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Statement of Purpose: It is obvious that Doom was a huge success but what made it so unigue from the oﬂwer
games at the time and how did it atfect the videogame community? — T -

il MULTIPLAYER

“But there had been nothing like a multiplayer Doom — first-per-
son, fast-action, immersive, and bloody...”

Doowm practically invented Deathmatch from scratch.
Deathmatch against live opponents gave an adrenaline rush
unlike anything else at the time,

Four players playing in the same map over a network was state
of the art at the time!

Doom'’s influence on multiplayer is still felt in games today
Doom multiplayer had its downsides though: slow down the
networks immensely
Carnegie Mellon even had to ban Doom multiplayer due to the
traffic it caused
Apparently the game would broadcast packets to all computers
on the network - including those not playing Poom
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