Ratchet & Clank 3
Bugs and Changes List

Changes and Enhancements
This is a list of general changes made to the game. Most of these will be positive, neutral or controversial, and enhancements will be changes to the game to make it appear and play better. If it's clearly not intentional then it usually appears in the Bugs and Glitches section.
· The Press Start screen is now displayed in the original 4:3 aspect ratio. This also applies to the Multiplayer Tutorial and all cinematics in the game.
· The Japanese exclusive skins of Sumo Ratchet and Ninja Ratchet have now been added, which Titanium Bolt costs of the other skins adjusted to reflect this. Because of their Japanese origin in the PS2 game, both of the new skins have the Japanese Ratchet’s eyebrows. Interestingly, both skins have chest straps that look like the one from R&C1, rather than the Megacorp one Ratchet got in R&C2.
· On top of this, the codes to unlock Santa Ratchet and Piposaru have now been added for all regions.
· Many, many explosions in the game now have shockwave rings. These include the Missiles in Skydiving sequences, the ‘Noid Dropships, Walkers and Saucers, the Laser robots and the Mace robots in Annihilation Nation, the Space Eel in the first Qwark Vid-Comic, explosions made by the Annihilator/Decimator, the small pods that blow up the plasma cannon turrets (and the turrets themselves), the rockets of the Tyhrranoid Mother Beast, the explosions made by the missile turrets on Kavu Island and Aridia, the shots of the laser-snipers on Daxx, the cars, tankers, Helicopters and Giant Ninjas in the Giant Clank battle, Courtney Gears’ dancers, The cannons that shoot the Lawn Ninjas when they blow up, The missiles made by the giant red mechsand the yellow Trooper Dropships, and the small rotating turrets and the giant eye boss in the Unnamed Qwark Vid-Comic.
· I could be mistaken, but in the second area of Veldin (the dreaded F Sector), the blue dome in the middle of the bombed cylindrical building now has a reflection map.

· Changing skins in R&C3HD will cause the game to Save.
· When Ratchet goes into the Path of Death, a popup at the top of the screen will now appear that reads “Path of Death!”.

· When arriving on the Phoenix for the first time, the HelpDesk will pop up telling the player how to view their map.

· The ship in the Ship Vendor now has a reflection map.

· When checking for a R&C1HD save for the Employee Special Discount, the text has appropriately been changed to reference the HDD and the PS3, rather than the Memory Card and PS2.

· The doors in the Phoenix have a different sound effect.

· Smoke particles are now present when the canisters are ‘loading’ Gadgetron test bots.
· The test bots themselves have a cool blue semi-dome underneath them when they float over the danger areas.

· When selecting a planet, a high pitched sound effect (similar to morphing an enemy) will play.

· The reflection maps on the new water plane system made for UYA now appears slightly differently. This may be a bug, but I actually think it looks better in terms of the reflection.

· The Refractor now has a small pulsing sound when it is equipped.

· When Ratchet completes a Death Course, the sound of cheering fans can be heard.

· When the organic gladiators get hit and thrown backwards, they make a “Uhn!” sound.

· The Pause Screen in the Vid-Comics now has a proper border.

· All the enemies in the Vid-Comics now get lit up red when hit, rather than just a select few.

· The lava on the right wall of the Annihilation Nation Death Course is now animated.
· Very occasionally the commentator will say “That was a close one!” when Ratchet completes a section of the Death Course and enters a button room. This only seems to play if Ratchet was hit.
· The Green Qwark Tokens that finish Episodes 2, 3 and 5 of the Vid-Comics now display correctly.

· Qwark has a dissolving effect when collecting the Finish Token that now activates correctly.

· The QForce ship at the start of the Aquatos level now has a much more transparent reflection map.

· When playing as Clank, he has more swipe sounds when doing his two Kung-Fu kick jumps that he does if you leave him standing around for a moment.

· There is now a Secret Agent Clank poster next to the shelf holding Nefarious’ many copies of The Complete Secret Agent Clank Holovid Collection.

· The sewer pipes of the Aquatos Sewers now have reflection maps.

· The pod pieces you smash to destroy the Plasma Cannon Turrets have pink electricity arcing from each other.
· The HelpDesk message that informs the player what Trophies are and how to earn them now plays. Unfortunately, it only does so for the Plumber Trophy, and tends to repeat itself for later ones as well.
· The beam for the Tractor Beam in the Hacker Puzzles is now thicker.

· There is now a background sound effect for the first interior room on the main route on Daxx.

· When Ratchet and Clank reach the end of the Stealth Warship route on Daxx, the monitor they look at now has a frame of the Courtney Gears music video displaying.

· The Megaphone the Secret Agent Clank director holds in Holostar Studios now has a reflection map on the outside.

· The loading time from Clank’s talk with Nefarious to Ratchet at the trailer is now shorter.

· On Obani Gemini: Pollux, when going into the map view, the pillar formations now no longer morph from a low-poly square shape to a high quality one, instead being high quality all the time.

· The Gravity Boots now have a reflection map.

· Courtney Gears’ attacks in her boss battle are now much more bold and vivid than before.
· The in-game Bold Grabber V2 object (the one floating around before you collect it) now emits particles.

· There are now computer bleeps and bloops in the scene with Qwark, Ratchet and Nefarious on the Leviathan.

· In Episode 3: Shadow of the Robot, if Qwark gets to low health early in the level, Nefarious now says “Look! He’s going to die right here!”.

· Al will now have his own HelpDesk message to talk to Ratchet about the new Aegis Mark V armour when it’s unlocked.

· There is now a background ambient noise for the fourth vid-comic level.
· The Skydome of Metropolis now has a blue bottom, which makes looking down a lot more realistic (in the old games it was black).

· When the clock is counting down in the first mission (appropriately called Countdown), a Ranger now says “No rush Sarge, it’s not like we’re gonna die or anything!”.

· The lavender water on Zeldrin is no longer transparent. This prevents seeing many level objects from ending abruptly.
· I may be mistaken, but there is now a green acid water plane inside the Leviathan in the section where you cross through it.

· The Sewer Crystal icons on the map are now coloured green.

· The first area where the Transport Canister used to be has some scratch marks on the floor.

· The Qwack-o-Blitzer now has some popping sound effects on top of the normal one when you use it. In the original it was unusually quiet.
· The water plane underneath the wrecked transport pod when the Phoenix is attacked has been changed from green to orange.

· The starfield visible outside the Phoenix Bridge during the attack has a nebula and a planet visible out the windshield.

· When you collect all Titanium Bolts, a pop-up at the top of the screen now appears saying “You got the Titanium Collector Trophy!”.

· The sound effect for Nefarious’ shockwave bombs has been enhanced.

· The Plasma Storm has a different equipping sound effect from what it had in the PS2 UYA (and incidentally the PS2 GC and the HD GC).
· V3-4 Miniturret shots are now white.

· The Rift Inducer now has pulsing pink lights on the bottom panels.

· Not sure if this is a new addition or just bad memory, but cutscenes are mirrored if the Mirror Universe cheat is active.

· The bouncing eggs laid by V2 and upwards Qwack-o-ray ducks now have a bouncing sound, derived from the Wall Jump sound.

· Not sure if this was in the original game, but when getting to the circular area after briefly going underground early on the Veldin Re-Revisit, the HelpDesk will pop up explaining the Bolt Multiplier.

· The RYNOCIRATOR has an added sound effect when it uses its big flash.

Interesting non-changes

This last list compiles all of the things that were not changed for the HD Collection. Specifically these are interesting ones, usually mistakes or compromises made for the original release that weren't rectified in the HD release.
Normal Mode
· Cutscenes are displayed as in the original game, which is unlike R&C2 which simply removed the letterboxing and expanded the sides, revealing many animation non-events that were previously unseen.

· The HelpDesk message explaining the Thruster Pack has a typo, saying “You can use it to glide and to boost jumps”.
· The Ranger Dropship can be seen in F Sector away from where it’s normally supposed to be. It doesn’t move until Ratchet destroys the hovership.

· The zipline you can ride down on Florana from the Ratchet Trophy is still there and functioning.

· There are still some audio issues when collecting a Titanium Bolt.

· The Phoenix has two large crankshafts below the ceiling of the Hangar Bay. The cogs of this crankshaft still rotate in the wrong direction.

· The icon on the Phoenix for the Employee Special Discount is still a Memory Card, even though there were active steps to replace the Memory Card imagery elsewhere in all other games.

· First visible here, but the Crankshaft on the Bridge still doesn’t have the central shaft rotate with the objects attached to it.

· Sasha still doesn’t pop up explaining the Ship Vendor until after getting co-ordinates to Marcadia.

· The HelpDesk still assumes that the Titanium Bolt that Ratchet collects in the VR Arena is his first, thus it will only appear then, rather than when collecting Ratchet’s actual first one.

· The Quantum Whip still lacks the lightning effect that appears on the Weapons Menu thumbnail, nor does it have the cyan particles (this is, until the Mega version is purchased in Challenge Mode).

· Ratchet still faces the wrong way after collecting the first Titanium Bolt on Marcadia.

· Due to the Widescreen expansion of the screen, the barrels of the turret in the Marcadia Ranger section come to a visible stop on the sides of the screen.
· There is a typo when the HelpDesk explains the icons on the minimap. It says “Enemies appear red on the Radar.  Allies appear blue.”

· The order of the third and fourth missions on Marcadia is still not logical. In Mission 3 the goal is to shoot Dropships with a new turret. However in Mission 4 the task is to repair the turret, and the mission ends with a Ranger saying “Now we’ll give the ‘noids a taste of their own medicine!”, which implies the use of the turret (Mission 5 instead focuses around Nodes). If it was damaged due to Mission 3, it is never mentioned.
· The forcefield behind Al in the Laser Defence Grid still simply pops away.

· Due to the Widescreen, the places in the Vid-Comic levels that weren’t built due to the camera not seeing them are now visible.

· Also due to the Widescreen, in the section where Qwark first gets the Blaster and talks about the Space Eel, the enemies popping in from the sides are now visible.

· When Ratchet collects the first Titanium Bolt in the Annihilation Nation Death Course, there’s still not cutscene for it.

· Sasha’s display layer still disappears too quickly at the end of her first cutscene here.

· Ratchet’s sole line in Tyhrranese after getting the Tyhrraguise is still untranslated by the subtitles (this is in contrast to his lines on Aquatos).

· At the end of a challenge, the commentator’s clip of “Note to self: Never mess with a trigger-happy Lombax!” still often takes too long and doesn’t finish before the event itself does. This still causes it to finish off at the start of the next round, or in the Lobby if the player exited. The only time this doesn’t happen is if the player used the RY3NO to finish.
· In the cutscene before Qwark shows off his Aquatos plan, the camera still doesn’t position itself correctly, revealing the frame of the large monitor.

· The QForce Banter on the Bridge is still present and fully functioning.

· The HelpDesk will display the HelpDesk message explaining how to use the Flux Rifle multiple times.

· The Titanium Bolt underneath the second bridge on Aquatos still doesn’t have a cutscene (probably due to the awkward terrain).

· If Ratchet is underwater, the sound effects when going in and out of the Skins Menu will be slowed down (this is because all sound effects are run through a filter if Ratchet is underwater). This also applies to the Skill Point sound that plays when you get the “Search for Sunken Treasure” Skill Point.
· Sasha will still only pop up advising Clank to use Skrunch to distract the Searchlight Drones once either he or Skrunch have been spotted. This can be inconvenient because if Clank is caught he will be killed before Sasha can finish.

· In Ratchet’s stealth sections there is still a blue fog.

· The girder that Ratchet raises is noticeably brighter than the rest of the bridge.

· The Captain Qwark logo on the nose of the Turboslider is still backwards.

· The pitch effect used for the Rangers still sometimes doesn’t execute properly, meaning some audio clips will be lower pitched than normal.

· Due to the Widescreen expansion of the screen, the Hacker Minigame stages only fits a 4:3 area of the screen.

· If Ratchet shoots a Green attack before the final Green Code Snippet is collected in a Hacker minigame, the sound of the green attack travelling down the line will still keep playing until the entire puzzle is finished.

· The HelpDesk will still keep telling the player how to use the Hacker in the minigame even after the first time. This only applies to the VR Training area.
· On Daxx, after getting to the end of the first section after the elevator on the main path, you can still Jump Slot up and get to an area that will still screw up the level loading.

· After defeating the Stealth Ship on Daxx, Ratchet will hold his Wrench almost straight up in a manner similar to how he holds it in Deadlocked. Equipping another weapon will fix the problem.

· After beating a big arena challenge, the announcer goes “We have a new champion! Ladies and gentlemen, give it up for Ratchet!”. This clip still takes longer than it does for the event to finish up, and the ending (“-atchet!”) will finish off when quitting or starting a new event.

· In Episode 3: Shadow of the Robot, Nefarious’ clip at the beginning of the level (“Captain Qwark! You look more impressive on the Holo.”) doesn’t play unless Qwark dies early or the level is restarted via the Pause Menu.

· Much like in GC, it is nearly impossible to keep the Bolt Multiplier during the Giant Clank battle because Clank is almost certain to get hit.

· The Hoverboot exhaust is still bright cyan on Holostar Studios.

· The audio clip of Sasha saying “Be careful Ratchet” at the end of Obani Draco is not given a radio filter like all her other dialogue in this scene.

· The music during the escape sequence on the Leviathan still doesn’t play correctly.

· If Ratchet never visited the Phoenix and went to the far end of the Hangar Bay to trigger Al’s nagging HelpDesk popup, he will pop up after Qwark’s Funeral. This causes some confusion because he is A) Annoyed with Ratchet where he was sad moments earlier, B) Nagging Ratchet to play a Vid-Comic he just gave him, and C) Makes it appear like Episode 4 is the latest Vid-Comic (this is in fact Episode 3).

· Despite the fifth vid-comic being a “secret” entry in the Qwark vs. Nefarious series, there are still five slots in the Qwark Comics menu.

· There is a glitch in the fourth vid-comic where, after the second zip line, if Qwark falls off the second Q Block, he will land on a platform further down and skip a portion of the level. This can be used to get quick times for the Skill Point.

· If Qwark gets killed when facing off against Nefarious at the end, Nefarious and Qwark will not repeat their exchange like they did the first time around.

· The glasses for the Tuxedo Ratchet skin are still transparent like normal glasses, as opposed to being black shades like in GC (which to me look cooler).

· In the first cutscene with Nefarious and Clank, the laser bars of Clank’s cage still don’t affect part of the background, which leave a visible hole in two of Clank’s close up shots.

· Klunk’s name is still spelt with a K in this game, like it was in the Galactic Trivia entry in A Crack in Time. This stands in direct contrast to Secret Agent Clank, where it was spelt with a C.

· The descriptions for the Metropolis Ranger Missions in Operation: Urban Storm will still scroll up from the bottom. They should display at the top first, then start scrolling.
· In Operation: Urban Storm on Metropolis, in Part 3: Tower Attack, the Rangers will still celebrate victory when there’s only one more to go, rather than when all enemies have been cleared out.

· The order of the missions here may still not make sense. Typically Ratchet will skydive into the area, which happens in Mission 2. Missions 1, 3 and 4 are all based around using the Hovership, so logically Mission 2 should come first (otherwise Ratchet would have to get out of the Hovership, go into the Dropship and then skydive, when he could have just landed and gotten out of the Hovership to save time).

· The Holo-Shield Glove is still attached too far down Ratchet’s arm.

· The cinematic clip where Darla Gratch interviews the President of Solana still doesn’t show up in the Movies Menu.

· Nefarious and Lawrence’s lines at the start of Episode 5: The Shaming of the Q still won’t trigger unless the level is restarted from the Pause Menu or Qwark dies very early. Similarly, the second batch of lines and Qwark’s “Don’t look down, don’t look down!” line aren’t delivered unless Qwark dies shortly after the normal trigger point.

· You still appropriately can’t test Weapons in the VR Arena when the Phoenix is attacked.

· When the Phoenix is attacked, the transport pod from the Hangar to the Bridge is visibly smashed and laying on the ground. However after the cutscene with the rest of the QForce in the Bridge, the pod will be fixed and fully functioning as normal.

· When Ratchet’s Star Explorer leaves the Phoenix after it has been attacked, it will still glitch out as it flies out of shot.

· The HelpDesk popup for Slim informing Ratchet that he has the Plasma Coil still has a double space, appearing as “…still in the box.  See you soon.”.

· The Weapons Menu thumbnail for the Plasma Coil is still that of the Plasma Storm. This occurs even in the Vendor for Gadgetron and Slim.

· In the cutscene where Clank destroys the (first) Biobliterator with the BFG on Koros, when Clank leans the seat up straight, the monitor that ‘displays’ Sasha clips through her display plane for a split second.

· The model for the Splitter Rifle is still just the V4 Flux Rifle, even for the Mega, Ultra and Omega versions in Challenge Mode.
· When the Agents of Doom upgrade into the Agents of Dread, the rocket launchers on the Agents in the Upgrade Overload sequence are still far too large.

· The sound effects for the Rift Inducer rifts are lower pitched.

· The Rift Inducer V3 description has a typo. There is no space in the phrase “V3 can lock on to enemies.Combine multiple black holes to suck in larger enemies.”.

· V4 Qwack-o-Ray ducks still don’t have a sound effect when they blow up.
· The description for the Megaturret Glove only has Megaturret highlighted in white in the word Megaturrets.

Post-Game and Challenge Mode
· Display layers on monitors with characters like Sasha, the President of Solana, Al and Skidd will still not be flipped. This can make it appear as if they’re facing the wrong direction and away from the other characters.
· There are still some mesh errors with the Robo skin. This happens primarily with the red blades on the shoulders.

· The Mini-Map when on the Ranger Missions and Tyhrranosis doesn’t have the dots mirrored. As a result it can cause confusion when looking for targets when using it.

· The description for the Heavy Bouncer only says “You’ve upgraded this weapon to its maximum power!”. All others have a full description of what the weapon does.

· You still can’t Save in the UYA Insomniac Museum. However the game will create a save automatically, which finally reveals the name of the museum’s location: Paradox ERR.

· Near the doors in the Insomnaic Museum is a kiosk that will still tell you to go to www.insomniacgames.com to unlock Multiplayer Skins. This feature was removed quite some time ago (but the system for generating and unlocking codes in the game is still intact).
Bugs, Glitches and other Unintentional Stuff

This list is for Bugs, Glitches, and anything else that negatively affects the game (either for gameplay experience or cosmetically) that were not intended to be in the game. This is the proper "Bug List" section.

Pre-game
· The RYNOCIRATOR is spelt incorrectly in the description for the Omega Man Trophy. It’s spelt as “Rhynocerator” (no h, and the name should be in all-caps).

· While there are technically no mistakes for the “Penicillin Anyone?” Trophy, it is not named for the equivalent Skill Point in the game (which is called “Spread Your Germs”).

· When the Press Start screen ends, the game no longer switches to the promo reel, instead either going to the IG logo/R&C3 logo clip or restarting the Press Start screen vid.
· The Starship Phoenix background for the title screen is too bright.

· The highlights for a selected menu option are misaligned.

Veldin Re-Revisit
· The sound effects for the Ship Montage are all wrong, with all the clips playing for the wrong shot. Loading times are also noticeably longer than in R&C1HD and R&C2HD.
· There is a noticeable period of black when going from generic ship montage shots to the final planet arrival shot.

· The HUD in the game is too yellow, when the original was orange. This doesn’t affect the transparent inner panels of the Quick Select Ring.
· The Health Bar, Health XP, and Bolt Counter are all misaligned in the HUD.

· In the HelpDesk pop-ups, the layer of orange (which is the correct colour, oddly) is too wide and out of place from how it’s meant to be.

· The highlights for the Pause Menu list aren’t aligned correctly.

· The border elements on the sides of many menus in the game don’t line up, with many appearing to be quite different from others adjacent to them.

· When changing the camera mode in the Controls Menu, both left and right will cycle through the camera options in the same order, making it irrelevant which one you press.

· The Skins menu has many misaligned elements. The mask for the text is also slightly too high.
· When a skin is loaded into view in the Skins Menu, it doesn’t do so smoothly, with some parts of the mesh not being transparent enough.

· The Ninja skin lacks a description.

· Playing a cutscene in the Movies section will cause the background image to not load when returning to the Pause Menu, leaving a black background.

· When going back from the Special and Help Menus, no sound effect will play.

· Going back from the Quick Select Menu will flat-out quit the Pause Menu, rather than backing out to it.

· Pressing Start to close the Pause Menu no longer works, leaving the player to switch to using Triangle to do this.

· When Ratchet equips the Thruster Pack, no audio clip plays for the HelpDesk message that explains what it is.

· The Help Log for the first HelpDesk message greeting Ratchet to the Solana Galaxy has an erroneous line break after the word ‘welcome’.

· There are many, many surfaces in the game that never associate sound effects for Ratchet’s footsteps.

· The Map Screen that is brought up by pressing Select or R3 has a 4:3 crop on the sides. This can be compared to the Missions Screen by pressing Triangle.

· Not all objects in this level are affected by the fog effect.

· In addition to the ring around his neck, Clank’s antenna cord also pulses green in synch with his eyes. They even turn red when Klunk turns his eyes red.

· The icon for the Shock Blaster, both in the Quick Select and the Weapons Menu, doesn’t have the right amount of opacity for the rings that outline the three circles in the center.
· All the icons for weapons in the Weapons Menu are slightly too big.

· The XP Meters for the weapons in the Weapons Menu are also not in line with their ‘slots’. Neither is the subtle highlight to show that a weapon is currently equipped.
· The weapon icons and their XP bars aren’t aligned correctly. They are, however, the correct size.

· The bolts that lead through Ratchet’s bombed garage are floating in the air, rather than being on the ground.

· A second Ranger Dropship can be seen near the end of the first section. Standing in Ratchet’s garage, it can be seen to the right of the destroyed bridge.

· If the game is left paused for too long, the music will start from the beginning rather than where it was.

· The Lens Flare effect when looking at the sun is missing for all planets that had it.

· When an organic enemy is dissolving after being killed, the orange and yellow sparkles are bigger than normal.

· When Ratchet’s Nanotech level increases, there isn’t always the big damaging flash of light (this occurred correctly all of the time in R&C2HD).

· If Ratchet jumps up the cliff where he destroys the Hovership, jumps back down, and then climb up it again, the HelpDesk message telling him how to Strafe will play again.

· When the plane with the President for the monitor shows up, it seems to cover some of the monitor geometry when it logically shouldn’t.

· The President’s eye objects visibly clip through the bottom of the eyes.

· The yellow ring on the president’s suit is shown very, very white, as if the reflection map isn’t being applied correctly. This extends to his video appearance during Qwark’s funeral.
Florana

· The highlighter in the Vendor telling the player what they’re selecting is always bright white, rather than pulsing from bright to dim.

· The thumbnails for weapons (and the All Ammo option) in the Vendor aren’t aligned with their slot. The same occurs for the light bar that appears behind the price.

· When the Shock Blaster upgrades to V2, the particles that illuminate the cyan ends aren’t aligned with it correctly.

· The sound for collecting a Titanium Bolt/Trophy is quieter than normal. The double-up audio problem is also still present.
· They also don’t have the blooming effect.

· The HelpDesk tip for using Jump Slots plays a second time if Ratchet doubles back and walks through its trigger point again.

· After going down the first long zipline vine, there is a short ladder ahead to a small platform. This platform flickers as Ratchet gets closer.

· The fog effect in the Path of Death doesn’t turn red when Ratchet walks in. It also doesn’t affect all the objects inside (the red effect is solved if Ratchet comes back to visit it later).
· Ratchet’s eyebrow clips through something brown during the cutscene revealing who the Florana Tree Beast is (Spoilers: it’s Captain Qwark).

· Sasha’s gloves appear white due to the textures not applying properly.

· Non-bug: The display of Sasha on the Star Explorer’s display is the correct size, unlike all the ones in R&C2HD.

Starship Phoenix (First Visit)

· When arriving, the image of the Phoenix when arriving will have a large feather effect on the outer edges.

· In the first shot where Ratchet flies into the Phoenix’s docking bay, the starfield background is tinted turquoise.

· In the cutscene where Sasha introduces the Phoenix to Ratchet, the sound of the Rangers walking can be heard, where previously it was muted. This affects all cutscenes in the Hangar Bay.
· Non-bug: Sasha’s gloves have textures here, as they do for all later appearances.

· The Star Explorer appears a bit pale here, as it does in other levels.
· Sometimes the background of the display panel in the Ship Vendor never shows up. When it does, it appears misaligned.
· Entering the Ship Vendor will cause the interior of Ratchet’s Star Explorer to be rendered as if in front of the ship’s windshield.

· The highlight box for the Ship Vendor doesn’t pulse, similar to the one for the Weapons Vendor.

· The ship doesn’t have a reflection map in the Ship Vendor. The windshield also has some display errors and, like in GCHD, is still the wrong colour.

· The Skin fade-in glitch also affects the ship as it fades in.

· The Dropship doesn’t have the cool reflection effect from the original game.

· When the Infector is purchased and the HelpDesk shows up to explain what it is, the text box stays present longer than the audio lasts. It can still be sent away by the player with Triangle, however.

· The sound of the Suck Cannon sucking in air is higher pitched than normal (Note: this wasn’t a problem for the original Suck Cannon in R&C1).

· When the Suck Cannon upgrades to the Vortex Cannon, the ammo meter on the side never shows up.

· The electricity bolts made by the Spitting Hydra are transparent.

· The Plasma Whip has some black corners on its segmented pieces.

· The Armour Vendor has several errors. The first is that the background panels for the armour display, armour description, armour price and current bolt count are all misaligned. Secondly the highlight box also doesn’t pulse.

· In the Armour Vendor display, the visor of Ratchet’s helmet doesn’t get transparent all the way.

· Additionally, the helmet Ratchet wears doesn’t update in the preview to match the armour (specifically the light above the forehead doesn’t change colour).

· Clank seems to flicker when the Armour Vendor moves and retracts.

· The reflection map for the Magnaplate, Adamantine and Infernox Armours don’t show up when they appear in the Skins Menu (under “Current Armour”).

· The doors at the start of the hallway leading to the Trophy Room will stay open until Ratchet exits the Trophy Room hallway and into the Main Hallway. All other doors behave normally.

· The Trophies displayed in the Trophy Room are a different colour to the findable ones, and when they are viewed proper.

· There is a square-shaped hole in the Ratchet Trophy on his right hand.

· Sasha will keep informing Ratchet about the locked door in the Trophy Room when he hits it, even after the first time he does this.

· The Visor on the old Pilot’s Helmet sitting on the table near the VG-9000 is no longer transparent. This hides the display issues present on the visor in the original game, ironically enough.

· Sasha has some mesh distortion issues under her eyes that appear throughout the game.

· There are some slight colouring issues with the green couches that make it easy to tell that they’re clones of one another.

· In the VR Arena, instead of the grid plane there is now a moving plane of cyan circles. This is actually what caused the lines to glow, but the lined effect is nowhere to be seen.

· The orange circles on the ceiling of the canisters that load test bots in the VR arena are rendered as if in front of the plexiglass of the canister.

· Sometimes the canisters will have a sound like the Jetsons hovercar.

· The Test Drones are rendered as if in front of the canister plexiglass.

· When using the transport to the Bridge for the first time, the sound of the HelpDesk appearing will repeat itself over and over. It also appears to be linked to the world, fading away if the camera leaves. This sound will actually linger on and still play even when leaving and returning to the Phoenix (even when the Phoenix is attacked late in the game).
· In the Phoenix, there are two really ugly looking Star planes visible outside the windows when looking back down the ship.
· The windshield for Ratchet’s Star Explorer is rendered as if in front of the plexiglass of the Transport Pod.

· When jumping onto his ship, the weapons will tilt and bank slightly too far than they’re supposed to. This doesn’t occur when Ratchet jumps onto his ship in the cutscene to get to the Planet Select Screen.
· When selecting a world from the ships Galactic Map, if the player selects a new planet, then changes back to the new one before the camera could scroll over to the first one they selected, the scrolling sound effect will keep playing (it even carries over into the Pause Menu). These can be stacked on top of each other, and will keep playing until Ratchet leaves the planet or the game is quit.

· The mask for the Galactic Map planet preview cuts off the right side.

Marcadia

· The sun no longer appears. As a positive offset, neither does its lens flare!

· The new water plane system for UYA appears ‘lower res’ with the waves. In addition the waves seem to follow along with Ratchet, rather than staying still and acting as normal.
· After climbing up the short staircase with the pool at its base, a rounded glass ceiling can be seen above. There is an element on the wall behind it that’s rendered as if in front of the glass.

· The Shock Cannon’s Beam of Death only makes the particles, not the beam itself.

· The selection highlights and thumbnails for the Battle Missions menu in the Dropship aren’t aligned properly.

· The Ranger Turret has some sliding motion for vertical movement that wasn’t present in the original game.
· Sometimes when completing the third mission (Turret Command), the Ranger doesn’t go “Nice shooting Sarge! We can take it from here.”.
· When using the Nodes in the final mission outside the Presidential Palace, the Bolts for the Bolt Cranks are slightly too low.

· The President’s eye objects clip through his lower eyelids.
· Ratchet may have some distortion issues in the seam of his forehead/cap. This is visible with a non-helmet skin like Old School Ratchet.
· Clank’s eyelid clips through his eye.

· In the start of the Laser Defence Grid section, the Dropship is lit as if it were outside.

· The President doesn’t pop up in the HelpDesk to explain how the Refractor works unless Ratchet comes back later.

· When placing a Weapon, Gadget or Camera Choice on the Quick Select, the highlight will disappear, making it impossible tell which slot is selected unless there’s something already in it.

· The Refractor doesn’t have an unfolding animation.

· The beams you can play around with and make with the Refractor aren’t as transparent as before. This does make them easier to see, however.

· The sound for completing a laser beam circuit with the Refractor doesn’t play correctly.

· Al’s eye objects clip through his eye whites briefly at the beginning of his cutscene.

· The middle bridge of Al’s glasses is coloured white instead of black (this doesn’t appear in his QForce outfit).

· The chest-section of Al’s mesh noticeably stands out in an awkward way.

· There are some display issues with Al’s lappels.

· Ratchet has some mesh issues with his lower eyes when they’re pushed up (this is seen when Ratchet is reacting to Al’s Nerd Speak).

· Clank’s eyelids clip through his eyes briefly.

· Al also has some clipping issues in the corners of his mouth. This happens particularly when he makes an ‘o’ sound.

· When Ratchet uses the new green teleporters, he doesn’t turn transparent correctly. Futhermore, Clank never turns transparent at all.

· If Ratchet returns to Marcadia and visits the Laser Defence Grid, all of the HelpDesk messages will replay themselves.

Starship Phoenix (Second Visit)

· The eye object for Qwark in the cutscene before playing the first Vid-Comic clips through the white behind it.

· If the player goes into any menu except the Pause Menu, any intercom clips will not play when resuming gameplay.

· There’s a long pause between the Qwark Vid-comic Loading screen and the intro actually playing. It also takes a while to load the ending cinematic too.
· The starburst behind the Qwark head in the Vid-Comic loading screen appears a bit late at the start, and disappears early at the end.

· The cobwebs on Blackstar’s ship aren’t as transparent as they used to be. While this does look cooler, the cobwebs do obscure parts of the level somewhat.
· There are also the usual rendering issues with objects meant to appear behind the cobwebs.

· When a disappearing platform disappears, the white particles are completely opaque when they should be transparent.

· The cool effect behind weapons in the Qwark Vid-Comics no longer works properly.

· The shots from Qwark’s Blaster in the Vid-Comics have a black trail behind them.

· I may be mistaken, but near the end of the level are some cylindrical shaped windows that in the original game may have been transparent (here they are not).

· The Qwark logo that signals the end of the level doesn’t appear properly, instead making the whole screen turn black. Oddly the equivalent effect at the start of a vid-comic still works properly.
· During the ending of the first Qwark Vid Comic, a player had it froze on the playing screen, then went a bit glitchy, then skipped straight to the counting bolts screen. This may be an error with the Qwark Logo ending effect.

· The background noise in the Bolt Counter at the end of a vid-comic level doesn’t play until after the bolts are finished being added.

· In the cutscene with Qwark (both before and after his flashback), his eyes clip through the eye whites.

· Also in both cutscenes, the camera moves too close to his head. In the first this means it clips through his forehead and chin, and in the second it means the camera appears to start inside his head.

· Sasha’s in-game model in Ratchet’s quarters is lit blue for some reason.

· The Cartridge icons in the Vid-Comics menu aren’t aligned properly.

· The title for Vid-Comic Issue 1 in the Vid-Comic menu is “Pirate Booty!”. It should be “Booty is in the Eye of the Beholder”.

Station Q9 (Annihilation Nation, First Visit)

· Like with the Phoenix, the ship montage icon for Station Q9 when arriving has a large feather effect on the edges.

· It is first noticeable here on the yellow Vegas lights that there are no blooming effects in the game. This affects the sun on Marcadia as it was made using bloom.
· Not all objects are affected by the orange fog in the Death Course.

· In the Death Course, the spinning Arrow Blocks no longer make a “da-da-dung!” sound when they stop.

· Sometimes the new crowd cheer sound that plays when finishing a Death Course is either too quiet or not heard at all.

· In the arena when starting a challenge, the enemy pod on the left has some display issues with the door.

· There are a few mesh issues on the eye of the Thyrranoid Ratchet. A polygon inside the mouth also disappears for a moment as well.
· Sometimes the crowd background sound completely cuts out when Ratchet finishes a Death Course.

· The Laser Bots in the Death Course that shoot at Ratchet (rather than twirling around or sweeping from left to right) very rarely shoot in the right place (it appears as if their horizontal aiming co-ordinates are inverted or something). This often causes them to shoot right into the platform they’re standing on, making them no threat.
· If the player tries to enter a Weapon-specific event that they don’t have the weapon for, the box that darkens the background menu doesn’t cover the entire screen and isn’t wide enough.

Starship Phoenix (Third Visit)

· In the cutscene with Qwark briefing the QForce, Skidd and Qwark’s eye objects clip through their eye whites. At the end of the first cutscene Qwark’s eye objects disappear completely.

· Helga has some mesh distortion issues under her eyes.

· The textures on Captain Qwark don’t line up properly on his shoulders.

· There is an area in the second Vid-Comic, behind the first two dropping platforms, with glass behind it. This glass isn’t transparent from many camera positions, and affects similar glass around the level.
· In the animation of Qwark on his big chair on the bridge, the inside of his moth will occasionally clip outside.

· When Ratchet leaves the Bridge, Al will talk to Ratchet about finishing Episode 2 of the Qwark Vid-Comic series. If a member of the QForce talks over the intercom, the HelpDesk popup for that clip won’t disappear until the intercom clip finishes. This applies to all other instances of Al talking to Ratchet. If messages aren’t played over the intercom, then the popup will take a while before disappearing (this applies to QForce popups in the other levels too).
· When Qwark, over the intercom, accidentally presses the Auto Destruct button, the red fog effect that flashes for a moment doesn’t affect all objects.

· There is a ladder to a secret area in the second Vid-Comic that lets Qwark climb one ladder-tile higher than the ladder actually goes.

· In the scene with RaC talking with Clank’s director, the duo have a strange reflection map that looks like a star field.

· Additionally, the Director’s left eye object is missing in the entire scene.

Aquatos

· The Hall of Mirrors effect when using the Scope on the Flux Rifle is gone.

· There is also a visible seam on the sides of the scope overlay when using the scope.

· The Star explorer has incorrect lighting on its wings.

· The blurring effect for anything outside in the water is gone, both in the main level and in the Submarine Loading Montage. This makes it much easier to identify various objects and landmarks.

· As always, not all objects and Skydome elements are affected by the level’s fog effect.

· There are two elements high up with the Skydome that appear to be there to give the effect of being shafts of light. However, they look broken.

· At the start of the level are four staircases adjacent to the elevated walkway from Ratchet’s ship. The sides of these have lights. When they pulsate they actually turn the sides of the staircase slightly red.
· Ratchet’s eyes will clip through the whites in the scene with Skidd. This also happens in the scene with Slim Cognito.

· When hitting the Jackpot Crate early in the level, the HelpDesk will pop up explaining what it is and what it does, even though it already did this for the Jackpot Crate on Florana.

· After crossing the first bridge, the fire-blaster bot in the room after doesn’t go down the tube fully and into the room, instead appearing to stop near the bend.
· Not all objects are affected correctly by the underwater fog effect when Ratchet dives under. This results in some bright cyan objects in the distance behind the seaweed walls. This also affects the water planes used to get in and out of the water.
· The seaweed walls themselves also don’t display properly, appearing dissolved and even flicker.
· When the N60 Storm upgrades to the N90 Hurricane, the upgrade cutscene shows the N60 as being V1 instead of V4.

· At the final bridge Skidd has to hack to extend, the two fire-blaster bots underneath the bridge will not move up to attack Ratchet.

· In the cutscene where RaC meet Slim Cognito, there are far fewer particles for when Skidd leaps into the teleporter.
· Slim won’t have a HelpDesk comment when Ratchet buys just the Lava Gun.

· The front part of the Plasma Coil rotates too quickly.

· When walking to the underwater shuttle behind Slim’s can, a distant background element will disappear then reappear.

· The shuttle that takes Ratchet to Slim and the Sewers isn’t lit correctly in its travelling montage.

· There is also a hole in the sea bed geometry during this montage.

· When Clank takes out Skrunch and the B.G.A.M.D. out from the briefcase, the B.G.A.M.D. appears squashed and too thin. This also occurs in the equivalent cutscene on the Thran Asteroid Belt.
· The Thyrra-Guise talking minigames will only play one tone, rather than different tones to make up a variation of notes.

· Various border elements in the UI for this minigame appear very pale.

· The button icons in the minigame are also not aligned properly to their boxes.

· If Ratchet is caught by security when not in the Thyrra-Guise, the player can still use the Quick Select. It won’t show up, but if Quick Select Pause is on then the action will pause as if it were.

Sewers

· In the falling-down-the-pipe loading montage, huge sections of the pipe are rendered as black.

· Not all objects are affected by the green fog.

· The Plumber’s eyelids can be seen sticking out of his head above his eyebrows in his initial cutscene.

· The Sewer Crystal Icon in the HUD is too low.
· The G icon representing Gadgetron Vendors on the World Map appears pink rather than pale orange.

· There are some issues with the sewage water planes when intersecting the rounded corners of the sewer pipes.

· In the first-visit sewer sections are open, rounded areas with crates in the corners, and sometimes a Vendor. These are placed on top of the water plane, rather than slightly submerged.

· A few of the big Ameboids don’t have reflection maps.
· There is a Sewer Crystal in the bottom-left corner of the pipes area that is too low and clips through the ground.
· If Ratchet dies, then the icon for the Vendor in the second sewer section will disappear.

· If Ratchet takes the Shuttle from his ship back to the sewers, there will be many holes and missing pieces in the environment.

Starship Phoenix (Fourth Visit)

· No bugs. Amazing!

Tyhrranosis

· In the opening cutscene of RaC preparing to eject, there is a strange orange plane underneath them. This affects all other Halo jump cutscenes on other worlds.
· Also, most of the sound effects of the ship when preparing to eject do not play.

· Also something that affects other Halo jump levels is that Ratchet’s oversized helmet moves too far.

· The water plane isn’t affected by the fog effect. This makes it noticeably stick out in the skydiving section.
· There are flickering issues with the large green lights above the doorways when at a distance.

· In the second and final rooms of the initial landing sequence (just before getting the Turboslider), there is a transparent dome with two doorways. These doorways are always rendered as if in front of the dome.
· Also in this final room, the wall behind the dome has a large, orange piece of geometry at the top. This could be part of the exterior mesh clipping inside.

· In the cutscene where the Turboslider drives out of the Dropship, the brown dust it creates will flicker.

· The shadow for the Turboslider has a visible edge.
· At the base of the North-Eastern Plasma Cannon Turret will be a small stack of crates with a Nanotech Crate on top. If one smashes the lower crates, the Nanotech Crate will stay floating in the air (reminiscent of a similar bug in ToD). Walking into the crate will cause it to smash.

· The power pod at the base of this turret will intersect with the actual turret.

· One of the Walkers near the South-Eastern Plasma Turret will appear to shoot two lasers from one blaster. This affects other walkers too, including a few in the Kavu Island missions.
· The hive area doesn’t have a green fog effect.
· When in the first-person shot from the Tyhrranoid Mother Beast’s perspective, there is no Hall of Mirrors effect on the screen that makes it look blurry.

· In the Bullet Time shot, the particles of the collapsing pillar don’t rotate to face the camera.

· Sasha doesn’t reliably say “Look out!” when Ratchet is being chased by the Tyhrranoid Mother Beast.

· Ratchet’s walking in the small clip after being chased looks rather odd, like he’s taking baby steps.

· In the same shot, if the player is playing in First-Person Mode, Ratchet will disappear leaving only the weapon he had equipped (if any).

· Qwark’s eye objects clip through his eye whites. He also has eyelids that move too far down.
· The inside of Ratchet’s mouth clips through the bottom of his head at one point.

· Darla Gratch’s eyelids clip through her eyes.

· There are no Rangers inside the Dropship after defeating the Tyhrranoid Mother Beast.
Kavu Island

· Like with the Star Explorer loading montage, the one for the Dropship has the audio clips play with the wrong shots.

· While free falling on Tyhrranosis, the camera is sometimes at a strange angle for the first 5 seconds, looking ahead instead of down.
· The bolt of the Bolt Crank to extend the bridge in the first mission isn’t high enough, and thus isn’t aligned properly with Ratchet’s Wrench.
· The Hovership appears to be coloured a pale dark blue rather than the actual white.
· Additionally the right winglet at the back of the ship isn’t the same colour as the one on the left.

· The Vulcan Turrets on the front corners of the base have much lower health than they did before. While this does make the Single Player less frustrating, it destroys some of the challenge in the Online Mode.

Starship Phoenix (Fifth Visit)

· Skidd’s eyes will clip through the whites. Sasha’s do as well, albeit very slightly.
· The holograms of Lawrence and Nefarious will not display correctly. Each and every face is visible for some reason. This affects the holograms on Metropolis and Mylon as well, including Nefarious Double Team holograms during his boss fight.
· The sound of the in-game Helga doing star jumps can be heard in the two cutscenes between her, Ratchet and Clank (this is bad because Helga doesn’t do star jumps in the cutscene).

· Various HUD elements in the Hacker Minigames are not aligned correctly, such as the Green Snippet meter and the transparent background for the bottom-right HUD element.

· The particles for the Red Cannon in the Hacker minigames are too small.

· The blue walls in the Hacker Minigames are more blue than the correct slightly-cyan colour.
· The collection sound and the completed stage sound for the Hacker minigames are too high-pitched.
· In addition to the HelpDesk telling the player how to play the Hacker minigames the second time, even when the player presses Triangle to send it away, the audio for the HelpDesk will keep playing.

· The Teleporter at the end of the VR Hacker Course will be displayed as if in front of the green block as it vanishes.
Daxx

· The bottom half of the skydome that covers the water isn’t dark enough.

· Similar to the disappearing effect for organic enemies (and some robots), when Nefarious Troops teleport in the blue sparkle effects are too big.

· Starting with this level, the background for the Hacker puzzles will be too dark.

· The distortion effect for when the Stealth Ship warps in and out isn’t as… impactful or major as it used to be.

· The rockets fired by the Stealth Ship don’t have any smoke trails.

· The rockets also don’t have their own explosions (this can be seen if they hit solid ground like the grassy areas).

· When setting one of the flies on fire with the Lava Gun, the fire particles will be much bigger than normal.

· On top of the small ship Ratchet can get up on early on the route to the Charge Boots, there is a small turquoise dome. The pipe leading from behind this dome to a tank will be rendered as if in front of it at all times.
· The Charge Boots don’t have the blue undersides like they do in GC.

· The HelpDesk message that informs the player what Trophies are and how to earn them plays when collecting the Plumber Trophy. It should be for the first one the player finds instead.

· In the scene with Skidd in the Star Explorer, Skidd’s eye objects and eyelids clip through the eye whites. Additionally his eyelids move too far downwards and reveal his eye whites at the top.
· When Skidd goes “I’ll grab my gear and meet you there!” and runs out of shot, there is no cartoon-like sound effect for him whooping out of frame.

· Non-bug: the slow moving line works on the monitor with Courtney Gears at the end of the Stealth Warship route.

· Ratchet doesn’t make any kissing noises after reciting ‘that one’ Courtney Gears video.

Obani Gemini

· Like the Phoenix and Station Q9, the ship montage icon for Obani Gemini when arriving has feathered edges for some reason.

· The body for the Disc Blade Gun is lighter than it should be (similar to the Star Explorer).

· The green twirling particles that show up when using the green teleporters don’t do so at the correct angle anymore.

· The green lines coming from the green Launch Pad fly off in the wrong direction.

· In both cutscenes, Skidd’s eye objects clip through the eye whites.

· In the first cutscene, in the shot that focuses on Obani Draco, the camera passes through Ratchet’s head on the left side.

Rilgar Revisit

· Non-bug: The bleeping sounds of the computer on Ratchet’s ship before ejecting play correctly, unlike on Tyhrranosis.

· The base ground object isn’t affected by the fog effect. This is clearly visible during the skydiving section.
· In the second mission (“The Bridge”), enemies and cover objects are always rendered as if in front of the forcefield.

· Also with the forcefield, it seems to turn transparent when the camera is facing directly towards it.

Station Q9 (Annihilation Nation Second Visit)

· The Arena Announcer sometimes will repeat his lines that he is supposed to only say in the first Death Course story event. These include “Press the Button to flip the sign!”, “Hey be sure to catch me next week at the Florana Demolition Derby!” and “He. Could. Go. All. The. WAY!!”.

· A layer of the Lava Plane in the Death Course disappears if the camera is tilted up too high.

· The Time Freeze cheat doesn’t always have the camera rotate around Ratchet. This tends to happen if the camera is already trying to focus on something, like a boss in a boss fight.

· In the cutscene with Courtney Gears, there is a wide shot of her walking down a walkway to RaC. Ratchet’s Star Explorer is not visible.

· Courtney’s mouth doesn’t distort correctly (horizontally speaking).

· Clank’s reflection map seems to ‘reset’ or change position while Courtney is holding him.

Holostar Studios

· The ship that Ratchet pilots as Secret Agent Clank’s chauffer is white, due to having no textures on the body.

· The eye objects of the Director clip through his eye whites.

· Sometimes one of the tiny Ninja Samurai that Secret Agent Clank needs to kill won’t have any hits detected, and will effectively be invulnerable. This will cause the player to have to kill Clank to reset the level and try again.
· As before, Giant Clank’s eyelids clip through his eyes.

· Clank’s eyelids clip through his eyes in the scene with Courtney Gears and the scene with Nefarious.

· The inside of Nefarious’ head is rendered as if in front of his green dome, and during Metropolis it can be seen that this happens to his shoulders and arms too. His red pieces are like this also, but they were that way in the PS2 games.

· Nefarious has a visible hole between the roof of his mouth and the front of his head. This was present in the PS2 games as it shows up in the cinematics Nefarious appears in.
· The sound of the Gravity Boots isn’t heard when Ratchet it walking on a Gravity Strip in this level.

· In the final falling Tyhrranoid tower at the end of the secret path, the Tyhrranoids don’t yell as they fall.

Obani Draco

· The speakers, scaffolding, water plane, lights and the back wall of the first area aren’t affected by the level fog effect. Neither is the corkscrew walkway about halfway through, or the inbetween sections of the rotating wall panels in the same area. The thin sections of the Disco Ball Core aren’t affected either, as are the gravity tubes and the clear sections of the final energy shot tube. The walls of the testing room are also unaffected. The last thing unaffected are the 2D planets visible outside the windows of the boss area, and the monitor in the testing area. Technically neither are any of the cyan lights, but they do look cool sticking out like they do.
· The pink water plane is always rendered as if in front of the transparent panels on the start walkway. 
· When the Disc Blade Gun upgrades from V1 to V2, the ‘energy overload’ sound effect that plays in the upgrade cinematic, well, doesn’t.

· When the camera zooms in to the monitor and switches to Courtney Gears transforming Skidd, the slow moving line isn’t present.

· Courtney Gears and Skidd both have mesh deformation problems. Skidds eyelids also clip through his eyebrows and other weird stuff.

· The teleport effect doesn’t have nearly as many particles as it used to.

· The giant laser in the testing room doesn’t have the cool shimmer effect (this is a problem similar to the one affecting the Dropship).

Joraal Nebula

· As with the Phoenix, Station Q9 and Obani Gemini, the icon for the Zeldrin Starport at the end of the ship montage has a feather on the edges.

· Not all objects in the level are affected by the level fog.

· The lava plane in this level lacks any textures.

· The first Titanium Bolt obtainable in the Bolt Grabber V2 path doesn’t have a cutscene, unlike the second one which is collected in a much larger space.

· It takes a while for Helga’s HelpDesk message to pop up explaining what the Bolt Grabber V2 does.

· The in-game object of Skrunch isn’t lit with the right orange light.

· In the cutscene after Ratchet, Klunk and Qwark have landed on the Leviathan, Qwark has some eye and eyelid clipping issues.

· The sound of the elevator going up will play right through the scene with Nefarious.

· Qwark has some eye clipping issues in the scene with Nefarious.

· Much like on Obani Draco, the teleport effect for Lawrence and Nefarious doesn’t have as many particles as it used to.

· Not all objects are affected by the red fog alarm effect when escaping the Leviathan.

· When escaping the ship, there is a light red box visible behind Nanotech Orbs.

· The green water plane underneath the bridge near the end of the level turns orange when escaping.

Starship Phoenix (Seventh Visit)

· The bridge in the middle of Al’s glasses is brown in all his cutscenes here.
· Ratchet’s helmet shifts from side to side too much during his eulogy to Captain Qwark.

· The eye objects of the President clip through the bottom of his eyelids.
· In Episode 3: Shadow of the Robot, if Qwark gets to low health early in the level, Nefarious now says “Look! He’s going to die right here!”.

· One of the vertices on Ratchet’s left glove on the Aegis Mark V armour is much lower than usual, causing mesh distortion.

· In Shadow of the Robot, Qwark never talks about how he “once had a dream where [he] was stuck in an elevator surrounded by killer robots…” when he gets in the elevator surrounded by killer robots. It does play if Qwark dies before this point.
· In Deja Q All Over again, the bushes at the front of the grassy areas are too dark.

· When Al says the word “Tu-tu” in the cutscene after completing the fourth vid-comic, the corners of his mouth have some clipping issues.

· If Captain Qwark gets killed in the process of facing Dr. Nefarious, if it is under the 4:45 required to get the “Set a new record for Qwark” Skill Point, he will still get the Skill Point.

Kerwan Revisit

· When cutting to Ratchet on the monitor with Dr. Nefarious, Ratchet’s helmet is missing. His right hand is also in an odd position.
· Not all objects and buildings are affected by the cyan fog effect.

· The Charge Boots are still bright green in this level.

· Enemies are displayed as if in front of the breakable glass panes inside the early buildings (this also applies to the Chunks System pieces when they get smashed).

· When collecting the Skrunch Trophy, the HelpDesk will inappropriately pop up explain what they are and how you get them.

· The hologram Nefarious that shows up for the Galactic Idol audition is noticeably lower quality than the real Nefarious.

· Nefarious’ eyes disappear at the end of the Biobliterator Activation scene. They appear to slide right down into the lower portion of his head.
· There are no particles that show up around the Tyhrranoid when it gets turned into a robot.

· Ratchet’s eyelids clip through his eyebrows in his one close-up in the Activation scene.

· When using the Bolt Crank to move the Refractor Disco Ball near the end of the level, the HelpDesk will pop up saying “Press Square to attach the Wrench to the Bolt Crank”. This didn’t play in the original, however logically it should actually play when doing the Bolt Crank mission on Marcadia (since it’s the first instance of Bolt Cranks in the game).

· Just before the Klunk boss fight, a Dropship will show up to drop off some troops. Sometimes it will reset just before unloading and fly in again as normal.

· In this same area, looking out over the left-hand side, there is a part of a building in the distance that has an easily visible flickering problem.

· Giant Klunk’s eyelids will clip through his eyes at the end of his transformation.

· If Ratchet dies when facing Klunk, then takes the Taxi back to the start, Sasha will pop up with her reaction to the Biobliterator.

· There are no Galactic Rangers inside the Dropship when coming back to the start of the level after beating Klunk, similar to Tyhrranosis.
Operation Urban Storm

· The skydome for the loading montage is grey.
· Like in the main level, not all objects are affected by the cyan fog effect.

· Non-bug: Unlike on Kavu Island, the Hovership is the proper grey colour, and the winglet is the proper colour too!

· Sometimes when skydiving, the missiles will not work properly and will spin extremely fast. They will be away from Ratchet and the red missiles won’t even home in on Ratchet. This affects similar skydives on Tyhrranonis and Mylon.
· When the Spitting Hydra upgrades to the Tempest, the HelpDesk popup that explains it will stay up longer than the audio clip.

· In Mission 3: Tower Attack, some of the green Tyhrranoids will shoot two green lasers rather than one.

Zeldrin

· From the ledge where the Nefarious Trophy is, there is a part of the Leviathan wreck that flickers.
· The HelpDesk popup for the Nano-pak will stay up for longer than the audio clip lasts.

· The 2D Footprint objects on the ground have visible borders around them.

Starship Phoenix (Eighth Visit)

· In the scene with Big Al, Ratchet’s tongue clips through the bottom of his mouth.

· Some objects appear brighter than they should in Episode 5: The Shaming of the Q.
· For a split second, Clank’s eyelid clips through his eyes.

Aridia Revisit
· The logo for the Qwack-o-Ray has a moustache-like hole on its bill.

· In Mission 4: Reclaim the Valley, the Node on the Western Side of the bridge to the South, just South of it, has shifted slightly and is now clipping through a clifflet.

· When activating a Bolt Crank, electricity sounds are heard, but there is no electricity coming from the Node.

Thran Asteroid Belt

· The Personal Hygenator is rendered as if in front of the display glass.
· Qwark’s eyes clip into his whites.

· Additionally his eyelids sometimes move too far down.

· The Qwark logo on the rug and in the picture frame is backwards.

· If Ratchet is damaged and doing his idle tired animations, his helmet will slide around oddly.

· Just like on the real Qwark, the texture for Qwark’s suit isn’t aligned properly on top of the shoulders.

· The static layer when Sasha is trying to talk with Ratchet is transparent.

Starship Phoenix (Ninth Visit)

· Not all objects in the level are affected by the red fog effect.
· The ammo canisters are rendered as if behind the big mech near the end of the level.

· When the giant mechs are hit by an attack, only their legs turn red.

· Non-bug: The bad star field planes from the ‘casual’ version of the Phoenix don’t show up on the Bridge.

Koros

· Non-bug: when Slim contacts Ratchet about the Plasma Coil, his HelpDesk popup won’t last longer than the audio does.

· The laser shot by the BFG, much like the Refractor beams, is too bright and not transparent enough.

· The Vendor at the start clips through the ground slightly.

· There is an umbrella on the left wall at the start of the level that doesn’t break when the Bolt Grabber V2 is used.

· When the Lava Gun upgrades to the Liquid Nitrogen Gun, no audio plays for the HelpDesk popup that explains how it works.

· The crosshairs on the monitor for the BFG look rather dissolved on the edges.

· Sasha has some mesh distortion around her fingers. Additionally her mouth has some clipping issues.

Mylon

· The pipes around the level, much like with the Dropship, don’t have a cool reflection sheen anymore.

· There are semi-dome lights on the ceiling in this level that flicker between turquoise and blue (they should be turquoise).

· Sometimes after completing a Hacker puzzle, there will be a looping sound of a Bolt Crank turning.

· The Bolt for the Bolt Crank that Ratchet turns to adjust the Refractor beams isn’t high enough, and isn’t aligned with Ratchet’s wrench as he turns it.

· Also, sometimes the HelpDesk will pop up telling the player how to use the Bolt Crank (which ironically is the last one in the entire game).

· Just before the Dropship platform, there is a window. Outside the window will be towers with bright elements on them that flicker.

· When Lawrence and Nefarious teleport into the Biobliterator, there are no particles.

· The in-game Dropship overlaps the cutscene Dropship at the end of the initial route.

· The bridge of Al’s glasses are white again.

· When skydiving down to Nefarious, a bug with the missiles like the ones on Metropolis sometimes occurs.

· The scene where Nefarious feigns defeat to escape from Ratchet doesn’t reliably play.

· Much like the pipes, the robot pieces now lack their cool sheens.

· Nefarious’ purple skybeam attack and shockwave bombs are too bright. This can be seen when comparing the skybeam to the particles it makes on the ground.
· The Biobliterator moves before it’s supposed to transform.

· As always, the particles for when Nefarious and Lawrence teleport aren’t as plentiful.

· The laser shots from the Biobliterator Mech are bright white.

Post-game

· For a brief moment before the credits roll, the HUD is visible. There is a popup at the top that says “Paradox ERR” in it. This apparently relates to the world the Insomniac Museum is on, as having a save there will label the location as “Paradox ERR – Burbank”.
· The background images for the credits have strange colours, like they’ve been colour shifted.

· There is a brief glitch moment before the panel asking whether to Timewarp or go to Challenge Mode. A black box appropriately appears, but it’s sized for 4:3.

· There are no Rangers in the Dropship that appears at the start of the level (Mylon).

· There’s a texture error on the side of the Bolt in the Titanium Collector Trophy.

· Sometimes when using the Time Freeze Cheat for the first time in a level, the camera won’t rotate around Ratchet. Later attempts will work fine.

· Particles in the game world will not rotate to face the camera like in the PS2 version of the game, when using the Time Freeze Cheat.
· Sometimes when smashing a Jackpot Crate the HelpDesk will pop up to explain what it does, even if it isn’t Ratchet’s first one.

· Clank has a pale white line going down his grill slats when the Secret Agent Clank cheat is turned on.

· There is a small texture error on the right side of the turret on the Friend of the Rangers Trophy.

· The eye glow particles for the Troopers still stick out oddly out of the head when the Big Head Enemies cheat is active.

· The HelpDesk popup for the Nitro Eruptor lasts longer than the audio does. The same occurs for the Agents of Dread, Splitter Rifle, Plasma Storm, Holoshield Glove and Rift Ripper.
· The Plasma Storm flickers as it unfolds when you equip it.
· When the Agents of Doom upgrade, the blue “before” example in the Upgrade Overload shot is squashed. This even affects the V7 and V8 Agents of Dread Upgrade Overload shots.
· The Rift Inducer now has pulsing pink lights on the bottom panels.

· The Rifts shot out by the Rift Inducer no longer have a smooth distortion effect. Whether this is good or bad is open to interpretation.

· The Holoshields made by the Holoshield Glove have some nasty masking issues that make the rotating layers appears as rectangles. This only occurs with V1 and V2 Holoshields.
· Enemies behind a V1-2 Holoshield are rendered as if in front of it. This also occurs with the aiming ring, although enemies are no longer an issue with V3 Holoshields.
· V3 Holoshields seem to be more opaque than normal, but will flicker back to normal only if the camera is a certain distance away.

· Holoshields don’t seem to last quite as long as they used to. This can be a huge pain when trying to upgrade them.

· When upgrading the Holoshield to V4, the ‘after’ shot of the Upgrade Overload sequence doesn’t feature the new knuckle diodes.

· Don’t know if this is in the original, but the Santa Ratchet skin seems to have a deformed tail in that it’s much thinner. Sumo Ratchet has a similar problem.
· When changing skin, there will be a brief colourful flash that lasts for a frame.

· If Mirror Mode is on, Ratchet’s ship will lack the new reflection map in the Ship Vendor.

· The Scoop Nose and Split Nose lack a reflection map.

Challenge Mode
· When going into Challenge Mode, Ratchet’s skin is reset to default and the Quick Select Ring is cleared. The Piposaru and Santa Ratchet Skins are also removed from the Skins List, requiring reinput of the codes to unlock them again.
· The RYNOCIRATOR has an added sound effect when it uses its big flash.

· After the first enemy is killed in Challenge Mode, there is a popup explaining the Bolt Multiplier. The box used to shade the screen only covers a 4:3 area of the screen.

· Ratchet and Clank’s heads during cutscenes with the Big Head Heroes cheat on are lower than normal, not accounting for their necks.

· In the scene on Florana where RaC first meet Jungle Qwark, Clank’s head is not affected by Big Head Mode, save for one of his eyelids.

· The Shock Gun/Cannon seems to have a different sound effect when firing in Challenge Mode.
· The turret on Marcadia seems to have all-around sliding when moving both vertically and horizontally.

· Because of the way the Cheat Code to get Vid-Comic Qwark in a tu-tu works, with Mirror Universe on the cheat goes from “Up Up Down Down Left Right Circle Square Square” to “Up Up Down Down Right Left Circle Square Square”.

· When the Mega Shock Cannon upgrades to the Giga Shock Cannon, there are no sound effects for the Upgrade Overlaod shot.

· Huge bug with the ship in Challenge Mode. I’m not sure how it works, but I believe it is triggered by starting Challenge Mode with a Split Nose (and maybe also a Scoop Nose, but this is untested). The bug is that if you choose a different nose in the Ship Vendor, all the pieces of the ship will be position extremely oddly, being reversed and sometimes even rotated far away from where they should be. Ratchet will still contact with the ship as if the pieces are in their normal positions, and when he gets into the ship it will return to normal (except for the shot where he leaves the Phoenix). Going to another world with a glitched ship seems to fix the problem.
· The V6 Quantum Whip has a glitch where equipping It will cause the equip sound of the whip to repeat itself over and over.

· Also, no version of the Quantum Whip has the electric arc effect.

· Clank will not be in a tux during the scene with the Director if the Secret Agent Clank cheat is turned on.

· There is a glitch when two one-eyed Tyhrranoids are talking on Aquatos. With Big Head Mode on, their eyes will for a moment enlarge in size (as in, bigger than they’re supposed to be) as they change to a different animation for talking.

· The speech bubble with the Circle Button in it will not mirror in Mirror Mode. This makes the bubble’s point go in the wrong direction, usually away from the Tyhrranoid it’s above.

· The Ninja Ratchet skin has some distortion errors. Specifically one of the blue lights on the center of his helmet will bend up and down dramatically according to what his eyebrows are doing.

· The V1 RY3NO doesn’t play the sound effect for firing the rockets.

· With Mirror Universe on, the L1 and R1 controls for the Hacker aren’t modified, and appear to be reversed.

· Tuxedo Ratchet has some texture issues in his hair, specifically the polygon loop that connects the hair to the head.

· The turning-to-ash effect of RYNOCIRATOR doesn’t work exactly right. The ash clumps are too large and they don’t turn transparent as they fall.

· Gadgebots standing around in the Clank section on the Thran Asteroid Belt don’t get Big Heads until you tell them to do something. While this does occur in other places in the game (and in R&C1 and 2), it is particularly obvious here.
· The flash effect for the RYNOCIRATOR doesn’t always work correctly.

· The giant mechs that appear in the Nefarious Boss Fight aren’t affected by the Big Head Enemies cheat.

· In the Skins preview of the Contructobot, there is a display issue with the orange light behind the grill on the bot’s back where one or two ‘tiles’ in the top-left corner won’t display.

· Once all Trophies have been earned (the physical in-game ones), the door that lets the player access the Insomniac Museum teleport doesn’t have a sound effect for opening and closing.

Insomniac Museum

· Not all objects are affected by the blue fog on the Florana Race Track.

· In the wider popups for certain exhibits, the right side of the text will be slightly cut off.

Online Mode

· Entering a Multiplayer game with the Dan skin will time out the game staging for all players.

· Sometimes when playing Siege, the small turrets around the base that sink into the ground respawn immediately, rather than the normal 90 second cooldown period.

· Similar to the Single Player game, the spherical Gatling Turrets on the front corners of the base seem to have far less health. While this makes the Single Player a bit easier and more fair, it destroys the major threat that the Gatling Turrets once were.

