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Basic Information
· Game Title

· Soldier of Fortune

· Company & Author

· Activision & Ravensoft
· Type of game

· From www.soldier-of-fortune.com:
· Soldier of Fortune is a 3-D Action shooter developed by Raven Software utilizing id Software's Quake II engine technology.
· This type of game is also commonly referred to as a First Person Shooter (FPS).
· Price

· Originally, this game retailed for $49.99 when it was released in March of 2000.  Now, the Platinum Edition can be purchased as part of a combo with Quake III Arena Gold for $19.99.
· Minimum stated hardware requirements

· 3-D Hardware Accelerated with full OpenGL support*
· Pentium® 233 MHz processor (Pentium II recommended)
· 64 MB of RAM
· U.S. version Microsoft® Windows® 95/98 or NT 4.0-SP5 operating system
100% Windows 95/98 or NT-SP5-compatible computer system (including compatible 32-bit drivers for CD-ROM, video card, sound card, and input devices)
· 700 MB of uncompressed hard disk space, plus an additional 100 MB for the Windows swap file
Quad-speed CD-ROM drive (600k/sec sustained transfer rate)
· DirectX® 7.0 for Windows 95/98
· 100% Windows 95/98/NT-compatible sound card and driver
· 100% Windows 95/98/NT-compatible mouse and driver
· Internet (TCP/IP) and LAN (TCP/IP and IPX) play supported
· Internet play requires a 100% Windows 95/98/NT-compatible 28.8 Kbps (or faster) modem with Internet Service Provider
· A 100% full OpenGL-compliant 3-D video card is required. Soldier of Fortune uses OpenGL to support 3-D hardware acceleration. Soldier of Fortune has been tested on many, but not all, of the major cards incorporating the chipsets listed below. Some cards (using some of the chipsets listed below) may require reference drivers, which are included with this product.

· Actual hardware requirements

· I’ve personally played this game on a 400 MHz AMD based system with a 16Mb Voodoo3 graphics card and found it extremely playable.  To ensure the best experience, I would recommend at least a 700 MHz CPU, 256Mb of RAM, and a minimum 32Mb GeForce2 or Radeon class video card, in addition to the above stated sound, network, and drive specifications.
Game Summary

· Quick overview

· In Soldier of Fortune, you are John Mullins, a Vietnam veteran with Special Forces experience and a knack for accomplishing the impossible.  You and your partner Hawk work for an organization known as The Shop, doing dirty chores for the United Nations.  The missions take you from the streets of New York City to the frozen tundra of Siberia to such political hotspots as South Africa, Bosnia, and Iraq (even meeting Saddam Hussein himself at one point).  You’re chasing a shadowy group known as The Order, which has its ties to the fallen Apartheid of South Africa.  Early on, Hawk helps guide you through the missions.  Midway through the game, he is executed by The Order, thus becoming a part of your motivation for completing the missions.
· Storyline (if any)

· The game opens with you and Hawk being called in to take out a street gang that has taken hostages in the subway.  After you clear that mission, you find out that the street gang in question has ties to a global terrorist organization that has just stolen 4 nuclear weapons.  From there, you go on a series of missions to recover the stolen nukes.  As you find the third weapon, your partner is killed, setting up the final showdown with the leader of the terrorist group.
· Player’s role
· As described above, you play the role of John Mullins, Soldier of Fortune.  You see the world through his eyes, and try to complete the missions as quickly and efficiently as possible.
· As a nice feature, a biography of John Mullins is provided during the installation process:
· John Mullins was raised on a dirt farm in southwest Oklahoma.  Facing the prospect of no money for college, no opportunities for much of anything else, he joined the army.  It was a decision he'd never regret, although there were a few times he questioned his sanity.

Specialist 4th class Mullins served his unit as a Special Forces medic.  John's first tour in Vietnam took him from Phan Rang to Loc Ninh, where John assisted a strike force on the Cambodian border.

John's medical skills proved to be a valuable intelligence resource in the region.  He and his sick-call unit would provide health care for local villagers in exchange for information.  The Viet Cong were so alarmed by the success of their operation that their unit was brutally ambushed.

2nd lieutenant Mullins served a 2nd tour in Vietnam as the Executive Officer of a Special Forces "A" team.  John was awarded a silver star on this tour for his part in an assault on an entrenched North Vietnamese battalion in the Vinh Thah valley.

John returned for a 3rd tour...a civilian-clothes job with a Studies and Observations group.  This was a true "we will deny you were even there" assignment.

Lieutenant John Mullins joins the controversial PHOENIX program, a Provincial Reconnaissance Unit (PRU) whose job it was to root out the Viet Cong infrastructure.  His successful tenure with the PRU landed a $20,000 price on his head.

Captain John Mullins retired from the service, a highly decorated officer.  Three tours in Vietnam...three purple hearts...no questions asked.  His service to his country ended, it was time to go in to business for himself...as a Soldier of Fortune.

John hooks up with his old army buddies Aaron "Hawk" Parsons and Sam Gladstone, taking jobs from an organization called The Shop.  The pay is good and their checks never bounce.

The Shop's operations span the globe, tackling jobs that world governments can't handle in the public eye.  John and his comrades spend a good deal of time operating in the third world.  

John’s professionalism, "can do" attitude and work ethic earn him a big price tag and an even bigger reputation as a man who can get the job done.  His perseverance and dedication to continuing his training make him one of the best there is.

Terrorism rises worldwide and The Shop is on the front line of defense.  An unknown organization is running rampant and the United Nations is powerless to act.  The Shop's agents trace a branch of the operation to a street gang operating from beneath the New York City streets.

The police have the subway station surrounded, but the gang has too much firepower at their disposal.  The Shop wants you to go in, stop the bloodshed and bring the leader to justice.  His capture is the first step in bringing this terrorist organization to its knees.  It all starts here...tonight.

· Installation

· The installation procedure for Soldier of Fortune is very basic.  You put the CD-ROM in your CD drive, execute launch.exe if auto play is disabled, and follow the prompts.  The install options are limited to installation directory, violence options, and desktop shortcut.  You also have the option to install Won.net, Soldier of Fortune’s online module.  The violence settings determine how much blood and gore is allowed.  You can also password protect these options to make sure children playing the game can’t enable the full-violence modes.
· User Interface

· This screen shot and legend are taken directly from Soldier of Fortune’s user manual:
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A. Current Selected Item
B. Number Of Selected Items Remaining
C. Ammunition In Current Magazine
D. Total Available Ammunition For In-View Weapon
E. Personal Audio Detection Device
F. Health Meter
G. Armor Meter

· Compared to some other FPS games, the user interface is fairly stripped down.  The Heads-Up Display (HUD) contains only minimal information, specifically your health and armor status and inventory information about your 2 active weapons.  Unlike games such as Quake 3 and Unreal Tournament, information about the other weapons in your inventory is hidden from view.

· Game Play

· Given that Soldier of Fortune is based on the Quake 2 engine, the game play is very familiar to Quake 2 in particular, and most First Person Shooters in general.  There are many possible setups for controlling the action, but the most common is a combination of mouse and keyboard.  The mouse is used to aim, shoot, and jump, while the keyboard is used to move, control inventory, and enable special features such as alternate fire methods, grenades, and menus.
Once you’re familiar with the controls, which generally doesn’t take long, you simply begin running around killing stuff.  There are options for stealth, such as crawling, leaning around corners, and automatically selecting the safest (i.e. quietest) weapon.  In this game, however, none of that is necessary to work your way through the missions.
· Scoring

· The single player mode has several scoring methods.  One pays you for completing missions and takes money away for missed objectives and killed innocents.  I haven’t found the rules for these payouts on the web or in the user’s manual.  The game also keeps track of statistics such as kills, head shots, throat shots, and groin shots as you progress through the game.
· In multi-player mode, scoring depends on the mode.  For most games, score is based on kills, or ‘frags’.  In capture the flag, you score by stealing your opponent’s flag and returning it to your home base.

· Artwork

· This game is based on the Quake 2 Engine, so the graphics are limited by the technology in use at the time the engine was developed.  There is no variation or identifying characteristics among enemies of a certain type, 
· Sound and Music

· The sounds in Soldier of Fortune lack variety, consisting primarily of explosions, screams, and death rattles.  The music is sparse, except for in-between level sequences that are used to progress the storyline.  When characters speak, the voices are distinct, if over-dramatic.
· Special Features

· Like most FPS games, Soldier of Fortune allows users to create their own maps and characters for multi-player environments.  In a feature I haven’t seen in other games of this ilk, there are 2 unusual multi-player modes.  One is assassin, where instead of killing anything that moves, you have one specific target.  The other unusual multi-player mode is called ‘Realistic’.  In this mode, damage to your player does not just result in a loss of life points.  If you take a hit to your legs, your speed is decreased, while a shot to an arm will affect your aim.  Health powerups do not repair this damage, either, but will temporarily restore some speed if your legs have been damaged.
· Manual (if any)

· While I’m sure the original retail release of the game came with a printed manual, the version I purchased did not.  It did, however, contain an electronic version of the manual with basic information such as a quick start guide, install instructions, system requirements, multi-player rules, and links to online support locations.

· Bugs

· This game is about 3 years old and has been patched to version 1.07, so most bugs that existed in the original release have been fixed.  In playing the game myself, I have found 2 bugs, both occurring in the same level.  Under certain circumstances, it is possible to get stuck in a location with no way out.  The first instance I found was when a double-door opened towards me instead of away, causing the doors to jam against me.  Sometimes when this happens, I could use explosives like grenades or C4 units to blast my way free, although it is more common to have to exit the game and start the level over.  The other instance of this problem occurred when a planned explosion in the game caused me to get stuck underneath a catwalk guardrail.

Game Review

· What is good (fun) about the game? Why?

· For people looking for mindless action with lots of explosions and big guns, this game is perfect.  It provides some degree of storyline to keep the user interested, but there’s not much in the way of “shock value” to make the storyline important.  This game is about killing bad guys, over and over and over.  The controls are smooth and easy to use, the variety in weapons is enough to keep you interested, and the artwork is above average for its time.
· What is bad (not fun) about the game? Why?

· One downside to Soldier of Fortune is its lack of replay value for most users.  If you’re looking for a challenging game with thought-provoking missions, you aren’t going to find them here.  There’s also a problem in some of the levels of the mazes being too big, making it easy to get lost and spend a lot of time doing nothing.  Finally, the AI of the enemies is almost non-existent.  If you play the game 100 times, you will find the same enemies in the same spots 95 times.
· How does it compare to similar games in the same genre?
· Compared to most of the first person shooters, it has more storyline and better graphics, especially from those games available around the time of its release.  Compared to more recent shooters like Unreal 2003 and Soldier of Fortune 2, its age shows through clearly.
· What is the appropriate audience for this game?
· This game is meant for mature audiences only.  With the gore settings to low, I could see 15-18 year olds playing it.  With the gore settings at normal, definitely 18+.
· Are any design mistakes present?
· As noted in the bugs section, there are a few scenes where it is possible to get stuck inside an object that you shouldn’t be able to get into.  Also, the weak AI and repetitiveness of certain levels could be counted as design mistakes in my opinion.
Summary

· Overall strengths and weaknesses
· Strengths – fun, fast, and easy.

· Weaknesses – repetitive and sometimes too easy.
· Is the game worth purchasing?
· At the current price of $20 when packaged with Quake III, this game is definitely worth the money.
· How could it be improved?
· The 2 areas that could be improved the most in my opinion are the AI of the enemy and the design of a few of the maze-like levels.
