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Burnout Revenge was first released for the Xbox ans PS2 in September 2005. More recently and with a few added features, better graphics and online downloadable content, Burnout Revenge made its way onto the Xbox 360.

Following the success of Burnout 3 Takedown (my first Burnout experience, which I thoroughly enjoyed particularly for the crashing missions), Burnout Revenge is the perfect way to get back at those traffic jams that have made you waste hours of your life.

The major difference to the game compared to previous titles is that now you can also score points by taking out regular traffic along with your oponents. This alone inspired a brand new game mode called Traffic Attack, where you hit as much vehicles as possible without taking damage, but only those going in the same direction you are, and no large vehicles (such as buses and trucks).

Another new feature is the Revenge Meter. When you take down an opponent (or vice-versa), the one you hit is marked as your rival. The Revenge Meter encourages payback and it works especially well online for competitiveness. You can even use Crashbreakers in single-player races to explode in your oponent’s face and take them out right there.

The Race mode has been “revamped” to add new locations and courses, each with shortcuts and alternate routes to be found. You can now race on four tracks in the U.S.A., two in Japan and two more in Europe. They also offer plenty of obstacles (ramps, pillars and more) that can be either your friend or your enemy, depending on your driving skill.

Some changes have been made to Crash mode as well. There are no longer multipliers or crash bonuses. You have a golf swing type of meter which you try to get the most out of to get the best start possible. You then have to hit as many vehicles as possible before your Crashbreaker reaches 100%, and once it does, it will start going down and you have five seconds to tap the hell out of the right trigger to get it back up. Because the higher the percentage, the bigger the Crashbreaker explosion.

Road Rage has also been through a mini-makeover, giving you only one minute to take down as many groups of cars as you can, giving you extended bonus time for a certain amount of cars. Road Rage is particularly interesting online, where it puts two teams against each other either trying to survive by running away or to take down their oponents.

Another added feature lets you record full races and create small video clips, so you can show off the paths of destruction you create to your friends.

Graphically, the game is impressive. The cars get ripped into a million little pieces and show a lot more physical damage than before. But how they manage to keep a shiny coat after all the crashing is beyond me. The sceneries could probably be compared to those of PGR3, with a good variety of landscapes (ranging from mountain roads to countryside views and industrial areas) and a lot of attention put into details.

In sum, Burnout Revenge for the 360 is a tuned-up version of its former self, with better graphics, improved AI, a few extra gameplay options and plenty of Xbox Live Achievements to add to your gamer score.

However, if you already have Burnout Revenge for either PS2 or Xbox, there isn’t much in the Xbox 360 version to make you go out and purchase it right away. For those who don’t own it yet, then it’s worth buying.

