Ratchet & Clank 2

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.
· You are now able to skip the Insomniac Games/R&C2 logo sequence.

· The Title Screen only plays one gameplay clip at a time, and when Ratchet presses Start, it automatically moves on to the Main Menu (this makes sense since Ratchet presses Start on his controller, the same button the player has to use to get to the Main Menu as well).

· Also, the only clips that are ever shown are from the R&C games; the Easter Eggs of Jak One, Jak II and Sly Cooper and the Thievius Raccoonus are not present.

· There is a Subtitles option added in the Options Menu, but at this time it isn’t selectable (a patch feature, perhaps?).

· Leaving the Main Menu idle for a while will pull you back to the Title Screen.
· Ratchet’s ship now has a reflection map in the loading montage.

· A previously unheard HelpDesk message now triggers. In the area just before the Swamp Monster I boss, the HelpDesk says that using weapons is more effective than the Wrench.

· In the scene at the end of the Megacorp Store where Fizzwidget contacts Ratchet, originally the tile showing Maktar Resort didn’t show up, leaving just a lone, unanimated Fizzwidget. This has been fixed.

· The Planet Menu in Ratchet’s ship has a Platinum Bolt counter. If I recall correctly, the original game never had this feature in the initial release, but was added later.
· After winning the Electrolyzer, when the camera goes over to the Challenge Selector in the arena, the announcer now says “Congratulations on winning the Electrolyzer!”.

· On the way to the Limousine that takes you to the Jamming Array, you have to cross sliding platforms in a cyan room. This room now has ambient noises for the platforms.
· When a spark goes into a jump point during an Electrolyzer puzzle, the last beep plays twice and is twice as loud as before.

· When an Electrolyzer spark hits a jump point that isn’t aligned for it correctly, there will now be an impressive spark explosion, rather than the slowly expanding ring. This is likely what the Insomniac in the museum meant when their explosion maker even “…made its way into the Electrolyzer puzzles”. This effect also shows up smaller and in blue for a successful manoeuvre.
· Endako no longer has a black bottom to the skybox, instead it’s a natural continuation of the rest of the skybox design.

· With the advent of HD, it is now possible to see that the floating yellow dishes on Endako are actually security cameras!

· The Bot Port in the Clank section now has a reflection map.

· On a similar note, Clank also has a reflection map when on Ratchet’s back.

· When inside the asteroids in the Feltzin System, an orange fog correctly applies.

· First evident on Barlow: Ratchet’s ship has the shiny chrome effect on its paint in all levels.

· Not a Change or Enhancement, but I thought it was worth noting that in the Slim ad, the picture shown when Slim says “A new Hyperspace Module” has a dual-thruster engine that would later appear on Ratchet’s ship for Up Your Arsenal.

· When smashing the display models in the Promenade section of Canal City, the models now leave behind proper broken parts and ripped cloth if you smash them.

· The whining sound of the Skill Point statue and the tall segmented ring statue on the second level now have louder whines that can be heard from further away.

· Outside the docking doorway of Slim’s Ship Shack, the red and blue planets from GC’s ship montage sequence can now be seen.
· The tile that the Nuclear Detonation Device is attached to is now visible on Ratchet’s ship.

· The water pools in the Taborian desert are now a more cyan colour.

· If the Thugs-4-Less Leader lands a good hit on Giant Clank whilst fighting him in Lunar City, he will now go “Ha, got ya!”.

· There was a bug with the Lock-on Mod for the HK-22 Gun, where all the rockets would slam into a target at once, but only one rocket did any damage. This has been fixed so that the rockets are in a staggered formation, thus slamming into an enemy at different times and dealing maximum damage.

· The number of birds needed to be sniped to get the Bye Bye Birdies Skill Point appears to be less.

· The infamous Sheepinator Glitch, where a Cage Match wouldn’t finish properly because there were sheep on the cage, is no longer present.

· The water in the upper level of Todano, behind the dam, is now animated.

· The colour of the Black Sheepinator’s transformation bar is now black, to match the colour of the sheep.

· The forcefield that blocks the path to the really big rocket on Todano behind the dam now has a low, bassy hum.
· The Clock in Silver City still tells the correct time according to the (now PS3’s) system clock.

· The Power Coil that Clank deactivates to free Ratchet now has a hum sound effect.

· When Ratchet frees Angela with the Heavy Lancer, it now produces an orange beam when he fires it.

· The lava early on in Ratchet’s first section of the Aranos revisit is now animated and appears to move about like a liquid.

· The Mapper now reveals the location of Moon Stones and Crystals by marking them with dots on the map. This was a feature that only showed up in a few various versions of the original PS2 game.
· The final cutscene in the Megacorp Lab on Yeedil has a background hum.

· All versions of the game get the Behind the Scenes video previously exclusive only to the US version of the game. The GC version of the logo appears at the end of the video too, and also at the end of the two Cancelled Commercials.

· The patch of water that is in the Insomniac Museum is now a much, much larger tile. This is so because the game is now running on the PS3 and thus can be shown in a grander way.

· Ratchet now does a flip when getting out of the Snivelak hover vehicle.
· When playing around with the Particle Generator, when changing the particle type and particle mask, it doesn’t update all the particles at once, instead making it a gradual change starting from the bottom. This looks far cooler than in the old version.
· Padro Hastinas’ “Hey this is Peter again” clip now plays correctly when he’s giving an explanation after the player has heard him once before.

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
· The subsections in the pause menu still have arrows next to the titles that imply you can use Left and Right to switch to other menu items (even though you can’t). This feature would show up in UYA using L2 and R2.

· The icon for Controls in the Help Menu still has a cable on it (PS3 controllers don’t have that unless you’re charging it via USB cable).

· Just like the original game, the eye glows for the MSR I and II robots are missing in both gameplay and cutscenes when on Aranos.

· When equipping a weapon, any colour change to the logo due to upgrade (Orange for V2, Yellow for Mega, Blue for Ultra) still has a delay before affecting the original. This change also happens early when changing weapon/to a gadget.
· When the HelpDesk pops up telling the player how to view missions, the audio and text don’t match up. The audio says “…then press X to go to the missions screen”, while the text says “…then press X to view the missions for the selected world”.
· If Ratchet collects a Platinum Bolt with the Electrolyzer equipped, the Sprite that makes the green antenna glow is still visible above Ratchet’s palm.

· When Ratchet gets into his ship, the ships weaponry will still bank too far to the left when Ratchet jumps onto it.

· The ambient enemy noise in spaceship battles, whether it’s the laughing of the thugs or the whine of the Space Wasps, continues even after all the enemies are killed.

· Of note is that neither Ratchet nor Clank are visible inside Ratchet’s ship in the spaceship levels.

· The starscape for the Maktar Resort rotates and tumbles, and yet the planets still do not follow suit.

· When dragging the Inspector Bots around on Maktar Resort onto the clearance panels, the text is still at odds with the audio clip.

· The Skill Points list is still in the wrong order, making finding Skill Points for a particular level a hindrance.

· The word Rounds in the arena battle HUD isn’t capitalized.

· Because the Electrolyzer puzzle board is a three-dimensional element, it still appears in 4:3 aspect ratio.

· During cutscenes, Clank still doesn’t have a reflection map on him like he does in R&C1 and UYA.

· Yep, Clank’s salute command still works!

· When the HelpDesk is informing you about the Thruster Pack, the last part (“To select the Thruster Pack, go to the Gadgets Menu…” and onwards) still isn’t told in text due to a lack of space.

· In the short scene were Ratchet finds his “old Swingshot and Grind Boots!”, the props of the two gadgets still are placed on top of the objects sitting there during gameplay.

· You can still play Sheep-ish Wars by zapping the Insomniac Moon pyramid in Clank’s Penthouse with the Electrolyzer.

· While all of the swimmable water in R&C1 received a texture upgrade, the swimmable water in R&C2 looks just the same.

· If Ratchet fires two or more Seeker Gun shots, all of them will go for the first enemy they detect, even if it’s already being targeted by another seeker. This can result in a waste of ammo because if the second seeker detects the enemy before the first one can kill it, the enemy will already be dead before it gets a change to slam into it.
· When equipping a weapon that covers all of Ratchet’s hand, like the Seeker Gun, Ratchet’s model is changed to one with no hand. This can still be seen when collecting a Platinum Bolt, where Ratchet will look like an amputee. This effect can also be seen if Ratchet grabs a ledge after equipping the Seeker Gun.
· When Ratchet lands on Notak for the first time, the game still doesn’t play the sequence of him and Clank getting out before the cutscene showing the Thief leaving.
· Flashes caused by explosions still don’t affect the skydome of a level.

· When Ratchet uses the Bolt Crank to open the door to the Chemical Factory, his Wrench is still misaligned with the Bolt. This also occurs with the two Bolt Cranks within the factory itself.
· After swimming through the water pipe, Ratchet will come to a walkway on a left wall with three Megacorp Chickenbots. As in the original game, the Chickenbots have a terrible draw distance and aren’t drawn until much closer to the camera than usual.

· Despite being painted the same colour as the ship, the Torpedo Launcher and Mine Launcher don’t have reflection maps (unlike the Shielding Device).

· The Protopet is still missing from the top of the rocket during the battle with the Unknown Thief, even though it was seen at the top in the cutscene before the battle.

· When Ratchet’s ship gets crushed under Fizzwidget’s ship, it is still wildly inconsistent with the ship pre-crushing; it only goes up to the first Torpedo Launcher upgrade, the Mine Launcher, Nuke Launcher, Warp System and Shield Device are completely missing, the interior is the wrong colour, and the ship still has landing gear when in reality it simply floats above the ground.
· When the Mystic repairs Ratchet’s ship, when he lays it on the ground the Nuke Launcher (if the player has it) will clip through the rock below.

· Additionally the ‘thungk’ heard when the ship lands is delayed somewhat.

· The body of Ratchet’s (fixed) ship is still too dark compared to the rest of it. It is also miscoloured, making, for instance, the fuselage appear green when the skin is meant to be grey.
· The draw distance of objects and enemies in the Taboran desert is still the same. This makes it somewhat more difficult in the HD to spot any remaining Crystals since it is now much easier to see into the distance.
· Ratchet still dives into the shallow pool in the desert near the mountains as if they were deep and diveable when he should instead wade around (like the one in the open desert).
· When Ratchet returns to Tabora, the music that starts is still not the desert music, but the underground tunnel music. Using the teleport to the Glider Launch Pad still fixes the problem.
· The base of the armour Vendor on Dobbo is still far too large like it was in the original game. Compare to the Vendors on Boldan, Snivelak, Grelbin or the Challenge Mode Vendor on Oozla.
· After using the Electrolyzer to restore power to the Testing Facility, the background music still doesn’t start up again.

· In the Mission Menu, after completing the interior path of the Testing Facility, the thumbnails for “Explore the testing facility” and “Repair the power generator” are still the same.

· When Ratchet initially tries to view the monitor in the interior of the Testing Facility, the 10,000 bolt screen still displays earlier than it should.

· If Ratchet has done the Interior Testing Facility Mission before the Thugs-4-Less battle on the Moon mission, the cinematic where the Thugs-4-Less Leader changes employers will still play on the transit from Dobbo to the Dobbo Moon. In addition to playing quite early, this doesn’t make sense once the player arrives as Giant Clank’s main opponent is the Thugs-4-Less Leader.

· Due to the way the screen has been expanded and the letterboxing removed, when Clank walks up to the Enlarging Machine his legs follow him in a very poor and lazy way (this is because you originally couldn’t see his legs in the SD version of the game in that shot.

· When arriving at Lunar City in Dobbo’s orbit, the background is of starry space. However, when on the moon itself (which isn’t much closer than the arrival shot was), the skydome is of a cloudy sky.
· When fighting the Thugs-4-Less Leader on Lunar City, he still appears much larger than normal, being at least three times as high as Ratchet is.

· The Thugs-4-Less Leader still says “I’ll get you Ratchet… if it’s the last thing I do!”, even when he’s clearly too far away to be heard.
· After Ratchet defeats the defences of the Deep Space Disposal Facility, the cutscene with Fizzwidget immediately afterwards still takes place outside the Facility, rather than inside it.

· Even when other armour is purchased, Ratchet is still in his green Commandomatic Armour from the start of the game when he’s on the Hoverbike. He also doesn’t wear the Grind, Charge or Gravity Boots if Ratchet had them equipped at the start of the race.
· The trees in the lower section of Todano still sway even when the Quick Select pause freezes everything else.

· The last missile that Ratchet destroys in the lower section of Todano still blows up the Megacorp Guard Bot when Ratchet gets past the dam. It still kills him.

· The RYNO Salesman on Joba is still far too large compared to his appearance in the cutscenes and in R&C1 (it’s significant to mention that he isn’t in the mission thumbnail for “Purchase the Levitator”).

· The “clack clunk” sound heard when using the Gravity Boots in UYA is still not present in GC.

· When Ratchet collects the Platinum Bolt on Todano near the nutty Qwark Fanatic, it still is just a normal ‘collection’, with no cutscene of the usual Special Bolt collection animation present in nearly every other case. This also happens with the Platinum Bolt you get in the same area with the Spiderbot Glove.

· Speaking of the Spiderbot Glove, the Spiderbot isn’t affected by the conveyer rollers involved on its way to the Platinum Bolt’s forcefield button. It also doesn’t have footprint sounds when it’s crawling up the ventilation shaft.
· Sometimes, when Ratchet strafes while using the Sheepinator for extended periods of time, the Sheepinator’s beam will curve oddly.

· Ratchet still wields the Black Sheepinator rather ‘lazily’, meaning the beam will still move from side to side as he strafes (which was never an issue with the normal Sheepinator).

· Despite being a two-handed weapon with a crossbar for Ratchet’s left hand, the Black Sheepinator is still held as a single-handed weapon like the original Sheepinator or the Lancer.

· After the ad for the Protopet (featuring sad little Billy), there is a small moment where the monitor is initially black before Angela’s panel comes into the scene. Don’t know if this was intentional or not.

· In Silver City, after the second vertical run-down-the-building section, the gravity ramp curves upside-down. There is still a piece of the Gravity Ramp missing from the curve (it’s basically invisible as Ratchet can still use it as normal).

· In the cutscene when Clank’s Infobot girlfriend busts the two out of jail, Ratchet’s helmet is orange, as if it were being rendered in the lava room Clank starts his level in.

· The MSR I’s during Clank’s escape will still attack Clank even if he is just barely out of range.

· The mission thumbnail for “Meet up in the hangar bay” depicts Ratchet’s ship without the protective forcefield.

· Unless Ratchet kills himself after getting to the Hangar, the Thruster Pack will have no flames or smoke when Ratchet reaches the Hangar area where his ship is.

· If you use the Levitator to get on top of the Forcefield protecting Ratchet’s ship, if you look up the pink shimmering effect of the Forcefield will seem to stretch into the sky in an upside-down U shape.

· When doing the race against Ace Bunyon on Gorn, sometimes the floating buildings will float down far enough to actually force Ratchet to miss a ring, obviously compromising an attempt for the Platinum Bolt.

· A bug in the generation of rings for the Ace Bunyon race still results in two rings being generated on top of each other, resulting in either a super-thick ring or a ring that’s a mix of green and cyan colours (this doesn’t affect the race in any way).

· Due to the way the screen has been expanded and the letterboxing removed, it’s easy to see Ratchet’s Heavy Lancer clipping through the ground in the scene where he frees Angela on Snivelak.

· When equipping the Vaporizer, it still doesn’t have an unfolding sequence (instead it just sort of enlarges from Ratchet’s hand).

· On Smolg in the Warehouse Ship, there is a section where a large stack of the giant crates will burst open with enemies. These crates still don’t have bottom geometry.

· On Smolg, on the route through the Warehouse Ship, Ratchet will exit the ship and eventually make his way building just before the Hypnomatic part. Inside, there are breakable lights that, as in the SD game, are breakable by any means except the Box Breaker. This also occurs with the lights in the Docked Ships route just after the elevator early on.
· On Damosel, the teleporter from the end of the Grind Route to the start area only works one way, even though it makes another teleporter at the start area (normally a one-way teleporter never makes a second one).
· When getting Moon Stones on Grelbin, only the ones gotten from an Arctic Leviathan will have the Lavender glow effect.
· The Platinum Bolt in the Grelbin Tundor Wastes has no cutscene. Ratchet walks over to it and it disappears.

· The scenes with the Hypnotist are still facing the wrong way. Ratchet appears as if he came from the doorway with the Receiver Bot behind it.

· When taking over a Receiver Bot with weapons for the first time, the HelpDesk voice still incorrectly states that to fire you need to press Circle. This is incorrect as the button to do this, as the HelpDesk text says, is Square.

· The underground Factory section still has no shadows for its lighting.

· The green water in the Factory still has the waves move about oddly when the camera moves.

· The underwater fog when Ratchet dives underwater in the Factory is still coloured blue, when the water is in fact turquoise.

· On Yeedil, when Clank’s girlfriend Infobot displays her monitor, it’s still in 4:3 ratio.

Post-Game and Challenge Mode
· The name “gregory S. baldwin” lacks the proper capitalization in the credits.
· As in the original game, cutscenes aren’t flipped when using the Mirror Mode cheat, nor are the ship montages (they were in R&C1).

· First-Person Mode completely lacks any reticules, in particular for the Weapons. This can make it tough to aim many weapons in this mode.

· The Weapons Menu thumbnail for the Black Sheepinator still reverts to the original Sheepinator upon entering Challenge Mode.

· If any skin cheat is in effect, then the scene where Ratchet checks in with Fizzwidget after escaping Aranos will still have his helmet present (oversized, too!). This also occurs if Ratchet is using the Carbonox Armour.
· When in Slim’s Ship Shack, Ratchet’s ship doesn’t mirror properly in the Mod Menu.

· With the Split Nose on the Star Explorer, Ratchet can still stand in the gap between the two noses. This was corrected in UYA in the original PS2 game.
· The Clank Zapper is still displayed incorrectly in the Vendor Menu, being far too big and being cropped at the top and bottom.

· Not all things you collect again in Challenge Mode get the “You got the x… again!” treatment.

· In Challenge Mode, the biker with the pink glasses still never shows up at the Hoverbike Race entry point, and neither do his two cutscenes.

· The Wrench Climbing glitch in First-Person mode is still present.

· Using First-Person Mode with the Vaporizer is still troublesome as the button to Crouch is the same one used to Zoom in. This can get annoying when Stretch Jumping or High Jumping.

· Clank’s sections still aren’t playable in First-Person.

· Visiting a Giant Clank moon will always reset the Bolt Multiplier since it is impossible to not take damage during these challenges.

· Using Big Head Mode, it’s possible to see Angela’s lips still move in the scene where she swears (the censor box normally covers it up).

· The video for the Sketchbook in the Special Menu displays the Going Commando logo, rather than the Ratchet & Clank 2 logo (for European players of the original game, the Going Commando subtitle never showed up). This is in contrast to the Insomniac logo clip when starting the game, which has no subtitle.
· Much of the text that accompanies the voice clips in the Insomniac Museum doesn’t match up with what the Insomniacs say.

· Obviously, if you enter the Museum and didn’t get the Swingshot in the main game, you can’t play around on the Gravity Spheres. If you don’t have the Infiltrator you can’t make your own Infiltrator puzzles, and if you don’t have the Electrolyzer you can’t go outside. Furthermore if you don’t have the Gravity Boots you can’t use the wall ramps or climb up the Magneboot Tower.
· The bottom half of the Museum’s Skydome now has a blue layer that makes the outside areas look better.

· The unfinished exhibit outside the museum, with only the floating panel of the guy with the goatee, remains as unfinished as ever.

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
· Some players have experienced the Press Start Screen cinematic not playing, instead going straight to the main menu.

· The blue panels used for the Main Menu are too transparent.
· All cinematics are now presented in 4:3, whether you’re playing in Widescreen or not.
· Cinematics often have a short jitter occur every second or two.

· Cinematics also tend to end a second or two earlier than they originally did.

· There is a blue planet visible at the top of the screen in the ship montage when Ratchet arrives at a planet. This wasn’t there in the original game, and makes it appear like all the planets are in one place.
· Additionally, there is a short pause before transitioning to this final shot. This is probably due to the shot beforehand always ending slightly earlier than normal.
Aranos
· The non-cinematic Megacorp Star Explorer is able to be seen in the scene where Ratchet and Fizzwidget talk before starting the mission.
· The starscape layer of the Sky dome isn’t aligned correctly, as stars are visible in non-sky locations of the sky dome.
· Any videos displayed on the monitors will have the character involved appear much smaller than they used to. Additionally, the object used for displaying this can be seem poking through the top of the ship monitor.

· Fizzwidgets glasses have a transparency problem, in that they have none at all.

· The middle of Ratchet’s bottom lip doesn’t deform properly during animation.

· The sun in the Aranos sky is cut off on the right side.

· Probably an effect of the HD, but the highlights for when a menu item is selected is slightly too large vertically.

· Ratchet’s ship in the Help Menu appears too dark. The windshield is also nearly completely invisible.

· The picture panels in the Items Menu aren’t aligned properly.

· There is a black bar visible underneath the thumbnail used in the Missions Screen.

· The text present through menus and HelpDesk messages appears too blurry.

· There is a glitch in the game where, when pausing the game, the background will be of the first time the player paused the game in that playsession. During this, selecting Save or Load will cause the background to turn black. Also, the screenshot taken for this mistakenly includes the HUD as well. This glitch does not happen all the time, but when it does, it also affects the background when going into the ship and selecting a new level. A new background is ‘chosen’ if Ratchet goes to a Vendor or visits Slim Cognito.
· There is a small masking error with the top part of HelpDesk messages.

· This is possibly the HD, but the picture for the Monsterpedia entries aren’t perfectly aligned with the window they appear in.
· When using the Quick Select, the XP bars (and any grey bars used for Gadgets) aren’t aligned with their slots.

· In the tunnel with the invisible forcefield early on in the level (just after climbing the first ladder), when Ratchet makes contact with it the sparking sound effect doesn’t play.

· The Unknown Thief has some mesh issues on his mask around the bottom of the eyes in his one cutscene on this level.

· After Ratchet slides down the escape tube onto the outer wing after the Thief escapes, the HelpDesk no longer appears suggesting the player to use the Gravity Bomb.

· Nanotech Orbs appear much brighter and more blue (or pink) than they’re supposed to. This effect seems to disappear when the camera gets far away.
· When Ratchet contacts Fizzwidget again in space, there are no flames coming from the Thrusters of his ship.

· Any scene that takes place in Ratchet’s ship after watching a video will be skipped, and the ship montage will play immediately after.

Oozla

· When Ratchet lands on any planet, the clip of him touching down and jumping out never plays.

· The wings of Ratchet’s ship are too light in this level, and are lit as if they were under white light, not dark green.
· While the screams and wails of the scientists are more distinct, they can also be heard from much farther away than they’re supposed to be.

· Sometimes text, whether it be in the HelpDesk messages or the Vendor Menu, appears too blue.

· Almost all of the text and icons in the Vendor are lower than they should be.

· The Chopper’s lights no longer pulsate from red to orange.

· There are green lines around the edges of dry land around the swamp.

· The distortion around the mouth for the Megacorp employee selling the Tractor Beam doesn’t work as well as it used to. There are also mesh problems for the lapel and collar.
· The sound for when the Tractor Beam equips seems to be played twice quickly.

· When a weapon upgrades, the water/swamp plane is not visible for a split second when returning to gameplay.

· The HelpDesk message that pops up congratulating the player for upgrading their weapon doesn’t show up.

· The Dynamo object that floats around during gameplay before you collect it doesn’t have any textures applied to it, making it appear white.

· The Dynamo pillars that help Ratchet reach higher areas have noticeable blue lights on their sides. Not sure if this was intentional or not.
· Also, Ratchet is always rendered as if in front of Electrolyzer holograms.

· When equipping the Heavy Lancer, the unfolding sequence takes a split second longer to start, meaning for that time Ratchet appears to be holding nothing.

· The plexiglass containers with the shirt and pants displays render the Mutant Swamp Beasts as if they were in front of them.

· When in the Megacorp Store, in the Dynamo section after coming back in from the balcony outside, only the last Dynamo Target has its lights deactivated when it’s off. This effect applies to many Dynamo Targets throughout the store, and may be a leftover from the original title.
· When equipping any weapon or gadget, the sprite behind a Titanium Bolt that makes it appear to be glowing disappears for a split second.

· When in the Galactic Map menu of the ship, the red horizontal line pokes out of the map and past the HUD border for a fair bit.

· Also, the lines don’t perfectly center a selected location.

· When Ratchet exits his ship (after doing so manually of course), the sequence ends slightly earlier than normal.
Maktar Resort

· The large Maktar Arena dome no longer rotates.

· The round glass satellites not only have transparency issues on the glass, but they also aren’t detected by objects that should destroy them. Fortunately this does not affect the Vandalize Skill Point. The plexiglass issues are also present on very similar objects on the walls early on the path to the Jamming Array.
· The block of the Slot Machine that the slots are on appears bright white due to a lack of a texture.

· In the area where the first Limo is on the route to the Arena, there is a thin texture on the right-hand side that flickers when the camera moves.

· One of the frame beams on the door to the arena flickers when the camera moves.

· At the start of the cutscene when Ratchet first enters the arena, you can see the space background underneath the lasers at the edge of the arena.
· Ratchet’s eyelid moves too far down in the initial cutscene at the arena, revealing the white of his eye in the corner.

· When Chainblade is defeated, if he is flying then he will go to where he was last standing to perform his death animation, rather than just drop to the ground below him.

· If Ratchet re-enters the arena after having exited it (but without leaving Maktar Resort entirely), every time he re-enters the crowd sound effects will not be heard.

· In any challenge where you need to kill a certain amount of enemies, the number isn’t aligned with the HUD element.
· When Ratchet sticks the Electrolyzer into its socket, the plugs don’t align with the socket correctly.

· When using the Electrolyzer, when the camera flies into the monitor panel to the puzzle, the level’s background can briefly be seen behind the puzzle board before the black layer covers it up.

· When the bridges that you have to activate with the Electrolyzer assemble, the final “ka-chunk” sound doesn’t play once the bridge is fully assembled.

· When Ratchet goes to pick up his cheap photos, they are rendered as if behind his hand.

· In the second Electrolyzer puzzle here, some orange dots can be seen to the right of the puzzle board.

Jamming Array

· The flying satellites that orbit the Jamming Array only have a beam being generated from one wing, rather than all three.

· In First-Person Mode (both the Cheat and the L1 Command), the Minirocket Tube/Megarocket Cannon rockets, and the Chopper/Multi Star discs, will always fire as if Ratchet were perfectly level with the ground (even if he’s looking up or down).

· The vents on the ground level have grills that don’t display properly.

· The bolt cranks used to raise the Transponders have their bolts misaligned; they’re too low when in use, but don’t sink down far enough once Ratchet’s finished.
· The bolts of the bolt cranks are also not lit correctly.

· Most enemies aren’t rendered properly if they are displayed behind the plexiglass platforms at the red section of the Jamming Array. They are displayed as if in front of the plexiglass.
Endako

· The 2D Building layer in the Skybox doesn’t appear to be affected by the white fog.

· The fog effect also seems to disappear for some buildings when they reach the edge of the screen.

· Like on Metropolis, some surfaces on buildings that fade away at the bottom flicker when the camera moves.

· When the first Electrolyzer puzzle starts, when the camera goes through the tube a white fog effect shows up until the camera reaches the puzzle board. This occurs for all puzzles in this level and isn’t limited to just this one; it affects every level that uses the fog effect.
· In a tradition carried over from R&C1, the grills from inside the crane building in R&C1 over the hot floor don’t show up correctly until the camera gets close to them.
· The crane that Ratchet can operate no longer has a shadow, making it difficult to place blocks (especially when trying to smash robots for the Operate Heavy Machinery Skill Point).

· The Megacorp Rivet Bots now fly away much further when shot at with the Blitz Gun. While amusing, it does make the first once easier to kill since it will fall off the cliff edge behind it.

· To the left of the first Rivet Bot are several red cylinders with ‘teeth’ at the top and bottom. These teeth are rendered as if in front of the red glass of the cylinders at all times.

· The red explosive crate in the second Crane area has a beep sound when hit or touched that is now higher pitched than normal.

· In the cutscene where Clank wakes up after Ratchet restores him, Clank’s eyelids aren’t aligned properly.

· The glass for the canisters with the specialized Microbots (Bridge, Lifter, and later on Hammer) have the bots inside rendered as if they were in front of the glass.

· The Bridge Bot sometimes flicks to a thinner bridge for a split second after forming a bridge. The bridge will not be able to be walked on until after this, which can cause some unexpected deaths for impatient players if the bridge is built over a death area like on Aranos with the lava pools.
· When performing a Salute, the Bridgebot’s eye geometry will clip through his eye sockets on the side.

· When at the final stage of the Clank level, if Clank stands in front of the Bot Port that opens the door, the HelpDesk will indefinitely pop up telling the player how to use the Enter Command until Clank walks away from it or opens the door. This bug also prevents access to Clanks Quick Select, as pressing Triangle will simply make another popup appear.
· Some players have experienced delays in the propeller sound effect when using the Heli-Pack.

· Significant non-Bug: the audio problems with the Heli-Pack present in R&C1 are not present in GC.

· The purple Robot Recycling logo on the trash cans doesn’t show up until the camera gets close.

· If a trash can is destroyed via TNT crate or Wrench, the can will just disappear rather than leaving behind the trash to bounce around. This doesn’t occur is Ratchet shoots the trash can with the Blitz Gun or the Gravity Bomb, and apparently doesn’t happen with as wide a range of circumstances on return visits during a Playthrough.
· Whilst not a glitch, it is important to mention that the visual transparency on the grey bars on the soles of the Grindboots that appeared in R&C1 doesn’t show up in R&C2.

· The wide grey window in Clank’s Penthouse is barely visible aside from its reflection map. Ironically this makes it consistent with the window as it appears at the beginning of UYA.
· The eyelids for Slim’s eyes at one point rotated too far, exposing his eyeball at the top.

· When in Slim’s Mod Shop, there is no marker in the middle to help the player tell what mod they’re selecting from the list at the bottom (can’t remember if this was also a problem in the original game).

Barlow

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

· When equipping the Seeker Gun, the bright pink layer that helps the pulsating of the lights on the side is briefly visible. On top of this, the unfolding sequence doesn’t play correctly, instead just resulting in the weapon appearing out of nowhere after a brief instant.
· After coming out of the tunnel at the start of the route to the Gadgetron Vendor and the Desert Riders, turning right and looking up will reveal a grill on top of a wall that flickers when the camera moves.

· The geometry around the G on the Gadgetron woman’s mesh doesn’t shade correctly.

· When using the Gadgetron Vendor to get free weapons, the discount doesn’t kick in until you quit out of the Vendor and try it again.
· Also, this is probably from the original game, but buying the Tesla Claw gives you one with full ammo, rather than one with a quarter full of ammo like all the rest.
· A significant non-bug: The Tesla Claw equip sound plays correctly, whereas in R&C1 it was too high-pitched.

· The interlacing effect when using the Visibomb only affects a 4:3 area of the screen.

· Probably a leftover from the original game, but the Bomb Glove and Decoy Glove no longer have the bomb/pod in Ratchet’s hand.

· When looking at an object that is behind a transparent one, the RYNO’s aiming glass will override the tint effect.

· In the Hoverbike Race, nearly all elements of the HUD that change (such as the boost meter and boost count, current place, starting lights and current weapon) aren’t aligned properly.

· The water in the reservoir that you race through sometimes appears half as transparent as it’s supposed to.

· The clouds above the Hoverbike track aren’t transparent.

· Sometimes when using the Boost, the sound of the engine drops in pitch.

· As always, the grills don’t render properly until the camera is close to it. This happens on the long road just before the red crane area.
· It happens all through the games, but here the lack of proper music looping is especially evident; after a Hoverbike race is finished, the normal High Score board music doesn’t loop correctly, instead jumping back to the “You finished the race!” theme.

· Not a bug, but it’s worth noting that the Biker Helmet the Thugs-4-Less racer gives to Clank is properly sized and parented to his head (unlike Ratchet’s Megacorp Helmet).
· Sometimes the electricity in the Shockwave weapon doesn’t expand vertically on all corner points (if that makes sense).
· The crates in the room with the Gadgetron scientist appear too dark.

· The scientist himself also has lighting as if he was outside in the sun.

· There are tall plexiglass tubes in the room with the Gadgetron scientist. These have display issues where the cables and back portion are rendered as if in front of the plexiglass.

· When using the Thermanator, the Freeze Meter and the Heat Meter are both misaligned slightly with their background HUD frame.

Feltzin System (Sector 12345)

· The reflection layer on Ratchet’s ship is too opaque.

· The windshield here and in other levels is shaded black, when it should be cyan.

· The Weapon Icon in the top-left corner of the screen for some reason has an icon of Ratchet’s ship behind it. This can make it confusing when trying to tell by icon what weapon Ratchet’s ship currently has equipped.

· The Thruster icon for the Boost meter is slightly lower than it should be.

· This is probably a leftover from the original game, but the 2D asteroid layer isn’t affected by the green fog, and thus they stick out from the 3D asteroids that ring the level.
· After the video interception of the call between the Thief and the Thugs-4-Less leader, the cutscene between Ratchet and Clank after that often doesn’t play.
· In the Challenge Select menu, the highlights on the Left and Right Arrow Icons are slightly too small.
· Occasionally, when choosing a challenge, the Challenge Select menu stays on the screen. It makes it impossible to change weapons, but exiting the level or choosing Choose Challenge resolves the issue.

· The icons for the Ship’s weapons in its Quick Select aren’t centered.

· On a related note, I’m unsure if this was in the PS2 game, but the background of the ships Quick Select HUD isn’t tinted blue, it instead appears as black.
· Sometimes the Raritanium counter doesn’t show up when Ratchet collects a piece of it. This seems to happen when the Nuke is fired. Because the menu doesn’t have an Items section during the Spaceship levels, this makes it impossible for the player to tell how much Raritnium they have. After this bug has happened it seems to reappear if the player has collected around 63 Raritanium pieces.
· In the short cutscene after the Thief and Thugs-4-Less Leader scene, at the end Clank’s eyelids clip through his eye socket.

· With every inside-the-ship scene, after the Behind the Hero clip, the cutscene afterwards never plays.
Notak

· Can’t tell if it’s intentional, but the water in Canal City is noticeably brighter than it used to be (compare it with the water in the Mission Menu pictures).
· Ratchet gets the HelpDesk explaining how to use the Thermanator at the first pool on the way to the ad for Slim’s, even if he hasn’t gotten it yet.

· When Ratchet walks into the first doorway just before the above pool, the water plane outside disappears.

· The pulsing lights on the disk-shaped elevator platforms flickers as they brighten and dim.

· When coming to the Thermanator pool early on the way to the Slim Cognito ad, the HelpDesk will endlessly pop up advising the player about the Thermanator’s freezing ability, similar to the one on the Clank route on Endako. This refrains access to the Quick Select, but the bug will stop if the player moves away from the pool or freezes it as the HelpDesk asks.
· When destroying the explosive canisters on the way to the Slim Cognito ad, blowing up one will no longer start a chain reaction.

· I can’t remember if this was the case in the original title, but after Ratchet completes the path to Slim’s and heads to the Chemical Factory, the purple electricity forcefield doesn’t deactivate to let Ratchet access his ship and the Vendor.
· When Ratchet first heads inside to the Chemical Factory, if the camera is tilted up a bit, a tile of water from the first reservoir doesn’t appear until Ratchet gets closer. Additionally the ice layer from the second reservoir does the same.
· The grill of the fence that separates the two main pools in the center of the Chemical Factory don’t display correctly if a plane of ice or water is behind them.

· When underwater, the ceiling of the factory is noticeably darker than all the lights and pipes attached to it.
· There is noticeable slowdown when using the Thermanator if the camera is positioned to show a lot of the factory.

· The Bolt Crank sitting in the middle of a pool that extends the second bridge has a noticeable gap between the top part of the island and the rest that is underwater.

· The sound effect of the water freezing/thawing doesn’t play well when changing the first rising/sinking body of water.

· The lights at the top of the factory do not have any falloff in their volumetric illumination boxes.

· Ratchet’s eyelids can be seen poking through his eyebrows in the first scene with the Gadgebots at the end of the Chemical Factory route. Clank’s eyelids clip through his eyes in this scene as well
· Early on the Promenade route there is a cyan holographic globe with text circling it. Both the globe and the text display Ratchet as if he is in front of them, as well as his shadow and the aiming reticule of lobber weapons.

· Destroying the Chickenbot spawner just past the large brass Skill Point statue on the Promenade Route doesn’t give you any bolts.

· After destroying the Skill Point statue, the cone of light from its pedestal renders many objects that are behind it as if they were in front of it.

· When Ratchet jumps in the small pool with the fountains early in the Promenade route, the water plane won’t move as he interacts with it.

· Furthermore, often the white wave rings generated in the middle of the fountain reset.

· The large cyan glass cylinders on the second level of the Promenade route only produce two Chunks System pieces.

· The small brass globes on the second level have a weird inverting effect when they fade away.

Slim’s Ship Shack

· The windshield of the ship in Slim’s shop menu is black when it should be cyan like on the actual ship.

· The grid lines that appear in the Ship Viewer when shopping at Slim’s is composited on top of the ship model, when it’s supposed to be behind it.

· When viewing the Nuclear Detonation Device, the tile that the device is attached to transitions from being rendered in front of or behind the lower hull of the ship.

· When exiting the shop, the camera appears to pull out from behind the wall of the shack, clipping through it.

· The Advanced Shielding mod doesn’t actually look any different from the first one you can buy.

· After purchasing the Electro Mine Mod (or upgrading to the Mega Mine Mod), only the left Mine Launcher is visible when viewing the ship in the Help Menu.

Siberius

· The icy water at the bottom of the valley isn’t transparent (can’t remember if it’s supposed to be).
· When the truck rolls over at the end of the rolling road sequence, it slides up far too quickly and then unrealistically stops, and instead of momentarily pausing before it tips over, it immediately falls over.
· As on Aranos, the Unknown Thief’s facial mesh is distorted under the eyes.

· The Megacorp Vendor is retracted in the end-level cutscene for some reason.

Tabora

· In the initial cutscenes, Ratchet’s Helmet and Grindboots (if equipped) are lit as if they were already inside the underground tunnels.

· Ratchet’s ship doesn’t look as shiny as it normally does before Fizzwidget lands on it.

· In the high shot when Fizzwidget lands, the various pieces of the desert in the background have obvious holes in them at the seams.
· The seats Ratchet and Clank sit in briefly during Fizzwidget’s ride aren’t rendered behind the ship’s glass correctly (as always, they are rendered as if in front of the glass).

· In the underground tunnels, sections of the base tunnel walls, the weird mesh-looking stuff on the walls, the archway marking the end of the tunnels, and even pieces of land aren’t correctly affected by the orange fog.

· Can’t tell if this is intentional, but in the weird mesh section with the platforms over the lava, the ‘butt cracks’ behind the weird mesh are coloured green when all the rest of the underground tunnels is either brown or orange.

· The rock in the display case is coloured white when it should be grey.
· The mask that comes off the Unknown Thief has the mesh deformed, just like it was on the full character.

· Angela’s pupil objects clip through her eye whites in her first shot when she looks up at RaC.

· Throughout the game, Angela has some lower eye mesh distortion on her model (similar to the problem the Unknown Thief had at the start of the game).

· When taking the elevator just after this scene up or down, there is no sound to mark when the elevator has stopped (instead the audio for it moving just stops).

· In the scene with the Mystic, Clank’s eyelids briefly clip through his eyes.

· Some of the mountain peaks and cliffs in the distance aren’t affected by the beige fog. Nor is the skydome, lower cliff-faces, the village buildings, or even the desert itself.

· Sometimes the Spitting Dune Crawlers can be seen floating above the desert they’re supposed to be standing on.

· The buzzing of the Mutant Sandflies can be heard from much farther away than normal.
· The lighting on the M above the Megacorp vendor is too dark.

· Some of the Spitting Dune Crawlers will not be able to be locked on to with a Lock-On modded weapon, nor will it be detected by Synthenoids/Killonoids. They can be killed by other methods, though.

· When Ratchet gives the Crystals to the Mystic, when the Mystic closes his eyes at the end of the scene, the eyelids go down too far and his eyes can be seen at the top and sides of his right eyelid.

· There is a building in the north-east side of the village that, if approached from the south-east, will have part of its geometry briefly disappear when the camera approaches it.

· Very occasionally, the pile of debris that hides a Desert Dune Monster don’t show up, and the monster with it. This can impede attempts to get all the Crystals, but it is fixed if Ratchet leaves and then comes back.

· When in the Gold Bolt alcove on the path to the Glider, if the camera is tilted up then the floor, walls, ceiling and other important pieces turn invisible. This occurs briefly when jumping back down onto the see-saw thing as well, when jumping off the top of the waterfall pumps, and when jumping across the chasm near the end.
· The shallow water at the base of the waterfall pumps often moves so as to clip through the floor underneath it and the floor around it.
· The waterfalls made by the pumps clips up into the pumps.

· The objects on the tips of the struts coming out of the Glider (on the object that rotates around before you collect the Item itself) flicker.

· Sometimes the music stops when Ratchet takes off with the Glider. The music plays again when Ratchet takes the teleport back to the village.

· When gliding through the lava chasm, some rock objects can be seen poking through the lava oddly.

· The direction Ratchet faces for a teleporter at the end of the Glider is different from the one at the other side that can take him back.

· There is a bit of desert slope, just to the west of the western part of the lava chasm, where Ratchet seems to walk through the dunes and sink in it. There’s a similar problem to the North of the rock outcrop with the Raritanium Miner on it.
Dobbo

· The Minirocket Tube doesn’t have its usual shockwave explosion effect, instead using an explosion from the new Explosion Generator Insomniac made for the game.

· The pistons visible to the left of the teleporter have the old glass problem where they are rendered as if in front of it.
· The water in the interior of the Testing Facility has a strange cyan reflection, and is no longer animated.
· The flash made by the Minirocket Tube doesn’t affect the Skydome.
· When Ratchet’s health upgrades such that the Health icons need to be shrunk down, the horizontal divider for the top and bottom quarters isn’t very visible.

· Amazingly, all of the objects behind the turquoise panels at the end of the on-foot section of the interior facility are rendered correctly. So, not a bug.

· The Electrolyzer platforms that are generated throughout the entire level are too dark a shade of green. Additionally, they don’t layer properly, where objects behind appear as if in front.
· The music sometimes stops when using the Glider here. The music plays again after the scene between Ratchet, Clank and Fizzwidget.
· The shiny rings that appear in the tunnel halfway through the Glider course don’t appear shiny until the camera gets close. This may be an artefact from the original game.

· When Ratchet lands at the end of the Glider course, his shadow doesn’t appear until the player can control him again.

· The walkable areas at the end of the Glider Course don’t make footstep sounds as Ratchet walks over it.

· There is a noticeable seam in the stomach of The Mathematician, similar to the seam problems Big Al had in R&C1.

· The grill in the center of the Enlarging Machine for Giant Clank appears to be very low resolution whenever the orange circle underneath it is, well, underneath it.

· As always, Giant Clank’s eyelids clip through his eyes (this is both in the main cutscene, and the individual transformation clip).

· When using the Spiderbot Glove to get to the Gold Bolt on the exterior path, when heading down the ventilation shaft, the floor of the Platinum Bolt room will disappear for a split second as the camera approaches it.

· If the player returns to the Enlarging Machine manually on a revisit, the taxi won’t immediately appear to take Ratchet back to his ship.

Dobbo Orbit

· Like before, Giant Clank’s eyelids clip through his own eyes. This occurs not just in the initial cutscene when you land but also in normal gameplay.
· The Missile Icon and counter, Atomic Energy Blast Icons, Health Meters, and profile pictures of both Clank and the Thugs-4-Less Leader aren’t aligned correctly with their HUD backgrounds.

· The six blue pads (and the grey sphere) that make up the Atomic Energy Blast Pickups don’t layer themselves properly visually, especially if objects are behind them like the Thugs-4-Less Leader’s mech.

· Some of the objects used to make up the buildings flicker and appear much brighter than normal.

· Like in R&C1, the red effect of the Atomic Energy Blast doesn’t quite display correctly.

Hrugis Cloud

· In the first scene, the bottom eyelid for Clank’s right eye clips through his eye socket.

· Ratchet’s eyelids clip through his eyebrows in the first scene.

· The sweeping lights on the interior of the Disposal Facility only have their turquoise glows working; the lights themselves don’t get any brighter.

Joba

· Many objects aren’t affected by the background fog at all, making them stick out. Notable examples are the center cylindrical object used for the Arena in the distance, the water plane, and the 2D Island elements in the distant background.
· The swamp water part-way through the Joba Hoverbike Track is too dark a shade of brown. There is also a noticeable draw distance effect as Ratchet crosses it.
· Just after this swamp part is a ramp that leads to a two-leveled tunnel. If the player isn’t going fast enough they will fall into the water below, but they will clip through it before they respawn.

· Near the end of the Hoverbike Track, there is a brief cave section. On the upper left level there are two pickups (Boost and Weapon) when there should only be one.

· When coming out of the valley shortcut, it can be seen that the water on the far right ramps to black.

· When Swingshotting back from the secret Platinum Bolt path on the way to the arena, some of the distant islands pop in and out.
· In the cutscene where Ratchet puts the Levitator onto Clank, Clank’s eyelids clip through his eyes and eye socket. At one point they almost completely slide out of his head.
· In the same scene, a visible chunk of the floor is missing in the shot where Clank says “You do have skills!”. It’s significant to mention that this would not have been visible in the original game due to the letterboxing.

· There is a tall tower behind the Levitator Platform that has some textures flicker. This also occurs with the tower closes to the end platform that leads to the Arena Entrance. Both these towers are identical to the one nearby with the Platinum Bolt on the top.

· The pulsing green rim of the Levitator Pad doesn’t get bright enough when it’s green.

· Like most meters before it, the one for the Levitator is not aligned with its background HUD element.

· In the cutscene where RaC first enter the arena, the stripy blue display on the monitor behind them doesn’t disappear, meaning it’s visible when the panels of Megapede and The Arachnid are being displayed.

· The middle section of the arena is very, very slightly out of line with the end pieces.

· Much like in the Maktar Arena, the sound of the crowd disappears if Ratchet exits and then re-enters the arena. This gets reset back to normal if Ratchet gets killed.
· The lava that envelops the bottom of the arena during a Cage Match is more yellow than before.
· If Ratchet has the Sheepinator equipped during a Cage Match when the enemies are killed on the ground by the lava, the Sheepinator will get XP for the kills.
· When a round has finished in the Cage Match and the lava recedes, some geometry of the traps on the ground can be seen poking through it.

· When a Cage Match ends and Ratchet lands on the ground, the bolts there fail to all suck up automatically like they do in Ground matches and in the Maktar Arena.

· Sometimes the Announcers announcement at the start of a Megapede battle doesn’t place.

· Also, when killing Megapede, sometimes his remaining segments don’t fall back into the arena.

· When I upgraded the Sheepinator to the Black Sheepinator during the Impossible Challenge (once I got to the top of the arena), the sound that plays during the upgrade sequence, well, didn’t play.

· Like many other meters, the ones used in the Infiltrator puzzles aren’t aligned with their HUD elements.

· When walking through the Infiltrator doorway, very occasionally the skydome has some sparkly issues where small chunks disappear.

Todano

· The Tour Clips the Robo-Fizzwidget says fail to play, meaning Fizzwidget will move to each tour spot and then immediately moves on. While this does make the You’re my Hero Skill Point and the Platinum Bolt in Robo-Fizzwidget’s room quicker to get, it removes a rather fun and charming aspect of the level.

· Sometimes, a Mutant Squirrel in the lower section of the level will be invincible and thus unable to be killed, voiding any change of getting the You’re My Hero Skill Point. This glitch goes away if the player kills Ratchet.

· I can’t remember if this was present in the original game, but all of the turquoise panels surrounding the Big Rocket are completely opaque when they appear to be intended to be transparent. This also shows up in the Sheepinator path on the walls, and some turquoise tiles on the floor when it slopes down. These panels also have some pop in issues.
· In the room where Angela contacts Ratchet for the first time, the walls that are underneath the grilled floor don’t render, leaving noticeable holes that are visible in many of the shots of the cutscene that takes place there.
· As always, this grill has some display problems for objects behind it, this time similar to the one found on the Enlarging Machine on Dobbo.

· Noticeable here, but also in other levels, is that when Clank raises his ‘eyebrows’, there are holes on the inside base of his eye sockets.

· There are pop in issues for the cyan plexiglass floor just in front of the doorway to the Sheepinator route.

· There is a texturing issue on the monitor just in front of the first elevator on the Sheepinator route to the right.

· The fur clumps made by hitting a Sheep don’t all float down correctly, some appearing to stop falling in mid-air.

· With the tall Tractor Beam pillars of liquid inside the facility, the top yellow disc is rendered as if in front of the turquoise glass. The same applies to the top and bottom discs of the medium-sized Rocket pillairs, and the rocket inside.
· The shadows of Ratchet, Clank and the Armory Employee (the nutty Qwark fan) are too small. This is noticeable when the Employee is lying on the ground in his ‘death’ scene.

· In the Employee’s normal gameplay animation where he’s checking the Armour Magnetizer, the Magnetizer is clipping right through the middle of his hand.

· When heading out of the small Platinum Bolt room near the Employee, chunks of the distant level environment disappear, then reappear.

· When Ratchet is heading back to the main Sheepinator Path from the side path that led to the Employee, the turquoise panels suddenly pop in.

· In the first room on the Sheepinator path with the Megacorp Troopers, the swinging drums with the turquoise liquid inside have the liquid plane sticking out at the end of each swing.

· When the Sheepinator is at the end of the path you find it on, the model floating around is actually of the Black Sheepinator. In the cutscene where Ratchet picks it up, the model is correct and is of the normal Sheepinator.
· The Weapons Menu image of the Sheepinator has clear polygon lines on the side disc of the weapon.

· The glow on top of the Sheepinator appears to be affected by draw distance.

· The high-pitched alien-like whine made by the Sheepinator is a little bit too high-pitched.

Boldan

· The water around Silver City is a bit too bright, and the wave layers seem to move too quickly.

· In addition, the water plane is only rendered a certain distance, the end of which is easily seen. In some parts of the level this reveals bits of buildings that would normally be hidden.
· In the underground Hyper-Expressway Levitator section, there appears to be some fog issues with many objects, included solid land, wall elements, and the flying vehicles.

· The electricity cables in the final section of the Levitator area don’t reliably shock Ratchet if he flies into them.

· When walking from the Barrier Button to the Power Cable route, a mountain peak on the left side will pop in.

· On the Power Cable/Girder Grind side route, as in R&C1, the path Ratchet slides may not be aligned with the objects he’s grinding on.
· Not all objects are affected by the white flash made by a Minirocket Tube explosion.

· Additionally, not all objects are affected by the purple glass around the level (they seem to be rendered as if in front of the glass until the camera gets close). This especially applies to ground decoration objects, and the water plane.
· There are seams and gaps between the side of a building and the pieces that extend out with Thugs on them.

· After heading down the second elevator pad, there is a noticeable seam between the ground and stairs that lead off the elevator.
· During both of the Gravity Boot walking-down-the-side-of-a-building sections, weapons cannot lock onto enemies properly unless the player is almost right up to the enemy.

· When gliding down from the elevator pad to the Platinum Bolt on the way to Fizzwidget, some of the ships from the underground tunnel can be seen in the plane of water.
· Sometimes the window of the last Thug in the second side-of-the-building fight won’t open. Otherwise things behave as normal, with the Thug clipping through the unopened window.

· The glass in the glasses of the Robo-Fizzwidget renders the eyes and cheeks as if they are in front of them.

Aranos Revisit
· Early on in Clank’s first section, there is a grill over a small pool of lava after the first Hammer Bot doorway. The second, lower layer of the grill doesn’t display at all if the lava is underneath it. Some parts of the grill don’t show up at all until the camera gets close.
· When performing a Salute, the head of the Hammer Bot’s hammer will get bigger at the start and end of his salute animation.

· Occasionally the HelpDesk will inform the player to hold Triangle to control Microbots, even though they would have learnt that back on Endako. This can happen again in the second gameplay section if Clank gets killed there.
· The distortion effect that appears when a Hammer Bot smashes a reactor will not affect any characters.

· Similar to the HelpDesk errors on Endako and Notak, the first door that opens with Microbots causes the HelpDesk to pop up telling the player to use the Enter Command near-indefinitely, as pressing Triangle will delete the current pop up only to have it trigger again immediately. This renders the player unable to access Clank’s Quick Select, but it goes away if the door is opened or Clank is moved away from it.

· In the lava room there are pistons to the left (or above) the Gravity Strip used to get across. The struts that run horizontally along them will always be displayed as if in front of the plexiglass cylinder, and part of the middle ring will also do the same (it will also flicker).

· In Ratchet’s first section, after escaping the cell room and the lava room, there is a cylindrical tower made up of sections of plexiglass. As expected, the frames holding the plexiglass have the usual “rendering in front instead of behind” error.
· When the Health meter is long enough to have to move to a second row, the divider line (for one group of four at least) lacks a light cyan corner tile that leaves a square-shaped hole in that part of the HUD. This hole gets smaller when there are two groups of four.
· In the tunnel with the power core that connects the end of Clank’s first section to the start of his second, Clank will be lit as if in the lava room that starts the second section. This will be corrected if Clank is killed, but the White lighting will be present for the rest of his gameplay here.
· After taking the elevator up with the Bridge Bot in Clank’s second section, a portion of the large room after the short tunnel won’t render until the camera gets closer.

· The doorway at the end of this short tunnel has a corner on the left side that flickers when the camera moves.

· Whilst gliding over the lava in the large room to the small island, a vent of some kind can be seen in the lava.
· Clank, as well as some of Clank’s Microbots and specialized bots, will be lit as if they were in the white light of outside, rather than the orange light of the lava rooms.

· The gameplay object of the new Wrench rotates off-center.

· In the cutscene where Ratchet picks up his new Wrench, he and his old Wrench are lit as if outside, not in the lava room.
· When one of the sliding doors retracts in Ratchet’s sections, the light geometry clips through its socket.
· When getting to the Hangar Bay as Ratchet, Clank isn’t seen standing there waiting for him.

· The music for the Hanger Bay and Levitator sections sometimes doesn’t play until Ratchet dies. Otherwise it sticks to Ratchet’s escape music.
· When Ratchet drowns in the lava, the yellow particles that should be on the surface appear to be much lower.
· The cutscene model of The Plumber has some texture issues for his moustache and beard (which oddly are not present during gameplay).
· The turquoise plexiglass in the second part of the Levitator route to the Angela transmission has the usual objects behind are rendered in front troubles.

· In the room with the Angela transmission, several monitors have their static/graph layers composited incorrectly. Both also have some issues with the base texture on the monitor itself.

· The base Hull and Nose portion of Ratchet’s ship is too dark compared to the wings.

Gorn

· The upper cloud plane is only rendered to a specific distance.

· The Sky dome is not affected by the fog effect. This combined with the above problem make the level look poorly assembled.

· Neither is the cloud layer at the bottom of the level affect by fog.

· The fog layer that helps the player judge how high they are (and thus how close to the clouds they’re getting) doesn’t cover the entirety of the screen.

· Sometimes this fog layer doesn’t appear at all.

· When the large carrier ships go down, for some it can be seen that they are rendered as if behind the lower cloud layer in certain places.

· Ratchet’s visor in his ship displays the ship as if it were in front of the visor.

· The Ghost Ship, when it goes transparent, doesn’t go as transparent as it used to. Furthermore there are tons of layering issues when it does go transparent.

· Moreso than in the original game (I think), rings in the Ace Bunyon race will fail to disappear, where they can be seen from a distance later on in the race (or early on if the player restarts the race).

Snivelak

· The mountains in the distance on the 2D Layer of the Skydome aren’t affected by the fog effect, making them stick out.

· Some players have reported having to shoot down different numbers of enemies to get the Moving Violation Skill Point, from just 12 to as little as 3. This may be because the Skill Point was attempted immediately after the boss fight, where it’s incredibly easy to shoot down ships.
· The large glass doors that block certain roads in the last part of the level (but before facing the boss) have the usual display problems of objects that are behind them being rendered as if in front of them.

· Some players have reported the big purple shields not disappearing after a Thug ambush. This occurred in the original game but appears to be much more prominent in the HD version.
· The Plasma Storm has a texture issue inside the barrel, where the cyan plasma light doesn’t light up for a section.

· In the short cutscene where Ratchet encounters the mech before battling it, the floor lasers right behind him don’t deactivate.

· When the huge mech is taking damage, the red damage effect don’t affect the turquoise lights on its body.

· When using the green Launch Pad in the middle of the city area on top of a building, some of the ships can fly by and bump into Ratchet, interrupting his flight path and causing him to fall.

· Even though the bridge Ratchet used to get to the city has been pulled up, any tanks he destroyed along the way (which have their bottom sections remaining when they’re destroyed) will remain where they are, floating in mid-air.
· In the two cutscenes at the end of the level, Angela’s eyelids clip through her eyebrows on two occasions. They also occasionally move too far down, running out of geometry and exposing her eyes at the top.
Smolg

· Sometimes the Skydome layer for the starscape doesn’t appear properly.

· Ratchet’s ship in general looks too dark in this level.

· The M block above the Megacorp Vendor is also too dark here.

· The top plate of the Launch Pads is darker than the base.

· When Ratchet leaps off from a Launch Pad in this level, he doesn’t leave any ghosts behind him like in the original.
· When using the Launch Pad that leads into the large warehouse ship, Ratchet can bump into one of the flying canister-carrying ships, which disrupt his flight path and cause him to veer off-course, almost always causing him to fall to his death.

· Lastly, when jumping from one Tri Pad to the other, Ratchet doesn’t land on a Jump Zone like he’s supposed to.

· The canister ships also aren’t affected by the fog effect, as are several other objects in the area.

· In addition, the larger canister ships seem to stop in mid-air briefly as if they were lagging, before snapping forwards to where they’re supposed to be and moving on as normal.

· The buildings in the 2D Skydome layer also aren’t affected by the fog, making them stick out as well.

· The various small icons that are on the crates in the large container ships are completely opaque, and have pop in issues. Some also flicker when the camera moves.

· Some box stacks in the Warehouse ship aren’t lined up properly, allowing the player to see into areas they normally shouldn’t.

· In the area where the Platinum Bolt is, two of the boxes will flicker when the camera moves.

· The large, orange square tube that can be moved sideways with the Dynamo has its yellow magnetic holder clipping through the top.

· Sometimes when the Shield Charger gives out due to too much damage, it fails to play the deactivation sound effect.

· It is possible to see the bottom of the cable used to bring up platforms in the Warehouse Ship.

· The area near the elevator and Electrolyzer puzzle don’t give sound effects when Ratchet walks on them.

· Because this level has fog in it, the fog is easily visible when using the Electrolyzer, when the camera flies into the panel and down the tube to the puzzle board.
· After getting out of the Warehouse Ship, Ratchet grinds a rail, defeats two Megacorp Guard Bots, and goes through a gap in the box pile. On the exit of this box pile, the left edge of the left crate flickers when the camera moves.
· There is a ground-level box which has both a large crab symbol and a smaller icon version just in front of it. Another can be found at the Infiltrator input.
· On the Docked Ships route, the second and third Levitator Pads clips through the edge of the platform they’re on.
Damosel
· The water plane and the bottom of the Skydome don’t align properly. One or the other isn’t at the correct height.
· The water plane is also brighter than it used to be.

· The background layers for the buildings and rocks on the Skydome aren’t affected by the blue fog.

· Some normal objects aren’t affected by the fog either.

· As with the Enlarging Machine on Dobbo, the grill in the center of the one at the start of the level appears to be very low resolution whenever the orange circle underneath it is underneath it.
· On the grind rail path, there is a large building with an upside-down halfpipe roof on the top made of glass. Yep, some objects behind it get rendered as if in front. This building is the one where the long line of trains come from that the player has to flip to avoid. It can also be seen when taking the Taxi back to the start area from the Hypnotist.
· The sewer lid fails to explode with Protopets reliably when Ratchet gets near it.

· The yellow glass on the circular doorways has the “objects behind get rendered as if in front” problem with the + shape of other circular doorways.
· At the end of the main path, just before the room with the Hypnotist, the rocks on the bed of the small lake only show up if the camera gets close to them.

· The lower eyelid of the Hypnotist sticks up when it presumably shouldn’t.

· The HelpDesk pop up notifying the player that they have found all the Hynomatic parts only shows up if the final part collected is the one here on Damosel.

· The sound effect when taking over a Receiver Bot is too low-pitched.

· Inside the Platinum Bolt room you get by blowing up a Receiver Bot, the edges for the Megacorp Logo on the front side a sticking through into the inside.
Damosel Orbit

· The starry Skydome is lighter than it used to/is supposed to be.
· When the Mother Ship blows up when it’s out of health, the explosion only covers a 4:3 area.

· In the cutscene where Clank picks up the Mapper, his eyelids clip through his eyes as always.

Grelbin

· The mountains on the Skydome aren’t affected by the cyan fog.

· Predictably, the holey grill at the start of the level has some issues with objects behind it. This also applies to the grill of the doors at the cave section with all the Receiver Bots.
· The pieces that make up the armrests and the frame on the Mystic’s chair are visible.
· The inside of the Mystics mouth sometimes clips through the outside of his mouth.

· The ice cave Glider section with the lava in it no longer has a distinctive reflection map.

· A part of the lava plane also takes a bit to show up and render.

· The gears and crankshafts in the Receiver Bot section of the Cave route have an odd reflection map on them that causes a shimmering effect.

· The water plane in the factory area has a weird scrolling effect when the camera moves.

· When diving underwater in the Factory, some objects aren’t affected by the underwater fog effect.

· Clank’s eyelids clip through his eyes slightly in the scene with Angela.

· Conversely, Angela’s eyelids move so far that they run out of geometry at the top and you can see the white eyes of the head mesh.

· The bottom of Angela’s eyes also don’t distort properly.

· If Ratchet has the Carbonox Armour and the Box Breaker, the buckle for the Armour will clip through the Breaker.

· There is a tile of snow, between the two eastern-most ice bridges on the upper level, that is noticeably out of place and easily identifiable as a tile.

· The map icon for Yeedil isn’t perfectly centered inside the inner circle of the map background (although the red cross is).

Yeedil

· Inside the HQ building, the transparent turquoise plexiglass has the old objects behind are rendered as if in front issue with the Megacorp Troopers (this is evident in the small Gravity Tower where you can clearly see a Trooper flying up from below due to this problem).
· There is an odd fog effect when the camera goes through the Electrolyzer tunnel.

· When using the Electrolyzer near the end of the level, a background hum can be heard.

· Captain Qwark’s eyelids clip through his eyes. This also occurs with Angela’s eyelids and pupil objects.

· Shots focusing on Angela don’t have the background hum all the others do.

· Probably from the original game, but Fizzwidget (both the disguise one and the real one) don’t have glass in their glasses.

Post-Game

· When the player uses Time Warp and Ratchet starts at his ship, the music that plays is from the Protopet boss fight.

· A frequent problem with the Spiderbot and Tankbot is that bolts disappear if they go off-screen.

· The bombs launched by the Tankbot no longer have an aiming reticule to show where the bomb will land. Furthermore, firing bombs while using the Machine Gun will cease the charge-up fire effect, and cause bombs to fly in completely the wrong direction until the machine gun stops firing.

· The Split Nose mod of the Star Explorer has a tile on the bottom that will sometimes have different lighting to the rest of the ship.

· When using a Vendor in First-Person Mode, the floating weapon or gadget used for the mode will not disappear upon Vendor activation. This can often cause a floating weapon or gadget to appear near the vendor for seemingly no apparent reason.

· When viewing Armour Vendors with the Mirror Mode cheat on, the rotating Ratchet is moved over to the left side of the screen and out of his HUD window.
· When purchasing the Mega version of a Gadgetron weapon, the icon in the Help Menu turns orange rather than the correct yellow.

· When in First-Person Mode, Ratchet seems to throw Chopper discs at twice the rate he’s supposed to.
· If the game is in Challenge Mode and the HelpDesk Text and Voice are turned back on, not all popups will trigger as normal.

· The Lock-On ‘markers’ for the two MSR I’s in the forcefield tunnel early on in the first Aranos visit will stick around even if the enemy is killed.

· The Tankbots appear too dark in the Maktar Resort.

· Because Ratchet’s view doesn’t adjust to suit the curvature of the Jamming Array, it is impossible to move in any direction well if Ratchet is looking at the ground in First-Person Mode (the cheat).

· Additionally, Ratchet’s Wrench is tossed much lower than normal in this level when in First-Person Mode.

· On Megapolis on the Clank route, just after the first two Rivet Bots will be a blue forcefield that needs to be deactivated by killing a swarm of Sweeper Bots. The Tankbot and Spiderbot can actually walk right through this forcefield.

· Ratchet’s view will tilt from left to right in First-Person Mode as he swings on double green Versa-Targets. It happens if Ratchet swings left or right relative to the direction the camera is pointing.
· Using Mirror Mode will affect the D-Pad controls in the Mission Menu of the Spaceship levels, making it appear that the missions are in the wrong order.
· Using First-Person Mode on Joba, it can be seen that the green Electrolyzer platform that takes you up has rendering issues with the water plane below.

· The platform-like plants in the distance will also pop in and out when in First-Person Mode.

· In Challenge Mode, on Yeedil during the second Hynomatic section, the game freezed up.

· With Big Head Mode on, the interior of Qwark’s mouth clips outside and past his head mesh.

· The description for the Museum Tour Trophy is incorrect. You get it for visiting the museum, but the description says “Gain access”, which implies that you have to simply unlock it in the Shortcuts menu.
· When the bolt count gets over eight digits (in other words, 10,000,000 bolts or more), the HUD window behind it won’t extend to compensate.

Dantopia

· The speedy yellow vehicle near the Reaction Dummy and the Hall of Mirrors effect is invisible (save for the dust effect on the ground). In all other aspects it is completely normal (which means driving it means bearing witness to a still Ratchet moving forwards at high speed!).

· The Hall of Mirrors effect is no longer transparent. Ironically this makes it look much more like a Hall of Mirrors.

· The Three-Headed Hydra exhibit has some reflection issues.

· The chunks/Corn System exhibit disappears when the player hits it, and takes some time to respawn.

· Ratchet’s lighting doesn’t change when he walks outside.

· The railing on the far side of the area with the unfinished exhibit isn’t solid, and Ratchet will walk right through it (and off to his death is the player isn’t careful).
· If Ratchet dies in the level, the two unfinished teleporter pads will revert back to being unactivated (this means that the player cannot warp back outside using the teleport from the Magneboot Tower to the Gravity Spheres).

· Additionally, the Insomniac Help Messages also reset, meaning each Insomniac introduces themselves as if the player was hearing them for the first time.

· When leaving the museum, Ratchet will go to Boldan rather than the planet he was on when he left (the clip for the Thugs-4-Less Leader debriefing his troops before protecting Fizzwidget on Boldan plays on the way there). If the player did this while on the first Aranos visit, they won’t have the Levitator needed to start the level, nor will they have co-ordinates to go anywhere except Slim’s Ship Shack, effectively bricking the save. Another, but less negative effect is that if the player visits the Museum before Boldan, the cutscene on Todano with Angela will not play. On a minor note, this also causes Boldan to be put on the map earlier than usual and thus cause the listing in the Ship Menu to be in the wrong order.
