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Ultimate DOOM 1993


[bookmark: _Toc1790905247]Introduction

The game Doom [1] is a first-person shooter game, first released in 1993 by ID software [2], a small team at the time. At its core the game is as simple as killing monsters through a map then finding an escape or killing a boss. First person shooter was not commonly used as a title at that time, so any games which came out after in the same style were called “Doom clones”, proving the games popularity, the first-person perspective allows the players to “feel a more immediate connection to the action.” [3]. The game was released for PCs, but as the popularity grew it spread across onto many platforms, whilst still being added onto modern consoles at this current day [4]. Doom has since become a large franchise with multiple versions even movies, with a devoted fanbase. The Ultimate Doom is the updated version of the original doom, in which it adds a 4th episode. 
[image: A video game screen with a person holding an object

Description automatically generated]The ID software team, including but not limited to John Romero, John Carmack, Adrian Carmack, Tom Hall and Kevin Cloud, were focused on pushing technology further[5], this factors into how they made momentous games one after another, just before Doom, Wolfenstein 3D 1992[6] was released, this game introduced the first person shooter, which paved the way for Doom, which developed that further, making it faster, more gruesome and overall a better quality game. 1DOOM loading screen [1]

The game is played through the character of a space marine (commonly nicknamed Doom Guy) as he is sent to Mars to defeat the monsters. There is a whole lore for the game accompanied by the Doom bible written by Tom Hall which despite not being massively used within the game, holds the backstory for a lot of the decisions made [7]. The game is designed to be horror, with the creators even going as far to add their own age recommendation highlighting just how violent it is.




 
[bookmark: _Toc1232745014]Visual style

On first glance Doom may look like a visually poor game, however it was a groundbreaking marvel during its time, games were only just evolving into 3d and Doom was one of the firsts to do it. The period needs to be mentioned as this is in early 1990s, when despite the accelerating growth of technology, it was still relatively new and far from the standards of modern day, this created many restrictions for the ID software team. They were pushing the new 3d advances, however achieving the full high image sound resolutions with real time responses was impossible. John Carmack and John Romaro decided to adapt and used 2d low resolution bitmapped characters and items, on a low resolution 3d background, this lower resolution allowed them to achieve the faster speed, needed in a game like Doom. 
[image: A video game screen shot

Description automatically generated]Within Doom, many of the textures are simplistic and repeated, this allows for easier game function, as well as enhancing the maze-like experience many of the maps have. Many of the textures within the game were scanned in from real life and transferred across, helping Doom feel so much more immersive and different to games from its age. The ability to put textures and details onto flat boxy worlds help create dynamics, as well as creating curves and different environments unseen at that time. [5]2DOOM Opening Map [1]

Sprites are “two-dimensional images or animations overlaid into a scene” [9], within the game Doom uses sprites for all the monsters items and elements which aren’t the structural map. Sprites can increase the gameplay experience by simply the lack of physics they use, when the monsters are killed the corpses which replace them can’t stack, preventing a physical barricade, along with being less demanding on the computer, this allows for more monsters to be deployed within a level, creating harder faster more intense levels [image: ]
Figure 3 Sprites of Doom Enemy - Lost Soul [10]
The game developers also found ways around the slightly amateur technology, by making clever choices within the theming and environment, such as making the game quite dark, using darker environments and elements allowed for rougher edges, hiding the seams along with any imperfections. The overall darker setting is quite fundamental in creating the scarier ‘horror’ element, it also helps build the environment within the game, by supporting the idea of the building being a human built base which has been overrun, with the logical deteriation of the building causing lights to become faulty, hence the flashing and lack of lighting in areas.[11] This use of darkness helps with the gameplay by allowing monsters to blend into the backgrounds then appear from nowhere[12], along with areas which are so dark that the player anticipates monsters. 
[bookmark: _Int_x8Z2eR7B]Within the game you don’t see the character, however on the lower taskbar displayed throughout the game, there is the characters head positioned in the centre, there is a clever animation of the character getting more beaten up and bloody as the health goes down. There is no character customisation within Doom, however it's not fundamental to the game, and due to the open source code, the game grew the modding community, through which many modders will create their own customisation. The modding ability also means despite the 3 episodes provided more gameplay has been created further boosting the replay value of the game. 

[bookmark: _Toc718774021]Audio feedback

As soon as you open the first map in the first episode you are greeted with the soundtrack “At Doom's Gate” by Bobby Price [13], this piece of music is very strong and has an element of being in your face, which is quite reflective of the game itself with how unapologetically bold it was, this heavy fast pace music makes you feel the adrenalin, elevating the first level. Over the next few levels, the music loses such intensity, but keeps the 1980s heavy metal feel, [5] despite the initially disheartening drop, this change is a logical decision due to a greater deal of attention needed within the progressively harder levels, this change helps the player to focus on the level itself and not get overwhelmed instantly. 

[bookmark: _Toc1433420430] Game structure 

[bookmark: _Toc216115089]Level

[image: A video game screen with text and words

Description automatically generated]The game Doom works based on levels, with there being 3 main episodes, 1 on the initial release then 2 more which players paid to add, an additional 4th episode later was added with the patch update to Ultimate DOOM, see image. Within the episode there are roughly 9-10 maps, which unlock as you complete them [1], with the story of the character going from one base to another. In-between maps there is a screen showing you results from the level, it also shows where you are and where you need to go using an illustration, this gives context into the gameplay whilst giving an incentive to keep playing, the visual of seeing only one base left is likely to keep a player on the game to complete it, rather just a number with no context.
[image: A video game screen with text

Description automatically generated]Despite there being a set number of episodes and maps, the game adds in customisable difficulty, see image below, this changes the number of monsters the player will encounter within a map and introduce harder enemy’s sooner. This adaptability allows for a wider range of people to enjoy the game, including players who are at a lower skill level all the way to experienced players who wish to challenge themselves. This feature also has its benefits in increasing the replay value of the game, as people will be able to challenge themselves to master each level of difficulty with the variation keeping the game fresh.[14]
At the end of a level the player is shown a screen summarising, with a bar showing what % of the monsters did you kill, % of items collected, % of secrets unlocked, with the goal of all 3 being 100%. There is also a time display showing how long it took the player to complete the level, with a PAR speed next to it to compare. This summary incites players to repeat maps to get a better score, competing against themselves.
 [image: ][image: ]
[bookmark: _Toc1645757803]Game flow

Crawford said how “intense conflict necessitates a short game” [13], the structure of Doom fits this perfectly with the short intense maps then allowing the player a breather before going onto the next one preventing the game from becoming too overwhelming. The game also features a protagonist which for the most part is silent, this helps build the immersion for the game allowing players to detach from the exact character and play how they would like to. 
Within the levels there’s no interruptions such as animations or any cut screens to see, this allows to player to play the game at their own pace without many restrictions, the only real stop within the game is the screen between maps. 













[bookmark: _Toc1509350347]Gameplay 

One of the instantly noticeable elements of Dooms game play is the aiming system, the character can only look side to side, this prevents the character from aiming vertically, this can initially be confusing with enemy’s being positioned on levels higher and lower. The player instead aims at the direction of the enemy and bullets will automatically go up/down towards them; the crosshairs change to red to indicate there is something shootable which assists in this. The lack of vertical viewing also creates awkward camera angles when using stairs within the game, especially where an enemy is added, however this quickly becomes second nature. 

Within Doom your character can die, there is a number on the lower taskbar which represents their health, this will go down if attacked by monsters, or stepping in lava etc, once the health reaches 0 the character dies and you must restart the episode. This gives the game some restrictions as the player will need to watch the health as they play, however this only increases the challenge, without such a system there would be no consequences and risk within the game removing the thrill you get from playing it. [12]
Theres also the possibility to restore health and gain extra, by finding items across the map such as health potions and medical kits, this creates a sense of security for the player knowing even if the health did get very low there's a good chance they can find something to fix it, this encourages people to take more risks and be less fragile about the character. 
Theres an added feature to save your progress, this allows you to save what map your on with all your current stats, including health armour weapons and ammunition. This becomes especially handy in the harder levels when more exclusive weapons are hidden within secrets areas, meaning players can save the items they spend so long hunting down.
Players must find ammunition across the map, ration, and control how they use it, or they will run out, this creates more challenging gameplay. The developers also ingeniously added in the characters own fists, the fists are one of the weakest forms of combat within the game but if a player runs out of ammunition they can still fight. There are also additional weapons such as the chainsaw which doesn’t require ammo, allowing for more freedom within the gameplay. All these factors mean the player can improve on the way in which they play, this helps contribute to the replay value of the game, with players replaying levels to do things differently.[1]






[bookmark: _Toc1245131863]Challenges

Through-out the game the player encounters different monsters with different combat abilities, these varying monsters’ task the player with strategizing the best way to kill them without losing too much heath, the further in the game the more monsters and the stronger they are. There is a range of items which can help as well as cause issues, such as the barrels these can explode and cause damage to whatever is nearest, be that a monster or the player. 
There's the feature of the secrets within the game, with the challenge to discover them all to get 100% completion at the end. Jesse Schell description of triangularity applies here where players must choose between high risk, high reward or low risk, low reward [15], for example the player could jump off the path into toxic waste to find a secret, they may find an advance weapon, or there may be nothing with no way out leaving the player to watch their health drain and die. 


Building tension and anticipation by using maze like maps to create lots of pockets for monsters to be hidden in, as well as longer corridors where the tension is risen when expecting something to happen. The designers make the game more intense by tapping into humans' natural evolutionary fears such as being chased, eaten alive or fear of the unknown dark etc. 
The game also adding in multiplayer options, allowing people to compete in “deathmatches”, this creates more challenging gameplay as players are more unpredictable than the monsters within the game like how Chris Crawford mentions within his book “it’s entirely another thing to go up against a real-life opponent” [13]


[bookmark: _Toc1651865991]Conclusion

Despite Dooms age, it has fared well over the years, creating the path on which games as we know them today thrive on. Naturally Doom pales in comparison to some of the games being developed 30 years on, however Doom is still a surviving game in the modern world and can easily keep on going into the future, due to the innovative decisions made back then. Doom is the kind of game which deserves the attention, and any player who chooses to play the original, is unlikely to be disappointed. 
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