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[bookmark: _Toc149862567]Introduction

[bookmark: _Hlk149775182][bookmark: _Hlk149512139]I will be giving a short historical review on Sonic & All-Stars Racing Transformed Collection [1], Initially developed by Sumo Digital in their Sheffield studio [2] and published by SEGA [3].
Most of my review and research will be based on the steam version of the game however as this is the current platform, I am running this from, although there may be some mention of other platforms.
Through the period 2012 to 2014, it was released on multiple platforms including the google play store and App store [4], Although it was subsequently removed in august 2017 due to technical issues [5]. It was further updated to run on newer generations of consoles from backwards compatibility for the Xbox one in 2016 and then a further update to allow higher framerates in 2021 [4].
Within the Steam platform we can find that it has an overall review score from 10316 reviews of 94% [6] which is much higher than a lot of the reviews by gaming websites/magazines, Metacritic, as an example, showing PC as only 79% [7].
Official sales figures from SEGA show that it sold, worldwide and across all platforms, 1.36 million copies as of March 2013 [8]
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Fig. 1. Estimated sales from launch to now [9]
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Fig. 2. Concurrent players [9]
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Fig. 3. Although there are all-time peaks shown in Fig. 2. these can’t be a good judge of peak player count during normal sale periods due to the free weekends that Steam offered. [10]


[bookmark: _Toc149862568]Genre

[bookmark: _Hlk149775189]Sonic & All-Stars Racing Transformed Collection is a kart racing game featuring characters from mainly Sega published games and some cameos from other media. 
With combat mechanics gained from power-ups found around the tracks as collectables and being able to carry in most cases only 1 power up, there is the exception of the baseball glove which allows you to collect another power up while this is active, which makes sense as it’s purpose is to catch another players power-up if it is fired at you and would hit.
[image: ]
Fig. 4. Baseball glove plus additional power-up [1].
[bookmark: _Hlk149775197]In addition to power-ups there are also boost pads around the tracks 
This follows the tried and tested Kart formula from other similar style games, like the highly successful Super Mario Kart [11] which popularised the genre with karts and power ups. It also featured characters from Nintendo published games, but mainly from Mario based games.
Although a kart game at its heart, it has the additional mechanics of a transformation feature where the karts can turn into flyers and water-based vehicles as the course changes from lap to lap.

[image: ] Fig. 1. Sonic Kart mode vehicle [1].
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Fig. 2. Sonic Air mode vehicle [1].

[image: ]Fig. 3. Sonic Water mode vehicle [1].


[bookmark: _Toc149862569]Visual Style

[bookmark: _Hlk149775214]All characters are stylised in a similar fashion to Disney Pixar [12] style of CGI characters. This also makes sense as Ralph from Wreck-It Ralph [13] makes an appearance, like Sonic appearing in the movie Wreck-It Ralph [13].
The characters for the most part are bright and colourful no matter what medium they come from, some keep an almost realistic colour scheme to suit the medium they came from to still tie them back to their original format. Some examples would be General Winter [1] and Willemus [1], whose original medium could not really be considered bright and colourful.
Each character has a unique look to not only the character and their personality but the vehicle they use, its colouring, its abilities and mode that it uses in on land air or sea/liquid/lava…
These elements follow what Scott Rogers described for Team Fortress 2, in that “Due to their unique silhouettes, you can immediately distinguish one character from another” [14].
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Fig. 1. Sonic [1].
[image: A cartoon character in a race car
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Fig. 2. Tails [1].
[image: A cartoon character driving a red vehicle
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Fig. 3. Ralph [1].
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Fig. 4. Sonic Cameo in Wreck-It Ralph [13].
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Fig. 5. General Winter [15] was not an actual character but a mechanic from Company of Heroes 2 which was removed as blizzard were known to slow gameplay in multiplayer [16].
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Fig. 6. Willemus was not an actual character and was inspired by Roman Generals within Rome Total War [17].

[bookmark: _Toc149862570]Intended Demographic

[bookmark: _Hlk149775588]Sonic & All-Stars Racing Transformed is aimed at 7 and above due to its PEGI 7 [18] rating, with nods to older games and nostalgia thrown in from the characters and levels to appeal to those who were brought up on older SEGA titles, however with its ease to pick up and colourful graphics reminiscent of Disney and Pixar films, younger children could easily pick this up and find a mode that suits their ability.


[bookmark: _Toc149862571]Use of Audio and Visual Feedback and Impact on Player

[bookmark: _Hlk149777468]Audio is very arcade sounding with the main title announced like a lot of arcade titles would announce the games titles in arcade venues to draw attention. The same can be said about selecting a mode where the announcer would keep announcing select a mode to draw attention and get the player moving almost in a sense to get them to add more coins to the arcade. Although the announcements in-game can be helpful for some, the fact that there is an announcement for nearly everything that happens can get a bit much, sadly the only option available is to turn the announcer sound level off as there is no option to reduce the number of announcements you get [19].
The engine sounds are as you would expect with karts sounding more like racing cars than karts, with the start of the race generic revving up sounds thrown in, which can help with trying to get a boost start by timing your revs.
There are also sounds for picking up power-ups, in addition to the announcer letting you know exactly what you have picked up, sounds for hitting the boosters around the track and the sounds of power-ups from the homing remote control car squealing along to rockets whistling along.
You will also have your character talk and laugh as you race around the tracks with screams of delight if you do something impressive like flip off ramps to get boosts to hitting opponents, or your character being hit.
The UI covers everything you need from the menus explaining what each option you select is, to the main game giving you all the visual aids you need from the position you are in, what lap you are on, what power-up you have, mini-map, what other characters are around you and what power-ups they have, this is especially helpful when they are behind you as you can see a small portrait of them at the bottom of the screen and what power-up they have so you can make a decision on what you want to do to counter this.
Visual feedback is very bold and in your face for almost everything, as you hit other characters or do jumps etc you get constant pop-ups coming on from the right of the screen saying you hit x or great jump, these can cause a little bit of a distraction to the player, especially when they are thrown up in the middle of the screen in some instances, as these can come thick and fast and there should be some way to stop these or reduce the number of times they show. The characters are very animated when selecting them and during the race, looking around at other racers as you/they drive past and have some nice effects from being hit by power-ups or environmental hazards.
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Description automatically generated]
Fig. 1. Tails suffers a shocking experience when hit by environmental lightning [1].
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Fig. 2. Characters behind showing on UI [1].
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Fig. 3. Excessive notifications [1].



[bookmark: _Toc149862572]Game Structure

Level design 
[bookmark: _Hlk149862166]The level design style is based heavily on several SEGA published games, in most cases modernised as some of these designs are based on older collections of SEGA games.
Some examples are – 
[image: ]
Fig. 1. Super Monkey Ball [1].
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Fig. 2. Sonic the Hedgehog [1].
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Fig. 3. Shinobi [1].
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Fig. 4. Golden Axe [1].
[image: ]
Fig. 2. After Burner [1].
[bookmark: _Hlk149862179]Life System
There is only a life system, of sorts, within certain types of level, these being – 
Pursuit – Your character has a life bar that depletes as you take damage from the tank, this can be replenished by picking up hearts.
Battle Race – You and your opponents have 3 lives which are depleted each time an attack hits you or your opponents or by falling off the track, there is no way to replenish these.
Versus – Your health is based on a how far ahead or your opponent is ahead and a timer, if the timer reaches 0, the player behind is defeated, or if the player in-front can get far enough ahead to reach the end of the distance bar they win.
Time-Based
There are several levels that are based around a time-based system for progress, these being – 
Sprint – Where you must beat the best lap of another character.
Drift Challenge – Where you start with an amount of time and must gain more time by drifting in the scoring zones.
Traffic Attack – You must reach the moving checkpoints to gain more time and complete a set number of checkpoints to progress. You also need to dodge traffic as these will cause you to spin out.
Ring Race – You must go through the rings to avoid losing time and reach all checkpoints to progress.
Boost Challenge – You must hit boosts around the track to stop the clock counting down and reach all checkpoints to progress.
Time Attack – You can try to beat AI in addition to online players best times where you will race against their ghosts.
Mini Game
Power ups can be added from the start of an event by using the coins collected within the tracks, these are used with the “fruit machine” to get different items, however, the use of a gambling machine is something that should be steered away from as it can cause a mindset of gambling is good, and with the demographic that this game, although not using real money it can still cause issues with younger people and those who may have a gambling addiction.
[image: ]
Fig. 1. Fruit Machine [1].



[bookmark: _Toc149862573]Challenges

[bookmark: _Hlk149862187]The game has multiple challenges based on difficulty of the race and finishing position required, type of race being done from standard racing, drifting (gain time by drifting in the drift areas), VS (where you do what looks like a relay race vs 3 opponents), boost (gain time by hitting boost pads), traffic attack (gain time by reaching moving checkpoints attached to cars) and multiplayer.


[bookmark: _Toc149862574]Game Flow

[bookmark: _Hlk149862194]For the single player experience the flow is simply selecting career and then selecting the time of racing experience.
World Tour – Is almost a story mode with different types of events and the ability to unlock characters.
Grand Prix – Is a set number of races within a cup.
Time Attack – Is trying to get the best time and racing against ghosts of other players.
Single Race- Does what it says on the tin, simple single race.
For these you will select races and difficulty followed by the character you wish to use based on stats and followed by the mod selection to enhance specific stats for the character to best suit the race. 
Once in the race you can collect coins to use in “fruit machines” and completing races gives characters experience to level up and unlock more mods in addition to collecting stars to unlock new areas and characters.
[image: A diagram of a game
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Fig. 1. Flow of gameplay [1].

[bookmark: _Toc149862575]Replay Value

[bookmark: _Hlk149862202]Difficulty – There are 3 stages of difficulty requiring the player to winning in a specific position or above, so this can allow a player to play each stage 3 times at the 3 different difficulties learning the stage as they play.

Stages – There are varying stages based on mainly Sega published games, some of these have alternating routes and shortcuts so replaying to find the fastest routes based on characters, mods and powerups allows these to be played multiple times without getting old.

Characters – There are multiple characters each with their own unique look and in most cases unique  stats, which can have further variations due to having to level up the characters to unlock mods to further change the stats of a character.
The characters come from several Sega published games in addition to cameos from other media.
[image: ]
Fig. 1. Difficulty Selection Screen [1].
[image: ]
Fig. 2. Event Selection Screen from World Tour mode [1].
[image: ]
Fig. 3. Character Selection Screen [1].


[bookmark: _Toc149862576]Positive and Negative Aspects of the Game

[bookmark: _Hlk149862210]Positives
· Lots of replay-ability
· Lots of characters to choose from
· Easy to learn
· Lots of progression
· Nothing feels out of place graphicly wise
Negatives
· Announcer announcing things way too much
· Some character stats are the same
· Gambling aspect






[bookmark: _Toc149862577]Conclusion

[bookmark: _Hlk149862218]Sonic & All-Stars Racing Transformed Collection is for the most part an enjoyable experience, with lots of different characters, tracks and race types to play, not forgetting the multiplayer aspect and surprises that can be found by playing against real people who may end up revealing secret routes that you might not have seen previously.
It does feel a little let down with the announcer not being able to be toned down somewhat as it always feels he is screaming in your face what you’re doing every time you move or select an option etc, it would really be a benefit to allowing the player to reduce the announcements to just pick-ups or position you are in, as opposed to you’ve accessed this menu, you’ve accessed this race, you’ve pressed this button etc.
Due to the sheer amount of characters that can be selected from and the mods that can be equipped there is a little duplication of abilities for the characters and the only thing that then sets them apart are the special ability each character gets and the look of the character, this is 1 of the issues a game can have when there is a large selection of characters, you can end up with a little overlap.
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