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  Welcome to Warp Zoned: The eMagazine


  Issue #2 - June 2011

  

  In June we got to see the wonders of E3 including the Press Conferences from all three major players (Microsoft, Sony, Nintendo). Besides looking to the future at the E3 Expo, we looked at the future of game rentals in a Redbox vs Gamefly comparison and we also glimpsed a look at the future of the 3DS.

  

  But that doesn't mean we forgot the here and now as we got our hands on El Shaddai: Ascension of the Metatron and Sonic Generations as well as reviewing Dirt 3, Sega Rally Online Arcade, Brink and Dungeon Siege III.

  

  Next issue, prepare yourself for an alien invasion in Earth Defense Force: Insect Armageddon.


  The A-Z of E3 2011


  Written by John Scalzo

  Original Published on June 13, 2011

  

  This year's E3 Expo was probably best characterized by the nearly complete lack of surprises that emerged from the show floor. Nearly every game on display had been announced ahead of time and the ones that weren't (like Super Smash Bros. 4 for the Wii U) are just words in a press release. And speaking of the Wii U, Nintendo's next system lost some of its luster after the console's entire feature set leaked online before E3... but the tablet controller certainly has potential.

  

  And here's a bunch of other games that have potential too.

  

  Aliens: Colonial Marines (PC, PS3, Wii U, Xbox 360)

  The long-in-development Aliens: Colonial Marines will finally burst out of Gearbox's chest next Spring. Colonial Marines is a direct sequel to Aliens and, like the underrated game based on The Thing, tells the story of a group of soldiers who go to rescue the first group of soldiers we met in the movie. Gearbox is promising the most authentic Alien experience yet, and while it may have taken longer than expected, we might just get it.

  

  Brothers In Arms: Furious 4 (PC, PS3, Xbox 360)

  Part Borderlands, part Duke Nukem Forever, part Inglourious Basterds, Brothers In Arms: Furious 4 takes Gearbox's previous work and blends it with the best of Quentin Tarantino to prove that the World War II shooter still has some life in it.

  

  Call of Duty: Modern Warfare 3 (PC, PS3, Xbox 360)

  World War III has exploded in the Modern Warfare universe as the Russians have attacked New York, London, Paris and Berlin simultaneously. Even with the co-developer credit for Sledgehammer Games, Modern Warfare 3 looks to include everything that made the Infinity Ward-developed series a hit. Michael Bay, eat your heart out.

  

  Darksiders II (PC, PS3, Wii U, Xbox 360)

  The original Darksiders was a surprise hit for THQ last year, and the publisher revealed that a sequel was in the works almost immediately. We now know the game is less of a sequel and more of a side story to the first game, with players taking the role of Death. We also know that it's being planned as a Wii U launch title.

  

  Fable: The Journey (Xbox 360)

  Fable jumps into the first-person with a Kinect-powered game that allows players to don the robes of a sorcerer intent on saving Albion from a "malevolent evil."

  

  Final Fantasy XIII-2 (PS3, Xbox 360)

  Players return to the world of Gran Pulse in Final Fantasy XIII-2, an RPG that Square Enix promises will be much darker than its divisive predecessor. In the sequel, players will control Serah Farron and new character Noel Kreiss in their search for Serah's older sister, Lightning.

  

  Gears of War 3 (Xbox 360)

  Demonstrated on stage by rapper/actor/voracious gamer Ice-T, Gears of War 3 looks to give gamers more Marcus Fenix and more of the intense action the series is known for.

  

  God of War: Origins Collection (PS3)

  Kratos’ PSP outings, God of War: Chains of Olympus and God of War: Ghost of Sparta, will soon make the jump to the PS3 in the God of War: Origins Collection. Available this September, the compilation will bring stereoscopic 3D to the God of War series for the first time.

  

  Halo: Combat Evolved Anniversary (Xbox 360)

  In a surprise to no one, Microsoft announced they're remaking Halo: Combat Evolved to celebrate the shooter's tenth anniversary. The game will feature a neat "graphics filter" option that'll switch between the original look and a new HD redesign. Best of all, Halo Anniversary has been priced at $40, making it a cheaper alternative this November when it launches alongside a ton of other high-priced shooters.

  

  Halo 4/Halo 5/Halo 6 (Xbox 360)

  OK, only Halo 4 was actually announced at this year's E3 Expo, but Microsoft also confirmed it would be the start of a brand new Halo trilogy, picking up right where Halo 3 left off.

  

  Kinect Star Wars (Xbox 360)

  Microsoft has sold a ton of Kinect sensors since the peripheral debuted last year, but Kinect Star Wars may be the first killer app for the add-on. The E3 demo showed players using a Lightsaber to take out droids, blocking blaster bolts with Jedi-like concentration and wielding The Force like Yoda. While last year's teaser made the game seem hokey, it now looks polished and smooth. Developer Terminal Reality is even encouraging players to swing around a plastic Lightsaber while they play to feel like a real Jedi. Intrigued, I am.

  

  The Legend of Zelda: Skyward Sword (Wii)

  The Wii's swan song will take players back to the very beginning of Link's connection to the Master Sword in the first Zelda game built for the Wii from the ground up. Zelda creator Shigeru Miyamoto said that testing the game's motion controls left him exhausted, so be prepared to really step into Link's elf shoes when the game releases later this year.

  

  Mario Kart 3DS (3DS)

  Mario Kart 3DS adds gliders to every kart so Mario, Bowswer, Peach and all the rest can float after a big jump. Each kart is also equipped with a propeller, allowing some races to take place underwater. Nintendo has given kart customization an overhaul as players will be able to choose a body and tires for their kart independent of their racer. Even something old is new again as coins are back for the first time since Mario Kart: Super Circuit.

  

  Mass Effect 3 (PC, PS3, Xbox 360)

  Shepard and his crew are back for one final adventure... this time to save Earth from an invasion. PC, Xbox 360 and PS3 gamers will all get a chance to play the trilogy-capper at the same time and it promises to give Mass Effect fans everything they've come to expect from the series.

  

  Overstrike (PS3, Xbox 360)

  Insomniac's first multiplatform game attempts to combine the absurdity of the Ratchet & Clank series with a dash the of more serious sci-fi action that you'd find in the Resistance games. Details are still sparse, but we know that the game features an elite anti-terrorist group known as the Overstrike 9 as they attempt to stop an attempt to wipe out humankind... an attempt that includes shape-shifting Terminator-like robots.

  

  Super Mario 3D (3DS)

  Called "the first original 3D Mario game for a handheld" by Nintendo, Super Mario 3D dumps some of the series' hallmarks (the Tanooki Suit, sidescrolling levels, Bowser on the bridge, the Koopalings) into a blender and mixes up an all-new game that looks like a classic Mario adventure. Balancing the new with the old when it comes to the Mario series has been Nintendo's specialty with the last few games and Super Mario 3D looks to deliver more Mario greatness.

  

  Tomb Raider (PC, PS3, Xbox 360)

  Crystal Dynamics finally gave us a good look at the rebooted Tomb Raider series and it is looking good. In the game, Lara Croft has been shipwrecked on a mysterious island with dangerous terrain, hostile natives and a lot of tombs to explore. The developers described the game as "visceral" and it's hard to argue with the trailers released so far.

  

  Uncharted: Golden Abyss (Vita)

  Nathan Drake has made the Vita's launch the place to be this holiday season. Developed by Sony Bend (who are also responsible for Resistance: Retribution), the first portable entry in the series will retain the impressive graphics and solid level design it's known for. And as a prequel, it's even being designed for players who have never played the PS3 games.

  

  Vita

  According to Sony, Vita means life, and while the name doesn't roll off the tongue like the PlayStation Portable did, the handheld is shaping up to be an awesome piece of tech. With a second analog stick, a touch screen, gyroscopic tilt controls, the neat pressure-sensitive back panel and a wallet friendly price of $250, Sony is showing that they're not afraid of the 3DS.

  

  Wii U

  What can you say about the Wii U? A souped-up Wii with a tablet controller and very little in the way of confirmed games, the system is still very much a mystery. Nintendo will no doubt reveal more about the console in the coming months and the third-party support is very strong, but I don't think we'll be able to make a real judgment on the Wii U until E3 2012... unless it's already out.


  E3 2011: Microsoft Press Conference Recap


  Written by Warp Zoned Staff

  Original Published on June 6, 2011

  

  Did you miss Microsoft's E3 2011 Press Conference? The Warp Zoned Staff breaks it down:

  

  Tomb Raider returns in Fall 2012

  Microsoft's E3 Press Conference opened with an amazing assault on a sub in Call of Duty: Modern Warfare 3 and a thrilling escape from a cave in the new Tomb Raider. Lara actually crashed through the ceiling of a part of the cave and needed a quick time event to pull a jagged piece of rock from her stomach. Whoa!

  

  Developer Crystal Dynamics announced that Tomb Raider will be available in Fall 2012 on the Xbox 360 (and PC and PS3 as well).

  

  Kinect support added to Madden, Mass Effect 3, more

  Peter Moore returned to the E3 stage for a Microsoft Press Conference to announce that four EA Sports titles will receive Kinect support in the next year.

  

  Tiger Woods PGA Tour 13, Madden NFL 12, FIFA Soccer 12 and an unnamed fourth game will add Kinect features including voice recognition. Moore also revealed that other EA games will feature Kinect support including The Sims 3: Pets and Mass Effect 3.

  

  BioWare's Ray Muzyka took the stage and showed off a "Kinect augmented" Mass Effect 3 demo where players can use voice recognition to actually speak Shepard's lines. Shepard can also use Kinect to give orders to his team.

  

  They were followed by Ubisoft, who showed off the Kinect features of Tom Clancy's Ghost Recon: Future Soldier, including a gun creation tool known as "Gunsmith." Ubisoft CEO Yves Guillomont confirmed that all future Tom Clancy games would feature Kinect support.

  

  YouTube, Bing search, live TV, UFC fights coming to Xbox Live

  While showcasing the new voice-activated Kinect-powered Xbox 360 Dashboard, Microsoft's Marc Whitten revealed that YouTube will soon be available on Xbox Live. Microsoft is also adding Bing-powered search results to the Xbox Live Marketplace. The example was a search for "X-Men" which brought up X-Men games, movie trailers and buyable videos.

  

  More TV options were announced including a "Live TV" mode as well as live UFC fighting events on Xbox Live, but no further details on either were revealed.

  

  The New Xbox 360 Experience will launch this Fall.

  

  Ice-T brings Body Count to Gears of War 3

  Aided by Cliff Bleszinski, rapper/actor/all around badass Ice-T used Microsoft's E3 Press Conference to announce that Body Count will reunite to provide an exclusive song for Gears of War 3's Horde Mode.

  

  Gears of War 3 will be released exclusively for the Xbox 360 on September 20.

  

  Halo remake announced... anybody surprised?

  It's been the subject of rumors since before the Xbox 360 was even released, but today, Microsoft has finally officially announced Halo: Combat Evolved Anniversary. The 10th anniversary high definition re-release of the Xbox's most popular game will be released on November 15 courtesy of 343 Industries.

  

  Kinect-based Fable: The Journey revealed

  Microsoft is continuing with the Kinect as Lionhead's Peter Molyneux has taken the stage to reveal Fable: The Journey, a Kinect-powered first person take on the Fable franchise. All of the attacks look to be magic-based as our hero blasts monsters with hands motions. The game is powered by the Unreal Engine 3 and looks stellar.

  

  Fable: The Journey will be released in 2012.

  

  Minecraft coming to Kinect

  Microsoft's Phil Spencer just announced that Minecraft, the indie gaming hit, will be coming to Xbox Live Arcade with Kinect support.

  

  Minecraft will be released this Winter.

  

  Star Wars, Disneyland Adventures, Sesame Street come to Kinect

  Microsoft has partnered with Disney to bring Disneyland Adventures to Kinect. Minigames based on Peter Pan, Alice in Wonderland and other Disneyland attractions will keep the kids busy for a good long time.

  

  More for the kids came from Tim Schafer, who showed off Double Fine's Sesame Street: Once Upon a Monster. A storybook-themed romp through the Sesame Street world. He also apparently has the cutest daughter in the world and is very proud he finally gets to make a game for her.

  

  An extended look at Kinect Star Wars makes the gesture controls used in the game look pretty spectacular. For those that didn't jump on the Dance Central bandwagon, this may be the Kinect's killer app for a lot of people. Fighting battledroids involves blocking blaster bolts with a Lightsaber and then counterattacking. But the demo got good when it ended with the promise of a duel with two dual-Lightsaber wielding Sith.

  

  Kinect Fun Labs launches today with new features

  Game designer and Kinect head honcho Kudo Tsunoda just revealed Kinect Fun Labs at Microsoft's Press conference, a permanent addition to the Xbox Dashboard that brings an array of new ways to interact with your Xbox 360 Kinect. One feature shown off as body scanning, which instantly created an avatar out of a person's real features. Second was finger tracking, which the presenter used to take a 3D picture of himself, then draw lighting effects both in front of and behind his image, which he could then view in 3D. Finally, they showed off one of Kinect's most talked about features since launch - object scanning. The presenter was able to scan a plush toy onto the screen with Kinect, then jump around and lean from side to side as a fully animated version of that object.

  

  It's all pretty interesting and hopefully will lead to more innovative features on the platform. Kinect Fun Labs is available today, right now, on Xbox Live.

  

  More Kinect announcements include Kinect Sports 2, Dance Central 2

  Now up is Kinect Sports: Season 2. Developed by Big Park, the second Kinect Sports title will include skiing, baseball, golf, darts, tennis and football.

  

  And as was hinted at earlier, Harmonix's Dance Central 2 was announced with multiplayer dancing. Oh yeah, it's a party now!

  

  Halo 4 announced, coming in 2012

  Halo: Combat Evolved Anniversary isn't the only Halo game Microsoft was ready to announce at this year's E3 Expo. The publisher has just confirmed that Halo 4 is in development at 343 Industries and will be released near the end of 2012.

  

  The teaser trailer is short, just a few seconds of Cortana waking the Master Chief from cryostasis before his ship explodes. Halo 4 is described as the "dawn of a new trilogy for the Xbox 360," so you can be sure the Xbox 360 will be around for a long time. And, if you think about it, this is also an announcement for Halo 5 and Halo 6.

  

  But that's the end of the show. Hope you enjoyed the 2011 E3 Press Conference from Microsoft.


  E3 2011: Sony Press Conference Recap


  Written by Warp Zoned Staff

  Original Published on June 6, 2011

  

  Did you miss Sony's E3 2011 Press Conference? The Warp Zoned Staff breaks it down:

  

  Sony adds Cinema Now to PlayStation Network

  Jack Tretton announced at the Sony press conference that they'll be adding Cinema Now, a website that allows you to watch new Hollywood releases on your PlayStation 3.

  

  Tretton said it would be available later this year.

  

  Uncharted 3: Drake's Deception gameplay more seamless than ever

  Jack Tretton said that some games are only possible on the PlayStation 3, and then immediately turned the stage over to Naughty Dog's Evan Wells and Christophe Balestra. The Dogs took us through a scene with Drake running around on a boat, chandeliers swaying, Drake trying to gain footing. Drake stealthed his way into a short cutscene, and then fought his way out of a sinking ship - literally. The new limited HUD is nice, though I'm assuming it'll be a feature you can opt to turn on or off.

  

  Uncharted 3: Drake's Deception will be out November 1. Hop in even earlier to the multiplayer beta, which begins June 28.

  

  Uncharted 3 beta June 28, full multiplayer to open early

  Naughty Dog has given a firm date to the much-awaited multiplayer beta for Uncharted 3: Drake's Deception: June 28. Players will be able to get into all the new features of both co-op and competitive. Additionally, the full competitive multiplayer component of Uncharted 3 will launch in October through a partnership with Subway. This will not be a demo or a beta, but the full and final version where you can begin ranking up.

  

  Uncharted 3: Drake's Deception launches on PlayStation 3 on November 1.

  

  Resistance 3 Sharpshooter bundle announced

  Tretton announced a Sharpshooter bundle for Resistance 3, which includes the Sharpshooter, Move controller, PlayStation Eye, and the game for $150.

  

  Come September 6, it's just you and Joseph Coppelli, the last Sentinel.

  

  Sony announces affordable 3D display and glasses for gamers

  Tretton announced that Sony has created a 24 inch 3D monitor, bundled with a pair of 3D glasses, a 6 foot HDMI cable, and Resistance 3 for $499. This will bring the immersive 3D experience to gamers who can't afford the steep price tag on 3D TVs and glasses.

  

  But $499 is still a hell of a lot of money.

  

  God of War Origins Collection and Ico & Shadow coming September in 3D

  We already heard about Monster Hunter and Peace Walker coming to PlayStation 3 in high definition. Now, SCEA President & CEO Jack Tretton has confirmed the release date for two other highly anticipated PSP Collections. Both God of War: Origins Collection (compiling the formerly PSP-exclusive Chains of Olympus and Ghost of Sparta) as well as the Ico & Shadow of the Colossus Collection will release in September for PS3.

  

  Many were worried once Ico & Shadow was delayed with an unspecified new release date, but it doesn't seem like we'll have to wait long.

  

  Kobe Bryant comes out to demo NBA 2K12

  Kobe Bryant came out on stage to demonstrate 2K's NBA 2K12, which has a new Move feature. Using the PlayStation's motion controller, you can simply point at the player you want to pass to and pull the trigger. Once you're ready to take it to the hoop, your player will use the best move in his arsenal to try to score.

  

  Bryant cracked some jokes about how the triangle defense on the Lakers in the game was better than in real life, which elicited some chuckles from the crowd. Be on the lookout for this game in the Fall, especially those of you with the Move.

  

  Medieval Moves coming Fall 2011 from the creators of Sports Champions

  Sony wasted no time unveiling new PlayStation Move titles, as NBA 2K12 would be getting PlayStation Move support. But a new title built from the ground up with the motion controller will also be coming: Medieval Moves: Dead Man's Quest. From the creators of Sports Champions, it admittedly looks like the gladiator and archery segments of that game built into a larger action game. However, throughout the large setting with multiple branching paths, players will need to overcome traps and platforming segments in order to progress.

  

  Medieval Moves will arrive on PlayStation 3 in Fall 2011.

  

  Sly Cooper: Thieves in Time coming 2012

  Sony has announced Sly Cooper: Thieves in Time will be the latest title in Sucker Punch's family friendly platformer series. It will release in 2012, so make sure you catch up on the three preceeding games in the Sly HD Collection while you can!

  

  Enhanced Move functionality in InFamous 2 and LittleBigPlanet 2

  Starting tomorrow, gamers will be able to create levels with the PlayStation Move in inFAMOUS 2. Not only that, but starting in September, they'll be adding a deeper functionality to the creation aspect of LittleBigPlanet 2, with and for PlayStation Move. Considering how disappointing Sackboy's Prehistoric Moves was, I'm eager to see what the community will create.

  

  PSN getting exclusive digital prequel to new Star Trek game

  We heard about the ambitious Star Trek co-op title coming next year, now Sony is getting in on the deal. An exclusive digital prequel chapter will be released on the PlayStation Network.

  

  Star Trek will be released next year for the PS3 (and the Xbox 360 too).

  

  BioShock Infinite has Move compatibility, new BioShock game on NGP

  Ken Levine was out on stage at the Sony press conference to announce PlayStation Move compatibility for BioShock Infinite as well as to discuss something very important: the BioShock universe coming to the NGP. He said that there was an idea of a game in the BioShock universe that was being kicked around, and that they finally found a home for it - and then casually pulled an NGP out of his pocket. The untitled NGP game, or BioShock NGP, is untitled and in the very early stages, but whatever it is, I'm sure it's epic.

  

  Speaking of epic, BioShock Infinite will be out next year, and the PlayStation 3 version will include the original BioShock.

  

  Sony and EA announce three exclusive add-on deals

  Sony and EA announced a string of exclusive partnerships at the PlayStation press conference tonight. SSX will provide the exclusive Mt. Fuji pack, Battlefield 3 will include a free copy of Battlefield 1943 on the disc, and Need For Speed: The Run will have exclusive cars on PlayStation 3, including the Bugatti Veyron.

  

  NGP officially titled PlayStation Vita; Sony partners with AT&T

  Sony's Next Generation Portable (NGP) is officially named the Playstation Vita. Vita means "life," and SCE CEO Kaz Hirai said it will blur the lines between your real life and your ability to play and interact. It's got two analog sticks, six-axis motion technology, front and rear cameras, OLED screen, and one model will even have 3G. They're partnering with AT&T as the exclusive carrier.

  

  That last one was announced to surprised groans and laughter from the crowds.

  

  Sony also announced "Party" and "Near," applications which allow you to connect with your friends list, utilizing social networking and keeping you connected with your community.

  

  "Social Action" RPG, Ruin, announced for PlayStation Vita

  Sony announced a "social action" (or "impactful combat") RPG called Ruin for the PlayStation Vita. It has many aspects of regular RPGs, including character development, and looks a little bit like Diablo II on a handheld. But the enemies you fight are other players, turning it into a strange and interesting hybrid. This will work seamlessly with the PlayStation 3 version - simply save it on the cloud and you can continue your game right on your console.

  

  No word on when this game will be released.

  

  ModNation Racers announced for PlayStation Vita

  ModNation Racers was demonstrated on the PlayStation Vita. It looked a lot like the two games that are already out, but there was one cool announcement: if you buy ModNation Racers on the Vita, you'll have access to all the user-created content made for the PlayStation 3 version.

  

  No release date was announced.

  

  Details announced for LittleBigPlanet on PlayStation Vita

  Everyone knew LittleBigPlanet would be coming to PlayStation Vita, but it was hard to imagine exactly what that entailed. With the touch screen interaction, it's easier than ever to play, create, and share in the LittleBigPlanet world. The game will have all the tools from LittleBigPlanet 2, and players will have full access to their costumes from the PlayStation 3 games.

  

  No word on any release dates so far for any of the Vita games.

  

  Capcom's Street Fighter X Tekken coming to PS Vita w/ Infamous' Cole

  Capcom's crossover fighter between the two legendary franchises, Street Fighter X Tekken will not only be coming to PlayStation 3 (and Xbox 360), but will also be gracing the PSP's successor, the PlayStation Vita. Also, Infamous' Cole McGrath will be joining the cast of the game on all PlayStation platforms.

  

  PlayStation Vita will start at $249.99

  Not only will the PlayStation Vita be available starting holiday season of this very year, but the price is right. There will be two models available at launch - WiFi only version of the handheld will be $249.99, while the 3G model will be $299.99.

  

  Now there's our "Welcome Back."

  

  Jack Tretton delivers heartfelt apology

  Now that the presser's over, I wanted to add one extra thing: Sony CEO Jack Tretton's apology. Tretton stood up on stage at the start of the press conference to address the "elephant in the room" - namely, the PlayStation Network outage. He said "you're welcome" to the press for giving them bad news to report on, thanked both third party developers and retailers, and gave a heartfelt message to PlayStation fans. "It is you that both causes us to be humble and amazed in the dedication and support you give the PlayStation brand," Tretton said.

  

  Aww. We <3 you too, Jack. And for the record, I loved your tie.


  E3 2011: Nintendo Press Conference Recap


  Written by Warp Zoned Staff

  Original Published on June 7, 2011

  

  Did you miss Nintendo's E3 2011 Press Conference? The Warp Zoned Staff breaks it down:

  

  Zelda's 25th anniversary celebrated with four games

  Accompanied by a full orchestra, Shigeru Miyamoto unveiled the 25th Anniversary celebration of the NES release of The Legend of Zelda.

  

  According to Miyamoto, each of Nintendo's platforms will get in on the celebration. Starting today, The Legend of Zelda: Link's Awakening DX will be added to the newly launched 3DS eShop. It will be followed next week by The Legend of Zelda: Ocarina of Time 3D. In September, the DSi will receive The Legend of Zelda: Four Swords as a free download.

  

  Miyamoto also confirmed that The Legend of Zelda: Skyward Sword will be released "this holiday season" alongside a gold Wii Remote with Triforce styling.

  

  Mario Kart 3DS is tricked out

  Nintendo of America President Reggie Fils-Aime just introduced Mario Kart 3DS and he described it as a "tricked out version you've never played before." And he may be right. Karts can now be outfitted with gliders to get a little extra air off of jumps as well as travel underwater. Also, coins are back for speed boosts.

  

  Mario Kart 3DS will be released this holiday season.

  

  Super Mario 3D, Star Fox 64 3D detailed

  More from Reggie Fils-Aime: Star Fox 64 3D is coming in September and will include a four-player battle mode where the 3DS' camera records your facial expression after a kill. Controlling your Arwing by moving the 3DS as a flight yoke was also confirmed.

  

  Meanwhile, Super Mario 3D was described as "the first 3D Mario game designed for a handheld" and it sees the return of the Tanooki Suit as well as looking a lot like the direct sequel to Super Mario 64 we always wanted. The game will also include side-scrolling and overhead sections. Neat!

  

  Super Mario 3D will be released before the end of 2011.

  

  Luigi's Mansion 2 announced

  The 3DS announcements continue as Reggie Fils-Aime just announced that Luigi's Mansion 2, a brand new game featuring multiple mansions, is in development. The game looks to include a lot of the same ghost-vacuuming fun of the underrated original and, according to Reggie, the 3DS' 3D display will be very important.

  

  No release date was announced.

  

  Wii 2 is officially called the Wii U; all the rumors are true!

  Enough with the rumors... Nintendo has officially unveiled the Wii 2! The next generation system will actually be known as "Wii U." Let the lame name jokes begin!

  

  The controller includes two analog sticks, a D-Pad, four face buttons, four shouler buttons and a 6.2-inch touch screen. The touch screen can be used with a stylus as well as detached from the system to play simple games. And if someone wants to take over the TV, the Wii U can stream the game right to the controller. Basically, all of the rumors are true.

  

  The screen can be used to control the action such as pitcher control in a new version of baseball on Wii Sports. There's also a front-facing controller that can be used to make video calls. The system also makes use of all Wii peripherals like the Wi Remote, Nunchuk and Wii Balance Board and can stream a game right to the touch screen.

  

  It looks like it is officially the first real "sequel" to a console. It'll be available in 2012, but no price was announced.

  

  Smash Bros. for Wii U, 3DS announced

  Nintendo President Satoru Iwata just announced that a version of Super Smash Bros. is in the works for the 3DS and the Wii U. The games will link up "in some fashion" and it'll be developed by Kid Icarus: Uprising director Masahiro Sakurai.

  

  No release date (or any other information) was announced.

  

  Lego City Stories announced for 3DS, Wii U

  After discussing a variety of prototypes of possible Wii U software (including New Super Mario Bros. Wii with a Mii included in the action!), Nintendo of America President Reggie Fils-Aime announced the first third party Wii U game: Lego City Stories. Developed by Lego gurus TT Games, Lego City Stories will be an open world Lego game that includes "a whole city full of Lego vehicles."

  

  No release date was announced, but it'll be exclusively available for the 3DS and Wii U.

  

  Third party Wii U games include Tekken, Assassin's Creed, a lot more

  After playing a video showing some of the industry's top developers singing the praises of the Wii U, Nintendo unveiled the third party lineup that'll be available for the system:


  
    	Aliens: Colonial Marines


    	Darksiders II (which will be a launch title)


    	Dirt for Wii U


    	Metro: Last Light


    	Ninja Gaiden III: Razor's Edge (working title)


    	Tekken for Wii U (with a stylus-powered character creator)


    	Batman: Arkham City (which elicited cheers from the crowd)


    	Assassin's Creed for Wii U


    	Tom Clancy's Ghost Recon Online


    	Unnamed Electronics Arts games


    	Unnamed EA Sports games

  


  So basically, every hot PS3 and Xbox 360 game is also in development for the Wii U. While BioShock Infinite wasn't on the list, Irrational's Ken Levine was included in the developer montage and seemed very impressed with the Wii U.

  

  Whoa!


  Redbox vs Gamefly: Which One is the Better Value?


  Written by John Scalzo

  Original Published on June 24, 2011

  

  With the weekend upon us, gamers everywhere are looking for a new title to spend their free time with. But for those of us who try to limit our game purchases, a new player has emerged to offer the latest and greatest games for rent. Redbox added video games to their self-serve kiosks a week ago and it looks like the service is off to a rousing start with consumers. But can it unseat the popular rent-by-mail service Gamefly as the king of game rentals? Well, that's what we're going to find out:


  Price


  Gamefly has a two-tiered pricing structure where $15.95 a month gets you in the unlimited "1 Game" plan. For $22.95 a month, you can upgrade to the unlimited "2 Game" plan. Plans are also available to rent three and four games at a time. Rented games can be kept by paying an additional charge (a $60 game can be routinely be kept for an additional $50 payment). Redbox charges $2 per day per game (movies can be rented for $1, so games carry a bit of a premium) and users can keep the game after 30 days (after they've accumulated $60 in total rental fees).

  

  Gamefly is obviously cheaper on the surface, as the "1 Game" plan costs the same as an eight-day Redbox rental. But Gamefly's turnaround time (about four days) is also something to consider. If you rent and return three games a month from Gamefly, there's a very real chance you'll spend at least 12 days without a game at all.


  Selection


  Gamefly boasts over 7,000 titles in their inventory, while Redbox launched their game rental service with just 41 titles last week.

  

  Once again, Gamefly is the clear winner. However, a good portion of that number is made up of titles from retired systems such as the PS2, GameCube, Xbox and Game Boy Advance. The number of current generation selections is still much greater at Gamefly than at Redbox (raise your hand if you own more than 41 games), but Redbox has done a good job of selecting the best of the best for their initial rollout.

  

  However, you don't have to look very far to see the limitations of the little red kiosks. Yes, they carry all of the latest top tier releases like Portal 2, Mortal Kombat and Duke Nukem Forever, but a lot of the second tier stuff like Alice: Madness, Shadows of the Damned and FEAR 3 is nowhere to be seen. And because the machine's mechanism can't handle mutli-disc games, a big title like L.A. Noire for the Xbox 360 is unavailable.


  Availability


  Here's where Redbox shows its mettle, because Gamefly users are at the mercy of their GameQ, the list of titles they would like to rent. Ultimately, Gamefly has the final say in what the postman will deliver in that white-and-orange envelope. The user can only make their list and hope Gamefly chooses to send them the game they really want (even if it's the top game on their list). Meanwhile, Redbox offers real-time inventory tracking for all of their kiosks online. So it's trivial to call up their website, search for Duke Nukem Forever, and reserve it at any one of a dozen local kiosks.


  Convenience


  You might ask yourself, what could be more convenient than having your rentals delivered right to your door? How about walking over to the grocery store on your lunch hour and coming away with the exact game you wanted without enduring Gamefly's ridiculous turnaround times and sometimes baffling GameQ selection process?

  

  You might also be surprised that I'm suggesting everyone has a Redbox kiosk within walking distance, but it's apparently true. The company has 27,000 kiosks spread across the country, putting at least a dozen within five miles of nearly any point on the map. How ubiquitous are the big red machines? There are 27,000 Redbox kiosks, but only about 15,000 Starbucks locations (which, as we all know, stretches to the end of the universe).


  Used Games


  With so many Redbox kiosks out there, the one thing they'll do is increase the number of used games out there. If history is any guide, Redbox will sell their older games back to the distributor who will then turn around and offer these titles for sale in the same grocery stores that house the Redbox kiosks.

  

  Gamefly sells used games as well, and the company's seasonal sales usually can't be beat, but there's something I like about the instant gratification that goes with buying a used game and being able to pop it right in my system.


  So... Redbox?... or Gamefly?


  Sadly, there's no clear-cut winner in the battle of Redbox versus Gamefly. They both have their strengths and weaknesses. If money were no object, having a Gamefly subscription supplemented with Redbox rentals of games you wanted to play RIGHT NOW would be the ideal solution. But that's silly. However, if I have to play Judge Judy and executioner, my verdict would come down on the side of Redbox.

  

  If you mainly play big new releases like Brink, Infamous 2 or Call of Duty: Black Ops, a Redbox kiosk will be more likely to have the game you want on the day you want it. And, unlike Gamefly's rather sketchy selection process, getting the game you want is guaranteed. Gamefly is the better choice only if you need their deeper catalog and you have a "must play" list of at least a dozen titles. The service's GameQ selection process is too much of a crapshoot otherwise.


  Nintendo's 3DS: Looking Into the Next Dimension


  Written by Warp Zoned Staff

  Original Published on June 27, 2011

  

  Here at Warp Zoned, we believe in staying up-to-date with the current consoles and handhelds. We believe in this so much that roughly 25% of us swallowed our pride and bought the Nintendo 3DS. Okay, really it was just Senior Editor Nicole Kline and Podcast Producer Ryan Littlefield. But the 3DS has been available to the public for three months, and we thought we would take this opportunity to weigh in on what we like, what we don't like, and where we think Nintendo might take the handheld in its inevitable revision.


  The Negative


  3DS' Wobble But They Don't Fall Down

  Ryan - This is a problem that might date a little further back - ever since I upgraded to a DSi XL from my DS Lite, I noticed that the upper screen's hinge did wiggle a little. I'm not one to frantically shake my DS around while playing, so I don't often have to worry about it closing on me. All I know is that the DS Lite's hinge was much tighter, and had much more of a "click-in" sound than the DSi XL or the 3DS. This could get tricky on the 3DS when you're using the built-in gyroscope with AR games like Face Raiders) or shooting Skulltulas in The Legend of Zelda: Ocarina of Time 3D.

  

  Nicole - I never had a wobbly DS before the 3DS, and I can't stand it! It drives me crazy. I play my 3DS everywhere, including on bumpy bus rides and laying down in bed, so I notice whenever anything moves even a fraction - and this is not a fraction. It's frustrating when I'm playing Dream Trigger 3D especially, because that game is intense and requires a lot of complicated hand-eye coordination, and the last thing a player needs is to have the top screen move even a little, especially when any movement can slip you out of focus of the 3D.

  

  Get a Grip!

  Ryan - This one is starting to affect me. After playing some Rayman 3D and Ocarina 3D, I've been running forward in these games a lot. Are my fingers too big? Is the nub too small? Do I need to start going on some weird finger-nutrition/diet system? I'm not sure, but I think the culprit might be that little analog nub. There's no grip on it! I put my finger on it, push forward, and my thumb slides off like I put Vaseline on it! And last I checked, I didn't! Sure, it's a small thing to complain about, but do I need to pad my analog stick with sandpaper to be able to run around in a platformer game?

  

  Nicole - I didn't really even use the analog nub at first because I didn't like how smooth the top of it was, and I also didn't like how it felt like it was almost too precise, moving my Pokemon trainers every which way. But then, again, Dream Trigger 3D came along, in which the directionals and the shoulder buttons are the only things you're using - along with the stylus. In order to weave this tricky web, you have to hold the 3DS with your left hand, move your character with the nub, and use the left shoulder button, while using the stylus with your right hand. This doesn't just cramp up your hand - it makes your thumb feel like it's on fire after a short time, mainly because you're pressing down on the nub so hard just to make sure your thumb doesn't slip off. I think Ryan's sandpaper idea is a good one!

  

  Ah, Now That's the Spot!

  Ryan - The 3DS definitely has a pretty small margin of error when talking about the system's 3D "sweet spot." Anyone who's played one firsthand knows that there's a certain distance, a certain tilt, and a certain eye-squinty, brain-switch-around vision-modifier you have to employ when looking at the top screen too. (Google the Magic Eye books more a more analog example of what I mean.) I guess that's all right, and it's part of the system's... well, "genius," but maybe the next iteration of the 3DS should have a wider viewing angle, if at all possible.

  

  Nicole - Can't you see the schooner, Ryan? I mean... yes, it can be very difficult to find and keep that sweet spot, unless you sit perfectly still at all times - which, as I already pointed out, I can't do on a bumpy bus ride or when I'm laying in bed, holding my 3DS up, and my cat decides to be a jerk and rub his face on it, effectively killing me and making me start the level all over again, throbbing thumb and all. Wait, what were we talking about? Oh, right! The 3D sweet spot. As Ryan mentioned, Magic Eye books are the perfect comparison to this - try moving that around an inch or two while you're trying to see the 3D and see how well that works out for you.

  

  What Is That I Don't Even...?

  Ryan - Alright, this is a somewhat stupid complaint, but coming from me, the owner of the DSi XL, going back to the tiny screens is a bit... well, infuriating. Oh, did that come out wrong? I meant daunting. No one wants to carry around a giant DSi XL, because as Mike Gutierrez would say, that doesn't help in making it the "ultimate portable portable." I guess I'm the only person with giant pockets 'round these parts. But returning to the DS Lite-sized screens is a bit underwhelming, especially when trying to revive a classic game like Ocarina, which deserves so much more breathing room.

  

  Nicole - I had the Cadillac of handhelds, the matte black DSi, and I can tell you for sure - that thing doesn't wobble at all. Oh, wait, I mean... the screen. I personally love the DSi XL, but felt that since I already had three DSes (and now four because I have a 3DS!), I couldn't justify getting the DSi XL. If someone wants to distract Ryan while I steal his, though... *puts on JNCO jeans*

  

  Got Nothin' On the Energizer Bunny

  Ryan - Battery life is the nemesis of portable device developers everywhere. That's all been said. It's hard to say that any handheld device of any kind really has great battery life. Shouldn't they just last forever? Seriously though, the 3DS - with all of its wireless, Wi-Fi, StreetPass, SpotPass, Infrared, BlueTooth, Dark Energy Radar, Can Opener, Laser Eye Surgery Capabilities, and Hidden Video Camera (I may have made up those last five) - should have a little more staying power, all things considered. Oftentimes I'll bring my 3DS with me for a day out on the road, fully charged, and I won't even play it. I'll just walk around for the StreetPass notifications. I'll get back home at the end of the day, only to find that it's died midway through the day. That just doesn't make sense to me. Don't say you're going to feed a massive crowd of people if you don't have enough food, Nintendo.

  

  Nicole - The running joke at Warp Zoned has been that the PlayStation Vita was named thusly because of the horrendous battery life of the 3DS. Get it? PlayStation Life? Lulz! (I also like the NGP = Nintendo Got Pwned joke as well.) I have the same problem Ryan does - I walk around, desperately hoping I'll get any kind of notifications whatsoever from anyone, because I live in the sixth largest city in the United States and I'm bound to run into someone else with a 3DS, right? WRONG. Even if I did run into them, my battery is always dead by the time I leave work at night. I can't be charging it all the time, people! I am not made of electrical outlets, as sad as that makes me.

  

  Even Better Than A Massage

  Ryan - The 3DS' shoulder buttons are kinda wobbly too. What is it with that whole upper half of the system?! Maybe I just slam on the shoulder buttons when I need to use them, but they feel like they're going to fall out at any minute. I don't want to be bent over in public, walking around, picking up a broken shoulder button and putting it back in like a kid after the first time he loses a tooth. That already happened once. Even for the first run of the 3DS, it still seems a bit... unfinished.

  

  Nicole - I haven't had any problems with the shoulder buttons. Then again, I'm always holding the thing so tightly and smashing the shoulder buttons so frenetically that I don't think I would notice it anyway. Next time I'm trying to play Dream Trigger 3D on the bus, I'll pay more attention.


  The Positive


  It's Like Seeing Tron For The First Time

  Ryan - Still, playing in 3D without the need for glasses is pretty cool. Generally I get a headache on the first day of play after not playing for a while, but I somehow learn to adapt. I applaud Nintendo's ideas and efforts, and I still think this system has a lot of potential, in the same way that the original DS system had. Who ever thought THAT brick of a handheld would evolve as it did?

  

  Nicole - I'll admit it - the first time I saw a 3DS up close and personal at last year's E3, I was in complete awe of it. I felt like it was pure black magic. Even now, despite all the complaints I just made, I love it. And I can believe they were able to do it, because Nintendo has always been the great innovators when it comes to bringing childlike wonder back into our lives. Even if it's not perfect, and they release more iterations to improve upon it, I'm glad that I was able to be one of the early adopters and really test the waters with this one.

  

  AR, QR... Other Things That End With R...

  Ryan - The 3DS' more obscure features are some of the cooler things to me, still. The AR cards are a crazy feature for the 3DS, even if it currently only uses 5 or 6 cards. I'm just curious to see what else they'll do with that and the 3D camera. The QR codes are a cool addition also, as used in the Pokedex 3D application. I just hope these two features don't go to waste in the midst of Nintendo's work-in-progress.

  

  Nicole - I've only used the AR cards a little, but I love them! They are awesome and so simple and easy to use. I also love that Level Up Studios made this amazing AR shirt that lets you have fun without your cards! There's just so much potential here, and I can't wait to see what else Nintendo has to offer.

  

  It's Like The Real World Is Actually In 3D! Oh, Wait...

  Ryan - I'm not really a photographer. And I guess the 3D camera doesn't really change that for me.

  

  Nicole - I'm big into photography, but I haven't been one to take pictures with my DSi or 3DS. That being said, almost every time other people use my 3DS, they take pictures with it, so I have loads of hilarious pictures on it, and I can mess with them in all kinds of creative and funny ways. Seeing those pictures makes me want to use it more, but I already have a digital camera and a Droid Incredible, so the 3DS is not high on my list when I'm about to snap some shots.

  

  Hitting the Street, On the Spot

  Ryan - One of my favorite things about the 3DS is its StreetPass and SpotPass technologies. Not only does it give me a reason to wear a belt by making my pants heavier, but the idea that you can interact with any other person, involuntarily, just by walking by them? And getting rewarded with StreetPass Plaza coins? That's pretty cool! Plus it helps you with Find Mii and Puzzle Swap! (I love these two games, too.) I think this was an awesome idea, even if the sole purpose is just for a small meta-game.

  

  Nicole - I want this to be a cool feature, but since I live in the middle of nowhere in downtown Philadelphia, I haven't had anything cool pop up in my StreetPass. Maybe one day I'll move to the big city and stop being such a rural country bumpkin.


  The Verdict


  So What's Up With the 3DS Lite/3DSi/3DS XL, etc.?

  Ryan - Well, nothing, just yet. But I would like to see a lot of these situations addressed, and I'm hoping that the successor to the initial 3DS will make it look as crappy as the initial DS looks. (Seriously, that thing is a freakin' brick.) I think Nintendo had their heart in the right place, but rushed the handheld out a little sooner than they should have. That's okay though; I'm sure there will be at least 20 more versions of it before they start making games in 4D.

  

  Nicole - I don't think they'll make any improvements on this anytime soon, mainly because I think they're going to spend the next year focusing on bringing us the best games that they can to make up for the poor launch window. I think that next year they'll start talking about a new release with an improved battery, bigger screens, and possibly even make the Wi-Fi a little easier to use (that's a general complaint I've had about Nintendo products and isn't specific to their handhelds). Either way, as I said, I'm glad I got on board with the first generation, and I look forward to whatever is to come.


  Post Script: Off the Record


  Ryan - The 3DS stylus is the coolest, classiest thing since using a PalmPilot in a coffee shop in 1996.

  

  Nicole - Ryan's right - the stylus is wicked, though I still reach for the right side when I'm looking for it. I just wanted to add that I absolutely hate the new little tab on the game cartridges themselves. If Nintendo did that to make sure that people weren't putting 3DS games into a regular DS, well, all I have to say to that is, if your kid is too stupid to realize that they shouldn't be doing that, then 1) they shouldn't have a $250 piece of technology and 2) Jack Tretton is right - the DS is nothing more than a tool for babysitting. All the new cartridge shape is doing is preventing me from putting my 3DS games into the game carriers I already spent money on. That's really, really obnoxious, Nintendo.


  El Shaddai: Ascension of the Metatron Hands-On Preview: A Biblical Tale You Want to Play


  Written by Nicole Kline

  Original Published on June 16, 2011

  

  Published and developed by Ignition Entertainment, El Shaddai: Ascension of the Metatron is an action game inspired by the apocryphal Book of Enoch. The player – as Enoch – tries to prevent the fallen angels from bringing the flood. A biblical tale may not sound like an exciting premise for a video game, but if you add in gameplay like Devil May Cry, the art style of Okami, and a modern-day take on the characters (Lucifel contacts God on a cell phone, and Enoch’s only wearing a pair of designer jeans under his armor), you’ve got a recipe for the sleeper hit of the summer.

  

  Platforms: PS3 (Version Played), Xbox 360

  Publisher: Ignition Entertainment

  Developer: Ignition Entertainment

  Genre: Biblical Platforming Action

  Release: July 26, 2011

  ESRB Rating: Teen

  

  El Shaddai’s demo starts out with an in-depth description of which buttons you need to remember, which are very basic – jump, block, move, and purify. You can use L1 to steal your enemy’s weapons when they’re unconscious and automatically purify it, since it's tainted by the demons. After using it on your enemies, it gets tainted by them again, so you have to purify again by hitting L1. “Take heart, Enoch,” the game tells you, “if anyone can purify a weapon, it’s you—God’s chosen one!” The two weapons you can use in this demo are the Arch, which is a wickedly curved blade, and the Gale, which shoots darts. The demo ends as you are about to get the third weapon, the Veil, which is a pair of gauntlets that can also act as a shield.

  

  The artwork in El Shaddai is absolutely stunning. Even the pause screen is filled with beautiful moving shapes and colors. Ezekiel’s level is the one you play in the demo, and hers is full of natural beauty. As you work your way through it, you destroy demons and unlock items and more weapons. The Flame of Power “raises Enoch’s latent abilities,” and the Light of Blessing restores your armor – his feather armor over his jeans. He’s shirtless once your armor is broken down – shirtless with his designer jeans. You know, just like in the bible.

  

  While the game can seem a little unforgiving, it’s mostly a matter of getting adjusted to the gameplay. The battles can be difficult, but timing attacks and blocks is crucial in defeating foes. There’s also a recovery option – as Enoch is about to hit the ground after being knocked out, you can hit L1, R1, Square, and X to trigger a recovery. It doesn’t always work, but when it does, you pop back up again, armor fully restored and ready to go.

  

  There are also side-scrolling moments which are just as beautiful as the rest of the game. Enoch must make his way across this part by riding waves from platform to platform. The sky changes as the sun goes across the sky and the moon rises, inverting the colors on the screen. Everything about the demo feels like a water color painting brought to life.

  

  The game does suffer from some slight perspective issues. It reminded me of Hades in the original God of War game, in which you would try to jump to other platforms and one slight miscalculation would dump you down into lava. It takes a well-timed and perfectly-aimed double jump to make it through some of these areas. Once you get the hang of it, it’s easier, but the first few times are definitely ones that elicit some language Enoch would probably not approve of.

  

  El Shaddai: Ascension of the Metatron looks stunning, has a breathtaking score, and feels like games you already know and love. Keep a lookout for it when it launches for PlayStation 3 and Xbox 360 on July 26.


  Sonic Generations Hands-On Preview: The Last 20 Years Has Been a Loop-the-Loop


  Written by Ryan Littlefield

  Original Published on June 28, 2011

  

  Sega has officially decided that Sonic's 20th anniversary needs a little commemoration, and what better way to celebrate than introduce Sonic Generations, a 2D/3D variable game honoring the hedgehog's past and recent achievements? That was the intention, anyway. The initial trailer for this game has once again involved many gamers in "The Sonic Cycle," the ailment that falls over classic fans of the Genesis series, causing initial excitement followed by disappointing suicide threats. It seems that 2011 is no different from any other year with a Sonic release, because The Sonic Cycle is at an all-time high if the finished product is anything like the demo (though a disclaimer states that it may not be).

  

  Platforms: PS3 (Version Played), Xbox 360

  Also On: 3DS

  Publisher: Sega

  Developer: Sonic Team

  Genre: Dual-Dimensioned Platformer

  Release Date: November 22, 2011

  ESRB Rating: Rating Pending

  

  The Sonic Generations demo opens with a polished intro screen with a modern variant of the classic Sonic 2 title screen music. The Sonic Cycle takes effect. I press Start, hit a loading screen, and finally lace up the hedgehog's famous red running shoes. The level opens, and I begi-- wait, what? THAT'S the character model they decided to use for this game? Uh oh. This model bears almost no similarity to those shown in the Generations trailers, and could've easily been lifted from a Flash-based Google-ad Sonic knockoff game. "Okay," I sigh to myself, "maybe this will change later in development."

  

  The side-scrolling gameplay found in the "Classic" or 2D mode of Sonic Generations isn't all it's cracked up to be. The physics have received a welcome change from Sonic 4: Episode 1, but there are still problems with the visuals. I understand that this version is "unfinished," but it's very difficult to see anything going on while running at full speed. Trees and objects are incomprehensible, and it seems like the rendering speed is to blame. A returning complaint is another camera problem - the last couple of side-scrolling Sonic games (Sonic Colors, Sonic 4) seemed to be zoomed in too closely, preventing the player from seeing their destination. With Sonic Generations, it may be that the model of Classic Sonic is so small that zooming in is the only way to make him visible. Seriously, Classic Sonic looks to be about half the height of Modern Sonic. What, did he get two feet taller before Sonic Adventure?

  

  The first stage of Green Hill Zone starts with a pretty hum-drum attitude. It's the same level design from the other Sonic games, but it seems even more watered down, as if done intentionally to show off their new design approach. I don't see the logic in intentionally dumbing down the first half of a stage in order to make the second half shine more, but it's fine, I guess. At one point in the level, it does take a literal twist (yes, Sonic goes around and around) into the newer-styled, updated section of Green Hill Zone, where Generations starts to feel a bit more like Sonic Colors. The new section offers more gaps, wall-to-wall jumping, and actual platform-jumping skills. Less enemies appear, and visual finesse is more frequent. It's tough to say that the new platforming style is better, but it is certainly different. The level closes with the standard spinning signpost as expected, and Sonic is led off-screen, possibly retiring to have a cigarette before the next act.

  

  ...And I am left with an unenthused expression on my face. While it looks as though the creative team strove to stick to the level design of Sonic 2, it's my personal opinion that more innovative level design existed in Sonic 3 and Sonic and Knuckles. I know everyone regards Sonic 2 as the best Genesis game in the series, but that doesn't necessarily mean that the developers shouldn't continue to make a push in the same direction that the original series was headed. Had they made a Sonic and Knuckles 2, or even Sonic 4, back when the games were still in their prime in the early 90's, then incorporating level design from Colors may have potentially worked. It seems like Sonic Team is creating stages in the style of Sonic Adventure, and turning them sideways in order to make a side-scrolling game. It just won't work that way.

  

  I'm a picky Sonic fan, I know I am. The initial premise of the game seemed exciting; it looked like something that I really, genuinely wanted to sit down and bust through a couple hours with. If the game ends up being released similar to the state it's in now, then that premise will be off by a longshot. In fact, it may end up in the bargain bin faster than Sonic Colors did. Or maybe, just MAYBE, Generations still has the potential to break out of The Sonic Cycle.


  Warpback: What We Played in June 2011


  Written by Warp Zoned Staff

  Original Published on June 30, 2011

  

  Here we are, the end of June! We were all so pumped for E3, but it came and went so quickly we barely remembered it. But we here at Warp Zoned were all kept busy with plenty of games, old and new. There's always something for all of us, from platformers to dungeon crawlers to games with "Hot Boners." Read on to see what we played in June!

  

  John Scalzo

  Editor-In-Chief

  I spent the month of June playing a single game: Square Enix's Dungeon Siege III. It's an enjoyable hack 'n slash action RPG that fans of the genre would do well to seek out. Even if its storyline is just Star Wars with knights and princesses instead of... err... knights and princesses IN SPACE! Oh, wait, I also played the Sonic Generations demo. Like most Sonic games, the level was over before I really knew what was going on. I know the Sonic fans are already howling about how the franchise is RUINED FOREVER (again), but I enjoyed it.

  

  Nicole Kline

  Senior Editor

  Ah, June. You came and went so quickly! In just one short month, I beat BioShock 2, played and beat InFamous (as a goody two-shoes, and then started a second game as a baddy), played a lot more Disgaea: Afternoon of Darkness, really enjoyed the El Shaddai: Ascension of the Metatron demo, started F.3.A.R., prestiged for the first time in Call of Duty: Black Ops, and nearly finished up Dream Trigger 3D. I dabbled in a lot of other games, but those were the only ones I really took seriously. Since the 28th, though, it's been nothing but the Uncharted 3: Drake's Deception Beta, and I just popped in Uncharted 2: Among Thieves, because nothing beats this soundtrack. I have been obliterated by games this month. I need a nice weekend down the shore with no Internet connection, lots of sand and sun, and the love of my life. And my 3DS, of course... for more than a few reasons.

  

  Mike Gutierrez

  News Editor

  Unfortunately, I didn't get a chance at InFamous 2, but I did get a taste of F.3.A.R. via Nicole and I have to say, it looks pretty damn good. I was afraid the new developers would make this more like a bubblegum action game, but already in the opening levels I've seen the same tactical combat that I loved from the last entry, as well as some impressive level design. Can't wait to see more of this one.

  

  As far as older titles, I've been getting my usual Black Ops on, as well as checking out the new "From the Ashes" map pack for Killzone 3. All of them are incredible and, as with Killzone 2, the add-on maps do even more impressive things with the engine than we saw in the main game. They're always improving, even on the DLC, and that's what I love about Guerilla. I've also played a little bit of Mega Man from the Japanese Imports section of PSOne classics, and really enjoy going back to the original as a nice handheld game to play for a few spare minutes.

  

  Ryan Littlefield

  Podcast Producer

  June was a relaxing yet productive month of gaming for me. I finished up Dragon Quest IV after ignoring an unfinished save file for over a year, got some time in with L.A. Noire, finished Pokemon Black, finished Dead Space, and am close to completing Uncharted: Drake's Fortune. I bought The Legend of Zelda: Ocarina of Time 3D, and am playing through that at this very moment (look for a review soon!). How excellent it is!

  

  Chris Urie

  Contributor

  Gaming in June was a bit of an adventure into new lands. I explored all Wonderland had to offer in American McGee's Alice: Madness Returns. That game had been on my radar for a long time and I was so pumped to finally get to wander around the nightmarish landscape of Alice Liddel's broken Wonderland. Check out the review coming soon! Next up, I began my journey into Hell to save my girlfriend in Shadows of the Damned. I know it sounds a bit like Dante's Inferno, but Dante's Inferno does not have a gun called the "Hot Boner." Need I say more? Demon hunter Garcia Hotspur and I have some unfinished business to attend to in July. Once again, check out the review coming soon. The rest of the month was spotted with nerve-wracking adventures into the USG Ishimura in Dead Space and wanderings around The Elder Scrolls IV: Oblivion's Cyrodil. I must finish all of it before Skyrim!

  

  Adam Woolcott

  West Coast Editor

  I spent much of June... doing very little gaming. As I'm away from my home base, gaming time is a little shorter - and hence, I was pretty scattered. Of June's releases, I only bought Dungeon Siege III, thanks to the interesting demo. That said, I've played it for all of thirty minutes. I spent much of the month playing my early favorite for Game of the Year: L.A. Noire. Suffice it to say, I really like it and crave more through the DLC cases. I also wasted a few hours on Half Minute Hero: Super Mega Neo Climax for Xbox Live Arcade. You'll get a full review of that very soon, but for a sneak preview: it's pretty awesome.


  Brink Review: Broken Promises


  Written by Christopher Urie

  Original Published on June 14, 2011

  

  There is never a worse feeling than when someone promises you the world, but ends up giving you a nickel and a shrug. It is even worse when a game that has been hyped for months as the future of the first person shooter turns out to be an unfinished heap of unexplored ideas. It is like the awful relationship that starts with such high hopes. You think that this will change my whole life! And it does... for the worse. Brink... why did you have to go and break my heart like this?

  

  Platforms: PC, PS3 (Version Played), Xbox 360

  Publisher: Bethesda Softworks

  Developer: Splash Damage

  Genre: First-Person Objective-Based Shooter

  Release Date: May 10, 2011

  ESRB Rating: Teen

  

  I was looking forward to Brink. From all the production videos posted on the developer’s website, it looked as if I would be released from the grip of the brown, cover-based first person shooter. But all the hype and anticipation just made Brink even more of a disappointment. Brink brought me up to the top of a beautiful seaside cliff to admire the view before pushing me off into the abyss of a hackneyed story and broken game design.

  

  Let’s get the first impressions out of the way. Brink was terrible right out of the gate. If it was a first date, I might have gone to the bathroom and never come back. The introduction video quickly set up your standard cliched bit of story into which to insert levels and players. I was told about the Ark, a floating city that was mankind’s last haven after some sort of global catastrophe. It looked and sounded suspiciously like global warming melted the ice caps. As usual, humans can’t be expected to play nice together and the Ark became divided into two groups: the Security, charged with protecting the Ark and the resources, and the Resistance that plans to use those resources to cobble together a plane in order to escape. To where? They haven’t quite figured that out yet.

  

  Next up came the character design phase. Now, any decent game with customizable characters will give you hundreds of options right in the beginning. Not Brink. You have to earn your right to accessorize. All you get to choose from are generic body types, different voices, and a paltry selection of clothing. Granted, the customization options did open up a bit by the end of the main campaign, but who would want to bother with character design at that point? Often after each level a player is searching online for Brink’s trade-in value.

  

  Brink was lauded as being able to seamlessly combine online and offline play through a unique and engaging story campaign. This more or less translates to: this is a multiplayer game where you can play with AI bots with maple syrup for brains when your broadband connection is down.

  

  Each level is introduced with unbearably terrible, but thankfully short, cutscenes that try to set the scene. They try and fail. The characters looked like something out of last generation’s consoles. The animation itself was very buggy. I usually found myself staring in horror one time while a character’s teeth started moving independently from his jaw like some sort of digital shark. The audio mixing is patchy at best and I frequently found myself listening to only background music while two characters mumbled inaudible things. Most of the time I was thankful that I couldn’t hear the dialogue. I couldn’t shake off how terribly the lines were written and how they were made even worse by some really bottom notch voice acting. Choruses of “Let’s get ‘em!” and “For the Ark!” still ring in my ears. One more question concerning the voice acting: Why is it always that the man with a thick Eastern European accent is at the head of any Resistance? I kept expecting my next objective to be "capture Moose and Squirrel.”

  

  Once inside the game and moving around, you will discover that the screen is overflowing with flashing things vying for your attention. There are icons for your class, objective, and weapons too. There are icons for your flim flam and chim chim cheroo. It seems as though the designers couldn’t decide what information was important for the player, so they just threw it all up there. What really got confusing was trying to change objectives from the stubbornly complicated menu wheel while in a firefight. As soon as you select a goal, you are automatically spun towards its location and it is highlighted even if it is behind a dozen walls. Everything in Brink glows like it was doused with fluorescent paint and stuck under a black light. I frequently found myself simply aiming at anything that came up as red on my screen. That was my plan for clearing a room of enemies so I could run up and mash the action button against some console in order for the level to mercifully end.

  

  The levels were laid out in sometimes awkward ways. I found myself always having to climb through ductwork in order to progress through the level. The flotsam and jetsam scattered about in each room to allow you to make full use of the SMART button. SMART stands for Smooth Movement Around Random Terrain. The SMART button is the one piece of innovation worth keeping around from Brink. The SMART button allows you to vault up to balconies or slide under piping. It is a simple way of integrating parkour into a game that is very reminiscent of Mirror’s Edge. Surprisingly, it works pretty well. It assimilated itself into my collection of twitch reactions and in no time I was running up walls and sliding through doorways. It dissolved itself into gameplay like all good mechanics should. As with the rest of Brink, it too has its bugs. Sometimes it doesn’t work and you find yourself face-first in a wall trying desperately to clamber up and out of a firefight. All in all, I wouldn’t mind seeing a refined version of this mechanic in another first person shooter.

  

  The biggest problem with Brink is that it feels unfinished. After being thoroughly confused by the way the story was presented in the game, I delved into the instructional booklet. There is always a quick snippet expounding on the story. Brink was no exception, and the story they laid out was unbelievable. After all the hours spent doggedly slugging my way through the actual game, I found myself captivated by the ideas set down in the booklet synopsis. I wanted to explore more of the Ark, but I didn’t want to explore any more of Brink. God knows I’d had enough of that. It was then that all of the pieces clicked together: Brink is the multiplayer afterthought to a really fantastic single player game. If you have played BioShock 2, you know what I mean.

  

  Brink promised a lot. It promised to pick up its socks and take out the trash. It promised to always be fun and fresh. It promised to water the plants. Now all my plants are dead and Brink and I are no longer talking. Brink, I think it is time you moved out of the house. I don’t want to bring you home to my mom. You just aren’t polished enough. You are all hype and no substance. Brink, I’m breaking up with you. Now pack yourself in that bubble wrap and get in the box, you are going to Amazon’s trade-in division where you belong.

  

  1/5

  

  Review Disclosure: A retail copy of Brink was purchased by Warp Zoned for the purposes of this review.


  Dirt 3 Review: Can You Class Up Dirty?


  Written by Adam Woolcott

  Original Published on June 23, 2011

  

  Codemasters has spent this entire hardware cycle delivering consistently excellent racing games - with their biggest success being the Dirt franchise. An “evolution” of the old Colin McRae Rally games, the original Dirt offered not just traditional rally racing, but numerous other disciplines of off-road racing. 2009’s Dirt 2 continued this movement away from what made the CMR games so popular... and added an unfortunate “extreme” element that was insanely out of place. The result is a series that’s commended for solid racing action, but frequently criticized for its abandonment of “serious” off-road racing. The result of these complaints is Dirt 3, which can best be explained as a “happy medium” between the seriousness of Dirt and the insanity of Dirt 2. In short, if Dirt 2’s craziness was a serious turn-off, Dirt 3 is a heartfelt apology.

  

  Platforms: PC, PS3, Xbox 360 (Version Played)

  Publisher: Codemasters

  Developer: Codemasters

  Genre: Off-Road Racing

  Release: May 24, 2011

  ESRB Rating: Teen

  

  Dirt 3 features a deep and involving career mode that spans four total “seasons,” along with overall championships for each of the five racing disciplines. It might not sound like a lot of content, but within each season there are at least a half-dozen events to participate in. There’s a lot of content here, and most importantly, there’s a ton of rally-specific stuff - after Dirt 2’s sparse rally choices, this is a huge improvement. Between traditional Rally, Rallycross, Head-to-Head, and Trailblazer events, fans of rally should be pleased. There are also some races in buggies and trophy trucks, but those have definitely taken a back seat. Though the more “extreme” elements have been removed, Dirt 3 has a new discipline - Gymkhana. This isn’t a “racing” mode in most respects (unless you count the ever-ticking clock); it’s really just about showing off your abilities in a car. Within these events you get to drift around, get big air, and perform donuts for big money and big prizes. There are also some Challenges that pop up during the career that expect you to use Gymkhana skills to complete, but these are different beasts entirely.

  

  It also features a large amount of multiplayer options, be it online or locally. Indeed, Dirt 3 features “old school” splitscreen racing, which is something of a dying breed in modern racers. The online features aren’t much different from Dirt 2 - there are standard head-to-head events where you directly compete with others, but it also features a robust “party” system that lets someone set up a lobby where you can compete in an endless array of rally races. In these events, your opponents are “ghosts” that race at the same time, but not in the same physical space. In this situation, you merely compete against the times of rivals. It was really fun in Dirt 2, and it continues to be entertaining in Dirt 3.

  

  Like other Codemasters racing titles, Dirt 3 skews towards the “realism” spectrum. It’s not overly technical or anything, but with damage that effects vehicle performance and other penalties for poor driving, there’s a certain level of skill required. That said, Dirt 3 features a large amount of customization for almost every skill level. For instance, if you worry about terminal damage, it’s possible to arrange it so everything is cosmetic, with no effect on how the car drives. One can also tweak the difficulty in many ways, or fiddle with a handful of assists. Plus, Dirt 3 still features the “rewind” feature that was introduced in Grid. While it can still be a tricky game for those used to more arcade-style experiences, all these tweaks mean that almost anyone can hop in and race fairly well.

  

  Dirt 3 isn't brutally realistic or anything, but it does command a level of respect. Like any good off-road game, the various surfaces all feel different - dirt tracks are fast, snowy tracks are slippery, wet areas are slick, and regular asphalt is almost a reprieve. Dirt 3 can punish bad drivers - taking corners too fast or being too reckless in other spots can lead to disaster. More importantly, your success can vary depending on your ride - almost every car feels different in one way or another.

  

  The problems with Dirt 3 are the odd differences between the rally races and the non-rally stuff. When in a rally race, the game really shines - the track design is superb and challenging, with a ton of awkward corners and frightening straightaways that let you get to very high speeds on very slippery roads. These battles against the course are downright epic. On the other hand, the tracks used for standard head-to-head racing are fairly ordinary, and the AI is mostly a pushover at default levels. Due to the renewed emphasis on rally, this isn’t a big deal, but those large discipline championships got really tiring due to these... boring courses and AI tendencies.

  

  Unsurprisingly, Dirt 3 looks great. From the slick menus and presentation to the gritty visual design, it really creates a solid atmosphere. Considering Dirt 2 was pretty incredible looking, it's a huge feat to actually surpass it on a technical level. Where things get frustrating is the frequent lack of color. There’s nothing as strong as Croatia or Malaysia from Dirt 2 - picking places like Michigan and Kenya means you’re getting more “dirty” environments. The tracks that take place in Nordic territories are different beasts due to their snowy locales, but without colorful locations, the game seems a bit drab despite the great technical accomplishments. There’s not much to say about the audio presentation - the reduced emphasis on loud-mouthed rival drivers in favor of a Grid-like “team leader” setup classes up the game in a good way. The soundtrack features faceless licensed fare... and that’s about it.

  

  Codemasters almost always delivers great racing experiences, and Dirt 3 is no different. It's realistic, and has a vast amount of customization and tweaks, but not so much so that it's inaccessible to all but the most hardcore. The returning focus on rally means it should drag longtime fans back, especially if Dirt 2 was a turnoff. Plus, the game maintains its great presentation and strong visuals. In short, it’s a great racing title that isn’t perfect, but considering how few realistic rally games are out there these days, it’s definitely worth adding to your collection if that’s your thing.

  

  4/5

  

  Review Disclosure: A retail copy of Dirt 3 was purchased by Warp Zoned for the purposes of this review.


  Dungeon Siege III Review: An Elegant RPG For a More Civilized Age


  Written by John Scalzo

  Original Published on June 29, 2011

  

  In a lot of ways, Dungeon Siege III can be considered a "first" for the franchise. It's the first game in the series published by Square Enix, and the first developed by Obsidian Entertainment. It's the first Dungeon Siege game to appear on a console, and the first new game in the series in five years. With this new beginning at hand, I dove into the Dungeon Siege series myself for the first time and came away with a pretty good RPG experience.

  

  Platforms: PC, PS3, Xbox 360 (Version Played)

  Publisher: Square Enix

  Developer: Obsidian Entertainment

  Genre: Action RPG (With a Dash of Incest)

  Release Date: June 21, 2011

  ESRB Rating: Teen

  

  Unless you count the PSP-exclusive Dungeon Siege: Throne of Agony, DS3 is also the first game in the series to tell its tale using pre-made characters. These pre-made characters come together to recount a story that is just as much based on the Dungeon Siege saga as it is on the Star Wars saga. The Jedi Order 10th Legion is a grand gathering of warriors that has protected the galaxy Kingdom of Ehb for centuries. That is, until one day when a fallen Jedi Knight a powerful dark wizard with monstrous powers wiped them out. Only a wizened old man, Obi-Wan Kenobi Odo, and the children of several Jedi Knights Legion members, remain. A secret rebellion has formed in the years since, aided now by Luke Skywalker Lucas Montbarron and his heretofore unknown sister Princess Leia Katarina.

  

  I know George Lucas himself was inspired by Joseph Campbell's monomyth, but all the little shoutouts to both Star Wars trilogies (including Katarina flirting with Lucas even after discovering they're siblings, as well as the goblin race's resemblance to Yoda), are too numerous to mention all of them. Even if it's just a medieval riff on Star Wars, the game's story kept me entertained the entire time. I especially loved the clockwork city of Stonebridge and its assortment of greedy goblins and robotic "Automatons." Like C-3PO, the Automatons would blurt out amusing (and sometimes wildly inappropriate) lines of dialogue.

  

  But regardless of where they found inspiration for the story, Obsidian has stuffed DS3 full of everything that makes a great action RPG. Battling enemies is initially simple, but DS3 includes more advanced strategies for the adventurous as players delve deeper into the game. A basic attack is executed with the A button while special attacks are mapped to X, Y and B. Blocking with a shield and dodging are performed by holding down the Left Trigger. The number of attacks each character can employ is doubled with the use of the Change Stance button (Left Bumper). For example, Lucas can fight with either a single-handed shortsword stance or a two-handed longsword stance.

  

  Hacking and slashing is great fun, and while the game may eschew the more turn-based feel of DS3's PC predecessors, I felt right at home in action RPG mode. The dodge button allows your character to zip across the screen, sticking and moving like a prizefighter. And the special attacks have just the right amount of oomph behind them to make you feel like a Force-wielding 10th Legion badass.

  

  After vanquishing a horde of monsters, the screen will often be littered with weapons and gold. This loot can be collected with the Right Bumper and equipped at any time to make your chosen character even more formidable. However, the stat differences between different pieces of weaponry or armor is poorly explained, and the only way to learn the difference between categories like Warding, Withering or Will is digging into a sub-menu not connected to the stats screen. Creating a fearsome warrior is less about studying the available stats and more about equipping the most expensive item in your inventory. Thankfully, selecting Proficiencies (statistical upgrades to special attacks) and Talents (statistical upgrades to the basic attack) is much more straightforward.

  

  Like a typical action RPG, players will meet with a variety of NPCs and receive quests to undertake as they battle their way towards Jeyne Kassynder, the aformentioned dark wizard. Knowing where to go is never a problem, as the game offers (with a tap of Up on the D-Pad) the now standard "breadcrumb system" to point the way. In addition to the story quests, NPCs highlighted with exclamation marks will have sidequests to offer. Grinding levels to topple a seemingly invincible boss or to obtain some rare item isn't usually a problem in Dungeon Siege III. But the game's use of sidequests makes it enjoyable. Many of the quests (emptying out a dungeon full of baddies, fetching an item for an NPC, etc) seem like things the main characters would do anyway while on their big adventure. And completing them nets the Experience needed to make progression easier.

  

  That said, sieging some of these dungeons feels rather repetitive. There's very little variety in the enemy types until the very end of your journey, and many of the game's environments are lifeless and generic. Forest, meadow, swamp, dank cave, haunted cave, cave full of spiders... if you've played an action RPG before, you know the drill. Thankfully, Obsidian doesn't keep you in one location for too long. You're always on to the next thing, and the constantly-changing locales keep the adventure fresh. But that's not to say every location is too plain; the shining ceilings of Glitterdelve Mine and the clockwork city of Stonebridge both look fantastic.

  

  Normally, the computer controls the player's co-op companion, but the developers gave Dungeon Siege III a drop-in/drop-out mulitplayer option as well. Too bad it's rather pointless. You can connect with friends or strangers locally or online and these players just hook in to the host's already in-progress single-player campaign. This means that unless you're the host, you get nothing from the game's online co-op mode. No Experience Points, no weapons, no progress in your own game, nothing. While the multiplayer mode is a mess, the single-player campaign works so well that it doesn't really matter.

  

  Dungeon Siege III does everything you would expect from an action RPG. It's not flashy, but it doesn't try to be. Instead, players get a solid game with a compelling story and a quest that'll make you want to keep playing until the end. I'm definitely looking forward to raising the banner of the 10th Legion and defending the Kingdom of Ehb again in the future.

  

  4/5

  

  Review Disclosure: A review copy of Dungeon Siege III was provided by Square Enix for the purposes of this review.


  Sega Rally Online Arcade Review: Very Short, Easy Game... Maybe?


  Written by Adam Woolcott

  Original Published on June 15, 2011

  

  The last time consoles saw the Sega Rally franchise, it was 2007. The first and only product from the now-defunct Sega Racing Studio, Sega Rally Revo was a challenging, pretty, and unusually deep attempt at arcade-style off-road racing. The game didn’t fare very well - an unfortunate circumstance likely due to the declining interest in racing games this console cycle. Four years later, the franchise returns to gaming platforms as the download-only Sega Rally Online Arcade. A stripped-down game based heavily on the engine used in Sega Rally Revo, the game captures the loose, arcadey gameplay the series is known for. Due to its heritage, it's one of the better looking racing games for any console's downloadable game service. At $10 SROA is definitely affordable, but keep in mind you have to be an avid online player to get the most out of it.

  

  Platforms: PS3, Xbox 360 (Version Played)

  Publisher: Sega

  Developer: Sumo Digital

  Genre: Arcade-style Rally Racing

  Release Date: May 18, 2011 (Xbox 360), June 2, 2011 (PS3)

  ESRB Rating: Everyone

  

  As Sega Rally Online Arcade is, for all intents and purposes, a port of the arcade game Sega Rally 3, it shouldn’t come as a surprise that the feature set is much smaller than your average racing game - even if it is a downloadable title. The core single-player event is the Championship mode. This will be a familiar setup for fans of the franchise, as your job is to start at the very back of the pack and move your way to first or second by the time you complete three races. Doing so drops you into a final one-on-one encounter that you must win to emerge victorious. It’s very arcade-like in nature, to the point that you’d almost want to pop in a quarter when you start. In addition, there’s quick race, time trial, and online options that are more standard head-to-head fare. With time trials specifically, it’s possible to download either a staff or online ghost to compete with, similar to Sega Rally Revo.

  

  While Sega Rally Revo was a bit more simmy than the franchise was known for, SROA tosses that out the window. The game is much looser this time around, with more emphasis on throwing your car around corners without taking your foot off the gas. It hasn’t completely abandoned its roots, however; the handling of the vehicles varies greatly depending on the surface. Driving through a puddle, for instance, causes your car to slow down - making it imperative to avoid doing so. Racing on slick, icy surfaces is rougher and wilder, yet racing on plain old asphalt (a rare occurrence) is mostly pleasant.

  

  Though the track selection is minimal, with just a handful of variants (tropical, outback, alpine, etc), there’s enough differences in each track to make them all interesting. As a bonus, the game features a recreated version of a course from the original Sega Rally. The AI can be customized with two difficulty levels - the game sets things to Casual by default, but there’s an “Arcade” difficulty that - at least in my opinion - isn’t all that different. Compared with the uber-challenging Revo, SROA is pretty standard fare.

  

  The trouble with Sega Rally Online Arcade is that even for $10, the game feels slim on content. The Championship mode can be completed in five minutes, and there’s only those handful of courses for quick races and time attacks. Even the bonus “Classic” mode is one track and two selectable cars. There’s just not a lot here, unless you’re expecting to spend a lot of time playing online. Here’s the rub: if you haven’t played it, go find a copy of Sega Rally Revo on the cheap. A used copy runs less than $10, and new copies can be had for a few bucks more (observant Xbox 360 players might notice that SRR vanished from Games On Demand recently, likely due to the release of SROA). At least with Revo, you get a challenging racer with ten times the content for roughly the same price. If you have played Revo, this might be worth a look - but probably not until it goes on sale. It’s a good, fun game... just a smidge overpriced for what you get.

  

  3/5

  

  Review Disclosure: A retail copy of Sega Rally Online Arcade was purchased by Warp Zoned for the purposes of this review.
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