¢ dist;
t (SPA_BAL1,32768,4,NULLLS TRALLZ00, 4§ TRALLY swich [playersil.emd buttans & BT_SPECULMASK)

skytanture = R_TeurablumPorbbame ('S0, (SPA_BAL1 32760,4 MULLLS TRALL1 00, 4§ TRALLR t if acxee >carges

il igarmemap < 121 (SPA_BALY, 327706 INULLLS TRALLKE.0.0) S TRALLYY case BTS_PALISE: return fase;

shytasture = A_TeduraNumForbbame (50017, 1SPA_BALY 32771 BIMULLLS TRALLXA.0.0L 4/ § TRALLXZ paused A=1;
s (SPA_BAL1, 32772, 6,INULLLS NULL 0,0k, # 8 TBALLKA if (peused Bl = ackey >tanget;
il [gamemap < 211 (SPA_BAL2, 327684 (MULLLS_RRALL2,0,0) # 5§ RBALLY §_PausseSound (; diet = P_AproxDistance [} =xactor >, pl >y actor y]
skytature = B_TensureblumPorblame ('S0E7HSPA_BAL 327654 NULLLS ABALL1 0L, 4§ RBALL2 else

) ISR BALD 07706 HULLLS ARALLXE DAY, & S_RBALLY S ResumeSound [; if (dict »= MCL[EH»«NG[ SOFRACUNIT- ol »inda »radius)
e 1SR BAL2, 30771 B /MULLLS RRALLKA.00Y, 4/ S_RBALLY2 bk,

switch lapisode) {SPR_BA # 8 REALLY3

while (gameaction = gmm}
 swich wum 3
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‘; il sl = -f; s redhod = 00

P_Linepening [check;

i iopenrange <= 0]
cantime; # elisad door

other = sidesl ehaek->eidenimiDl 1 sector;

U
i1 P_hloieedlers

if (netgame B Inetdemo 8B Ngametickiticdup! | it 1 a morster yalls at a player;
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saundearges = targes;
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P_RepursieSound lemmiter->zibeector =sectar, O,
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i abie;
thr veheck VERSICHISIZEL,

gameaction = ga_nathing,

. EL.M ‘I b}NU.LJS BONZ, 00! elsd 5 EI‘NJF Jarigth = M_ Pl G evenams, Besrebfe)

2 : save_p = savehuiffer + SAVESTRINGSIZE,

@/ Boltipleted lroid)
iy #B_YKEYE

geméskill = Psm_pas;
gameapizade = eave_pr+,
AMETIED = “Sive_ 4+

ek sy et o sl 0 NGRS ]

playesingamelil = *eve_pr+;

(dicomepaiheiCL L
1 ,m _g¢ 5){ LILE

# load & bese lmel
B_tnithlew [gameskill, gameapisads, gamamenl;

1 get. the times ’ ’

VBl + (he<h) +1)

11 dearchere all the modifications
P_UnArchivePlayers (1;

P_UnfArchvalord 0;
P_LnArchiveThirkers (1;
P_UnfrehiveSpecials (1;

P_Setuplevel [gameepisode, g
disphayplayer = consoleplayer;
starttime = |_GatTime (1;
fameaction = ga_nathing;

Z CheckHeap [);

M elear omd building stuff

il [*eave_p 1= Dxld)

B Eumnnﬂ! fl cormmercall | I_Ervor PBad gavagame;

e :
i L, : #f dong
sandpaion L gameactnl g vty 7 Froe bsnsbulier)
memnget imousebuttans, D, sizeafimole ey
mermiet (obutons, 0, sizeoll|odtbans]] i il [stsizancadad]

! | R_ExeruteSetVimBim [
86 (gernatire''= commerciall | , : %
ald 6_Playerfiebam (int player) 4 draw the pettam into the back sereen
P vt el R_FillBackSerean (1,
4 ftiseon }
et ¢ or 0 MATPLAYERS i)
i (m;almmvshs ‘H_\‘as'_as[l].dﬂsm S woid G_DoSaveBame (wid)
n lallount; | ¢
[ emcount; char namel 100K,
n setretcaLnt char nameVERSIONSIZE],
char® destription;
memepy (frags, pyers|playerk b 13 kngih;

kileount = players|playeglieount
itamenunt = plagers|p rmcouL
secraloount = players) | Geripls

p = Bpkwyersplayrl; |
mamsat [p, 0, sizeaf(*pll; o 4
i “’em:;‘[“p ) destription = savedescription;
mamegy (playerslplayer] frags, frags; s - :’M. e
phayerslplaard kileount = lllemunty o
playars|playarl iMermooUnt = Bermonm.

playeralplayer] secretcout = Bemebamnlq

save p = czvebulfar = sereenc! 1+0xA000;

26 15: W’nlﬂ‘n neit = 300; break;
31; bresk;

p->pliperstata = PET LNV
p-shealth = MAXHEALTH: v
P-=ruadyaan = ppendingweapen = W
p-=weapoacwmeding, fist] = tugp.
p=neapoacmeding_pistall =
pzammolam,_dpl = 50;

oas 312!

castt 32! wminfo.nest = 15; brek;
B defald: wrnfe.nedt = gamemap;
VIMUILLLS "

forfi=; i NMAMMO ; 41 DR

f leeoretallt]l
wrinko pent = B
alse if (garrchap SE-0)

{

%:é‘: P+ = Evallimes:
sae i+ = kvelimes:
e -+ = Eusllime;

i # go to secret level

‘ird P*_Egsenaan

" retlming fram secret level

P_ArchivePiayers 13;
siiteh [amespleadal P r::u:: dyt;[]
.lm.e 3 ars )]
o ‘ a1 el O
ATy} S Pﬁ\wrweS(.des 13

sk
o6 3:
atnmfonent = B
itk

if et > £

H yrtdnic.nent = 2; Jlats
bk | mesbag=BOSAYED;
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al-

sprintl {rame SAVEGAMENAME Hd ds g’ savegamashatl;

b bk o s = dld FLpanERTancy maErker
0 Vg d: L
R i neo = 5, lerth = s

Stodos de

]
"t“l i 1'.[‘ [JISHOT] speed = 20°FRACLINIT, SPA_MISE 33771, 4 04 Light2h 8 LICHTOONE,D,0),

shll, AaPH_FUiND, 0,0 UL, o PG, U L,
It episads, (8PR_FUNG,2,4 NULLYS_PUINCHE 1,00, L - TR
int e | (SPR_FUNG, 15,00 ReFire) § PUNCH.OD),  #/S.PLNCHS 4 dathigs to chémge the game state
(SPR_AS501 (A Wepaready 5. PTOLO0}/ S ASTOL e (g = g ol
(SPR_PISG 01,40 Lower) 8 PISTOLDCMN L, /4 6_PISTOLTIWM &
(5PR_PIS 01,40 Palseh 8 PISTOLURD.D), 4/ &_PISTOLLP
(6PR_FISG 04 NULLLS_PISTOL2.0.0), //6_PISTOLT
(SPR_FISG 1 840 FirePistoll §_PISTOLA 0014 §_FISTOL2
PR Hss.anam.smm 00, 4 8PS

{ [l

A o _FUNLHS

48 PLNCHA

T [ 8 it LN

switeh [gamesction]
if pased] L
{

case g loadlewk
6. Dol edLevel 0

(A, Firclifatguni, 3
1SPFI EHTM 5 [NULLES, GBLM D1]} " iSBLNS
/i This was quita massy with SPECIAL and commented pats, 1SPA_SHTG 2,5, INULLES SGUNS,0.0F 45 SGUN

A Supposedly hacks Lo mika the latest adition wark. {5PA_SHTG 3,4, INLLLES_SGUNG 0.0L 4 §_SEUNG

# It might not work proparly. {5PA_SHTG 2,5, (NULLES_SGUN7. 0,01 4 §_SEUNG
if leprsode < 11 {SPA_EHTG 1,5, INULLES_SGUNB.D,OL 4 §_SGUNT
episade =1, 15PR_SHTG, 0.9, INULLES SGUNSOOY 48 SEUNE ;
{5PA_SHTG,0,7,04_ReFinel, 8_SGUK,0.01,# §_SGUNS i ga_comgleted:
if { gamemode == retail {SP_SHTF 32768 4 44 Light11,5_SCUNFLASH2,.00) 4/ 8 SEUNFLARHY 6 BoComplatad (1
i {5PA_SHTF, 32769 3 4 _Light25_LIGHTOONE 0,01, B SGEUINFLASH
if [apisoda = 4 {5PA_SHT2,0,1,1A_WaaponReadyl, 5_DSGUN,0,014 §_DEGUN Ca50 (A ilany:
episada =4; {SPA_SHT2.0,1,A_Lower] 8_DSGUMDDWN 0,0, # §_DSGLNOOWH F_StertFingle (1;
H {5PA_5HT2,0,1,1A_Raisel§ DSBUNURO.0Y 8 DEGLINUP break;
ekia if [ gamemoda = sharewars ) {5PA_EHT2,0,3 (NULLLS DSEUM2,0,0], # 5 DSGUNT case ga_neriddone:
i {5PA_SHT2,0,7,1A_FireShatgune,§_DSGUNG,0,0Y, 48.0s6UN2 6 DoWoridDona (;
if lapisoda = 1) {SPA_SHT2 1 7 INULLLS DSEUNA.0.0), 4 §_DSEUNG braak;
epiende = 1;  / anly start episede 1 on chareware {SPA_SHT2.2.7 1A Checkelcad 5 DSGUNG, 0,0 4 §_DSGLNA 25 (a_screenshol:
{5PA_8HT2 3.7 1A_OpenShotgune}.§_NSGUME,D 01, /8 DSGUNG M _ScreenShot 0 &
g {5PA_SHT2 4,7 INULLLS DEGUNZ,0,0, # § DSGUNG gameaction = ga_nathing;
i {5PA_SHT2,5,7 1A _LoadShotgun2), 5_DISGLING, 0,08, 8. DEGELN7 bresk
if [apisoda = 31 {5PA_SHT2 6,6, INULLLS DSGUNS,0,0), 4 §_DSGUNE case (a_nathing:
episada=3; (SPA_SHT2,7 B,IA ClosaBhorgun2),8 DSELNAO.00L, /5 DSGUNG  bresk

! (SPA_SHT2,0,5,1A AeFiral §_ DSGUNDOL /8 DSGUN1O 1
(SPR_SHT2,1,7,INLLLLS DSNR2,001, # §_DSNR1 !
1SPR_SHT2,0,3,MULLLS DSEUNDOVN,0,0L, 4/ §_DSHR2 ¢
(SPA_SHT2,32776,5.04 Light1} 5 DSEUNFLASH2 0,01, 4 §_DSGLNRetssammands, check consstancy,

i irap < 1) (SP ST 10777404 Ligh2 S LGHTOONED,D), /& DISCLNREbug new eonsistancy chéck
w1, (6PA_CHER0.1 6 WeeporReod S CHANOY, /S CHAN buf = lgameteAlcdi BACKLIPTICS;
1SPR_CHER0,1 U Loser] 5 CHANDOWN.O.0), 4 S.CHANDOWN
i e > ) (SPRA_CHER01 U Reisal 8 DHANURO.D),  4/S.CHAMP  for =0 ikMAYPLAYERS ;i)
86 [ gamemode 1= cormerciall) (SPR_CHBR0A 0 FreCGunlS CHANZOD),  ASCHANG |
o= (6FA_CHER, 1.4 4 FreCBunl S CHANA O, 4/ S CHARD i plyerngamelil
(6FA_CHEE, 1.0, ReFrel §_CHAND.D), /S CHARG t
M_Cleerflardom (1 1SR CHOFAP788.5. (A Light1) S LGTDONE D),/ S_CHANFLAGH1 emd = Bplyersilemd;
1SPR_CHGFA769 5(A Lih2) S LBHTDONED D), §_CHANFLASHR

{5PA_MESG,0,1,A_WesponReadyl, 5 MISSILE 0,08,
15PA_MISG0,1 1A Lower) S_MISSILEDOWN, 0,01, # §_MISSILEDCWWN

if (el = sk_mghtmars || respawnparm )
FESEEMMANSLErs = e,

i {SPA_MISG,0.1,(A_Ramel S MISSILEURO,DN 4 S_MISSILELR ift
respamnmaneters = lakse; 1SFA MISG,1,8,10 Gunflehl 5 MISSLEZ 0.1, & 5_MISSILEA 6, ReadDermoTiccand ernd)
{SPA_MISG,1, 1244 FirelMessilel S MISSLES 0,08/ § MISSILER if (demorecandng)
i (fggitpermn I (skill == sk_nigftrere S8 gameskdll = ek_nightASEELMISG, 1,0,0A_ReFirel 5 MISSILE D01 # 8 MISSILER G_WhiteDernoTicemd femd)

{SPA_MISF 32766,3 1A Light1}5_MISSILEFLASH2 0.0),
15PA_WISF 32760 4 INULLES MISSILEFLASHE,0.0),
{5PA_MISF 32 770,4.44_Light2h, 5 MISSILEFLASHA 0,0)

# &_MISSILEFLASH
116 MISSILEFLASHI check for turbo cheets

4§ M15SHEFLASH lemd->farwardmove = TURBOTHRESHOLD
# & MISSILEFLASHA

{SPA_SAWG.2 4,14 WeapanReady),S SAWE,00FA § SAW {

I ﬁ  SARG_PAINE ; i+

i - = 20 FRACLINIT,
el T_TROOPSHOT] s = 20+FRACUNIT

1 Rapursnely rarrse atjacent SEC00MS

HEMISSLE  memepy fomd, Snetemdelillbun, sizectiord_tl;
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f Souni mmng fings T o nversal

mahjtt solndtarget;

L

P_RecuisiveSeind
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seolor £ other;

# wake up all monsbers in this eectoe
if {seg-»validoount == validoouns
B ear->soundiraversad <= soundbincks+11
{
returey; ## alresacy fionded
]

sar>validount = valideount;
sac>soundiraversad = soondbbocks+1;
sec->soundtangat = sounduarget;

for (=0 ;igac->necout ; ++)
{

check = sec-=finesfil;
if l fcheck-=flags & ML_TWOSIDED) )
cargime;

P_Linepening [check;

i iopenrange <= 0]
cantime; # elisad door

it { sides] chack-=sidenumiCl L.sector == sec]
other = sidesl theck->sidemmi 1] 1 sactor;
dlse
other = sidesl ehaek->eidenimiDl 1 sector;

if fchack-»flags & ML_SOUNDBLOCK)
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if isoundblocks]
P_RecursiveSound [other, 15
1
dlse
P_RecursiveSound fother, stundblocksl;
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(SPF_SAWG 24,10 WeaparReady).§ SAW.0.0, # § SAWE stathe cher turbomessagel80); !
(SPR_SAWE 21,4 L owert § SMNDOWN.00), 4/ 8 SAMDOAN extarn char *player_namesldl;
m;i Tekill = gk_nightmare B8 gameskil == & _nightmare) (SPA_SAWG,2,1,1A_Ralsek._SAWLRL0L i 8_ SR sprintf urbamessage, e & turbol peyer_rarmesill;
i (SPF_SAVIG, 0,4, 1A_Saw} S_SAWE,[, il 1. message =
for (i=5_SARG_RUN1 : i<=S_SORE_PAIND ; i++]  SPR_SAWGA 4,0 Saw)§ SAW3,0 LI 1

statesliltics <<= 1; (SPR_SAWG 1 04A_ReFral S SUN0.01 4/ S SAWA ] s
wctjelollT BRUIGERSHOT] speed = 1S°FRACUNT, (PR FLSR0 1 (A WeapooReahl S FLASMADD),  #S.PLASMA i netgome BR Inetdemo SR ligametichtiodup) )
mebyndollT_HEADSHOT) spead = 10°FFRACUNIT,  (SPRPLSG.0, 1,04 Lower) S PLESMADCIWN 0014 § PLASMADCIAN ¢
wajolollT_TROOPSHIT] speed = 1CFFRACUNTT,  1SPR_PCSG.0,1 (4 Rosel S PLESMAURO.), 45 PLASMALP

) (SPR_PLSG0, 3.4 FirePlasmal § PLASMAZ.0.01, # § PLASMA1

i lgarnetic > BACKUPTICS
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i1 i will alort other monsters g the player:
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&8 eonsistancylillbuf] b= emd->consistancy] v

(GPR FLSG.1 20/ PeFie) S FLASMAO.D) /8 PLASMAZ t P_Nalseblere
(SPR PLSE 0768 4 1A Light 18 LCHTDONE D0}, /S PLASMAFLASH] | Erver Ceonsistenic faiire 19) shouid be %61 ol v target,
#Torce players o be infislzed Lpon fret level Inad (SPR_PUSF 32763 4 00 Liohe 118 UGHTDONE 00), 4 §_ PLASMAFLASH2 oind >oonsilany, mmm-\lhminm i eniier )
for (=0 iEANPLAYERS ; i-+) (SPR_BFGG0,1 [A_ WeapooReayl8 BFG001, 4/ §_BFG } i
plyerslilplayersiate = PST_REROAN; (SPFBFEG0, 1 1A Lowerl S BFEOOVAL00, /S BRODDMN o i plerslil ol saundcanges = Garges;

(SPA_BFGG,0, 114 Raisel 8 BFELRD 01, #/ § BFGUP .hm'ﬂat\lim”:mmdil.m»:

USEATE = W, Hwill be et felee if o doro (SPH_BRGE0.20 (A_BFGsowd] & BRGEOD, - # 5 BFG1 ; £ \
pausad = fale; 1SPA_BRGE 1,104 _GunFlach] 8 BFG3.00) -/ § BFG2 consistenclillbuf] = mdindex;
demopleteck = false; 15PA_BREE,1,10 44 _FineBFGHS BREA,0,01, 4 §_BFG3

altomapactive = false; {5PA_BFGG, 1,20 0 _ReFral §_BFG,0,0, 4 8 BFGA

viewactive = Lrue; (SPF_BFEF32768,11,A Light11S BFGFLASHE.D.0L /8 BFGAMSH1
q,’dnweulbadu wde (SPR_BFEF32760 604, Light2LS LIGHTDOWE 0,01, // 8 BFEFLASH2 ;
(SPA_BLLD,2,8 (NULLYS_BLOCO2,0,0), # § BLOOD  chack for special butons
yumask\l\ sklll {SPA_BLUD, 1,B(NULLYS BLOODA,00), # § BLOODR for (=0 | icMAXPLAYERS ; be-+) I P_CherkhokeeFinge
(SPA_BLUD,O.BNULLLS NULL DO, 4§ BLOODA t i
Viwacthe = L {SPA_PUFF,32769,4,INULLLS PUFFR.0.01, i S PLFFY  {playeringameliD Luulunf‘ _CheckMeleeRange mobj ¢*  actar)
(SPR_FUFF.1,4 (NULLLS PUFF2.0,01, 4§ PLFF2 t ) {
et the ey mip fer the epsads {SPR_PUFF.2,4 INULLLS PUFFA 0,01, 4 § PLFF3 if (plyerslil.cmd buttons & BT_SPECIALY mabi_c*pt
i gamemoda == eommrcial (SPA_PUFF3,4 NULLLS NULLO.DY, 4§ PLIFF4 ' . fisedd_t dist;
i (SPA_BAL1,32768,4,NULLLS TRALLZ00, 4§ TRALLY swich [playersil.emd buttans & BT_SPECULMASK)
skytaxture = R_TexureblunFortlame ('SI0Y37); 1SPA_BALY 327604 IMULLLS TBALLT.D0), 4 S.TRALL? t if lfactor =targec)
il lgamamap < 12] (SPA_BALY, 327706 INULLLS TRALLKE.0.0) S TRALLYY case BTS_PAUSE: return fase;
shytasture = A_TeduraNumForbbame (50017, 1SPA_BALY 32771 BIMULLLS TRALLXA.0.0L 4/ § TRALLXZ paused A=1;
okse {SPA_BAL 32772,8 1MULLLS NOLLO.0F, S TRALLYS i (pased) pl = acor target;
il [gameman < 211 (SPA_BAL2, 307684 MULLLS FBALLADNL,  #/ § RBALLY §_ PauseSound 0); = P_tprosDigionce [l s actor 4, pl >y acton >y
skytature = B_TensureblumPorblame ('S0E7HSPA_BAL 327654 NULLLS ABALL1 0L, 4§ RBALL2 else ) ) )
! (SPA_BAL2, 327706, /NULLLS FRALLK2.00),  #§ RBALLYY § ResimeSound [; LRANEL 20 TRACUNIT-cpl »irfo-radics)
e (SPA_BAL2, 32771 BNULLLS FBALLXA.00L, S RBALLX2 bk, 3
switch lepisods) {SPR_BA 15N S RBALLX3

I A B bkt

valdount:

P Hawnswcaomd lenmiter->zubsector->sectar, O,
1

PRy




EONG. B INLLLYS B0 0Y ajey S EORDE
|0 INULLYS BREY2 001, Seibbot = s

B 769 A0 NULLL S B bl 4 &@m&m;

Hﬁwmus RKEYS 000, & RKEY

1 8RKEY
Arpietad e

18 YHEY2
S BSKULL
4 sAsuL2

B &
15 HQ{LLH&?

Ievelsantic = pernet !fft#ﬁa\gﬁ- [p WHHH
SPA_STIM,D - 2 S5 aperfrichlevel (0 tabe away cords and s
R Eﬁil- @;ﬁg%‘ﬁnuma_ uit a0y, S MED i -/
=t 8 ML S SOULZ Bemrgelthe UL
5 oo 6. 1MULL 5 SOULE.0,0), A Serp AOUL2
BAERa O Y £ (5P SEULGZTT0NUILIS SOULA D), i
(54 SOULG277 6 AL SIS S HherelaD
o [0 RLAS, i A e e
La Ny g0l ¢ 455008
f m’fg‘"“""{“‘u BNE00) ot FINV
il mlms‘ LIS PRYVAOD)  qarhetli ga viory;
i iz ! JlLIS PRV ,am;anw's

P_Setuplevel [gameepisode, gmﬁﬂ#_
displayplayer = consoleplayer; |
starttime = |_GatTime (1;
fameaction = ga_nathing;

Z ChectHeap 0;

! Syt secret leved
* Aordi=0 ; i<MAXPLAYERS | i)
nlwa-s[l]&n‘sm trug;

5 CELF
!, winko didekoret = playarelconsolapiayer] didesorat;
| wminko.apstl = gamenpisada -1;

wiminko kgt = gamermap -1;

4 weninht. et i © bisssed, unfise gamemap

if [ gamermode == commercidl

1§ S LN

L o [béoretaylt]
LU sm:h[gmmmll
i /S S

.. oo 16: Wrirfo.nest = 30; bresk;

31: bresk;

P = Epkyers(player];
mamsal [p, 0, sizeaf(*pll;

phayerslplaard kileount = k!lc.lull« N
plyarslplayerlitemeount = iemeail |
iy player] secretcout = seorEloounl

p->pleyerstata = PST_LIVE;

p-shedth = MAXHEALTH; \ : s
p->rmeyanon = p-pendingweapen = Wp paw T N I ]
p=wesponcaneding,fist] = Wiy (oo g i cesti B2 Whninfo.nest = 15; bresk;

p-=neapoacumeding_pletall = : d.afauk! wiahlo. next = gamamap;

preammolam _dpl = 50;

for {i=00 ; i<MUMAMMO ; 124

p=mazmmolil = masammyl
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gl P*_SperanPayer (mapthing &° illea), WAz AT

e i > " reteming from secret level

baolean o Vgtch [gpmespisada)
e e

Spiot

2 e 1
| fe.next = 3;
i el
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H wnmfu next = 5;
il LES K

n 1 &

i abe;

thar veheckVERSICNSIZE], ¢
gemezction = ga_nothing:

Jerith = M_PeadFile (saename, Beanebfer)
save_p = sauebifer + SAVESTAINGSIZE,

1/ skip the desciption field
mamsat weheck [ sroflvcheck]l;
sprinal ficheck, version 7" VERSION);
if [strtmp (szae_p, vcheck]]

retiim; 1 o version
sane_p -+= VERSIONSIZE;

geméskill = Psm_pas;
gameapizade = eave_pr+,
i = Teive_peds
P =0 ; I MAMPLAYERS ; )
playesingamelil = *eve_pr+;
# load & bese lmel
B_tnithlew [gameskill, gameapisads, gamamenl;

i ga; the times

Iemlune [sch! +theeB) 45

11 dearchere all the modifications
P_UnArchivePlayers (;
P_Unfrchivelorld [,
P_LnArchiveThirkers (1;
P_UnArehivaSpeciats (1;

il [*save_p |= Dxld)
| Ervor (Bad segame’;

|
[ VienBum [,

#/ draw the pattarm into the back scresn
R_FillEiackScresn (1;
¥

vuid G DoSavalGame lunid)

char namel 100

char namePIVERSIONSIZEL,
char® destription;

in kength;

n Ji

il IM_ChackParm(*-edrom™

eprintflireng, e\vdoomrdatat SAVEGAMENAME ed ded® savagamesiot);

else
sprintl {rame SAVEGAMENAME Hd ds g’ savegamashatl;
destriplion = savedescription;

geme p = svebuilfar = sereenc! 1+ 0:AD00,

rmemepy (seve_p, deseription, SAVESTRINGSIZEL;
save_p += SAVESTRINGSIZE;

menrel (reme2 0, gizenfiname2)]);

sprintl {nzmed versi RSO,
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peueed = ok, (SPA_BFBE 1, 1000 GuFlachl 8 BRE3O0Y - 4/5 BFE2 sonsistancylillbuf] = mlinder; -
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) ISR BALD 07706 HULLLS ARALLXE DAY, & S_RBALLY S ResumeSound [; if (dict »= MCL[EH»«NG[ SOFRACUNIT- ol »inda »radius)
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evelstarttic = gamatic; JFfor bine aa fer = | iMAXPEAYERS | e+ 4/ This was quits messy with SRECIAL and commentad parts G_DoSaveGama U; Vo
] i Ipleyrngamelit #f Supposedly hacks to maka the latest edition wark. breake
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femas incrustados ARM-XScale-C Y SC, GMU GPL  -Disefiado por RedHat -Mo esta basado en linux
680x0-C ire ! 3, 1A-32, modificada
MIFS, M
FowerPC, SPARC,
FREEMFT-RT uso general Cualguiera donde funcione linux GMU GPLvZ -Funciona en cualquier -ln poco viejo
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Xenomai uso general %86, xBE-64, PowerPC, AEM, GMU GPLvZ -De los mas usados -Muchas versiones y parches
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BF53x, BEFE4x and BFSE mas soporte
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