The "total alpha 05 v5" version fixes all problems and adds sprites, graphics, textures, an output for level 14: Limbo and import from level 14: Limbo in level 01: Untitled: Gate To Limbo 
Use doom2 to play
Version 0.5 included several levels, most of which were modified and used in the Doom version. Level 6 has been selected for Doom II. Unlike previous alpha versions, Doom 0.5 is open and non-linear; the reader can switch from one level to another at will. This is also the latest version of Doom with Tom Hall on board the development team, so these map versions are the most recent to reflect the vision outlined in the doom Bible. Hall's levels are mostly identical to those of retail sales, with the notable exception of texturing, which contradicts Developer John Romero's statement that "most of[Tom Hall's] levels have been very little worked on, in fact". All levels are playable. 
Levels
Level 1: Not used in the final game. Made by Tom Hall; it is unknown whether it is merely a starting slate or a finished introductory level showcasing the features that were making their way into Doom.
· Level 2: E2M2: Containment Area - Almost identical to the retail version, except for the added exit, crushers in the southernmost corridor and minor changes in the northern crate maze. The exit is blocked by an impassable linedef, and the player can therefore never finish the map. At this point, the map is still "Supply Depot 2".
· Level 3: E2M3: Refinery - Notably the coloured door frame introduced by Tom Hall does not correspond with the needed key, the frame being yellow and key being blue. Disregarding texturing, the level is nearly identical to retail.
· Level 4: E1M7: Computer Station.
· Level 5: E3M3: Pandemonium - The hub nature of the level is less pronounced in this version than is was in the previous Alpha, with the signs leading the player to either the "Laboratory" (LAB) or "Warehouse One" (WH1) replaced by generic gray textures. With the notable exception of texturing, the level is nearly identical to retail.
· Level 6: MAP10: Refueling Base - This level was carried over to Doom 2.
· Level 7: E1M4: Command Control - Of note is this version of the level does not have an exit. The showers and locker rooms from the previous alpha have been removed.
· Level 8: E1M2: Nuclear Plant - This version is virtually identical with the version shipped with Doom 0.4, albeit using different textures, and, where the exit should be, there is a hall leading to the "computer maze", and lacking a chainsaw.
· Level 9: E1M6: Central Processing - Changes from the previous Alpha are slight; a maze in the east of the map has been cut and a corridor at the southern edge has been added. The map was completely overhauled before retail, shrunk by half and lost most of the features present in the Alphas. The level has no apparent exit, but it is possible to reach the next level using "+" and "-" keys while the menu is open.
· Level 10: E1M3: Toxin Refinery - The earliest version of the level made by John Romero.
· Level 11: E2M7: Spawning Vats - Disregarding texturing, the majority of the map--architecture, layout, item and entity placement--is nearly identical to retail.
· Level 12: E1M8: Phobos Anomaly - As the scenario was still Tei Tenga at this point in development, the level was known as simply Anomaly. The caverns (described as mines tunnels) are still there and the hell canyon is still there, as opposed to the star-shaped room in the finished version.
· Level 13: E2M4: Deimos Lab - Disregarding texturing and some later changes the level is almost the same as the retail version; some areas are architecturally 100% identical. The retexturing for retail consisted of applying Hell textures to originally Tech Base areas.
· Level 14: E3M7: Limbo - The level is included in the WAD file, but is unreachable. Even if one manages to get on to the map somehow, the level's textures are missing and causes it to crash. Most of the beginning rooms are present, but almost all the rest of the map is missing.

Screenshot from Doom 0.5 
Level 1
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