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Doom 3 focuses on slow methodical gameplay, as opposed to the “run and gun” feel of its
predecessors. It received a positive reception for its fear inspiring atmosphere and groundbreaking
graphics, but it was also criticized for its otherwise simplistic gameplay, cliched horror effects, and
pervasive darkness.The game was finally released in August of 2004.The Xbox version is graphically
similar to although less detailed than the original and features an additional twoplayer online
cooperation mode. An expansion, Doom 3 Resurrection of Evil, developed by Nerve Software and
codeveloped by id Software, was released on April 4, 2005. A Doom movie, loosely based on the
franchise, was released roughly six months later on October 21, 2005.0n July 26, 2019, a version
based on BFG Edition was released for Windows, Nintendo Switch, PlayStation 4, and Xbox One.All
3D engines up to and including Quake III and Unreal Tournament had computed or rendered
lightmaps during map creation, saving that information in the map data, which made the lighting
extremely static. By contrast in the new Doom 3 engine, most light sources are computed on the fly.
This allows lights to cast shadows even on nonstatic objects such as monsters or machinery, which
was impossible with static lightmaps. A shortcoming of this approach is the engines inability to
render soft shadows and global illumination.This allowed an ingame computer terminal to perform
more than one function, such as a readily apparent doorunlocking button, combined with a more
obscure function allowing an astute player to unlock a nearby weapons locker.Originally it was
planned to be a complete rewrite of the engines renderer, while still retaining other subsystems,
such as file access, and memory management.This is especially apparent in comparison to its direct

competitor, the Unreal III engine.http://www.immo3d.ma/stock/8642a-manual.xml
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Indeed, due to the long release time between id Tech 3 and 4 19992004, id Software did not have
anything competitive when Epic Games released Unreal Engine 2 in fall 2002; game developers used
to UE 2 largely went onto Unreal Engine 3.They hope that Doom 3 would do the same in getting the
masses to adopt DirectX 8.0 hardware. However, from 20012003, DirectX 8.0 capable video cards
were extremely expensive, never spawning a mass market version like their DirectX 7.0
predecessors, putting them out of the range of all but the most hardcore gamers. For instance, the
GeForce 3 and GeForce 4 Ti lines never spawned mainstream versions, while the Radeon 8500s
massmarket derivative in the Radeon 9000 did not have the best performance.This plan revealed
controversy had been brewing within id over the decision.They thought that id was going back to the
same old formulas and properties too often. After the reasonably painless confrontation although
artist Paul Steed, one of the instigators, was fired in retaliation, the agreement to work on Doom 3
was made.It starts off with Dr. Betruger with spectacles pushing his way past a couple security
guard to initiate a test run. However, computer systems starting going haywire and evil spirits were
released from a portal. After a brief vision of hell, the movie cuts to a nameless marine, taking the
players firstperson shooter view.After E3 2002, there was no further press release from id Software
regarding the project; the companys website only had Return to Castle Wolfenstein as the latest
game. According to some comments by John Carmack, the development took longer than expected.
Originally, the game was planned for release around the same time as another highly anticipated
game, HalfLife 2, in Christmas 2003. Doom 3, HalfLife 2, and Halo 2 were considered among the
most anticipated games since their announcements in 2001 and 2002, though all three of them
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would not make the planned 2003 holiday season.Doom 3 was released in the
U.S.http://delhiescorts.com/images/8647a-manual.xml

on August 3, 2004. Additionally, a Linux version was released on October 4, 2004. Due to high
demand, the game was made available at select outlets at midnight on the date of release. The game
was released to the rest of the world on August 13, 2004 except for Russia and other countries of the
former Soviet Union, where official localization was delayed and caused the game to be released
about four months later, on December 10, 2004.As it just so happens, he gets shipped to the UAC
Mars research facility with Counselor Swann and his bodyguard Jack Campbell on the same day all
Hell breaks loose. Within minutes of the invasion, the main military units are zombified by evil souls,
and the remaining staff are killed off by the attacking Demons. Only a few scattered squads remain,
mainly Bravo Team, with whom the player tries to regroup for a large part of the game. It is once
again upon the player to stop the forces of Hell from reaching Earth.When found, he babbles about
sending out a warning “The Devil is real! I know. I built his cage.” With those words, Hell erupts
from the main experimental gateway, sending a shock wave through the complex, along with
glowing pentagrams and scores of evil ghost skulls that transform nearly every human into zombies,
including Ishii.Betruger claims the situation is under control. After deciding on whether to alert the
orbital fleet, Betruger addresses you over a computer screen and says that once the fleet arrives, his
legion will take the ships back to Earth, thus revealing that he commands the monsters that have
overrun the base. Swanns primary objectives are to stop the transmission of the message that would
alert the military reinforcements in Earth orbit, and consequently would allow the demons to hijack
their spaceships and attack civilians on Earth. Once this transmission is avoided by available
methods, his objective becomes to stop Betruger.

He says he took an artifact called the Soul Cube from the archaeological digs from the ancient
Martian civilization into Hell, and demons followed him out.He only reaches Swann and Campbell on
their deathbeds. Swann was badly injured, and Campbell went on to hunt Sarge. Swann says that
Kelly has turned evil and is now on Betruger’s side. However, Sarge mortally wounded Campbell and
acquired his BFG 9000. After killing Sarge, the player finds an archaeologist, who explains that the
Soul Cube must be used to stop the demon invasion.Defeating the Cyberdemon, which is only
possible with the charged Soul Cube, the Cube seals the Hell hole and the game ends.Dr. Betruger is
nowhere to be seen and has transformed into the Maledict.The games events and atmosphere show
a great deal of influence from George Romeros Living Dead series and James Camerons Aliens, as
well as Valve Softwares HalfLife.One difference is that Doom 3 is set on Mars itself, whereas the
first two episodes of the original Doom take place on Phobos and Deimos, respectively.For example,
whereas the original Doom gives the two moons breathable atmospheres, Doom 3s Martian
atmosphere is unbreathable although oxygen tanks allow the player to breathe for a brief time. The
gravity is still the same as Earths, instead of being slightly lower like Mars should be. If the player
with all his gear weighed 300 pounds on Earth, he would weigh 114 pounds on Mars. Unlike classic
Doom, Doom 3s demons from Hell have their bodies dissolve when they die, excepting zombies and
certain bosses.In Doom 3, Hell takes place within a single level, but Doom 3s one Hell level is much
longer and more intense than the others, and with screaming of damned souls. It also has a boss
called the Guardian.The messages explain the background story, show the feelings and concern of
the people on the Mars base and reveal information related to plot and gameplay.

https://labroclub.ru/blog/cw-600s-remote-manual

Video booths and televisions play interplanetary news, corporate propaganda, visitor information
and technical data about the base and even weapons.Tablets found at these sites record how an
ancient Martian civilization developed a form of teleporter technology. They realized an important
fact all too late, as the route the teleporter took passed through Hell. Quickly invaded by demons,
this alien race created and sacrificed themselves to a weapon known as the Soul Cube. This cube,
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powered by the souls of almost every being of this alien race, was used by their strongest warrior to
defeat the demons and contain them in Hell. They then teleported to an unknown location, fleeing
Mars; there are hints that at least some of them fled to Earth, and that humans descended from
them. Its stated that the demons once inhabited Earth in an unknown context, but lost possession of
it due to an unknown cause. Consequently, the demons want to reclaim Earth.Almost all of the game
is extremely dark, and there is no light amplification visor, nor do weapons have a flashlight
attachment. Instead the player must rely on, rather infamously, a flashlight that can only be used in
place of a weapon. There are few tactics involved other than grabbing the biggest weapons.By
contrast the Hell level of the game is considered by many to be the best, as it is more similar to the
Doom games of the past, featuring more open areas and making use of unique effects.The first three
are always available. On Recruit difficulty, there are fewer monsters, but it is a negligible amount.
The principal difference between the difficulties is the amount of damage the player receives. The
chart on the right indicates the amount of damage the player will receive on each difficulty level,
relative to the definition files .def. When playing the game on this setting, the players health falls in
Spoint increments at 5second intervals until it reaches 25, where it remains steady.

Additionally, there are absolutely no medkits throughout the game; the only means of procuring
health is either by the health stations, which are still operational, or use of the Soul Cube, which is
given to the player at the very start of the game. The damage changes take effect immediately, but a
map restart or change is necessary for the rest. However, the Soul Cube is not given, medkits
remain in the level, and the amount of monsters does not increase.Several weapons are also based
upon these found in Quake II. As in previous Quake titles, Doom 3s rocket launcher allows
rocketjumping, though it is much less useful than in the Quake series. The pistol, machine gun, and
chaingun each use different calibers, therefore they do not share the same ammo pool as in earlier
Doom games.Some of these, such as the demon and the Hell knight, are very different from their
predecessors.An alpha version of the game with sounds created by Reznor was produced, but
contractual issues prevented their use in the final game. However, the definitive soundtrack was
created by Chris Vrenna, NINs former drummer. The Doom 3 theme song was composed by Clint
Walsh, Vrennas associate in the band Tweaker.Almost all regions use the same box art, with minor
variations in logo placement and presence of national or international ratings boards
symbols.Language on the back panel is localized for most regions.The metal case edition had several
extras—interviews, G4’s Icons Doom episode, early artwork, and the full versions of Ultimate Doom
and Doom II more info on the ports here . The Xbox Collectors edition includes two more levels, one
in Ultimate Doom E1M10 Sewers and one in Doom II MAP33 Betray .Even though the levels are split
up, some levels have been rearranged and some areas have been simplified presumably because the
Xbox hardware would suffer otherwise.

Nonetheless, most reviewers were impressed that the Xbox had otherwise retained all of the other
features, considering that its NV2A graphics processor equivalent to an Nvidia GeForce 3, the
original base card for Doom 3 was a generation behind the recommended video cards ATI Radeon
9700 and GeForce 4 Ti for the PC version. The NV2A processor was what distinguished the Xbox
from the PlayStation 2 and GameCube, the latter two consoles were not considered for a Doom 3
port due to insufficient hardware. The PC version had been originally designed with the GeForce 3 in
mind but now that GPU is barely sufficient to run the game; a Radeon 9700 was used to run the E3
2002 demo.While the second player character has a unique appearance in promotional materials for
the game, the character depicted does not actually appear ingame.Four weapons can be assigned.
The weapon assigned to each arrow is customizable.The limited collectors edition features the same
design, but etched into highly reflective metal.Later Doom games have a codex feature, although
players are not forced to read it. Later Doom games use weapon modifications to implement
alternate fire modes. Later Doom games do not use reloads at all, just like in the earlier Doom



games. Coop mode was included in the Xbox port of Doom 3, which required the redesign of maps to
accommodate two players. For example, an often mentioned feature of Doom 3, perpixel lighting and
stencil shadowing, had already been implemented in some games released in 2003, even a budget
title from Activision Value called Secret Service Security Breach.Almost every monster has glowing
eyes, or some aspect of bioluminescence which offers a target for the player. Additionally, muzzle
flashes can be enabled for marginally better visibility while firing.The use of logs in this way is
similar to the use of logs in System Shock 2.During development, it was often compared with the
equally anticipated HalfLife 2.

Some have argued that since Doom 3 was released before HalfLife 2, many have come to expect
things from it that they previously had expected from that game. This weapon appeared later in the
Doom 3 expansion, Doom 3 Resurrection of Evil, which then drew the ire of some who felt that id
was simply pandering to HalfLife 2 fans.The financial success was bolstered by the nearrecord
number of preorders placed for the game. Several games have already been developed using a
modified Doom 3 engine, including Quake 4, Prey, Enemy Territory Quake Wars and Wolfenstein.An
email can be downloaded from this terminal containing a rather tongueincheek message written by
the demons on proper human sacrifice techniques. Approaching this turns the crosshair into a
mouse arrow as would happen if the player approached a terminal. Clicking this opens a secret room
which contains a PDA.He types an email message about the marine arriving on Mars and being very
rude for reading over his shoulder. It also has his head broken off. Some of this speculation is
recorded in this Doomworld mailbag from August 1998. In this level, Cortez can access a scientists’
personal audio log, which contains his locker code or, at the very least, several threedigit numbers
which he believes are his locker combination. The pressure inside the complex is 14.7 psi as on
Earths surface, while the pressure of the Martian air is given as 0.13 psi, which is more or less the
actual value. A cache copy of it can be accessed at Archive.org. It includes several Doom 3 weapons
using spritebased graphics and Decorate to recreate the weapon behavior except for the grenades
and Soul Cube. The mod works with both Doom and Doom II, though the mod lacks the super
shotgun when played with Doom II. The game was finally released in August of 2004.The Xbox
version is graphically similar to although less detailed than the original and features an additional
twoplayer online cooperation mode.

An expansion, Doom 3 Resurrection of Evil, developed by Nerve Software and codeveloped by id
Software, was released on April 4, 2005, and released several months later for Xbox as well. A Doom
movie, loosely based on the franchise, was released roughly six months later on October 21, 2005. It
received a positive reception for its fear inspiring atmosphere and groundbreaking graphics, but it
was criticized mainly for its otherwise simplistic gameplay and cliched horror effects.All 3D engines
up to and including Quake III and Unreal Tournament had computed or rendered lightmaps during
map creation, saving that information in the map data, which made the lighting extremely static. By
contrast in the new Doom 3 engine, most light sources are computed on the fly. This allows lights to
cast shadows even on nonstatic objects such as monsters or machinery, which was impossible with
static lightmaps. A shortcoming of this approach is the engines inability to render soft shadows and
global illumination.This allowed an ingame computer terminal to perform more than one function,
such as a readily apparent doorunlocking button, combined with a more obscure function allowing
an astute player to unlock a nearby weapons locker.They hope that Doom 3 would do the same in
getting the masses to adopt DirectX 8.0 hardware. However, from 20012003, DirectX 8.0 capable
video cards were extremely expensive, never spawning a mass market version like their DirectX 7.0
predecessors, putting them out of the range of all but the most hardcore gamers. For instance, the
GeForce 3 and GeForce 4 Ti lines never spawned mainstream versions, while the Radeon 8500s
massmarket derivative in the Radeon 9000 did not have the best performance.This plan revealed
controversy had been brewing within id over the decision.They thought that id was going back to the
same old formulas and properties too often.



After the reasonably painless confrontation although artist Paul Steed, one of the instigators, was
fired in retaliation, the agreement to work on Doom 3 was made.It starts off with Dr. Betruger with
spectacles pushing his way past a couple security guard to initiate a test run. However, computer
systems starting going haywire and evil spirits were released from a portal. After a brief vision of
hell, the movie cuts to a nameless marine, taking the players firstperson shooter view.After E3 2002,
there was no further press release from id Software regarding the project; the companys website
only had Return to Castle Wolfenstein as the latest game.According to some comments by John
Carmack, the development took longer than expected. Originally, the game was planned for release
around the same time as another highly anticipated game, HalfLife 2, in Christmas 2003.Doom 3 was
released in the U.S. on August 3, 2004. Additionally, a Linux version was released on October 4,
2004. Due to high demand, the game was made available at select outlets at midnight on the date of
release. The game was released to the rest of the world on August 13, 2004 except for Russia and
other countries of the former Soviet Union, where official localization was delayed and caused the
game to be released about four months later, on December 10, 2004.In response, the UAC modified
its original project on Mars to function as an Archeological Excavation Site, with labs and general
posts established in different locations. The explorations of the caverns in 2104 led to the discovery
of ancient artifact codenamed U1, the Soul Cube, along with stone tablets written by the ancient
Martian civilization.As a result of these discoveries, the UACs primary goal on Mars changed to the
recreation of the technology, with the supervision of UACs brightest scientist and creator of the
Hydrocon, Dr. Malcolm Betruger. The development began in the secured location known as Delta
Labs.

At the same time, scientists like Pierce Rogers were in charge of the archeological effort, mainly
with the translation of the glyphs contained on the stone tablets. These glyphs warned of the
potential risks of using the teleportation technology, which was the reason why the Martian
civilization became extinct.After several tests with cameras and animal subjects, the scientists
discovered that this dimension was filled with sweltering heat and hideous creatures. Betruger and
other Delta Labs personnel immediately began to try to explore this dimension using human
subjects. However, many of the people that returned from the tests suffered from immense
psychological trauma which lead to their deaths, many others not returning at all. As the tests
occurred, the scientists at Site 3 were already translating the warning, but by the time they
discovered the horrors of what happened with the Martian civilization, it was already too late. The
teleportation project had already become focused on exploring and exploiting the other dimension
discoveries, such as bringing back dead and live species and long travel on the dimension. Not long
after, the whole Mars Base started having strange problems with light and energy, several personnel
reporting frightening situations and asking for transfers off Mars.Delta Labs scientists such as Ian
McCormick and Jonathan Ishii were already theorising that the dimension was, in fact, Hell, but they
were too scared to send their theories to Earth. One scientist however, named Dr. Elizabeth McNeil,
challenged Betrugers authority and called the UAC Board to stop the Delta Labs project. Discovering
this, Betruger expelled McNeil from Mars, and, not long after, he entered into the portal himself.
When he came back, he was a different person. On the date of Monday November 15, 2145, they
arrived at 618am that morning at Mars City on the ship Darkstar.

The ship leaves at 1855MST 655pm bound for Burns Flat, Oklahoma, Earth and is estimated to
arrive on December 27th, 2145 at 1300CST 100pmThis marine was called to replace another who
died during an operation. The remaining staff are killed off by the attacking demons with only a few
scattered squads remaining, Bravo Team being the main one. After returning to the Reception area,
the Marine is ordered by Sarge to regroup with Bravo Team and help them send a distress signal to
the space fleet. When the marine takes the elevator to Administration, he overhears Swann arguing
with Betruger in a video phone conference, Betruger being rather calm about the situation, and
claiming that it is under control. Knowing that Betruger is somehow linked to the invasion, Swann



and Campbell also go to the Communications Facility to prevent anyone else from coming to
Mars.Passing through the Administration and Alpha Labs areas, the Marine encounters many
demons and zombie enemies, some of which are lead by a powerful Vagary. After reaching the EnPro
Facility, the Bravo Team is attacked and killed by a group of Imps, with the exception of one
surviving marine who plays dead to hide the distress card from Swann and Campbell when they pass
by him. When the Marine reaches the slaughter of Bravo Team, this survivor gives the distress card
to him and is later killed by a Wraith. When the Marine finally reaches Communications, however,
Campbell has already destroyed the main console with his BFG 9000. Sarge orders the Marine to go
to the isolated satellite tower and send the transmission for reinforcements. After receiving security
clearence to the Monorail, he is trapped by Betruger himself on the Waste Recycling Center.
Betruger taunts the Marine, revealing that he commands the monsters that have overrun the base
and saying that he already sent a transmission to the fleet, and he is waiting for them to show up to
hijack their spaceships and attack Earth.

Betruger also uses his powers to transform wounded marines into his Commando servants. After
escaping the Environmental Reprocessing Center, the Marine uses the monorail and finally reaches
the Delta Labs.They agree to meet in the Delta Service Tunnel, but Sarge doesnt show up. On the
Delta Labs Level 2, the Marine encounters lan McCormick, who explains to him the background
story about the teleportation experiments and the Hell invasion, and helps the Marine teleport
himself to the Research Sector of Delta. McCormick also explains that when Betruger unleashed the
invasion, he went to Hell with an artifact from the archaeological digs called the Soul Cube, and he
believes the artifact is the only way to stop the invasion. After going through the small portal pads
on Delta Labs Level 3, the Marine reaches Delta Sector 4 and discovers the sector had been hit
hardest of all. Bloody messages and corpses litter the walls and floor and finally reaches the main
gateway on Delta Labs Level 4, but Betruger activates it, sending two Hell Knights to fight him.
After the Marine kills them, the gateway sends him to Hell.After destroying him, the Marine
recovers the artifact and gets back to Mars. Shortly after his return, Betruger taunts him, saying the
gateway is useless since there is another portal called Hell Gate capable of bringing millions of
demons to our universe. Going through many areas of Delta Complex, the Marine finds Swann badly
injured. Swann says that Sarge has turned evil and is now on Betrugers side, and that Campbell
went to hunt him down. He gives the Marine his PDA, saying that he is going to try to make it out on
his own. As the Marine moves through Delta Sector 1, growth has transformed most of the facility
since he first entered the facility at 230pm. Using the PDA, the Marine reaches the CPU Complex,
only to find Campbell mortally wounded by Sarge. Before his death, Campbell warns the Marine that
Sarge stole his BFG 9000.

After killing Sarge, now known as Sabaoth, on the CPU Banks, the Marine goes to Site 3.However,
these portals opened gates to Hell, which invaded the whole planet just like it did the Mars Base.
The Martians, in the ultimate act of sacrifice, created the Soul Cube and energized it with their
souls. Then the most powerful Martian warrior used it to drive the demons back to Hell. The few
Martians left alive buried their warrior along with the Soul Cube and the stone tablets to alert
anyone of the dangers of the misuse of their technology. Since Mars became a desolate planet, they
fled to other planets including Earth, which is why Rogers believes that humans are actually
descendants of Martians. Pierce gives to the Marine his security clearance and locks himself up,
saying that only the Soul Cube is capable of closing the Hell Gate.Fighting through demons, the
Marine reaches the ancient civilization dig site of Site 2. Years of marsquakes and time is starting to
bring down the structure, not to mention some type of unidentified growth After fighting through the
ancient structure, the Marine finally reaches the Primary Dig Site Site 3, and discovers more about
the Soul Cube from a UAC info video on the tablets. The Marine also discovers a section of Hell that
has crept into the Martian underground and deep within the bowels of this Hellscape. There, he
encounters the invulnerable Cyberdemon, who was guarding the Hell Hole — an enormous portal to



Hell. Using the Soul Cube, the Marine defeats the Cyberdemon, and the Cube itself seals the Hell
Hole forever.They discover the Marine in Delta Labs as the lone survivor, since the other UAC
personnel were all killed including Councilor Swann, who died from his wounds. Recon Zulu team
also stated they didnt find Dr. Betruger and didnt know his whereabouts.The games events and
atmosphere show a great deal of influence from George Romeros Living Dead series and James
Camerons Aliens, as well as Valve Softwares HalfLife.

One difference is that Doom 3 is set on Mars itself, whereas the first two episodes of the original
Doom take place on Phobos and Deimos, respectively Mars is always considered secured by the
humans.For example, whereas the original Doom gives the two moons breathable atmospheres,
Doom 3s Martian atmosphere is unbreathable although oxygen tanks allow the player to breathe for
a brief time, but the gravity is still the same as Earths, instead of being slightly lower like Mars
should be. If the player with all his gear weighed 300 pounds on Earth, he would weigh 120 pounds
on Mars.In the original Doom, it is the third episode, Inferno Ultimate Doom adds a fourth, Thy Flesh
Consumed, which takes place back on Earth, whereas in Doom 3, it is only one level the Xbox
versions Hell level is separated into three levels, to make it easier on the console, but Doom 3s Hell
level is much longer and more intense than the others, and with screaming of damned souls and the
steaming hot magma. It also has a boss called the Guardian.The messages explain the background
story, show the feelings and concern of the people on the Mars base and reveal information related
to plot and gameplay. Video booths and televisions give planetary news, corporate propaganda,
visitor information and technical data about the base and even weapons.Tablets found at these sites
record how an ancient Martian race developed a form of teleporter technology. They realized an
important fact all too late, as the route the teleporter took passed through Hell. Quickly invaded by
demons, this alien race created and sacrificed themselves to a weapon known as the Soul Cube. This
cube, powered by the souls of almost every being of this alien race, was used by their strongest
warrior to defeat the demons and contain them in Hell. They then teleported to an unknown location,
fleeing Mars; there are hints that at least some of them fled to Earth, and that humans descended
from them.
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