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How to Read This Compendium

This is not a conventional fan walkthrough. It is a combined player manual, strategy reference, map-editing
specification, asset-format survey, and reverse-engineering status report. The central rule is simple: no guessed
memory offset, sprite number, or source-code claim is presented as fact.

EVIDENCE GRADES CONFIRMED means directly stated by a retail manual, the official BradyGames
guide, the Capstone design papers, or the Corridor 7-specific MapEdit documentation.
IMPLEMENTATION-LEVEL means a reproducible binary/file-format discovery. LINEAGE means
evidence from the later Corridor 8 source tree and is never silently treated as Corridor 7 source.
INFERENCE means the conclusion follows from several sources but has not been verified against an
original C7 source listing.

The largest surviving gap is the original source code. Les Bird released Corridor 8 prototype source, not Corridor 7
source; ECWolf reports that its Corridor 7 disassembly is mapped, but the complete annotated disassembly is not
presently exposed as a public source tree. Consequently, this edition can document known executable offsets and
map/object semantics but cannot honestly provide every function address or C symbol from the retail executable. [T4]
[$1]

Research Coverage at a Glance

Retail controls, HUD, difficulty, weapons, High Manual + official guide
items, enemies

Map semantics, triggers, doors, animation, High MapkEdit 8.4 Corridor 7 guide

teleporters

File containers and map compression High ModdingWiki + WDC observations

Executable offsets Medium-high Published reproducible offsets; version-
specific

Every wall and sprite index Incomplete Graphical floppy list exists; no clean

indexed text dump located; CD list was
described as unfinished

Original C source and full symbol map Not public ECWolf mapping status is public; mapped
body is not
Map-by-map routes Medium Official guide has maps; this edition

summarizes systems and level families
without reproducing copyrighted maps

Citation Key

Bracketed source codes such as [P1] or [T3] refer to the bibliography in Appendix H. Page references use the printed
page number where it is visible; PDF page numbers may differ by front matter.
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Identity, Versions, and Development History

Corridor 7: Alien Invasion is a 1994 DOS first-person shooter by Capstone Software/IntraCorp built on a heavily
modified licensed id Software engine. Contemporary MapEdit documentation calls it the fourth game in the
Wolfenstein-engine line after Wolfenstein 3D, Spear of Destiny, and Blake Stone: Aliens of Gold, but emphasizes that
Corridor 7 behaves more like Wolfenstein/Spear than Blake Stone except where Capstone rewrote wall, door,
animation, and visibility systems. [P3]

1.1 Retail and Derived Versions

Executahle/map identity Important diﬁerences

Floppy/disk retail 30 main floors + 6 bonus floors C7.EXE / CORR7.EXE naming No alien-world campaign; no
varies in documentation network mode; incompatible
maps with CD release.

CD-ROM retail 30 Delta Base + 10 alien-world CORR7CD.EXE launched through  Adds cinematics, CD audio,
floors + 6 bonus + 8 network CORR7.BAT teleporters, extra aliens/weapons,
arenas modem/IPX multiplayer.
One-level demo Unique demo map MAPHEAD.DMO external; Map header is external rather
MAPTEMP.DMO than embedded.
Play Now / budget variants Retail-derived File layouts vary VSMAPED notes identify format

quirks; do not assume retail
offsets without hashing the
executable.

Modern Steam/GOG packaging DOSBox-wrapped CD build Launch wrapper/batch file Packaging is modern; game code
remains the DOS executable.

MAP INCOMPATIBILITY The first 30 floors and six bonus floors appear nearly identical between floppy
and CD releases, but MapEdit explicitly states that their map groups are incompatible. A map built for
one executable must not be assumed to work in the other. [P3]

1.2 Credits and Production Clues

N S

Executive producer Leigh Rothschild

Producer David Turner

Director Amy Smith Boylan

Programmers Les Bird, Jeff Schulz, Rafael Paiz, Joe Abbati
Artists Ruben Cabrera, Carlos Ibarra, Scott Nixon
Level design Les Bird, Scott Nixon, Richard Henning
Music and sound Joe Abbati

Quality assurance James Wheeler, Katie Gangi

Many alien names are reverse spellings. The documentation explicitly notes this naming convention. Direct reversals
include SOLRAC/CARLOS, TTOCS/SCOTT, EITAK/KATIE, SEMAJ/JAMES, TENAJ/JANET, TEBAZILE / ELIZABET, and
NERRAW/WARREN. Some correspond visibly to credited staff; others may be in-jokes or character names. [P3]
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1.3 Original Design Intent vs. Shipped Game

The revised Capstone design paper lists differentiators such as usable wall equipment, items displayed on shelves, body
armor, expanded weapons/enemies, and creatures that could apparently play dead and revive. It also describes a
level-25 technician/shield-generator beat. These are design intentions, not a blanket guarantee that every item survived
unchanged in retail. [P4]

A design document answers “what Capstone planned,” not necessarily
“what the released executable does.” Features are labeled design-only unless the manual, strategy
guide, map data, or executable behavior independently confirms them.

Story, Mission Structure, and Victory Conditions

In 2012, Dr. Donald Fox returns from Mars with an ageless metallic object recovered near a face-like formation. The
government moves it to Delta Base, an underground Nevada weapons/research complex. Gamma testing transforms it
into a gateway; armed aliens pour through, kill the staff, and begin converting both the facility and atmosphere. A lone
special-forces Marine is sent to descend to Corridor 7, restore contact, and destroy the object. [P1]

2.1 Campaign Progression

Floors 1-20 Predominantly human office/lab/military architecture; alien
occupation rises.

Floors 21-30 Heavily converted hybrid/alien environment; energy
ammunition becomes more important.

Floor 25 Major boss and story beat; Solrac can appear as an untouchable
apparition elsewhere.

Floor 30, floppy Destroy the vortex; Solrac need not necessarily be killed if the
vortex can be destroyed.

Floor 30, CD Enter the vortex to continue to the alien world. The map editor
guide also notes a destruction/ending path.

Floors 31-40, CD Alien-world campaign using teleporters instead of conventional
elevators.
Floor 40, CD Reach/enter the final vortex; Tebazile is the final guardian and

may be optional if the exit can be reached.

2.2 “Secure the Floor” Rule

The exit does not merely require reaching an elevator. Each rank requires a percentage of the initial alien population to
be eliminated. The counter on the HUD tracks aliens remaining; on Captain and Major, the manual describes the
elevator requirement as a zero counter. [P1]

Corporal 10% Fewest aliens; body armor; full map
supplied.

Lieutenant 75% No starting armor; map supplied.

Captain 100% Partial proximity view until the Floor Plan
is found.
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Major

President

100%

100% implied

Largest population; aliens are tougher.

Objects and aliens relocated pseudo-
randomly within a distance factor; no
documented command-line selector.

Controls, HUD, Saving, and Difficulty

3.1 Default Controls

Arrow keys

Right Shift + movement
Alt + Left/Right

Ctrl or left mouse

Right mouse

Space

1-8

M

Enter

Tab

Esc

F2/F3

F4/F5

F6

F7

F8/F9

Alt-P / Alt-F / Alt-S (CD)

3.2 HUD Semantics

Move forward/back; turn left/right

Run / quick movement

Strafe/slide

Fire; hold for continuous fire where supported
Move forward

Open/use doors, computers, dispensers, chambers, and pushwalls
Select weapons

Place proximity mine

Cycle normal, night-vision, infrared visor modes
Toggle proximity map

Toggle score display

Toggle item/alien/level display

Main menu

Save/load mission

Sound/music toggle

Control toggle/configuration

End mission

Auto-quick-save / quick-load

CD audio play / next track / stop

Health

Armor

Standard ammunition

Alien energy

Current hit points; base maximum 100 unless Adrenaline raises it
for the current floor.

Separate pool. Incoming damage is divided between armor and
health; armor never makes the Marine damage-proof.

Shared by human projectile weapons; 200-round base capacity.

Separate pool, displayed as energy/percentage depending on HUD
mode; maximum 999 units.

RESEARCH EDITION 1.0 | 6



CORRIDOR 7 / TECHNICAL & STRATEGY COMPENDIUM

Mines Count carried; maximum crate is 25.

Visor battery Consumed by night vision and infrared, not normal vision.

Pass cards Blue/red clearance for the current floor only.

Current weapon Weapon readout/icon.

Aliens remaining Floor-security objective; based on initial count and rank.

Floor Current level index.

Score Kills plus secret/bonus accounting.

Proximity map Motion-detector/map overlay; full range after Floor Plan pickup.

3.3 Saving and Autosave

The CD manual describes ten titled save slots and an automatic save of the last completed floor so the next session can
begin in the elevator. F8/F9 provide quick-save/quick-load behavior. Save before opening a dangerous room, entering a
transporter, committing mines to a corridor, or consuming one-time resources. [P1] [P2]

Core Simulation: Alerting, Vision, Mapping,
Access, and Secrets

4.1 Alien Alerting and Sound Zones

Corridor 7 retains a tile/area-based alert model. The MapEdit guide reveals an unusually important rule: if the Marine
fires while standing on a particular floor code, all aliens standing on that same floor code shift to attack mode and move
toward the Marine. Designers can therefore use shared area values as sound/alert zones. [P3]

¢ Opening doors and activating the wrong security terminal can disclose the Marine’s location. [P2] [P3]

¢ Some actors begin in patrol, ambush, or inactive arrangements; their map placement and floor code affect activation. [P2]
[P3]

¢ Aliens cannot see through any wall, including glass/see-through walls. If an alien is active behind glass, some other event
alerted it. [P2] [P3]

¢ Once active, aliens may path toward the player through doors and, on CD alien floors, use teleporters. [P2] [P3]

4.2 Visor Modes

_

Normal No battery cost; default for routine navigation.
Night vision Green-enhanced view for dark/long corridors; drains battery.
Infrared Reveals invisible Enirams, laser hazards, and security-terminal

information; drains battery.

INFRARED EXPLOIT The official strategy guide says infrared can distinguish blue/red access terminals in
a bank of computers. This lets the player avoid alarm terminals without trial and error. [P2]
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4.3 Proximity Map

The map is simultaneously an automap and motion detector. Before collecting the Floor Plan, it covers only a limited
local range. After the pickup, it exposes the whole mapped floor, but intentionally excludes hidden/restricted sections.
Moving aliens appear as flashing yellow dots, the Marine as blue, and armed mines as red. Motionless actors or
disguised Bandors may not reveal themselves. [P1] [P2]

¢ Leave it on whenever screen size and attention permit; it consumes no energy.

¢ Gray/unmapped masses often indicate a secret room, perimeter corridor, maze, or warehouse.

e Use dot speed as a rough actor classifier: Animated Probes are very fast; Alioprobes/Rodex tend to move more slowly.
¢ Transporter destinations can be tracked by watching the map immediately before and after transit.

4.4 Access Cards and Security Computers

Blue and red access are issued by wall computers and expire at the end of the floor. Security offices often contain both
valid terminals and intrusion/alarm terminals. Locked rooms frequently include a valid terminal on the inside so a
player who enters through a pushwall can unlock the normal exit. The blue grid-like security-room force-field doors do
not themselves require a card. [P1] [P3]

4.5 Secrets, Pushwalls, and Scoring

Corridor 7 has no traditional treasure. Secret areas hold equipment: armor, weapons, maps, mines, batteries, health, or
invulnerability. Two pushwall object codes distinguish score-bearing restricted secrets from maintenance/perimeter
passages. [P3]

0x0062 Restricted pushwall Counts toward restricted-area/secret
completion.
0x0065 Unrestricted pushwall Typically opens a maintenance perimeter;

does not count toward the secret bonus.

Weapons, Ammunition, Mines, and Damage
Behavior

The official guide publishes broad damage ranges rather than deterministic per-shot values. “0-255” indicates a variable
result, not guaranteed zero-damage hits under normal conditions. Range, distance, spread, target defenses, and
randomization can alter effective damage. [P2]

_ ouide damage Operatlonal ol

Taser None Short 0-255 Unlimited but slow;
emergency fallback.

2 Assault Shotgun 5 standard points/shot Medium; strongest close  25-350 CD-only close-range
weapon; the guide
describes its close-range
role.

3 M-24 CAW. 1 standard/shot Medium 0-255 Fast automatic general-
purpose weapon,; starts
with Marine.

4 M-343 Tribarrel 1 standard/round; 3- Long (0-255) x3 Preferred human
round burst weapon; effective at
distance.
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Alien Dual Blaster 2 energy/shot Medium 0-255 Economical alien
sidearm; good for
conserving standard
ammo.

6 Alien Plasma Rifle 3-5 net energy/shot Short/medium (0-255)+25 splash Traveling plasma; ~10-
foot blast; can detonate
mines.

7 Alien Assault Cannon 0-2 energy/burst Long 0-255 Four-round burst; very
efficient; CD-only.

8 Alien Disintegrator 44-46 energy/shot Long 1,000 Boss/emergency weapon;
€normous energy cost;
CD-only.

M Proximity Mine 1 mine Triggered radius (2-400)+100 15-foot blast radius;

lethal to Marine;
maximum 25 carried.

5.1 Ammunition Pools and Capacity

CapaCitY EXPaHSion/repleniShment

Standard ammunition 200 base maximum Ammo Packs add 500 each; two may be
carried; practical cap documented as 999.

Alien energy 999 maximum Charge Pack adds 100 units.
Proximity mines 25 maximum One crate.
Visor energy Battery units Each battery station/pickup adds 100 units

according to the guide.

5.2 Plasma Recharge Quirk

The Plasma Rifle briefly reserves about 31 energy units at firing time, then recharges most of that amount so the net
cost is usually 3-5 units. Rapid fire can therefore drain the pool much faster than the nominal net cost suggests. Pause
between shots. [P2]

5.3 Hitscan vs. Traveling Projectiles

CLASSIFICATION LIMIT The surviving retail documentation uses “projectile” broadly and does not
publish a complete attack-function table. Plasma is explicitly a traveling blast with time-of-flight and
splash; mines are world actors. Conventional gunfire behaves as effectively immediate line fire in play,
while the guide also claims certain high-powered shots can pass through an alien and damage a target
behind it. A definitive function-by-function classification awaits the mapped disassembly or direct
executable tracing.

5.4 Mine Doctrine

¢ Place mines while backing away; they arm after three short beeps. [P2]

¢ Use doorways and intersections, but preserve your return route. [P2]

¢ A mine can kill the Marine; do not approach an armed red dot casually. [P2]

e Plasma bolts can detonate mines. Use this to clear a blocked route—or exploit an enemy Plasma Rifle shot. [P2]
¢ Bosses survive multiple mines; soften them before committing ammunition. [P2]

¢ Dead actors or close geometry can cause premature detonation; create distance immediately. [P2]
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Health, Armor, Inventory, and Interactable
Resources

Medic Pack Wall dispenser behind a raising +25 health, up to current maximum  Open shield early even if healthy; it
shield may become an emergency station.
Health Chamber Enter and use Up to +100 based on chamber Partially drained chambers retain
energy remaining charge.
Adrenaline Pickup +300 maximum/current health for Maximum resets to 100 on next
current floor floor.
Body Armor Pickup +200 armor; stacks Damage is shared with health; very

high armor does not replace health.

Invulnerability Sphere Pickup Temporary immunity Use immediately for boss push,
escape, or a dangerous resource
sweep.

Ammo Bay Wall dispenser +50 standard rounds One clip per bay.

Ammo Pack Pickup +500 capacity; maximum two Does not include ammunition.

Charge Pack Pickup/drop +100 alien energy Common on converted/alien floors.

Visor Battery Wall unit/pickup +100 visor energy Bank for Enirams, lasers, dark
corridors, and terminal
identification.

Floor Plan Pickup Full proximity-map coverage Usually in security office or secret
area.

6.1 Armor Mathematics: What Is and Is Not Known

The manual says incoming damage is divided between armor and health, and each suit contributes 200 armor points.
The exact split percentage and rounding function are not published in the surviving retail manuals. Therefore, this
edition does not invent a formula. Empirically measuring the split requires controlled damage tests at fixed difficulty
and actor/weapon. [P1] [P2]

Complete Alien Field Manual

The official guide states that the floppy game has 12 alien types and the CD game has 16, counting added aliens and the
“surprise” Nerraw. The following table preserves the guide’s health, threat, level range, and score values. [P2]

Behavior /
counterplay

Type Health DEVGET Levels

Alioprobe Guard/sentry 25 Low 20-39 100 Slow alarm unit,
dangerous in packs;
clear quickly before it
draws traffic.

Animated Probe Centurion 100 Low 1-40 400 Extremely fast, sound-
reactive, sometimes
ambush placed;
electronic whine.

Bandor Guard/morpher 50 High 5-39 500 Disguises as
furniture/plants;
morph sound; other
Bandors may rush to a
kill site.
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Behavi
Actor Type Health DEVGETS Levels Score CLENItR)

counterplay

Eitak Guard 100 Medium 30-40 800 Primary alien-world
guard; accurate in
groups; use sustained
fire and open space.

Eniram Warrior/cloaked 200 Medium 2-40 1,000 Invisible until firing;
infrared or proximity
map required; distinct
decloak sound.

Eniram Boss Boss 2,000 Very high 5and 30 2,500 Solid/non-cloaking;
Plasma Rifle; avoid
narrow corridors.

Mechanoid Warrior Boss 1,000 Very high 10-40 2,500 Slow, audible
footsteps, brutal close-
range fire; may drop
Dual Blaster.

Otrebor Sub-boss/technician 200 High 24-40 700 Usually alone; evil
laugh; burst down
from range.

Rodex Centurion 50 Medium 2-40 700 Pack attacker; may
retreat/turn away;
distinctive squeal.

Semaj Low floor predator 100 Low 31-40 100 Purple slime that
attacks legs; no ranged
weapon; easy to miss
during larger fights.

Solrac Leader/boss 3,000 Very high 25 and 30 2,500 Eye-energy attack;
apparitions elsewhere
are untouchable; alien
weapons preferred.

Tebazile Guardian boss 1,000 x5 High 40 10,000 Five-stage morph
sequence: Tebazile ->
Eniram Boss -> Tymok
-> Solrac -> Tebazile.

Tenaj Technician 150 Medium 6-40 700 Smart, quick, ambush-
prone; often turns
away; may drop
charge packs.

Ttocs Warrior 150 Medium 14-40 700 Slow and not bright,
but durable; maintain
distance; squishy alert
sound.

mo! 0SS | ery hi - B ast dodger wit]

k B 2,000 Very high 15-39 2,500 Fast dodg ith
Plasma Rifle; works
alone; keep moving
and mine approach
lanes.

Nerraw Unknown/surprise Unknown Unknown; extremely 31-39 Not listed Small and apparently
lethal harmless; can kill a
strong Marine in
seconds; first seen on
31.

7.1 Actor-Specific Tactics

¢ Alioprobes: prioritize the pack’s front edge and do not spend boss ammunition on 25-health sentries. [P2]

¢ Animated Probes: sound is the warning; pre-aim at doors and use rapid fire rather than a slow plasma shot. [P2]

e Bandors: do not spray every chair. Watch the motion detector, listen for morphing, and check behind after entering a
furnished room. [P2]

¢ Enirams: turn on infrared before committing to a dark corridor; if contact vanishes, stop firing blindly and reacquire on
the map. [P2]

e Mechanoids: their long-range effectiveness is poorer than close range. Backpedal, mine, and use M-343 bursts. [P2]

e Solrac/Tymok/Eniram Boss: clear lesser actors first so the boss cannot pin you while trash mobs chew your armor. [P2]

¢ Semaj: treat every purple floor form as an immediate target during alien-world fights. [P2]
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e Tebazile: budget damage for five health phases. The Disintegrator, Assault Cannon, and pre-positioned mines reduce
exposure. [P2]

Strategy Doctrine and Tactical Playbook

8.1 Universal Rules

Doctrine GET

Keep moving Active aliens hunt relentlessly; stand still only in a cleared,
defensible pocket.
Listen before looking Door movement, footsteps, morphing, squeals, laughs, and stereo

direction can reveal threats off-screen.
Use the map continuously It is free, catches moving threats, and exposes migration paths.

Fight at range Most alien weapons become more dangerous at close range;
M-343 is the workhorse.

Door-peek Step into a room and immediately retreat to pull actors into a
prepared firing lane.

Strafe corners Expose the minimum body area, fire, then return to cover.

Open health bays early A raised blast shield turns the dispenser into a one-action
emergency resource later.

Do not auto-pick every resource Leave armor/adrenaline when a later emergency pickup would
create more value; ammo is usually worth taking.

Route before mining Never mine the only corridor you must traverse to reach the exit
or a required terminal.

Exploit hit-stun The guide reports that many aliens do not fire while being hit;
fast weapons can suppress return fire.

8.2 Resource Economy by Campaign Phase

Early Delta Base Standard ammo is plentiful; M-24 is efficient. Find Floor Plan and
access terminals before deep clearing.

Midgame Acquire M-343 and at least one capacity pack; use mines to
control boss spaces.

Converted floors 21+ Shift toward alien energy because standard ammo becomes
scarce and charge packs drop from enemies.

Alien world 31-40 Assault Cannon is exceptionally efficient; reserve Disintegrator
for bosses/escapes; keep IR power for Enirams and hazards.

8.3 Door and Terminal Exploits

e A corpse in a doorway can hold the door open. Use it as a firing aperture, but remember it also gives enemies access. [P2]
e Ifan alien opens a locked door, kill it and rush to the inside terminal before the path closes. [P2]

e Guide active aliens toward a preferred choke point by moving while watching their map dots. [P2]

¢ Opening a door is a sound event; do not open unnecessary doors when trying to isolate a room. [P2]
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8.4 Bonus-Floor Scoring

The strategy guide advises the M-24 on bonus floors because scoring rewards projectile hits and the weapon can deliver
many rounds quickly. Ammunition is restored after leaving the bonus floor, so accuracy and hit throughput matter
more than conservation there. [P2]

Level Architecture, Numbering, Bonus Floors,
and Multiplayer

9.1 Internal Level Numbering

Internal levels VerSion/contEXt

1-30 Delta Base campaign Both releases

31-36 Bonus A-F Floppy warp namespace
31-40 Alien world campaign CD namespace

41-46 Bonus A-F CD warp namespace
47-50 Empty/unused CD

51-58 Network/modem arenas CD

59-60 Empty/unused CcDh

9.2 Bonus Entrances

MapEdit states that bonus floors are entered only from campaign floors 1, 5, 10, 15, 20, and 25, usually through hidden
or boss-protected elevators with a special floor code. This yields six bonus floors A-F. The CD manual’s statement that
there are “five” bonus floors conflicts with both the six entry points and the guide’s A-F namespace and is almost
certainly a documentation error. [P1] [P2] [P3]

9.3 Earth-Floor Design Grammar

¢ Wide office/laboratory spaces are preferred over Wolfenstein-style dungeon corridors. [P3]

e Most Earth floors have an outer maintenance perimeter opened by a pushwall; these are often unrestricted secrets. [P3]

e Security offices pair useful access terminals with alarm terminals. [P3]

¢ The environment becomes progressively alien-converted, and animated/transparent wall technology makes the lower
floors visually active. [P3]

¢ Hidden spaces replace treasure rooms with survival equipment and shortcuts. [P3]

9.4 Alien-World Design Grammar

The ten CD-only alien floors abandon conventional elevators. Teleporter object cells become functional only when
placed on designated floor codes. Aliens can use the same network, enabling multi-directional pursuit and sudden
reinforcements. A maximum of eight teleporters per floor is documented. [P3]

9.5 Network and Modem Play

The CD release supports IPX networking and 9600-baud-or-faster modem play. Players may select the Marine or alien
classes with different health, speed, and damage characteristics. Team mode prevents players controlling the same
character from damaging one another and aggregates team Kkills. Starting positions are assigned randomly from placed
starts. [P1] [P3]
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ARENA-COUNT DISCREPANCY The CD manual says ten network/modem levels, while MapEdit and the
diagnostic warp table identify eight arenas, levels 51-58. The executable/map namespace evidence

favors eight.

Technical Architecture and Asset Containers

10.1 DOS Runtime Profile

CPU

Conventional memory
RAM

Display

oS

Storage

Audio

Input

10.2 File Inventory

386-25 MHz or higher

590,000 bytes free

2 MB

VGA

MS-DOS 5.0+

1 MB hard disk free for CD install, plus CD-ROM drive

AdLib, Sound Blaster, Sound Blaster Pro, Logitech SoundMan,
compatible cards

Keyboard; mouse/joystick recommended

CORR7CD.EXE / C7.EXE

MAPTEMP.CO7
MAPHEAD.DMO / MAPTEMP.DMO

GFXTILES.CO7

AUDIOMUS.CO7

AUDIO*.CO7 / AUDIOHED*.CO7

VGA*.FAT /| VGA*.CO7
CONFIG.DAT
AUTOSAVE.DAT

CORR7.BAT

SEQONE/SEQTHREE/SEQFOUR.CO7

Main executable; contains map-header table in retail CD/floppy
builds.

RLEW-compressed map planes; retail map data.
Demo uses an external map header and demo map file.

Walls/textures and sprites; replaces Wolf3D’s graphics portion of
VSWAP.

Digital-sound pages and page-header data; Corridor 7-specific hard-
coded header pointer.

AudioT/IMF music and sound container family; naming varies by
package.

Screens, fonts, UI graphics/file allocation data depending on build.
Configuration.
Autosave state.

CD startup wrapper; establishes local/CD behavior and proper
presentation/audio path.

Capstone logo, opening cinematic, ending cinematic.
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10.3 Data-Path Diagram

Runtime subsystem Index/header location Important distinction

Maps MAPTEMP.CO7 MAPHEAD embedded in EXE RLEW only; disk and CD headers
differ.
Walls/sprites GFXTILES.CO7 Internal page/chunk structure Separate from digital sound; C7
used by WDC/XWE uses single wall images with
runtime shading.
Digital PCM AUDIOMUS.CO7 Page-header offset hard-coded in 9009 Hz community-measured
EXE playback rate.
AdLib/IMF AudioT-family CO7 files Audio header/dictionary OPL music and effects use id-
arrangement family container concepts.
Ul/screens/fonts VGA-family files FAT/header files Not stored in GFXTILES.

10.4 Why MAPTEMP Matters

Unlike Wolfenstein 3D v1.1+, which normally stores Carmack-compressed maps in GAMEMAPS, Corridor 7 retail uses
MAPTEMP.CO7 with RLEW compression only. The header table that would ordinarily live in MAPHEAD is
compiled/embedded in the executable. This is why replacing MAPTEMP alone is insufficient when map offsets change.
[T2] [P3]

Map Format, Planes, Codes, Triggers, and
Engine Limits

11.1 GameMaps Header Structure

0x00 INT32LE Plane 0 offset

0x04 INT32LE Plane 1 offset

0x08 INT32LE Plane 2 offset

0x0C UINT16LE Plane 0 compressed length
0x0E UINT16LE Plane 1 compressed length
0x10 UINT16LE Plane 2 compressed length
0x12 UINT16LE Width in tiles

0x14 UINT16LE Height in tiles

0x16 char[16] Internal map name

Wolf-family executables generally assume 64 x 64 maps even though width and height are stored. Each decompressed
plane therefore normally contains 4,096 16-bit cells (8,192 bytes). Corridor 7 mod reports confirm that
malformed/non-64x64 map data is rejected. [T2]

11.2 Plane Roles

As in Wolfenstein-derived games, the wall/floor plane and object/actor plane are parallel 64 x 64 arrays. Corridor 7
overlays trigger object codes onto the same cell as the wall or door they modify. The exact use of a third plane can vary
by tool/version; parsers should read all nonzero planes rather than assuming it is empty. [P3] [T2]
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11.3 Confirmed Object Codes

0x0055

0x0056
0x0057
0x0058
0x0062
0x0065
0x0067
0x0068
0x0069

0x006A

0x006B

Medic Pack / animate-count participant

Slow wall animation

Normal wall animation

High-speed wall animation

Restricted pushwall

Unrestricted pushwall

Sliding-door see-through/open-close activator
Glass see-through activator

Wall/fence see-through activator

Non-sliding door activator with see-through

Single-cell no clipping / thin partition

11.4 Confirmed Floor Codes

COde/range

0x008F
0x0103
0x0117-0x011E

0x011F

Hide area from automap
Hide area from automap

Teleporter destination groups 1-8

Next-level teleporter

11.5 Wall Animation and Door Mechanics

¢ An animated wall uses four consecutive wall codes: the selected/base wall and the next three IDs. [P3]

¢ 0x56/0x57/0x58 choose the cycle speed; any single frame may be used without an animation trigger. [P3]

e Conventional sliding doors need no special animation object but are limited to 63 per floor. [P3]

¢ Non-sliding doors include rising health/medic shields, inside-out alien entrances/elevator doors, and disappearing force

fields. [P3]

Counts toward the same per-level animate
limit noted below.

Cycles base wall plus next three wall IDs.
Same four-frame sequence, normal speed.
Same four-frame sequence, high speed.
Counts for restricted-area completion/bonus.
Does not count for restricted-area completion.
Placed on same map cell.

Placed on same map cell.

Placed on same map cell.

Runs four door frames forward to open and
in reverse to close.

Allows passage through a wall/door image;
used for permanently open forms.

Floppy version
CD version

CD; teleporter object only functions on
these floor values

CD alien floors; replaces elevator

¢ 0x6A animates a non-sliding door through four frames forward and backward. [P3]
¢ 0x6B turns an opened wall/door image into a thin, passable partition by enabling no-clipping on one cell. [P3]

11.6 Hard Limits

Conventional sliding doors
Combined animate entries
Teleporters

Map dimensions

Failure text

63 per floor

32 total across 0x56-0x58, 0x6A, 0x6B, plus map code 0x55

8 per floor

64 x 64 expected by engine family

Exceeding animate count aborts load with “32+ Sliding Walls”
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11.7 Variant/Community Mapping Observations

Observed ID/pattern Meaning and confidence

In a Play Now level, appears thousands of times and must be marked
invisible in VSMAPED; likely a structural/floor-related marker rather

Object 18

First 89 object entries

Wall 90

Wall 138

Start positions / turning points

than a normal object.

VSMAPED author reports entry numbers correspond directly to object
numbers, Wolf-style, for the examined variant.

Can be assigned as a floor-like area in VSMAPED to make 3D preview
work; not a retail semantic guarantee.

Observed beneath ambush guards and labeled “Floor ambush” by the

VSMAPED author.

Reported unchanged from Wolfenstein conventions in the examined

variant.

NOT A COMPLETE SPRITE LIST These observations are useful anchors, but they are not a substitute for
MAPDATA.CO7/OBJDATA.CO7 or a WDC export from a specific game version. IDs can differ between
disk, CD, demo, and budget builds.

What Changed from Stock Wolfenstein 3D

Map header placement

Map compression

Wall graphics

Walls/visibility

Wall animation

Doors

Weapons

Actors

Health/armor

Navigation

Vision

Access control

Environment

Audio storage

External MAPHEAD.WL*

RLEW + Carmack in v1.1+ GAMEMAPS

Light/dark wall pairs in VSWAP

Opaque solid walls

Very limited/static
Horizontal sliding doors plus

pushwalls

Knife/pistol/machine gun/chaingun,
one bhullet pool

Human guards/dogs/bosses

Health and food/medkits; no armor
pool

No automap

Normal palette/view

Gold/silver keys

Static castle/prison rooms

Digitized sound pages inside VSWAP

Embedded in C7 executable (demo
external)

RLEW-only MAPTEMP.CO7

Single wall image plus dynamic
shading behavior

Glass, masking/see-through walls,
fences, see-through doors

Four-frame cyclic animated walls with
selectable speeds

Sliding, rising, split/inside-out, force-
field, animated non-sliding doors

8 selectable weapons, human ammo +
alien energy, mines

Cloaking, morphing, pack/sentry roles,
bosses, floor predators

Health, stackable armor, adrenaline
max-health boost, chambers

Proximity map with moving
actors/mines and hidden-area masking

Night vision and infrared with battery

Per-floor red/blue computer-issued
access

Functional dispensers, security
computers, chambers, lasers, animated
conversion machinery

Digital sound in AUDIOMUS;
textures/sprites in GFXTILES
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Requires EXE update when map offsets
change.

Simpler decompression; different
packaging.

Larger/more flexible wall set; editor
needs C7 mode.

Rendered partition may block
movement but not vision; alien sight
still cannot cross it.

Environment appears mechanically
alive.

Dedicated triggers and no-clip cells.

Multiple attack forms and resource
economies.

Proximity/IR systems support detection
mechanics.

Two-layer survivability.

Map becomes a core tactical sensor.

Detects invisible actors, lasers,
terminals.

Terminals can alarm and reset per
floor.

Interaction is more systemic.

Hard-coded sound-page metadata in
EXE.
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Digital sample rate ~7042 Hz Wolf3D playback ~9009 Hz C7 measured Different Sound Blaster divisor.

Multiplayer None CD IPX network + modem, classes/team Major engine/game-loop addition.
mode

Cinematics/CD audio No CD-ROM movie/audio path Flic-like CO7 sequences and New startup and runtime subsystems.
MSCDEX/CD tracks

12.1 Rendering and Shading

VSMAPED documentation notes that Corridor 7 walls are not stored as Wolfenstein-style light/dark pairs and must be
treated as “single” images. This strongly indicates that brightness/shading is applied at render time rather than by
selecting paired wall pages. See-through walls add a masking/transparent draw path absent from stock Wolf3D. The
exact assembly/C implementation is not public in this edition. [S2]

12.2 Al Difference That Is Easy to Misunderstand

Transparent rendering does not imply transparent Al line-of-sight. MapEdit explicitly warns that aliens cannot see
through any wall. Thus the renderer can show the Marine an actor through glass while actor perception remains
blocked by the tile partition. [P3]

Executable Offsets and Reverse-Engineering
Findings

VERSION SPECIFICITY Offsets are valid only for the identified uncompressed retail executables. Verify
hashes and surrounding bytes before patching. Budget releases, cracked executables, wrappers, or
modified builds may move data.

13.1 Embedded MAPHEAD Offsets

CD retail CORR7CD.EXE 0x30D50 Executable reported
uncompressed

Floppy retail C7.EXE 0x24BF0 Executable reported
uncompressed

Demo MAPHEAD.DMO External file No EXE extraction required

At the header offset, expect a 16-bit RLEW tag followed by the level-header offset table used to locate each map header
within MAPTEMP.CO7. A parser should validate offsets against file size and verify 64 x 64 dimensions before trusting
the table. [T2]

13.2 Digital-Sound Header Patch Points

AUDIOMUS page-header

E tabl Patch offset Original 6 byt

xXecutable atch offse rigina ytes offset
CORR7CD.EXE 0x3B66A 44 01 00 40 14 00 0x00144000
C7.EXE 0x2FE38 B9 00 00 90 0B 00 0x000B9000
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The first two bytes are a little-endian 16-bit page count. The next four are a little-endian 32-bit offset to the digital-sound
page header in AUDIOMUS.CO7. Pages are 0x1000 bytes. If the AUDIOMUS size changes, the header offset must point to
the final 4 KiB page and the page count must match. [T3]

Documented sound-page calculation

# Example from the documented CD rebuild procedure
AUDIOMUS size = 0x145000

last page/header 0Xx145000 - 0x1000
page count 0x144000 / 0x1000
bytes to patch 44 01 00 40 14 00

0x144000
0x0144

13.3 Digital Sample Rate

WDC developer Adam Biser compared recorded playback with extracted samples and measured Corridor 7 digital
sound at approximately 9009 Hz, corresponding to a Sound Blaster time-constant/divisor value of 145. Wolfenstein 3D
uses approximately 7042 Hz. [T3]

13.4 Diagnostic Command Line and Runtime Keys

Starting diagnostic mode
CORR7 levelildiagnostic
# CD direct level start: CORR7 TEDLEVEL <level-1> [BABY|EASY|NORMAL |HARD]

# Disk direct level start: CORR7 GOLEVEL <level-1> [BABY|EASY|NORMAL |HARD]
# Other switches: NOPICS, NOWAIT

After a floor loads, press Tab + Left Shift + Left Ctrl together. Then hold Backspace and press one of the keys below. [P2]
[P3]

Statistics, doors, actors; total and active actor counts
Walking debug: position/tile data in real time

Detailed player/tile/actor information; angle 0 = North

o m g o

God mode; does not grant unlimited ammo

—

+100,000 score, 200 standard rounds, 100 alien energy, next
weapon

Memory information

No clipping; perimeter boundary remains special
Prompt for cinematic/Flic name

Display Solrac graphic

Teleporter IDs, locations, destinations

£ 8w oz Z

Warp to level namespace

IMMEDIATE CHEAT W + A + X together (no diagnostic startup) grants all weapons, 25 mines, 100 health,
both access cards, Floor Plan, 200 standard rounds, and 100 alien energy. It does not exceed those listed
caps on repeated use. [P2]
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Source-Code Archaeology and Corridor 8

Lineage Evidence

14.1 What Is Public

Wolfenstein 3D source Public
Corridor 7 retail source Not publicly released
ECWolf Corridor 7 disassembly map Reported mapped

Operation Body Count executable symbols Known research lead

Corridor 8 prototype source Public

Provides baseline
renderer/cache/map/actor architecture.

No complete original C tree found.

Roadmap reports success; mapped code
itself is not a normal public source tree.

ECWolf notes demo debug symbols, useful
because OBC is based on C7 code.

1996 successor source; retains many
CORRY7 filenames but explicitly is not C7
source.

14.2 Corridor 8 Files That Preserve the C7 Naming Lineage

CORR7CD.C

CORR7ENG.C
CORR7GAM.C / corr7gam.cc
corr7act.c

corr7wep.c

CORR7PLR.C/ corr7plr.cc
corr7gfx.c

corr7snd.c / Corr7snd.cc
corr7eff.c

CORR7MEN.C

corr7mul.c

corr7smk.c

corr7tmr.c
CORR7KBD.C/C7CNTRL.H
CORR7CFG.C/ READCFG.C

corr7.h and *.def headers

MSCDEX/CD drive detection and CD routines
Engine/rendering-side systems
Game state and loop

Actors

Weapons

Player

Graphics

Sound

Effects

Menus

Multiplayer
Smacker/cinematic support
Timers

Keyboard/input

Configuration

Constants, enums, prototypes, shared structures

14.3 Successor Header Evidence (Do Not Back-Port Blindly)

The 27 February 1996 Corridor 8 corr7.h defines systems that sound like evolved Corridor 7 concepts: sprite
translucency/masking flags, wall-sprite/floor-sprite flags, actor states such as patrol/ambush/chase/dodge/attack, heat-
source capacity, light/sector effects, and multiple game types. It also includes crouch, jump, look, sectors, and Doom-
compatible tags that clearly exceed the 1994 Corridor 7 feature set. [S1]
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Corridor 8 symbol Value/meaning

MAXDOORS 100

MAXHEATSOURCES 200

MAXFOOTSTEPS 32

MAXSTARTSPOTS 32

MAXDEFINEDACTORS 30

MAXLIGHTEFFECTS 100

MAXSECTOREFFECTS 100

SPRC_TRANSLUCENT Sprite flag

SPRC_WALLSPRITE / FLOORSPRITE Geometry-oriented sprite flags
WALC_MASKINGWALL / TRANSLUSCENT Masked/translucent wall flags

LINEAGE, NOT FACT These constants document the successor architecture and naming continuity. They
must not be cited as Corridor 7 retail limits unless independently confirmed by the retail executable or
its data.

14.4 CD Detection Lineage

The successor CORR7CD.C calls multiplex interrupt 2Fh with AX=1500h to detect MSCDEX and AX=150Dh to enumerate
CD drive letters. This is consistent with Corridor 7’s DOS CD requirements and error messages, but the surviving file is
dated 1996 and belongs to Corridor 8. [S1]

Modding and Reproducible Extraction
Workflow

15.1 Recommended Tools

WDC 1.19.x Maps, sounds, images, text, executable patching; full support for
disk/CD/demo.

MapEdit 8.4 Historical DOS map editor; ships distinct disk/CD MAPDATA.CO7
and OBJDATA.CO7 definitions.

XWE 1.10 Can open/extract GFXTILES.CO7 images.

Hex editor Validate/patch MAPHEAD or AUDIOMUS metadata after making
backups.

DOSBox-X / DOSBox Staging debugger Runtime tracing, breakpoints, memory inspection, repeatable test
environment.

Python parser Scan map planes, unique object codes, counts, and per-floor
usage.

15.2 Safe Extraction Procedure

1. Create immutable copies of the original executable and all CO7 data files; record SHA-256 hashes.
2. Identify build: floppy, CD, demo, Play Now/budget, or modified storefront wrapper.
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Use WDC’s exact game profile. Never mix disk and CD definitions.

Export maps, graphics, sounds, and definition lists before editing anything.

If map plane sizes/offsets change, rebuild or patch the embedded MAPHEAD for that exact executable.

If AUDIOMUS page layout changes, patch the six-byte sound header metadata at the verified version-specific location.
Launch with KEEPFILES when required by a wrapper that otherwise restores/deletes modified MAPTEMP.CO7.

Test one change at a time under diagnostic mode and retain crash text, coordinates, and hashes.

15.3 A Minimal MAPTEMP Scanner

Reference parser skeleton (read-only)

® NP U w

RESEARCH EDITION 1.0 | 22



CORRIDOR 7 / TECHNICAL & STRATEGY COMPENDIUM

#!/usr/bin/env python3

"""Scan Corridor 7 MAPTEMP planes using an embedded/external MAPHEAD.
Validate against your exact build before modifying anything.

from _ future__ import annotations

import struct

from pathlib import Path

LEVEL_SLOTS = 100

def ul6(data: bytes, off: int) -> int:
return struct.unpack_from("<H", data, off)[0]

def u32(data: bytes, off: int) -> int:
return struct.unpack_from("<I", data, off)[0]

def rlew_expand(blob: bytes, tag: int, expected_words: int) -> list[int]:
# Plane data begins with expanded byte count.
expanded_bytes = ul6(blob, 0)
if expanded_bytes != expected_words * 2:
raise ValueError(f"unexpected expanded size {expanded_bytes}")
src, out = 2, []
while src + 2 <= len(blob) and len(out) < expected_words:
word = ul6(blob, src); src += 2
if word != tag:
out.append(word)
continue
count = ul6(blob, src); value = ul6(blob, src + 2); src += 4
out.extend([value] * count)
if len(out) != expected_words:
raise ValueError(f"expanded {len(out)} words; expected {expected words}")
return out

def read_maphead(container: bytes, off: int) -> tuple[int, list[int]]:
tag = ul6(container, off)
offsets = [u32(container, off + 2 + i*4) for i in range(LEVEL_SLOTS)]
return tag, offsets

def scan(exe: Path, maps: Path, maphead_offset: int) -> None:
exeb = exe.read_bytes(); mapb = maps.read_bytes()
tag, level offsets = read_maphead(exeb, maphead_offset)
print(f"RLEW tag = Ox{tag:04X}")
for slot, h in enumerate(level offsets, start=1):
if h in (0, OXFFFFFFFF) or h >= len(mapb):
continue
poff = [u32(mapb, h + i*4) for i in range(3)]
plen = [ul6(mapb, h + 12 + i*2) for i in range(3)]
width, height = ul6(mapb, h+18), ul6(mapb, h+20)
name = mapb[h+22:h+38].split(b"\@",1)[0].decode("ascii", "replace")
if (width, height) != (64, 64):
raise ValueError(f"slot {slot}: {width}x{height}, expected 64x64")
print(f"\nslot={slot} name={name!r}")
for plane in range(3):
if plen[plane] == 0:
continue
raw = mapb[poff[plane]:poff[plane]+plen[plane]]
words = rlew_expand(raw, tag, width*height)
used = sorted(set(words))
print(f" plane {plane}: {len(used)} unique codes; "
f"min=0x{used[0]: 04X} max=0x{used[-1]:04X}")

# CD retail known header offset: Ox30D50
# Floppy retail known header offset: Ox24BF0O
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15.4 How to Build the Missing Wall/Sprite Crosswalk

9. Export every GFXTILES.CO7 wall and sprite page as numbered PNG from WDC or XWE.

10. Export MAPDATA.CO7 and OBJDATA.CO7 from MapkEdit 8.4 for the matching version.

11. Scan every MAPTEMP plane and produce per-code frequency plus first-use floor/coordinate.

12. Join definition names to map codes, then join actor/static definitions to GFXTILES image indices.

13. For ambiguous entries, place one specimen near the Level 1 start in a disposable map and observe it under diagnostic

mode.

14. Record actor direction/skill variants separately; a single creature can occupy many object codes and many animation

frames.

15. Publish the output with executable/data hashes so disk, CD, demo, and budget mappings are never conflated.

WHY THIS EDITION DOES NOT FABRICATE THE TABLE A floppy graphical wall/object list was posted
publicly, but no clean indexed text form was located, and the site said a CD version was still in progress.
Without the exact definition files or game data, assigning image numbers from screenshots would

create false certainty.

Contradictions, Bugs, Oddities, and Unresolved

Questions

ConﬂiCt/Oddity working interpretation

Bonus count

Network arena count

Nerraw naming

Tebazile requirement

Level 40 teleporter

Modified MAPTEMP restoration

Plasma energy wording

Original source

CD manual says five; MapEdit and warp
namespace show six (A-F, entry floors
1/5/10/15/20/25).

Manual says ten; MapEdit/debug namespace
says 51-58 (eight).

Retail manual omits name; MapEdit/guide
apply NERRAW to an overlooked CD alien.

Guide describes final boss but also says
player only needs vortex access.

Modern mod report says an alien can block
final teleport and cannot be telefragged.

Some storefront/batch setups restore/delete
changed map data on exit.

Manual simplification says weapon drains
50% then recharges; guide gives 31
temporary / 3-5 net units.

C7 source absent; C8 filenames look like C7.

16.1 Highest-Value Remaining Research Tasks

e Obtain and hash clean disk/CD/demo data sets; export WDC definitions and GFXTILES page indexes.
¢ Acquire or request publication of ECWolf’s mapped disassembly annotations.
¢ Use Operation Body Count demo debug symbols to identify code inherited from C7, then match functions by binary

similarity.

Treat six as correct.

Treat eight as executable/map reality.

Name is post-release but established in
documentation.

Boss may be bypassable depending on map
state/path.

Known community-reported softlock; map
replacement fixes it.

Use KEEPFILES in the launch batch when
modding.

Use the strategy guide’s more precise account.

Never cite Corridor 8 code as direct C7
implementation.

e Trace actor damage/armor functions to recover exact formulas and difficulty scaling.

¢ Trace every weapon attack entry to classify hitscan, projectile, penetration, spread, and random damage functions.
e Map all wall IDs, object IDs, sprite-frame ranges, sound pages, and actor spawn variants per build.

¢ Document the exact President-mode relocation algorithm and RNG seed behavior.
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Appendix A - Quick Player Reference

Unknown room Map on -> step in -> step back -> listen -> engage from doorway.

Invisible fire Infrared on; reacquire Eniram on map; strafe, do not spray
blindly.

Boss footsteps/laugh Clear minor actors, establish a long lane, lay retreat mines.

Low standard ammo after floor 21 Switch to Dual/Assault Cannon; hunt charge-pack drops.

Mine blocks route Detonate from range with Plasma Rifle; retreat before splash.

Locked door opened by alien Kill actor, cross immediately, use inside access terminal.

Bandor suspected Watch map and listen for morph sound; check behind, avoid

random furniture fire.
Health bay found at full health Open shield now; leave pack for emergency.

Transporter destination dangerous Keep map visible and be prepared to step back into transporter.

Appendix B - Command-Line and Cheat Reference

NOPICS Skip cutscenes

NOWAIT Skip several startup screens
TEDLEVEL nn CD: start level number nn+1

GOLEVEL nn Disk: start level number nn+1

BABY /EASY /NORMAL / HARD Corporal / Lieutenant / Captain / Major
levelldiagnostic Enable diagnostic-key initialization
W+A+X Immediate resource/weapon cheat

Appendix C - Complete Confirmed Code Table

0x0055 Medic Pack / animate-count participant Counts toward the same per-level animate
limit noted below.

0x0056 Slow wall animation Cycles base wall plus next three wall IDs.
0x0057 Normal wall animation Same four-frame sequence, normal speed.
0x0058 High-speed wall animation Same four-frame sequence, high speed.
0x0062 Restricted pushwall Counts for restricted-area
completion/bonus.
0x0065 Unrestricted pushwall Does not count for restricted-area
completion.
0x0067 Sliding-door see-through/open-close Placed on same map cell.
activator
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0x0068
0x0069
0x006A

0x006B

0x008F
0x0103

0x0117-0x011E

0x011F
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Glass see-through activator
Wall/fence see-through activator

Non-sliding door activator with see-
through

Single-cell no clipping / thin partition

Hide area from automap
Hide area from automap

Teleporter destination groups 1-8

Next-level teleporter

Placed on same map cell.
Placed on same map cell.

Runs four door frames forward to open
and in reverse to close.

Allows passage through a wall/door image;
used for permanently open forms.

Floppy version
CD version

CD; teleporter object only functions on
these floor values

CD alien floors; replaces elevator

Appendix D - Level/Version Reference

1-30

31-36
37-40
41-46
47-50
51-38

59-60

Main campaign
Bonus A-F

Not campaign
N/A

N/A

N/A

N/A

Delta Base campaign

Alien campaign floors 31-36
Alien campaign floors 37-40
Bonus A-F

Unused

Network/modem arenas

Unused

Appendix E - Evidence-Graded Identifier Ledger

0x30D50

0x24BF0

0x3B66A

0x2FE38

0x0055-0x006B selected
0x008F / 0x0103
0x0117-0x011F

Object 18 / wall 90 / wall 138

Full wall/sprite range

CD embedded MAPHEAD offset
Floppy embedded MAPHEAD offset
CD sound metadata patch offset
Floppy sound metadata patch offset
Map object/trigger codes

Hidden automap floor values
Teleporter floor values

Variant observations

Not reconstructed
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Appendix F - Research Checklist for a Full Source
Port

¢ Data loaders: MAPTEMP/MAPHEAD, GFXTILES, AUDIOMUS, AudioT/IMF, VGA Ul files, saves/config.

e Renderer: fixed-height raycaster, runtime shading, masked/transparent walls, animated four-frame walls, thin partitions.
¢ World: sliding and non-sliding doors, force fields, pushwalls, interactable wall equipment, lasers, teleporters.

¢ Player: movement/strafe/run, visor modes, map, dual ammo pools, mines, health/armor/adrenaline/invulnerability.

e Actors: floor-zone alerting, patrol/ambush/chase, doors, teleporter use, invisibility, morphing, boss phase changes, drops.
e Weapons: exact damage RNG, spread, range falloff, penetration, splash, temporary energy reservation/recharge.

e Progression: kill quotas, per-floor access reset, bonus entrances, campaign namespace, victory scripts/cinematics.

¢ Multiplayer: IPX/modem synchronization, class stats, team rules, random spawns, network maps.

¢ Compatibility: disk/CD/demo data signatures and versioned definitions.

Appendix G - What Would Make the Next Edition
Substantially Better

The next edition should ingest a legally obtained clean copy of each game version and export machine-readable WDC
indexes. With those files, the document can add: every wall ID with image thumbnail; every static/object code; every
actor spawn code by direction and difficulty; sprite animation ranges; sound-page indexes; per-floor counts and
coordinates; complete map diagrams; and binary function addresses tied to hashes.
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sample rate. https://itch.io/t/46778/changing-digital-sounds-in-corridor-7

[T4] ECWolf wiki roadmap - Corridor 7 disassembly mapping status and OBC debug-symbol note.
https://maniacsvault.net/ecwolf/wiki/Development roadmap

[T5] Les Bird developer archive - Corridor 7 design, strategy, and manual scans; source-release context.
https://lesbird.com/

[T6] WDC product page - current full support for Corridor 7 disk, CD, and demo. https://adambiser.itch.io/wdc

[S1] Corridor 8 prototype source mirror; README explicitly states it is not Corridor 7 source; corr7.h and CORR7*.C files
preserve lineage. https://github.com/helco88/corridor-8

[S2] Vincent’s Wolf Tools map-description guide - Corridor 7 Play Now mapping observations.
https://github.com/serpenscaput/wl9/blob/master/!%20-%20Tools/Vincent%27s%20Wolf%20Tools/
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https://lesbird.com/
https://maniacsvault.net/ecwolf/wiki/Development_roadmap
https://itch.io/t/46778/changing-digital-sounds-in-corridor-7
https://moddingwiki.shikadi.net/wiki/GameMaps_Format
https://moddingwiki.shikadi.net/wiki/Corridor_7_Alien_Invasion
https://lesbird.com/C7Design_Revised.pdf
https://github.com/serpenscaput/wl9/blob/master/!%20-%20Tools/MapEdit/Mapedit%208.4/Mapedit%208.4%20-%20C7.DOC
https://github.com/serpenscaput/wl9/blob/master/!%20-%20Tools/MapEdit/Mapedit%208.4/Mapedit%208.4%20-%20C7.DOC
https://lesbird.com/C7Strategy.pdf
https://archive.org/details/corridor-7-cd-manual

CORRIDOR 7 / TECHNICAL & STRATEGY COMPENDIUM

Vincent%27s%20Wo0lf%20Tools%20update%207/Vincent%27s%20Wolf%20To0ls%20update%207%20-
%20map_descriptions.txt

[C1] KBW’s Corridor 7 archive - items, weapons, cast, cheats, downloads, and historical tool notes.
https://corridor7.tripod.com/

[C2] Steam community report: Lieutenant enemy transfer and level-40 transporter softlock fix.
https://steamcommunity.com/app/1341890/discussions/0/4288062617433919063/

COPYRIGHT NOTE This compendium summarizes and cites the manuals and guide. It does not
reproduce the official guide’s level maps, full page scans, artwork, or long verbatim passages. Game
assets remain the property of their respective rights holders.

END OF RESEARCH EDITION 1.0
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