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1. About Us



MoXilL Interactive was started by Curtis “CurMo” Moxley, and Rick “Divide Overflow” Terrill around October of ’96.  It was just Divide and I that decided one day we wanted to make TC’s, YPOD in particular.  We got started and ~13 months later here it is!



2. The Storyline



	For the past year and a half you haven’t gotten one good night of sleep.  You are still worried about the evil forces of Space and Hell.  You know that it was much too easy to defeat them, and you worry about the fate of Earth and the galaxy.  Will you be able to defeat the forces of evil again if you need to?  Hopefully you won’t have to find out.

	-----------3:43am you get a call from your commander at UAC.------------

	Commander: DoomGuy!!  They’ve returned and are back for vengeance, they want you!!

	DG:  Huh..?  (just waking up)

	Com:  My home is surrounded in Hell Knights, my guards are holding them off.

	DG:  No!  That’s impossible, I killed everyone last one of those bastards!

	C:  We’ve just received information from the MoXill space station, we believe The Forces of Evil are cloning!  DoomGuy please, Earth needs your help again, you’re the only one that can fight these things!

	DG:  Stay right there commander, I’ll be over in no time.

	C:  DoomGuy, one last thing, they want more than Earth this time, they want AAHHHHHHHHHH!!!!!  Gurgle, choak, CRUNCH, thud, growl.

	DG:  COMMANDER!!!!!!!

	Demonic Voice:  DoomGuy, We’re coming after YOU!!!!!

	DG: <censored> you, you festering  piece of mutated snail <censored>!

	-Phone slammed onto the hook.-



You decide that the only thing to do is to leave immediately for the cloning station.  After gathering some weapons from your closet, you head into your secret passage and board the shuttle craft and take off directly to outer space.  You are informed that you are headed for the alien planet where the cloning station is.  It seems that The Forces of Evil have begun repopulating their old domains in an attempt to regain their power in the galaxy for a full scale attack on Earth.  As an added distraction The Forces of Evil have disrupted the space/time continuum, so that all of the remaining Domains of Evil are now on the one central alien planet.  In the heart of the Evil Domain there is no distinction between Space and Hell.



You arrive in a high tech manufacturing plant.  All around are stasis tubes that have been churning out clones of you nightmares.  The plant seems peaceful except for a few guards that you waste, so you begin looking for something big to kill.  As you explore the plant you find a loading bay that leads to the outside, where you see a very familiar building.  As you step towards it you are sucked into a teleporter and are teleported into Map01 of Doom2!

You progress through pure nostalgia.  Some levels are destroyed from your last visit.  As you progress through the levels you start to wonder how you are going to get back, but you are quickly ridding the galaxy of The Forces of Evil’s ugly minions.



3. Control/Impulses



Control

Control is basically the same as regular Quake.  You can run, jump, look around, etc.

Impulses

Impulse 20	=	Cycle weapon forward

Impulse 21	=	Cycle weapon reverse

Impulse 100 	= 	Server Info.. Displays info about the server(i.e.: deathmatch mode)

Impulse 101	= 	Backpack toggle(turns them on and off for DM)(server-side only)

Impulse 200 	= 	ChaseCam(regular quake only)

*Note: Impulse 100-200 will *not* work in QuakeWorld



4. How to Install/Play



How to Install

Run YPOD.exe, and extract to your root quake directory (i.e., c:\quake) *Do NOT extract into it’s own mod’s directory, it will do this automatically, putting itself in the YPOD directory*

How to Play

Go to your root directory (1 before Quake.. if quake is in c:\quake unzip to c:  if quake is in c:\games\quake unzip to c:\games)

Run quake.exe -game ypod

Quake should start up with the YPOD background



5. QuakeWorld Notes



To play a QuakeWorld game of YPOD you *MUST* run GrafSwap.exe and select the YPOD radio button, then hit swap graphics, then hit OK.  Without doing this QuakeWorld YPOD will be in an incorrect palette.

When you first enter QuakeWorld YPOD, the background will be very pink.  You’ll know if you have done everything correctly if the text is the DooM red.  If so, when you connect to a YPOD server, all the graphics will switch automatically (you *must* have YPOD in the quake/ypod directory)



Who are we/About us



Who are we

Your Path of Destruction (YPOD) DoomTC is created by MoXilL Interactive.  YPOD development consisted of the following people:

Email: CurMo = CurMo@msn.com		Divide Overflow = Divide@iastate.edu



Curtis “CurMo” Moxley		= 	Co-CEO, QuakeC, Project Co-Leader, misc. mapper, misc. modeller, misc. graphics

Rick “Divide Overflow” Terrill	=	Co-CEO, Modeller, Project Co-Leader

CurMo and Divide would both like to express the fact that they are for hire and would love making interactive media for $$ (



The guys that made YPOD, and what they did

QuakeC

QuakeC’er	What They Did					Email Address

CurMo		YPOD QC, QWQC				CurMo@msn.com

IMarvnTPA	QC Bug Finder, general idea guy			IMarvinTPA@bigfoot.com

MonkeyMan	Original Weapons code bug finder			?



Model’s

Modeler		What They Did		Email Address

Divide Overflow		Most of the models	divide@iastate.edu

White Noise		Various Monster Models	dwallin@planetquake.com



Map’s

Mappers:			Names:				Email Addresses:

CurMo 			 	Curtis Moxley			CurMo@msn.com 

Akira				Kip Hoelscher			akira@iastate.edu

Reid  			 	Reid Kimball 			reid@stomped.com

Antilles 			 	J. Patterson 			jpatters@moccasun.utc.edu

BigImp				 Hamza Kubba (?)		bigimp@hotmail.com

Jwhitham 		 	J. Whitham			jwhitham@globalnet.co.uk

Kevlar 				 David Kelvin			Kelvins@total.net

GrandEmperor Tan		 ?				Quatro@ix.netcom.com

Triforce 			 	Ryan Nunn			triforce@merlin.net.au

ZOo 			 	Andrew Aksyonov		axa@usa.net

Diragor 			 	Ryan Eibling			reibling@netpci.com

YPOD Map			Mapper

Start.bsp			CurMo

House.bsp			Reid

Clone.bsp			Antilles

Map01.bsp			CurMo

E1M1.bsp			BigImp

Castle.bsp			JWhitham

Map07.bsp			Kevlar

Zoom6.bsp			ZOo

Map03.bsp			Diragor

Radioact.bsp			JWhitham

BOF.bsp				GrandEmperor Tan

Map16.bsp			Triforce

Final.bsp			Akira

Zoo1.bsp			Akira

Demo’s

Demo Guy	Real Name		Email Address

Akira		Kip Hoelscher		akira@iastate.edu



Graphics

Graphics Guy		What they did		Email Address

CurMo			Most menu graphics	CurMo@msn.com

Divide			Misc. graphics		Divide@iastate.edu



Skins

Skinner			What they did			Email Address

CurMo			Misc. Skins			CurMo@msn.com

Divide			Many  weapons/monster skins	Divide@iastate.edu

WhiteNoise		Various weapons/monster skins	Dwallin@planetquake.com



7. Why did we do this?



YPOD was basically started after I (CurMo) started fooling around with QuakeC.  I’d always wanted to see Map01 from Doom2 with 16 (now 32) players in deathmatch, so I started seeing what I could do.  I coded up the Plasma Rifle, Divide saw it and thought it was neat, and YPOD was  born!  We are probably crazy for putting 13 months of work into this TC, considering we are making no cash off of it. (see Donateware)  Every since the beginning, Divide and I were committed to *not* let anything of YPOD get released until it was done.  That was the reason for many delays, it just wasn’t ready enough.  We could have had months of betas going on, but there’d be no fun in that when you’d actually get the finished thing.  Therefore, we decided to only release YPOD when it was at version 1.



8. Donateware



We cannot in any way sell YPOD.  It would be violating many copyrights, therefore you can get YPOD for free.  We have put in 13 months of work into this, and if you would care to give us a little cash for our  efforts go ahead and email me (CurMo@msn.com) and I will tell you how to reach us.  Any donations made to MoXilL Interactive will be split evenly among everyone.



Copyrights/Licenses/Trademarks/Legal Info

Your Path of Destruction: DoomTC  copyright 1997 by MoXilL Interactive.  Your Path of Destruction may not be sold or used in anything else without our permission.  To obtain permission, contact me at CurMo@msn.com.  



Your Path of Destruction may not be put onto any kind of CD-ROM or included with any type of magazine without our permission.  To obtain permission, contact me at CurMo@msn.com.



Quake, DooM, DooMII are copyright and trademarks of id Software (http://www.idsoftware.com)  Many textures included in Your Path of Destruction as well as various concepts, characters ideas, sounds, etc., are also copyright id Software and are being used in Your Path of Destruction with permission from them as long as YPOD is not sold.



All other trademarks or copyright’s are trademarks and copyright’s of their respective company’s.



MoXilL Interactive in no way accepts responsibility for damage caused to your computer from running YPOD, though there is nothing that is known to damage it.



The music used in the Space cut-scene is from a song called “Death is the only way out” and was found on the Mortal Kombat Annihilation Soundtrack.  It was written by Joseph Bishara,  published by New Line Tunes, and is © 1997 TVT Records



10.  Thanks go to:



Divide Overflow:  I would like to say thanks to my girlfriend Natalie for putting up with my crap for so many months.  I would like to thank CurMo for being so much fun to work with, he’s been quite an inspiration and YPOD sure as hell wouldn’t haven’t happened without him!  I would like thank my parents for always being encouraging.  I must thank Akira, Kenmis, Pyre and Troll for constantly reminding me to get working on YPOD when I took an extra second to breath or eat now and then.  I definitely want to thank Bastard and the whole PlanetQuake team for hosting our site, it really helped our popularity (most hit TC page on PQ)!  I would like to non-thank Efnet #quakeed for never talking about quake or quake editing related things and for being such an elitest excludiary group of snobs.  Oh, and for never being open to outside opinions.  Finally I’d like to extend a HUGE thanks to the fans and supporters that have been SO encouraging throughout YPOD’s development.  Hope I didn’t forget anyone! (



CurMo:   Thanks to, uhh, Divide and Akira for taking all my shit.  Thanks to my truck for blowing up multiple times costing me many $’s taking away that money from computer stuff.  Thanks to Star Wars for always playing as background noise.  Other than that I’m thank’s’d out.  Oh, and no thanks to those bastards in Efnet #quakeed.  They sure didn’t help much with their “1’M a l33t h4x0r” shit… and speaking of shit, no thanks to them for shitting me…  And thanks to #staff guys and uhh.. other ppl on 3dnet who are cool.  And thanks to IMarvnTPA for helping me out with all my QC dilemnas.



Akira:  I’d like to thank Divide for letting me bug him while he worked, Curmo for breaking and then fixing my computer, Blue and sCary for keeping me up to date, my friends at college for keeping me entertained, Team Fortress for being so damn fun, and anyone who makes free quake mods, cause they know what our hell is like.  I’d also like to thank the following inanimate objects: my copy of the movie “AKIRA”, and my Tool, Metallica, and Mortal Kombat cd’s.  A great big ‘up yours’ to the following: my internet connection at college, rap music, and all the dumb people on the internet.





White Noise thanks the following people:

Curmo and Divide for all their work and long hours on YPOD.

All of Id Software for making games that are easily modified ;)

John Carmack for being my programming idol :)

Adrian Carmack, Kevin Cloud and Paul Steed for their terrific artwork.

Team Reaction for being cool guys,

        and especially John Diamond for several good years of friendship.

Oh, and Rene Post for making qME! It rocks!








