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TOP SECRET!

Within these pages is top secret information on the six incredible
missions of B.J. Blazkowicz. Detailed first is his mission to destroy
the perfect soldiers made by the insane Dr. Schabbs. With the
Nazi's last gasp effort squelched, Blazkowicz attempts to assassi-
nate Adolf Hitler.

After these amazing triumphs, we turn to B.J.’s earlier disruption of
the Nazi plans for chemical warfare. In the context of these impos-
sible feats, one can understand why he was the only choice to
send after Dr. Schabbs and Hitler.

Also included is a brief biography of William J. Blazkowicz, argu-
ably the strongest, most durable spy for the Allies in World War 11.

EVEN MORE SECRET!

Within these pages are amazing facts about the development of
Wolfenstein 3-D and secrets about the game that you can’t find
anywhere else! From the secret jukebox in the game to the very
prolific Grésse family, you'll find everything you want to know and
more within these pages!
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Hints and Strategies

Playing Wolfenstein 3-D requires com-
bat experience that only battle-hard-
ened veterans possess. The following

strategies provide basic ideas on com-

bat etiquette. Plus, it gives a little
insider information that will help you
survive when things get rough!

Get a Gallon of Gibs-To-Go!

A good warrior will do anything to sur-
vive. When severely injured (less than
10% health), you can regain strength
by eating pools of “gibbitude.” Piles or
puddles of viscera are commonly
referred to as “gibs” or giblets. Torture
rooms, prison areas, and kennels are
the best places for finding floor slop.
Remember, “pride goeth before...a
fall,” and sometimes you have to be a
real blood 'n’ guts soldier!

Sneaky Keys and Hidden Halls

The Nazis don't like walking across a
crowded dungeon any better than you
do! Often, there is a hidden door in or
near the room where a key is located.
This hidden door can reveal a safer
(and much shorter) passage than the
one you travelled to reach the key.

Cheaters Never Prosper!
You know about the MLI keys. Much

like a gift from above, pressing MLI will
provide you with both keys, 99 ammu-
nition, 100% health, and a chaingun.
This may make you feel guilty, but liv-
ing with the shame may be more desir-
able than dying.

What you may not realize is that MLI
also adds 10 minutes to your time and
reduces your score to zero. You will
never make a top score pressing
MLI—and getting a high score is one
of the main goals of the game.

Shoot ’Em in the Back!

That’s right! Quickly take advantage of
the opportunity to surprise a guard and
shoot him in the back. “War is no place
for manners.” A bullet in the back will
cause double the damage. When
you're sneaking up on an SS with only
one bullet in your gun, you hope for a
lucky shot.

Shooting Their Mouths Off!

When Nazi guards hear your shots,
often they’ll bark a warning. This can
work to your advantage. Shoot outside
a doorway and count the voices from
beyond the door. Warning: This is not
always effective. Some SS and Offic-
ers are trained to keep their mouths
shut. Plus, Mutants are dead and dead
men tell no tales.

A Good Soldier Secures the Area
Clear a room or corridor of everything
before leaving or before searching for
secret passages. Guards can come
from nearby passages and sneak
behind you. A close range attack can
kill you in one or two shots. If you hear
a shot behind you, your best maneuver
is to run to safety. “Before you spin
around, you’ll be six feet underground.”
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Don’t Dally in the Doorway

Never stand in a doorway when you're
engaged in a fire-fight. Your peripheral
vision is poor and your attention is
focused on your target. Guards that
are posted near a doorway will shoot
without you seeing them.

The best way to enter a doorway is to
open the door and back up. To spot
possible enemies within the room,
slide left to right while the door
remains open.

Waste Not, Want Not

Many of your adversaries, especially
killer dogs and officers, are placed in
an area for the sole purpose of wasting
your ammo. These fast-moving foes
will run from left to right in the hopes
that you’ll shoot and miss. Don't fire
until you move close enough to tag 'em
with relative efficiency. Quickly shoot
as they pause to attack you.

Elevators Are For Everyone!

Don’t become accustomed to seeing
the elevator as a sanctuary. Often
you'll be surprised by a guard or SS! In
the more difficult levels of the Noctur-
nal Missions, many guards may be in
the larger freight elevators.

Big Guns Chew Ammo

If you're low on ammunition you should
use the machine gun instead of the
chaingun. Get used to switching weap-
ons quickly. A room full of brown shirt
Guards can be easily dispatched with
a machine gun, but a room full of SS
requires more fire power.

Never Fight a Two-Front Battle
Attempt to keep your fire-fight localized
to one entrance. If there are two doors

into an area, only open one. Then step
back and wait for the guards to come
to you. If you hear a door opening
behind you, it is best to move to cover.
Guards from other areas will hear you
and move in through other entrances.

Head Over Heals

If you are near several sources of
health (food or first aid kits) during
combat, move to it and attempt to
attract the guards to you! Stay on top
of the source of health and slowly
move over it as the fight progresses.

Be A Mouse-Key-Teer

Using the keyboard and mouse
together is a must for advanced play.
The mouse is a more exact tool for
movement than the keyboard. Use the
Up Arrow and Right Shift keys to run
like lightning through long corridors.

No Hostiles in Hidden Hallways

If you discover a secret room, don’t
worry about searching for guards.
Guards are never stationed immedi-
ately inside secret areas.

Up Close and Personal

The closer you are to your target the
more damage you will inflict. This goes
both ways, so make sure you shoot
first during close-quarters combat.

Ten Levels and a Wake Up

Although you can finish each episode
in nine levels, each episode contains
ten floors. The tenth floor can be
reached via a secret elevator that is
hidden within another level. The secret
floor is always more difficult than prior
levels. However, it is usually filled with
extraordinary amounts of treasure.




























































































































































































































