
My Doomed History



Since the first time I came in contact with one, I’ve been a computer geek.  Not only do I know so much about them, I also like to play games on them.  I’ve played too many computer games over the years to count; only several are good enough to remain on my hard drive, in my floppy disk box, or in my CD-ROM collection.  One of these games is id (pronounced “id”, not EYE-DEE) Software’s memorable Doom series, the father of all first-person shooter (FPS) games.  Doom was the first FPS to feature completely texture-mapped worlds, memorable monsters, and the best-balanced set of weapons available to the player.  This is one of the most compelling games of all time, and many people still play it today, including me.  My experiences with the game are many and memorable.


First, I think the best thing to do is explain a little about the game and id Software in general.  id Software was founded when three guys from a small company called Softdisk Publishing, John Carmack, Adrian Carmack (no relation), and John Romero, came together to form a game company.  Their new founded id Software’s first successes came with the Commander Keen series, which featured a young boy fighting against aliens in a platform-type game.  id's predecessor to Doom was Castle Wolfenstein 3D, considered by many to be the “granddaddy” of first person shooters.  This game was based on a 3D engine that only had textures on the walls, and the walls could only meet at 90-degree angles.  Then, after id came out with the expansion to Wolfenstein, Spear of Destiny, they released the first version of Doom to the public.  The first version was shareware; the idea was based on a concept that if you gave everybody a preview of an actual working copy of the game, they would be chomping at the bit to buy the full, registered version.  That is exactly what happened.  Doom’s addictive single player game, along with is ability to allow multiple people to play over a network against or with each other, made it the most popular game of its time.  The original Doom consisted of three episodes with nine maps each.  It also included eight different weapons and close to ten different enemies.  The shareware version only had the first episode, six of the weapons, and six of the monsters.  After the original was released, id Software released a sequel, Doom ][ (read: two).  This version came with thirty-two maps, one new weapon, and about seven new enemies in addition to the original enemies.  In 1995, id re-released the original Doom with a brand new fourth episode as The Ultimate Doom.  id went on to make the successful Quake series, which consisted of three different games, and announced several months ago that they would be making a new Doom game.  With the continued fame of the Doom name, the new Doom promises to be one of the most successful games of all time.  Recently, at the MacWorld exposition, id Software displayed a demo of the new Doom game engine; it is considered to be the same caliber of a leap in technology as the original Doom engine was back in 1993.


Well, enough with the history.  Doom has many things that attracted it to gamers when it was first released.  First of all, it was released as shareware, as previously mentioned, so people could get a taste of the game before buying it.  Also, it ran adequately on some of the slowest computers of the time, and with blazing speed on new computers.  Doom’s gameplay also is very addicting; it was estimated that Doom was the number one cause of lost productivity in the workplace for 1994.  Along with Doom’s addicting single player game, it also supports up to 4 players in the game over a network.  These players can either play against each other, called DeathMatch, or they can play with each other through the game levels, fighting the monsters; that mode of play is called Cooperative.  One of the more prominent reasons to buy the registered version is that the shareware version cannot run user-created add-ons.  Add-ons, or Wads, are very popular.  Nowadays, I never play the original levels in single player; I only usually play them in DeathMatch or Cooperative.  There is an entire host of Wads available for the game, and many are still being made.  Also, back in 1995 or so, a guy named Bruce Lewis completely reverse-engineered the Doom executable, and wrote a program to hack it called DeHackEd.  This allowed developers to change things in the game that could never be done in a Wad.  That is one of the substantial things about Doom also; the ability to create new maps, new graphics, new sounds, and sometimes, nearly a totally new game.  That is probably the only reason that the Doom Internet community lives on today.  Speaking of the Doom Internet community, it does exist and is doing well.  Some of the prominent Internet sites related to Doom are Doomworld, Doom2.org, NewDoom, and a more recent site launched in March 2001, DoomCenter.  These sites are basically portals for Doom users to get their Doom-related news, files, and screenshots.  These sites cover not only the original Doom, but also report any news about the new Doom.  News in the Doom community happens basically every day.

Well, now that I got all of the background information covered, it’s time to get on with MY experiences with Doom.  I was first introduced to the game on my brother’s 486 computer in 1994, and on his Super Nintendo Entertainment System (SNES).  I had never seen anything like it.  At first, I was repelled by the game, because I thought it was extremely bloody and too violent, even though I had hardly seen any of it being played.  When I saw my brother create and edit his own maps for Doom in an editor called WADEd, I thought it was so freaking cool.  I remember the maps he did make; they were not very good compared to today’s standards.  They were usually large, square rooms, with lots of exploding barrels and too many Cyberdemons, rocket-launcher toting behemoths.  I remember the problems he had with that editor; he always tried to get the vertices of the map structure lined up perfectly, which he could never do.  Then he figured out that it did that already by itself.  I never actually played the game back then; I only watched my brother play it on his computer or my other brother play it on the SNES.  The SNES version was not exactly like the PC version; it was somewhat slower, lower in quality, and the maps were slightly modified.


Eventually, my brother sold his computer.  I’ll never really figure out why.  But eventually, we, as a family, bought a new computer in 1996.  It was a Packard Bell that was basically midrange at that point in time.  At this time, my brother had started getting back into Doom map editing.  This time, he used an editor called DMapEdit.  He produced three good quality maps during this time too; I enjoyed them and played them quite a bit.  After this, id Software had already came out with the original Quake, and that was pretty much all that I played for about a year; I only sparsely played Doom during that period of time.  During my days of playing Quake, my brother upgraded our computer to a faster processor and more memory.  Plus, he got a new video card and a 3D accelerator, which allowed us to play GLQuake, a souped up version of the original Quake with much smoother graphics.  I got kind of upset when my brother decided to ditch Doom and delete the maps he created.  I wish I could find those maps and release them to the community, because they were pretty good quality.  I can remember some of them, but I doubt I could recreate them very well.  When I kept playing Doom occasionally, he started criticizing me for “playing such an old game.”


After an undetermined period of time (by myself), that computer stopped working for some reason.  He took it back to his room, because he was sick of me messing with it too much.  Well, soon after that, because the rest of us couldn’t really live without a computer anymore, we bought a new-old-used computer for cheap.  This was a machine similar in specifications to our first family computer; it was only of adequate speed to play Doom.  Starting this time, I began creating my own Doom level, which remains unfinished to this date.  I used DMapEdit at first, the same tool my brother used; then I switched to WadAuthor, because it had a Windows interface and didn’t need to be run in DOS.  Just recently, I ended up losing my level in a necessary hard drive format; however, several months earlier, I sent a copy of it someone over e-mail.  I need to check if he still has a copy.  This was also the period of time in which I discovered the Doom Internet community.  I first found it when, out of curiosity, I typed www.doomworld.com into my Internet browser, and found a very informative Doom news site.  To go along with that, I found the UseNet newsgroup, alt.games.doom, which is where anyone can join in a discussion related to Doom and related games.  ALSO, I discovered the joys of Internet Relay Chat (IRC), and found out about the Doom chat room on EFNet, #doomroom.  This was pretty much how I got involved in the community; I read the news on Doomworld, discussed on the Doom newsgroup, and chatted in the Doom chat room.


It was around this general time that I found out about the joys of source ports for Doom; follows is an explanation of what a source port is.  In December of 1997, id Software released the source code to Doom.  The source code basically specifies what happened in the game; it can be changed, then compiled, and then the result can be played instead of the Doom executable in the original distribution.  The original Doom executable was meant to run in the old operating system DOS.  The released version of the source code was for Linux, another not-so-common operating system (OS).  The first port of the Doom source code was DOSDoom, which was debuted within days of the source code release.  It was the first source port that I played; it was much better than the original Doom, because you could look up and down, you could have a crosshair, there was transparency in certain graphics, the resolution could be set higher than the original, and it was basically more fun because it was so…configurable.  After a brief fling with that port, I found out about an even more spectacular port called Doom Legacy, by two guys that went by the names FaB and Boris.  Their port had even more:  CD music support, key bindings (which allow you to specify exactly which key does what), on-load DeHackEd patch support (you previously had to patch the executable yourself before playing), and it just seemed even cooler than DOSDoom.  Since my days of playing around with Doom Legacy, I discovered an even better source port, ZDoom.  I like the feel of this port even better for some reason, and it’s the port I still play up until this day.  Its last official release was version 1.22 back in late 1999, and I’m still waiting for the final version 1.23 release.  Like GLQuake, it has a relative called ZDoomGL, which allows you to play Doom in its OpenGL graphics glory.  It was around the turn of the year 2000 that I began playing a game almost as fun as Doom, Unreal Tournament.  It ranks up on my list as one of the best games I’ve ever played.


In early 2000, Sergey A. Makovkin, who went by the nickname Fly, announced he was creating a client/server Doom port based on ZDoom.  Client/server is a type of network architecture.  It is based on the principle that there exists one computer with a fast connection to the Internet, called the server, which serves the clients.  The clients usually have slow connections, and this technology allows them to play with optimal speed compared to other types of connectivity.  Fly announced on his web page that since he was Russian and couldn’t write very good English, he needed someone to create a readme for the program to go in the distribution package.  A readme is basically all the documentation distilled into one single text file for the user to read before running the program.  I volunteered for the job, and he thought it was a good idea.  csDoom, as the project was eventually named, had packaged inside its distribution a readme written by me, which game me a good sense of accomplishment.  Unfortunately, only four months ago, Fly closed the csDoom project for good, because it wasn’t very well coded, and some individual found a way to crash any server he pleased.  It would take a complete rewrite to fix all of Fly’s bad code, and he just didn’t have the time to do such a laborious task.  I had been in computer programming class for 6 months here at North High School, but I didn’t have enough experience to take over the project.  The person who originally exploited the bad code “continued” the csDoom project under the name of ZDaemon.  


Around late March of this year, I was asked by Ben Swarts of DoomCenter to be interviewed by him regarding csDoom.  He also stated that he couldn’t get in touch with Fly, so that I’d have to go about the interview myself, even though I had never touched a bit of csDoom code.  I gladly obliged, and now my interview can be found on the DoomCenter page, along with other information about csDoom.  Only a couple of weeks after my interview, I noticed that DoomCenter had some volunteer job openings.  I decided to apply, and ended up talking to Ben again.  He pretty much gladly accepted me into the DoomCenter staff, and that is where I put a lot of my time these days reporting news and archiving downloads.


As for a more recent experience, I just decided today, May 22, 2001, that I would recreate a map from Unreal Tournament, which I still play, into the Doom engine.  I know it will be a challenging task, but I believe I am up to it.


Ah yes, the last paragraph, a summarization of all that has been written, plus a conclusion tacked on the end.  My brother introduced me to Doom, a revolutionary game produced by id Software, 7 years ago.  I’ve created one Doom level that got lost in a computer crash, but I may be able to get it back.  I wrote documentation for one of the most revolutionary Doom source ports.  Now, I work at DoomCenter, covering Doom news and downloads, and plan to take on a large mapping project.  Doom is considered by some to be the best game of all time, and I agree with them.  I doubt there will be anything that surpasses the fame and glory that the Doom series got, and is now getting with the impending release of the New Doom.

Epilogue:


As you can see, it was very easy for me to crank out seven pages of material related to this game.  You are probably convinced by now that I am a gaming freak who only enjoys computers, violence, and blowing stuff up, but that is not the case.  People say that I’m pretty much sane, but they tend not to say that I am “normal.”  Then again, who is normal?  Of course, that’s a topic that could fill up a whole different paper with discussion; I’m not addressing it here.


{ [ ( 7 ) ] }


