


I had been following the project for awhile now. It was something new and revolutionary in the Doom community, something that could shake it up as I knew it. Little did I know how much.



First, a little background information is necessary. id Software created the revolutionary game Doom and released it back in 1993; its popularity may have faded after nine years, but there is still a strong online presence devoted to the game. In 1997, id released the source code to the game. This would allow people who were knowledgeable enough to make modifications to how Doom behaved, add new features, and give people more freedom while playing it. The original game content, art, music, and sound, remained copyrighted, and the conditions surrounding it had not changed: no one was allowed to alter and distribute it. Doom is no ordinary first person shooter; without it, the face of gaming would not be anything like it is now. Not only was Doom's single player an experience; it's multiplayer was somewhat of a legend.



The project I was getting myself involved in was one called csDoom. It was revolutionary in the way it added new multiplayer functionality; a person could play Doom over the Internet without the significant latency between, say, pressing the “shoot” key and the time the other players actually acknowledged the fact that the weapon had been fired. Granted, this “lag time” still existed in csDoom, but the new multiplayer architecture allowed the lag to be reduced significantly, and also gave the perception that it was not present by implementing prediction of other players' movements.



Sergey Makovkin, known as “Fly” online, the creator and maintainer of csDoom, was a young Russian programmer who needed someone to write documentation, a “Read Me” text file of sorts, to be included in the project distribution. English was not Fly's native language, and this was painfully obvious in any future conversations I had with him. He made his request clear on the online message board devoted to csDoom. I was the first person to reply to his message. The first version of csDoom had not been publicly released at this time; private testing was still underway to make sure most of the significant bugs had been ironed out.



I received an e-mail from Fly the next day, and he asked me some questions regarding the technical knowledge I needed to write a good readme. I replied with my qualifications, and I was declared competent to write the documentation. So, that is what I did. It took about five days for me to get off my lazy rear end and finally finish it.



When Fly received the finished readme via e-mail, he sent a reply back to me, and was obviously very pleased with what I had done; “Nice readme and it is in really good English. ;-)” were his exact words.



The first version of csDoom was released a short time after the readme was completed. It took the community by storm. For weeks, the only thing you could hear in the community was “csDoom this, csDoom that;” anybody who was somebody had a server running on their machine that would allow others to connect and play. My job of writing the readme did not stop after the first draft, though; I had to update it as the project itself was updated with new features.



During the first few months of my correspondence with Fly, he seemed like a mature, friendly person. The broken English did not really bother me. Some people are good at hiding their true identities.



Of course, there was more to the Doom community than web sites and message boards. Chat rooms were another place where players could hang out and talk about pretty much anything. Even csDoom had its own channel, located on the chat network EFNet. For awhile, this was the place to be to get help with csDoom or to find someone to set up a server and play against them. It was owned by Fly, of course, with several other people he trusted as operators of the channel, the people who are in charge and can kick and ban others from the channel. Most of the other operators were individuals who had helped beta test csDoom; one of those beta testers was an individual only known as Tom. However, ownership of a channel is not absolute on this chat network; a channel can be taken over by an unscrupulous individual with some skill.



I was not present at the time when the first takeover of the csDoom chat room took place, and I do not know who was behind it, but I do know that it was an attempt at making Fly release the source code to the project. This was unjustified, though, as Fly did release the source code. But this action made him attain an unscrupulous vendetta against the vagabonds who cooperated to take the channel over.



The day version 0.6 of csDoom came out, along with a full source code release, Doomworld, a major Doom news site, reported of some strange anomalies in the source code. Apparently, there were provisions built in that would allow Fly to access and control any running server via the remote console. This would allow him to perform actions normally reserved for the server administrator. On top of this, there were built-in bans against the two individuals who had taken over the csDoom channel. 



Tempers flared. Angry words were exchanged. Some people sided with Fly, and others believed he had done something unacceptable. I thought that it was not the greatest idea to put such “features” in, whether or not people could find out about it by examining the source code.



 Thus started the second takeover of the csDoom channel. This time, I was present, and I got to see the planning behind the scenes taking place in another channel.



This is what I see in the csDoom channel. Tom enters. He is given operator status. No big deal. Then he begins quickly and furiously kicking and banning people. Big deal. From what I could figure, Tom had agreed to let one of his cohorts, Aurikan, use his connection to the Internet so that he could masquerade as Tom, enter the csDoom channel, and subsequently take it over. I left the channel quickly, before I could get kicked by Aurikan.



In order to get away from the taken-over csDoom channel, immediately after the incident I hopped onto another chat network and created a new channel. This network had concrete channel ownership built-in, which would not allow anyone to take over someone else's channel if they did not know the correct password. I told Fly about it, and he proceeded to pester me in a rather childlike fashion to transfer complete ownership of the channel over to him. It did not matter that I had given him automatic full operator status; he wanted the channel for his own, and did not know how to play nice and share. I gave in, because I really did not want to make him have a tantrum.



After the takeover, my mind was constantly bombarded with the question, “Why?” I could not get the situation out of my mind for several days. Fly's childlike behavior also bothered me, as I had never known him to act in that sort of way before.



Another programmer, Sean White, otherwise known as NightFang, had agreed a few weeks before the second takeover to collaborate with Fly on the development of csDoom. The relationship did not last. Apparently, as NightFang conversed with Fly online about what he wanted to see in future versions of the project, Fly became rather resistant to adding any complex features such as new modes of game play. Allegations that Fly was not the greatest programmer in the world at that time began to fly (no pun intended), and NightFang became so disgusted with the situation and Fly's childlike behavior that he left the project and began developing something similar on his own. He did not leave quietly.



My contact with Fly diminished only to what was absolutely necessary for my position. I did speak with NightFang several times on a chat room, and he said that I could write documentation for his project. As time passed, that agreement did not work out.



By this point, nobody quite knew what to think of Fly; he had not made any cohesive arguments during the debate at Doomworld, and yet people still trusted him as they played csDoom. That is, after version 0.62 came out of course, which removed the bans as well as Fly's remote access to any server.



Things cruised along unsteadily for another month or two, past version 0.7 of csDoom. Until someone, who called himself XDaemon, exploited a bug in csDoom that allowed anyone who downloaded his program, called the csDoom “Black Launcher,” to hack into a server and kick any player they wanted off the game. Here is Fly's response, posted to the csDoom web site, in its entirety: “The author of the program also said that he would write a program soon which will crash any server. I know who made this program of course. He hates me and he thinks that he's a great coder. But he's not! I looked at the csDoom source code and found some serious mistakes. It took only five minutes to write a client which can crash ALL csDoom servers in the world! When I was coding csDoom, I didn't think that someone will try to hack it...”



Who was this XDaemon? I had never heard of him. How was he familiar with the source?



In the next paragraph of Fly's response, the csDoom project died. Fly would no longer work on it anymore; instead, he would concentrate on creating a brand new game.



Soon after csDoom died, NightFang announced that he was “continuing” the project under a new name, ZDaemon. In the course of development, NightFang has been caught several times cheating in ZDaemon. Here is part of an e-mail response I received from Mike “Biffy” Blakely, administrator of several ZDaemon servers, responding to my seeking of proof that NightFang was a cheater. I actually did not believe it for a moment, until I read the contents of the e-mail.



“I was troubled by the doubt NF caused me to feel by his denials and approached this other young Doomer again, telling him that it was very important, that I was basing my 'case' on the corroboration, his telling me that NF had indeed offered information about his 'personal client' coding efforts. The reply was still in the affirmative, with me being subsequently sent two ICQ logs of chat relating to this subject. NF, in those chats, does not at all deny the cheat coding, rather he discusses some issues related to it. ... I think NF is in deep because he very publicly denied the bot suspicions at first, and I think he does have that hack, and he can't back out now even if he wants to. Don't ever forget though, that this is the same guy who coded the csDoom 'Black Launcher,' he did admit that to me when I recently heard it and wrote to ask if true. At the time of the black launcher, he was completely unconcerned about anyone else, yet he was potentially threatening to ruin the fun that hundreds of Doomers were finding with the new csDoom.”



NightFang, a person I trusted, even had friendly discussions with, turned out to be the person who killed csDoom, and a cheater as well. 



I still don't know what to think. Both Internet-friendly Doom ports had been maintained by programmers who were dishonest in some way. I don't see any lesser of two evils in this situation. As it stands, the only choices to play Doom online are a program created and developed by a cheater, or one created and abandoned by someone with less than honest motives.

Writer's Statement



I was sitting on my bed doing homework one night, as well as thinking about what topic to write about, and my experience with csDoom suddenly resurfaced in my memory.  It was the only real interesting thing that has happened to me in my life, and the fact that it takes place in a completely different (on-line) world makes it even more engaging.



I had to go mostly by memory in writing this paper, as no chat logs of the takeover incidents have survived recent computer reformats.  The old csDoom forum is dead, as the free forum provider it was hosted on seems to have gone belly-up.  The big flamefest on Doomworld hasn't survived either; I knew of an archived copy, but that seems to have died as well.  Because of this, the content in the paper may not be completely and historically accurate, but I have tried to remember exactly what took place to the best of my abilities.



Although he is still on my ICQ contact list, I haven't talked to Fly for over a year.  There hasn't been any news regarding the entirely new game he had been working on either.



All in all, though, things turned out well in the end for me.  I believe if I hadn't gotten involved in the csDoom project, I wouldn't be where I am today, which is working at the Doom site Doom Center.  Because Fly had been MIA since the death of csDoom, I was the only person available for an interview that would be posted to Doom Center covering the project.  That eventually lead me to asking for a position at the site, which I received.  I've been working there for a year and 5 months now.



Luckily, there is actually someone out there who is developing another on-line Doom port, called Skull Tag.  The programmer, Carnevil, is a very responsive and friendly person, and listens to the requests of his users.  Beyond that, as far as I can tell, he is honest.

