Name: Jared Nickson

2000-word Zombie Driver HD game review
Zombie driver HD [1] is a combat action game where you drive around with a car which can get various upgrades and weapons, there are also zombies and zombie bosses with lots of blood and explosions. The genre of Zombie Driver HD is a post-apocalyptic Zombie scenario where the Government have turned the inhabitants of a city into zombies, and you are working to cleanse the zombie hoards with your taxi that you can upgrade and equip temporary weapons that spawn on the map.
[bookmark: _Int_CEWRh7J9]The visual style of the game is an Arcade style Top-down (Isometric) perspective Zombie driver apocalypse game, that has lots of blood, guts, and explosions. It is a game where you can drive/ram into hordes of zombies, and you will see blood and guts go all over the screen. The intended demographic of this game is rated as Mature 17+ ESRB. They do not show it on the Steam page, but it shows the age rating on https://www.esrb.org/ratings/31757/zombie-driver-hd/ [2]
Here is what I mean about the blood, guts, and explosions:
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[bookmark: _Int_rZdUaBxt]As you can see, there is a lot of blood and explosions. I feel that this way they have done the blood does not make it seem like Gore. I mean it is, but it is not. I say this because the blood is not that detailed, and I do not think it would traumatize or frighten younger audiences. It just looks like a game you would play in an arcade. However, I should also say that this game came out in 2009 which I think is bad for its time. Heck, even games from 2004 Like Halo 2 [3] or Call of Duty World at War [4] from the year before Zombie Driver HD (2008) for example have more detail in their designs and Gore and explosions. However again, this game is a top-down perspective car game and not an FPS (First Person Shooter) game. If we compare this game to other Top-Down perspective games of its year its graphics and detail are much much better. Here is an example of Zombie Driver HD compared to another Top-Down perspective game:

Zombie Driver HD:
[image: ]

Zombie Shooter 2: [5]
[image: ]
[bookmark: _Int_oBGfzKDP]The 2 games I have shown are Zombie Driver HD and Zombie Shooter 2. Now I think it's obvious which game is more visually impressive.
Zombie Driver HD looks more Detailed than Zombie Shooter 2 this is because the environment has more textures and detail compared to Zombie Shooter 2 which its environment looks blurrier and more smudged.
The colour scheme in Zombie Driver HD works well because they have focused on a Yellow and Brown colour scheme and atmosphere which makes it feel eerie and it makes the Player or Viewer feel like they are in a Zombie Apocalypse and the atmosphere in-game feeling grimy, decrepit, and worn down. If the colours were different, for example light blue and bright green it just would not fit the “Mood” of the Zombie Apocalypse, this is why colour theory is an important aspect for games.
An Example of what a correct Zombie Apocalypse colour scheme should look like:
Credit: colorhunter.com
Users who made the image: SacredShinx, Glenn Carstens-Peters [6]
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This intended demographic fits well with how it is rated. This is because there is lots of blood, guts, gore, and explosions which I have previously mentioned. However, the real demographic outside of ratings would be ages 12+, I think this because, the blood and guts are not really “Gore”, what I mean by this is that because everything is pixelated it just looks like red paint and would not traumatize younger audiences. Yes, I mentioned 12+ even when the actual rating is 17+ this is because many younger people play these games anyway, (I mean what other games would 12-year-olds be playing other than GTA). [7]
Zombie driver HD was not a success mainly because it was not Original and that there were far superior games at the time. Zombie Driver HD was competing with games like Call of Duty Modern Warfare 2 [8] which sold approximately 4.7million units in the United States and the UK combined in the first 24 hours of its release.
Zombie Driver HD Use of Audio and Visual feedback and its impact on the player.
YouTube video of Zombie Driver HD gameplay:
Credit: TirexiHD
URL: https://www.youtube.com/watch?v=fUWeT9P7Krw [9]
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Time stamps on Sounds I want to focus on:
· 0:28 - 0:30 seconds. Here we have a temporary weapon pickup sound, this sounds how you would expect it to. It has that generic ammo clink and gun reload sound. For visuals it shows a radiation sign. I have absolutely no idea why a temporary weapon pickup shows radiation symbols. Radiation has nothing to do with guns. I think that instead of the Radiation symbols they should show a Gun and Bullets which perfectly make sense for the thing you are picking up.
· 0:31 - 0:38 seconds. Here we have a noise of the Car picking up speed, slowing down in speed and turning. I do not think there is anything to say about the audio they have used, and it sounds perfectly fine, However I could say that they should increase the sound as it is a tiny bit quiet. We also have a slight motion blur (where the environment looks blurrier the faster you go) which further enhances the speed/acceleration effect on the player. We also see the Top-Down Isometric perspective following where the player is driving, and it is more noticeable when turning corners and reversing.
· 0:38 - 0:39 seconds. Here we have a short scraping sound on the tank by the wall, again the sound is something you would expect, and it makes sense. I cannot see any visual feedback at all, normally you would expect to see sparks or the camera angle buffering/shaking when you hit something. If there are sparks, I cannot see them so if I were making this game, I would add sparks to show you are hitting something.
· [bookmark: _Int_tYQx7dC6][bookmark: _Int_XEBFIQlS][bookmark: _Int_ss5XuAhl]0:39 – 0:41 seconds. Here we have the car knocking over a lamppost. I think that the audio they used for it getting knocked over sounds too weak. It sounds like a meter long metal pipe dropped from knee height from a few meters away. What I think they should have done is make it sound like a big thud and make the lamppost sound lower in pitch/deeper noise. The visual effects are not that impressive either, it is almost like the lamppost is following a pre-determined fall pattern which it basically is. Once the car hit the lamppost, it just fell over slowly, and it became decoration basically. I say decoration because it has no physics, I know this because the car just no-clips through the lamppost (goes through it without touching it (the lamppost)). If I were making the game, I would make it still a moveable object with its own physics so that it stays for a while and then despawns after a certain amount of time to avoid lag and clutter.
· 0:45 – 0:50 seconds. Here we have multiple sounds of the cars gun shooting, zombies being ran over and zombies damaging the car. All I can say about this is that the zombies being ran over sound too quiet and they sound like water being sloshed around. The zombies damaging the car I feel sounds too loud. Nothing to say about the gun, The gun sounds fine/how you expect it would. The visual feedback we have is, the blood looks like red mist and then it decorates the floor showing a red stain. The gun shows sparks/fire whilst its shooting which is expected.
· 0:50 - 0:51/0:52 seconds. Here we can hear the car drifting. It sounds as I would expect it to and does not need to be redone. The visual feedback we have is tire marks on the tires that are on the opposite side the car is turning on, in this case we can see the car drift to the left and ends with the car facing the camera, the tire marks can be seen coming from the back right tire.
· 1:05 – 1:07 seconds. Here we can hear a ka-ching when collecting money. Again, it sounds as expected and does not need to be changed. The visual feedback we see are popups with text on the bottom left of the screen showing the exact amount of money you just got, it also shows the combos just above the money text, these looks fine/how you would expect it to.
· 1:22 – 1:28 seconds. Here we have combo sounds, like Bamb! Bamb! And Bamb! Which get higher in pitch as you get a higher combo streak. These Sound perfect, not too loud, not too quiet and they let the player know they are on a combo streak. The visual feedback we have are, popups showing your combo streak in the centre of the screen, in this case we can see “Bloody Combo,” “Murderous Combo” which happens when you get a bigger combo streak.
· 8:00 – 8.08 seconds. Here is a short music/audio queue where you finish a mission and collect your rewards. It sounds fine, nothing much to say. It is also accompanied by visuals of your car driver and passengers walking into the safe house building. You understand that it is a safe house because it shows a green circle with a house inside the circle. We can understand that this is a safe house because green usually signifies safety which is exactly what the safe house is.
The Zombie Driver HD game structure is a game with multiple play options, for example, story mode, multiplayer (Blood Race) which has a few game modes for example, first one to cross the finish line where you race others to get past the finish line first. The second game mode is Endurance, in this game mode you have a bomb attached to your car by someone, if you do not race fast enough it will detonate by a timer, you can gain time by going through checkpoints or destroying zombies or the environment. And the last one is Elimination, where you are required to destroy as many vehicles as you can within the time limit. And the last play option is Start the slaughter which is a sort of endless type of game mode with increasing difficulty and it ends once you die or quit the game.
Its life system is composed of Vehicle Hit Points (Health Points) which get depleted by being attacked. This could be from explosions or zombies hitting your car etc. These Hit Points in game show a green health bar on the bottom right of your screen next to the map, once that has fully depleted you are dead, you will then need to restart your mission or challenge you are doing. You can get back a portion of your Health by collecting repair kits scattered across the map. These repair kits are on timers, meaning once you have collected it, it will disappear for a specific amount of time, after that specific amount of time it will return to the same spawn position and will be able to be collected again and this will repeat itself infinitely (if you were to play forever).
The game also has time based which I have previously mentioned about the other game mode with a bomb on your car that has a timer on, and where you can go through checkpoints to add/increase time on the bomb.

Image of Health bar on the side of the mini map:

Here you can also see 2 fuel cans and an orange bar (the one that is not circled) which is a Car booster like NOS (Nitrous Oxide) for short engine boosters for fast Acceleration. In game this is a constantly self-replenishing car boost that makes the car go faster whilst using up the booster bar, it also shows flames/jets behind the car showing its increased speed. However, you must unlock the booster with in-game money on the car upgrade menu otherwise it will not be available to use.

Image of Repair kit:
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I can also say that its story mode is incredibly long for its type of gameplay. For example:
Website Credit: https://howlongtobeat.com/game/11574 . [10]
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[bookmark: _Int_4C8156V6]So, for the average player it would take an average time of ~18 hours and 40 minutes to 100% the game (100% means doing everything in the game, all missions, side quests, secrets, easter eggs, achievements etc). And an average time of ~13 hours 26 minutes to speedrun its 100% completion. And it takes ~2 hours and 48 minutes to any% the game (any% means fastest possible time to get to the end screen or to complete all relevant main missions involving any exploits like glitches and broken game mechanics to complete the game in the fastest possible time).
The game has nothing points based but the closest I can think of is in Blood Race with a podium of 1st 2nd and 3rd or that you have combos which increase what you earn within that combo.
Zombie Driver HD has several in game optional challenges that can be done within Levels, these include things like defending someone or something which will reward you with extra money to buy upgrades with. Those challenges do not entirely matter if you miss them if you are not going for them. There are also 30 Xbox 360 achievements worth 400 Gamerscore in total, with 103 achievements on Steam and 31 achievements on PlayStation.
The Game Flow of Zombie Driver HD consists of, loading into the game, being assigned an objective that someone is saying to me via a popup message, driving around and shooting zombies, going to the objective whether it’s a Boss or something I need to defend and once I have done that I head back to the base where it sends me to the mission select and upgrade menu.
Technically, Zombie Driver HD has incredible replay value, this is because on the mission select menu you can select missions you have already done and play it again with your end game fully upgraded car. In my opinion, this game doesn’t have much replay value because some of the missions feel repetitive plus you already have a fully upgraded vehicle which has tonnes of health and the best weapons in the game which makes doing the missions way too easy, another is that the controls are clunky and stiff and it also has a fixed camera angle which makes it hard to understand where you are going. I saw a few Steam users complaining about the same thing I have said. Here is an example:
Steam reviews:
[image: ]
[image: ]
The Positive aspect of the game is that there is a lot to do as it has around 20 hours of playable content before completing the game 100%. Most others who have played this game have said that they find it fun destroying hordes of zombies with your gun or flamethrower, or by using the car booster to ram through hordes of zombies and get a huge combo/kill streak. There are also a lot of Zombie Variants you can expect to see, normal walking zombies, big/Fat zombies, crawling Zombies, exploding Zombies that can damage you, and Zombie dogs etc.
[bookmark: _Int_waDW9xIn]The Negative aspects of the game are absolutely game breaking. I am saying this because the fixed (isometric) birds eye view camera angle makes you feel dizzy every corner you take, and on top of all that you also have no idea where you are driving because you cannot see ahead more than a few meters Infront of the car. And the other major game breaking Negative aspect of this game also relates with the previous Negative aspect, the game breaking Negative aspect of this game is that every corner you take you are hitting a wall or building or some random immovable object which instantly stops your car. You could argue that this is a skill issue, but this is just not the case. There are too many walls, buildings, cars, zombies, trees, and even more walls in this game that it is so difficult to navigate through the level without needing to reverse after hitting a wooden fence every 10 seconds. Along with this that is also a Negative aspect of this game is that your cars are so fast that you can hardly make out what you are looking at in time, so you are constantly hitting wood fences or houses all the time. Also, along with needing to reverse after hitting multiple immovable objects, there are now hundreds of zombies surrounding you that will take out a lot of your health. Also, lots of the missions are the same thing, defend this person, defend this position, defeat this boss, and it gets boring fast.
[bookmark: _Int_1xfvIrt6]You could say I am biased over those 2 game features, however many of the “Recommended” upvote reviews (on Steam) also mention these points I am talking about. Opinions/Reviews matter more than the game description in my opinion. I mean this because, games can be and have been biased towards themselves to sound better than it functions to sell more and make more money. Here is an example:
Game description on Steam:
https://store.steampowered.com/app/220820/Zombie_Driver_HD/
[bookmark: _Int_50Xap9cU]“Insane mix of cars, speed, explosions, blood and zombies! Fight through an epic narrative campaign or test yourself in the Slaughter and Blood Race modes. Engage huge bosses, save survivors, drive crazy vehicles such as a bulldozer, fire truck or even a tank and smash everything in your way.” [1]
[bookmark: _Int_rF0XicqR]The way they word this makes it sound like it has tonnes to offer, and it does (Somewhat). I say “Somewhat” because well they do have lots of missions and challenges to do in game like I have previously mentioned it being roughly 20 hours to fully complete the game, but the missions are repeated with the same sort of objectives which gets boring after doing the objectives a few times. “Engage huge bosses” is what it also says in the About this Game section on Steam, but what you are actually doing is fighting a different boss the same way you have been doing for every other boss, and you are doing this with the same strategy, where you get a temporary weapon, shoot the boss until it runs out, avoid zombies whilst finding another weapon, and repeat over and over until the boss is dead. Some of the bosses are accompanied with other mini bosses that can also damage you and make it harder for you to kill the main boss. 
The bosses have health bars here is a screenshot:
[image: ]
Screenshot of a Boss:
[image: ]
Screenshot of a Mini Boss:
[image: ]
Overall, this game is average for its price on Steam of £8.50, it is not a game I personally would buy this is because I do not like games with fixed camera angles and lots of randomly placed immovable objects scattered throughout the levels. If I were the one who is making this game, I would angle the camera so that you can see where you are going and lessen the number of solid objects throughout the levels, like less fences, houses, tanks, cars, and brick walls mainly for quality of life as I found it increasingly annoying having to reverse every couple of seconds after hitting a solid object. This game however has a lot of content to offer for its price. If you are a player who likes long games with tonnes of objectives and do not want to spend too much money on the game, then this game would be an excellent choice for you.
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32 people found this review helpful
4 people found this review funny

- Not Recommended Py

0.0 hrs last two weeks / 1.2 hrs on record
Posted: 19 Aug, 2017 @ 2:45pm

The birds eye view camera doesn't really help with the driving, as you can only see a few.
‘meters ahead of you before ramming into a fence o railing. It seems pointless to drive smaller
cars, since they die too easily and they move faster than you can possibly navigate. Even the

huge armored truck already moves pretty fast, 50 | see no reason to upgrade it, much less use
any other car. Bringing up the map every vw¥vvy millisecond while you're on the move is a

pain in the ass, as it obscures the entire screen.

It was interesting for the first few minutes, then it got repetitive.
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Cons
- Steering is delayed and slippery, which is crippling for a game that's all about, well, driving.
No ability to drift or powerslide only worsens the problem. You'd likely have more difficulty
‘wrestling with the controls than with anything else the game throws at you.

- You are given a huge city to explore in the story mode, but there's practically nothing in terms
of Easter eggs and sidequests. Wasted potential.

- Story mode is mainly just the same few types of missions. Not a whole lot of variety here.
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