Ratchet & Clank 1

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.
· R&C1 now has Widescreen support in all areas except for the pre-rendered cinematics and the Behind the Scenes video. This means that some behind-the-scenes parts of cutscenes we weren’t originally able to see are now visible. Examples from early in R&C1 include the crate Ratchet was standing on flipping unnaturally on the left side, and Ratchet’s unmoving head poking in frame when the Mayor of Novalis is showing Ratchet his new Courier Ship.

· R&C1 no longer supports Mono.

· Due to the widescreen format, Infobots in R&C1 now expand their screens to 16:9 to cover up the screen correctly (in R&C1 they only had to expand them to 4:3 ratio).

· The HelpDesk pop-ups in R&C1 are now wider to accommodate the wider screen resolution.

· On a similar note, some of the menu display panels in the Pause Menu of R&C1 are also more widely spread out for the same reason.

· The speed at which Ratchet can perform the Multi-Strike move with his wrench has been increased to about the speed it is in Going Commando.

· Like the Gold Bolts, Skill Points have had their sound effect changed to have more 'sparkle', which was probably done to make them feel more rewarding and significant to earn.

· The small lake at the end of the Novalis river now looks different when viewed from The Waterworker’s lookout.

· On Aridia in R&C1, the road to Outpost X11 now has some oil tracks leading the way. Presumably these were leftover elements from R&C1 that were either cut at the last minute or weren’t displaying properly in the original game.

· When near the traffic lanes in Metropolis, there is now an ambient “flying traffic” noise that plays.

· When Ratchet picks a new gadget like the Trespasser, Grind Boots or Pilot’s Helmet, the HelpDesk explaining how to use them now reliably plays.
· The black bolts that appear early on in the path behind Big Al’s on Metropolis now appear normal.

· When taking the shuttle to the Blarg Warship in the BTS, the sound effect for the shuttle's engines now plays correctly, whereas in the PS2 game it did not. This also applies to when Ratchet leaves the ship.

· There is now a big flash for when the Blarg Warship blows up.

· The short delay that occurs when transitioning from inside to outside the BTS (the Clank section) no longer exists thanks to the improved loading times.
· Ambient bird chirps now play in the Hoverboard Plaza.

· For US players: The Speedy Skill Point now has the PAL time of 1:35.

· The bug of equipping the Hologuise to enter the track on foot has been fixed.

· Either I’m much better than I used to be, or the rising water in the Blackwater City Waterworks sections rises slightly slower than before.

· The lava in the Snagglebeast pit on Umbris is now animated, as well as the lava on Gaspar.

· The sound the Sand Mouse Saucer makes has a different engine noise.

· On top of the animated lava on Gaspar, the lava pouring out of the minivolcanoes now have proper textures that also animate to simulate the lava flowing out.

· When using the skiff on Gaspar, it now plays fan sound effect when it’s moving.

· When on the Gaspar turrets, shooting the blocked doorways now have a sound effect for the doorway getting destroyed.

· Just like the doorways, the monitors also have smashing sound effects added.

· The Biter robots on Gaspar now have sounds for their feet as they run.

· The static that appears when you fly the Visibomb out of range could be higher quality than before.
· Ambient bird chirps now play near trees in Pokitaru.

· The ‘girder bridge’ that activates when you get close to it on Pokitaru after the second skiff ride has different sound effects.

· The second ‘dual curve bridge’ also has different sound effects when it is extending.

· The Thruster Pack now has a reflection map applied to it.

· The door to the Blarg Fighter now has a different sound effect when it is opened.

· The Blarg Fighters jet engine sound effects now play more loudly and thus make the sequence much more exciting. This also applies to the Gemlik Base and Drek’s Fleet flights.
· The floodgates that you open with Trespasser puzzles in the Sewers of Pokitaru now have an opening sound effect.

· After talking to the Hypnotist, a HelpDesk message appears advising the player on where to find Raritanium.
· When you find the Premium Nanotech Dispenser, a HelpDesk popup will now appear to explain what it is for.

· In the secret Gold Bolt path on Pokitaru, the bridge that you extend with a Power Slam has a few extra sound effects near the end.

· The ice on Hoven now has a brand new surface texture to replace the rather vague original. This ice texture also applies to the ice on Oltanis.
· The water in the Hoven sidepath to Edwina’s Roboshack is brighter and has a different texture.

· Unsure about this one, but when you go into the secret cave that requires you to swim upstream with the Hydro-Pack on Novalis, the music switches to the Cave music from the cave system in the upper area of the level.
· At the end of Hoven on the Planetbuster Maximus path, there is a building with Blarg Troopers inside. Aside from the two Blarg Troopers than initially come out, the remaining Troopers will stay still and face away from Ratchet at the back entrance, meaning you can now do a sneak attack before you walk in.
· Many of the doorways and airlocks throughout Gemlik Base have additional sound effects for when they open.
· The green and orange liquid pools that appear inside Gemlik Base now have textures on them.
· The ship Qwark commandeers on Gemlik Base for his boss battle is noticeably more green than it was before.
· Not really a change or enhancement. When you defeat Qwark on Gemik Base, as his ship is hurtling towards the moon, you can see a small green escape pod eject just before impact. This small detail was nearly impossible to see in standard definition.

· When entering the route on Oltanis to reach Captain Qwark, music that normally does not trigger now does when Ratchet steps off the Mange-boot Platform. For most players this track hasn’t been heard before.

· The glasses of the Deaf Salesman now have cracked glass textures on his glasses.

· Like most of the water in the game, the water in the Quartu Water Storage area has an updated texture.

· Probably not a correction, but the Gadgetron CEO is facing away from Ratchet before the cutscene is triggered, which is accurate to the beginning of the scene. He then of course is facing forwards, towards Ratchet after the cutscene.
· Not sure if this new, but the green goop in the room on the way to the third SecurityBot in Drek’s Fleet has a texture on it.

· The water surface in the Water Tanker ship in Drek’s Fleet now has an animated texture.

· In the Water Tanker Swimming Course, the laser-shooting Spider Bots that were still in the original now walk backwards and forwards.

· When taking the shuttle back to the landing area of the Water Tanker ship, it now has an engine noise as it travels along. This noise does play longer than it takes for the ship to get there, however.
· Like the stuff on Quartu, the green goop in Drek’s Fleet has textures.

· On the Veldin revisit, the Dropship that appears just past Clank’s crash site and just before the Water Tower is now visible from the small side-path to the right of the ship skeleton, and can be shot down.

· Part-way through the level there is a secret area where you need to use the Taunter to lure a Horny Toad over a button to deactivate a blue circular forcefield. Originally this forcefield had a clear hole in the middle, but now it has a smokey blue particle on the inside (this also applies to the forcefield that you deactivate to get to another Gold Bolt during the Grind Rail path on Kalebo III, and the shields you can bring down to access shortcuts in the Hoverboard race on the same planet).
· After the second Trespasser forcefield, the wide ankle-high puddle now has an animated texture. This also applies to the water in the second reservoir before the Giant Clank battle.
· Perhaps not noticeable in the original game, but just before the Giant Clank area and its water reservoir is a large bottomless chasm. Only this time, it has a lava-like bottom.

· In the final boss against Drek, when he shoots his orb to destroy the plateau you’re fighting on, it’s impact has a big flash and a lot more blue and white particles in the impact zone.

· During the final stage of the Drek boss battle, a siren will now play every two seconds then the Countdown is, well, counting down.

· The credits for R&C1 have a few extra level backgrounds added.

· I may be wrong, but the images used for the Sketchbook gallery may be higher resolution than in the original game.

· The intertwining beams for the Gold Morph-o-ray have been changed from pink and blue to yellow and cyan.

· All versions of the game now come with the three Commercials that used to be exclusive only to the US version of the game. To unlock them, you need to buy all the Gold Weapons.
· The RYNO Salesman no longer appears in Blackwater City in Replay Mode if you have already bought it.

· When getting the PDA in Replay Mode, it now doesn’t cost anything to get it since it was carried over from your first playthrough.



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.
· R&C1 does not have Dualshock support just like the original title.

· The music in R&C1 is not in stereo like in the original PS2 title.

· In the Veldin level at the beginning of the game, the area past the wreckage of Clank’s crash is still noticeably less detailed. There is no bridge across to the water tower, and there is also no Trespasser forcefield. The bottom of the rocky plateau the Magnestrip starts on also just… stops.

· There was an error in the background for R&C1 on Novalis where the background 2D mountain layer would rotate around the game world (when presumably the cloud layer should do this). This has remained unchanged, and is still visible from the high glass room at the end of the waterworks route, where you first meet The Waterworker (later known as The Plumber).
· When Ratchet uses the two Bolt Cranks in the secret cave section behind his ship, his Wrench is still misaligned with the Bolt.

· In R&C1, the lone Versa-Target in Metropolis floating near the spire of a building is still there. It can be seen when taking the Taxi back to the start area after reaching the secret Gold Bolt building in the Fitness Course. It still doesn’t do anything.
· When you get the Suck Cannon, the HelpDesk discrepancy is still there (the audio says “Gadgetron Suck Cannon” but the text says “The Suck Cannon”).

· When turning the Bolt Cranks in the canyon path to the Lieutenant, there is still no audio for the Crank turning.

· When defeating a Shockwave Blarg, when he flips backwards, any shockwaves he may have shot will still rise and fall with him.

· In the BTS, when Clank is heading back through the airlock, the pieces of the segmented doorway are still visible outside when they retract, and then disappear.

· Due to the fact that the cinematics are taken from the PS2 titles, they retain all the same flaws. One noticeable one is the Darla Gratch report, where she says "Channel Two News" but her lips move as if she's saying "Channel Sixty-Four News". This is because the original line was Channel 64 News, and this can be heard in the PS2 demos for the original game.
· The Ameboids in Blackwater City and in Pokitaru still don’t have glowing eyes like their UYA Aquatos brethren.

· The Hovergirl Easter Egg has remained in the game and escaped the ESRB's notice. To activate it, stand in the Hoverboard Plaza near the Hoverboard Girl and have Ratchet flip Left, Right or Backwards, and the Girl's breasts will start expanding. This change affects the two cutscenes she appears in, and will remain until you quit the game.
· The PAL Bolt Farming trick is still able to be performed.
· Clank can still collect ammo for Ratchet.

· In the Gadgets section of the Help Menu, for the Pilot’s Helmet the caption for the Blarg Fighter picture is still mis-spelt as “Blarg Figher”.
· The yellow teleporter cylinder that shows up during the teleportation sequence is still displayed as if it is behind water planes.

· When Ratchet does a Stretch or Boost Jump, his after image will still have none of the equipped Gadgets and Items he may have on him (for instance, his feet will appear bare when he’s wearing the Grind Boots). This also extends to GC and UYA.
· When you have destroyed all of the Blarg Sewage Dumpers with the Blarg Fighter, the flames from the Blarg Fighter’s jets still disappear. In addition the new Jet Engine sound effects also go away.

· The Steel Crates in the Clank section of BTS still do not give Bolts when you come back later and smash them as Ratchet.

· When Ratchet has either the Premium or Ultra Nanotech bought, the shading bar for the second row of Nanotech Orbs is still misaligned.
· The Thruster Pack Hover glitch, where Ratchet can use Hover and then hover up a Magne-strip, is still present (and he still can’t Strafe while doing it!).

· In the cutscene after the Infobot about Hoven, Ratchet’s O2 Mask is still larger than it’s supposed to be.
· When picking up ammo for the Defensive Drone Device, the words “Drone Device” still aren’t highlighted in red.
· On Hoven, when the HelpDesk tells you about the Hover feature, the text still doesn’t match the audio.
· The TNT Crates that blew up from the top of the water reservoir on the way to Edwina’s Roboshack continues to do so, leaving the pile of bolts at the top.

· The glitch where you can swim underneath the Pokitaru level is still in the game. With at least the O2 Mask (and the Hydropack is also recommended), head to the area where the second skiff ride starts. Face out to the distant islands to the North and dive into the water. At the bottom you’ll see two underwater dunes. You should be able to swim between them at the transparent bits and thus under the level. Using your map as a guide you’ll actually be able to swim down to the Sewers and get in there without having to use a teleporter!

· Just like in the PS2 game, when you open up the second vendor on Gemlik Base, the opening sound effect plays incredibly slowly.

· On Gemlik Base, when you get to the area with three Perspex turrets, you can still jump through the third one from behind.

· Right after this there are two ships hiding behind a large retractable wall. Amazingly, amid all the sound effect additions, this wall doesn’t get one when it retracts.

· After this you will take an elevator down, and it will flip upside down so you can walk on a small strip in the ceiling. However, just like in the PS2 original, if you keep walking you’ll be able to walk on the rest of the ceiling until you either stop walking or touch a vent.

· On Gemlik Base, if you quit out of the dogfight if Qwark, you’ll be able to look over to the right-hand side of the runway and see that the purple Blarg Interceptor R&C commandeer is not there yet.

· The giant Agents of Doom created by the Gold Glove of Doom are still not painted black like the Help Menu says they are.

· When Ratchet and Clank land on Oltanis for the first time, there is still no scene of the ship touching down and RaC getting out. Instead it cuts straight to Clank being blasted off of Ratchet’s back.

· If you fire the Tesla Claw before its unfolding animation has finished, you get the “out of ammo” click even though you can still use the weapon as normal with ammo.

· Like for the Defensive Drone Device, when collecting Tesla Claw ammo, the words “Tesla claw” (yep, no capital C) are not highlighted in red like with every other weapon.

· Like before, even though the Deaf Salesman is inside, he is lit as if he is outside in the yellow light.

· When Ratchet collects the Morph-o-ray, its name isn’t highlighted in red in the popup “You collected the Morph-o-ray!”.

· Again, because this is a port, none of the story has been changed. As a result, the discrepancy of Ratchet realizing he’s selfish, yet still acting like a jerk until meeting Clank’s mother, remains.

· When inside the Quartu Factory, in the second room of the green production room, a stack of crates still appears to smash up before Ratchet gets there (evidence of this is seen in the pile of bolts behind the SecurityBot).

· If you complete the Blarg Fighter mission in Drek’s Fleet and keep boosting, the camera will remain in its fish-eye like state until you view the Infobot at the end.

· When Ratchet revisits Veldin, there is a plot inconsistency: his Qwark poster is missing. In UYA the poster shows up in the ruins of Ratchet’s garage, where it will show up again on the Phoenix to the left of the giant TV in Ratchet’s quarters.

· The segmented doorway that you open in the water tower during the Veldin Revisit still has its segments visible even when it has retracted, like the airlock in the BTS.

· When using the RYNO against Drek, if a full ‘tab’ of health is taken off and Drek goes into the short cutscene where he blows up the plateau, any rockets that didn’t hit Drek will still attempt to go after him.

· The post-game background hasn’t been changed. As a result, with the help of widescreen, you can see in the bottom left corner Ratchet standing on the cover for the Deplanetizer button.

· The Tesla Claw still doesn’t work properly in shallow water because it takes the surface of the water as an object, interrupting the electricity beam and preventing it from reaching enemies.

· All cutscenes in R&C1 are still not affected by the Mirror Levels cheat (except for the Magneboot scene on Orxon).

· The name for the Morph-o-ray is misspelt in the Weapons Menu as “Gold Morp-o-ray”.

· The Gold Morph-o-ray Chickens still have placement issues that will cause them to walk on walls and cliff-faces.

· For those interested, if you collect a Weapon, Gadget or Item in Replay Mode that you already got in Normal Mode, the tag at the top still says “You got the [name here]… again!”.
· The bug of doing a Stretch Jump with the Thruster Pack, the doing a side flip whilst travelling forward like a Stretch Jump, still remains.

· The scene with Ratchet after the Hoven Infobot on Orxon still has the problem where the O2 Mask won’t grow with Ratchet’s head if Ratchet’s Big Head Mode cheat is turned on.

· As in the PS2 games, during the turret section where you shoot down the Planetbuster Maximus, not all of the Blarg Helicopter Pilots are affected by the Big Head Mode for Enemies cheat.

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
· In the Save Game splash (when viewing a game save from the XMB), part of the rail Ratchet’s grinding on is transparent.

· The audio for all of the cinematics sound off, as if they’re being played behind the player.

· Some menus in R&C1 now take a second or two to load their contents into the display monitors.

· The Inversion effect of the Wrench Aimer when in First Person Mode (done by holding L1/L2 while in First Person) no longer appears.

· Icons that appear on the map are now much larger than before, which affects missions that have a text box below them. Additionally they are not centered correctly; the top-left corner of the image is where the icons should actually be.
Veldin
· The ambient sound effects on Veldin often don’t play correctly.

· Going into the Quick Select menu will now cause the currently selected weapon to re-equip once the game is unpaused.

· Additionally, weapons that produce light sources when used, like the Pyrocitor and Tesla Claw, are affected by the above glitch. If the weapon is being used, and the game is paused and the Quick Select Menu entered, then when the game is unpaused the light caused by the weapon will remain on, even when the weapon isn’t being used or equipped. This glitch can be stacked so that multiple weapon light sources can be placed around the game world, and it carries over into the cutscenes. The glitch is reset if Ratchet leaves the planet or is killed.
· Some audio delays occur in R&C1 with sound effects or they won't play at all, but this doesn’t occur very often.

· When Ratchet falls off a cliff, his scream is higher pitched than it should be.

· The Comet Strike doesn’t work as well as it used to when it comes to adjusting your aim while Crouched.

· When ammo for full weapons turn transparent as Ratchet or Clank walk over them, sometimes the transparency transition doesn’t do so correctly.

· The HelpDesk message telling the player how to do a Hyper-Strike never shows up (normally it does if the player hasn’t performed it before getting to the Crash Site).

· Clank's ring at the base of his neck is now green, and slowly pulsates between bright and dark in synch with his eyes.

Novalis
· The audio for the scene where Drek talks with the Mayor of Novalis is noticeably tinny.
· When Clank is on Ratchet's back, when he does a short animation sequence (such as looking at his hands), his fingers and thumbs disappear.

· Clank’s head also does not quite follow his body correctly, but this may be noticeable now due to the HD resolution.

· When a Vendor is ‘retracted’ from a distance, the blue smoke sprite is still visible, albeit much thinner.

· All instances in R&C1 where an animated image is used to show a rendered object, such as the panels in the Gadgets and Weapons Pause Menu, some of the panels in the Gadgetron Vendor, and even the post-game Timewarp/Replay Mode menu, do not display correctly. All of them appear squashed and out of proportion in some way.

· The static that affects the monitors in all R&C1 menus doesn’t appear at all, except for the ship menu.

· In addition, the centre panel that shows up when purchasing ammo (also used as the “You’re maxed out!” panel) doesn’t display the frame of the monitor.
· The static that appears in the Gadgetron Vendor for R&C1 isn’t composited correctly, as the static later appears to be too far forward and shifted to the right. The static also appears far too often and isn’t transparent enough.
· The last sound effect in the equip sequence for the Pyrocitor doubles up close together.

· The water rivers on Novalis in R&C1 are now less transparent, brighter and more saturated.

· The pupil objects for the Mayor of Novalis have a ruined mesh.

· Some players have reported that the Air Meter and Suck Cannon meter stay on-screen despite the meter sliding to the right. This is because in the original 4:3 game, it would have moved out of shot. Due to the widescreen expansion of the sides, it no longer moves all the way out and remains partially hidden on the right side of the screen. Visiting a Vendor seems to get rid of the glitch until it’s triggered again. This problem is obviously irrelevant once the O2 Mask is obtained.

· Occasionally during cutscenes, the Pupil/Iris object passes through the white of Ratchet's eyes. Conversely, sometimes his eyelids don't reach to the top of his eyes when Ratchet's eyebrows are raised. Whether this was a part of the original animation is hard to tell.

· On some occasions, Ratchet’s shadow isn’t aligned correctly when he is getting back into his ship.

· After getting to the Plumber’s Lookout, the game no longer has the HelpDesk pop up to tell the player how to enter Look Around mode (for some reason it plays in Metropolis at the top of the second island of the fitness course, if the player hasn’t used it yet by then).

Kerwan
· Just after the bridge with the Blarg Helicopter, the trees have noticeable green lines underneath their foliage.

· There are some visible jitters on the lower parts of the buildings where the textures go transparent.

· In R&C1, some players have experienced that Big Al’s model ‘pieces’ now look poorly assembled, with huge gaps in the seams for his magnifier, nose, tongue, shoulders, chest, and the back of his lab coat.

· The Helicopter rotor sound effect no longer loops correctly when Ratchet is Gliding.

Aridia

· One or two types of plants have coloured edges visible in their sprites.

· When equipping the Trespasser, the last two "tik"s in the equip sound now sound like the Morph-o-Ray equipping.

· The Trespasser puzzle has changed aesthetically. The outer ring with the sensors on it is, like the Novalis river, are brighter and more saturated, as are the laser emitters. The grey interior is also no longer transparent.

· In the Items Menu, when moving from an item Ratchet does have to one he does not, for a single frame the image shown in the image panel at the bottom of the screen shows the one for the item moved to, before disappearing.

· The Sand Sharks that pop up near the Canister Transport after Ratchet gets the Sonic Summoner have no lighting.

Eudora
· Occasionally a Bolt Crank on Eudora in the Trespasser path will fail to move the Swingshot Versa-Targets into place, necessitating a suicide to reset the Bolt Crank to try again (this may have existed in the original title).

· The bottom of the canyon models on Eudora flicker brightly in an odd manner when the camera is moved.

· After hopping up some stair-like rock formations on Eudora, the HelpDesk no longer pops up to suggest using the Glove of Doom.

· When using the Suck Cannon, if a helmet is equipped, it will move to the right and clip through Ratchet’s head (this doesn’t affect the UYA Suck Cannon since Ratchet doesn’t get into the crouched pose with that version).
BTS
· In the Clank section of the BTS, there is some flickering underneath the platform at the end of the second long green walkway.

· In the scene where Clank picks up the Hydrodisplacer, the top slat of Clank’s stomach grill is too bright, and coloured blue.

· At the end of the walkway that assembles after collecting the Hydrodisplacer, the texture of the walkway grating at the end appears to be behind some geometry that is actually underneath it. This effect disappears when the camera gets close to it.

· The enemies that are on the Blarg Warship sometimes don’t have correct lighting.

· After escaping the Blarg Warship in the BTS, if you escape in time, the ship's computer will still say the "This ship will now self-destruct. Have a nice day." clip even though A) Ratchet escaped the ship, and B) The ship blew up.

· In the scene where Ratchet and Clank react to the Darla Gratch news bulletin, the sound of the Jammer in the opposite doorway can be heard, half drowning out the conversation RaC are having.

· When using the Taunter, the fourth, fifth and sixth sound effect do not play correctly.

· In the BTS Station, at the second Vendor area, one of the small alcoves on the upper level, on the right hand side, has a piece of a rock sticking through it.

· The Gadget Engineer (Inventor) doesn’t have the correct lighting.

· When outside the BTS as Ratchet, in the elevator shaft after the airlock, the glass panes in the wide docking bay window at the start area is no longer visible.

Blackwater City
· There exists a glitch with the Mine Glove where the second mine will not detonate, and yet still dish out damage. This can be used to save ammo in places where you shouldn't be able to.

· Mine Glove mines also explode if they land on a ground plane that is significantly lower than Ratchet. They also explode if they hit a Steel Crate, even though the explosion won't break it.
· The explosions of the rockets shot by the RYNO now give off green lighting rather than orange.

· The RYNO’s autotargeting is not as effective as it once was.

· At the top of the elevator after the large area with the RYNO Salesman, a piece of the left wall can be seen sticking into the elevator shaft at the top.

· It is first noticeable here that the underwater fog colour is now always one colour throughout the entire game, rather than adjusting to suit the colour of the water’s surface. This is especially noticeable in the Pokitaru ocean. It doesn’t occur, however, in the Pokitaru Sewers or the first Novalis Caves, and the transition to the sickly green colour in the Gold Bolt area of the Rising Water section still remains.
· In the scene in Captain Qwark's trailer, the glowing sprites for his lights on the ceiling aren't aligned with the lights correctly (this may have been a problem in the original game, though).

· In all the scenes Qwark appears in, his eyelids clip through his eyes.

Umbris
· The bullets shot out by the turrets on Umbris and the Sound Mouse Saucer appears to be slightly darker than on the PS2.

· The sound when stepping on the first Tripad doesn't always play correctly, and the same applies to the sound when stepping on the last Tripad in time (this was a known problem in the PS2 games).

· When climbing up the ladder up the Wall to Qwark's stronghold, a small corner of a water tile can be seen sticking out of the wall to the left of the ladder.

· At the large orange/green dome where Qwark is waiting for Ratchet, some of the dark red blocks near the green neons don’t display correctly.

· During the cutscene where Qwark greets Ratchet at the centre of his stronghold, the textures on the cylindrical hallway the player used to get to Qwark has some visual glitches.
· And sometimes, the greeting cutscene doesn’t play it all, skipping to when Ratchet & Clank land in the Snagglebeast cave.

· When Qwark punches his fist into his hand when saying “I love it when a plan comes together!”, the sound effect for the punch is delayed.

· The top slat of Clank’s stomach grill isn’t the same colour as the other two.

· In addition, Qwark’s eyelids sometimes poke through his eyes. This may be a result of the HD resolution.
· The forcefield the Snagglebeast generates after dealing one ‘tab’ of health doesn’t display correctly. It is initially the original orange/red, then it changes to a light green, before settling on a dark green once the Snagglebeast starts moving. When fired on the shield does turn orange, though.
Batalia
· The front of the engines for Qwark’s Cruiser ship that Ratchet commandeers don’t seem to be correct with the mesh.

· Near the Vendor, some of the crates and ambient bolts (ie bolts that are just lying on the ground) are not placed correctly, usually being under the ground.
· The scorch marks around Batalia are now completely black, and aren’t as transparent as they used to be.

· It is first evident on Batalia that Sand Mice have a tendancy to shoot at random points in the air rather than on nearby enemies (perhaps they’re going for the Blarg Dropships?).
· For some players, the first tank you encounter past the destroyed balcony doesn’t show up.

· Much like Big Al, the pieces of the gas tanks on the Batalia Skiffs are sometimes visibly separated.

· The grill on top of the Batalia skiffs don’t display properly. It is displayed as being under the skiff, which is obviously incorrect. This problem also affects the skiffs on Gaspar and Oltanis.
· When going up the ramp to the Grind Boot course, there are small rooms on either side. In the room on the right side, there is a piece of geometry sticking through the wall. This may be from the original game.

· The bolts on the Grind Boot course may be placed higher than in the original game.
· Ratchet sometimes doesn’t step into the exact centre of the teleporter.

· In the compound you can’t reach without the Magneboots, there’s a ramp inside that leads up to a bolt crank that you can use to extend the bridge to the start of the Magnestrip. On the opposite side to the ramp is a part of a wall that doesn’t display at all; it is invisible. This lets the player see inside the wall when normally he shouldn’t. The wall is still ‘there’ as Ratchet can’t walk inside of it.

· The upper eyelids of The Waterworker (The Plumber) are visible above his eyebrows.

· As the HUD for the turret uses the same background image as the Trespasser, it suffers from the same transparency, brightness and saturation problems.

· When equipping the Metal Detector, it flickers for a second right after the unfolding sequence.

· There is a display error with the Metal Detector where the edge of the detector plate is transparent.

· The boo-ing of the Metal Detector is now a high-pitched bee-ing sound, and no longer changes pitch when getting closer to buried bolts. While the direction of the plate and the colour of the rings still help, this makes it more tricky in finding buried bolts.
Orxon
· On Orxon, when the light rings of the Bot-Ports are generated, the transparency of the ring sprites are slightly green, which gives a noticeably warmer colouring around them.

· The sound when entering a Bot-Port doesn’t play correctly (it is much quieter and lower in pitch). This is either a playback error, or the sound has been changed outright.

· When playing on Orxon as Clank, the bolts from defeating the green monsters don’t have correct lighting; the shadows are far too dark. This also extends to the Shockwavers and some of the mutant crab things when playing as Ratchet.
· When starting the second Clank route that leads to the Pokitaru Infobot, there is a plant on the left hand side at the start whose shadow flickers erratically.

· Like on Batalia, the scorch marks on the ground in the Bomb area of the second Clank route are too black.

· No sounds play when Clank is hit by the plasma trails in the Gadgebot maze.

· After getting to the door after the Gadgebot maze at the end of the walkways above the ooze, on the right hand side there is a piece of geometry floating through the wall (this geometry is usually used outside).

· In all Orxon cutscenes, the slats of Clank’s stomach grills is not affected by lighting. The bottom two slats are too dark for the Infobot cutscene, and the top slat is too light for the ship hold scenes.

· In the scene where Ratchet buys the Ultra Nanotech, the can flickers at the end when Ratchet is holding it in his hand.

Gaspar

· The Visibomb Gun is available to buy when you land. It is normally unlocked when visiting Pokitaru.

· When flying the Visibomb, Sprite transparency isn’t displayed correctly, and the background Skydome is not affected by the Visibomb fog.

· When smashing the cyan lights, they no longer produce their Chunks System pieces.

· Every so often, a large, watery splash-like object is produced on the lava. They also have a sound effect like that of a crashing asteroid.

· In two instances, TNT Crates went off without Ratchet being anywhere near them (or seeing them). One occurred in the first Drek Robot room, and another on the long Gold Bolt path.

· When Ratchet is in the tunnel with tanks in them, two objects on the wall at the start have lighting as if they were outside. Same applies to Ratchet himself in this area, and ammo and the large map monitors when they get destroyed.

· When in the large map room with the turret in the middle, on the right-hand side is a stack of steel crates. To the right of them is a piece of geometry sticking through the wall.

· Just above is a dark grey box, with a trio of objects whose mesh doesn’t appear to be complete.
· When blowing up the ships on the long Gold Bolt path, the chain explosion pieces produce a white light in addition to the normal yellow light.

· When a Gaspar turret is activated, the interior no longer lights up.

· Part of Ratchet’s eyebrows stick through the visor of the Pilot’s Helmet. This may have been present in the original game.

· When using the Walloper on Metropolis, the red Blarg commanders get punched much further away than they’re supposed to (please don’t fix this as it’s hysterical seeing them fly away).

Pokitaru

· The Decoy Glove’s Decoy Pod doesn’t stay locked to Ratchet’s palm, sometimes moving outside of his hand.

· The Vendor static problem is worse here, sometimes being very flickery, and sometimes displaying as intended.
· When using the Thruster Pack, if Ratchet does a Double Jump at the very top of his highest jump (or when falling back down), the Thruster Pack will not produce smoke during the flip (but will still produce the fire and play the thruster sound effect).
· (from the original game) The HelpDesk message doesn’t display showing how to use the Power Slam button. I had it trigger on the first such button on the Veldin revisit.

· When flying the Blarg Fighter, the water plane is noticeably not rendered fully on the left and right sides. This is especially noticeable when turning hard left or hard right.

· The health packs that enemies here and on Gemlik Base and Drek’s Fleet seem to give far less health than usual.

· Like the other two helmets, the O2 Mask doesn’t quite lock onto Ratchet’s head as it used to.

· When going to the first Insta-Faucet in the Sewers, a large portion of the first step isn’t affected by the shadow lighting.

· The visor on the goggles the Hypnotist is wearing isn’t displayed at all, both in cutscenes and during gameplay.
· The Persuader no longer spins and pulsates as it used to (this is noticeable during cutscenes).

· Likely a leftover from the original game, but in the secret Gold Bolt path the mutant spikey fish regularly move through the rocky cliff faces.

Hoven

· There are some marks on the ice on Hoven that aren’t as transparent as in the PS2 titles.

· The first and last Tripads at the end of the path with the miner at the end aren’t aligned with the thin, icy walkway.

· When looking from the last Tripad at the end of the Miner’s path down to the icy area Ratchet crossed before, a large grey square appears on the ice.

· The lump of Raritanium that the Miner gives to Ratchet appears to be transparent in places.

· While the water in the sidepath to Edwina’s Roboshack does have a new texture, the texture doesn’t align correctly on the tiles.

· One of the bolts in the reservoir on the way to Edwina’s is placed partly into the ground. It can be found at the Water Dispenser at Stage 3 of the puzzle.

· In the canyon area of the Edwina sidepath, two of the TNT Crates on the first catwalk are placed slightly diagonally.

· The Blarg in the Helicopters don’t always go “Aaaahhh….!” when you shoot them down.

· When you get to the building near the end of the main path and two Blarg Troopers run out, they will freeze disappear if you aren’t close enough, then reappear and continue as normal if you get closer.

· Like with the turret on Batalia, the HUD element for the end-of-level turret has the same issues as the Trespasser puzzle.

Gemlik Base

· Flying the Visibomb around the Base to get the parked ships for a Skill Point often causes the game to slow down severely.

· Sometimes the sounds that play when equipping a weapon don’t play correctly and sound distorted. The Devastator rocket launch sound also doesn’t play correctly.
· The texture for the grills of certain platforms and walkways don’t display correctly when the camera is low to the ground when walking on them.

· The Cyan Forcefields generated by the towers you have to shoot down aren’t as bright as they used to be. This appears to be because one of the beam layers isn’t aligned with the forcefield emitters like the other one is.
· The cyan Perspex for the Blarg Machine Gun Turrets don’t render objects behind them correctly. Many objects are instead rendered as if in front of the Perspex.

· The cyan Perspex in the exploding canisters also suffers from the above problem.

· The buttons for the elevators that take you around the base are very transparent except for the reflection map.

· The bottom of the elevator that takes you to the interior of the Base is lit as if it were on the surface.

· The Thruster Pack smoke particles are rendered as if they were behind the green liquid inside the base.

· After the Swingshot-over-the-green-liquid section, there are three Blarg Shockwavers. Two of them produce bolts that don’t have correct lighting like some enemies on Orxon.

· Like many grills before it, the ones in the large, enemy-filled room just before meeting Qwark also don’t display objects that are behind them properly.

· The elevator that takes you to the hangar with the bird-robot spawners and the Blarg Shockwavers (upside down on the ceiling) has some geometry missing that connects the center to the outer block.

· When going up the stairs at the end to meet Qwark, on the right-hand side are two big purple blocks outside that are rendered as if in front of the cyan glass walls. This also applies to crates.

· Much like the Snagglebeast’s shield back on Umbris, the shield Qwark’s ship puts up has also changed from orange to dark green.

· If you quit out of the dogfight with Qwark, you’ll still be able to hear the sound of its engines.

· The ships that appear to give Qwark some backup halfway through the dogfight very rarely drop ammo crates.

· In the cutscene where Ratchet realizes he was being selfish, in a wide shot the crates near the ship have disappeared, however the glowing particles inside the Nanotech Orbs have not.

· Like the other Perspex problems, in the Gold Weapon Showroom the weapons are rendered as if they were in front of the Perspex.

· The Gold Weapons themselves also appear to be a bit larger than normal.

· All the Gold Weapons seem to have lighting that has the shadows appear much too dark.

· When purchasing the Gold Bomb Glove, the two tubes appear much, much thinner than they are supposed to be.

· When tossing a bomb with any of the Gold Glove-based weapons, the sound of Ratchet tossing the bomb, mine or orb plays twice. With the Gold Bomb Glove, the explosion sound effect also plays twice.

Oltanis

· The base of the glass of Ratchet’s Blarg Interceptor flickers when the camera moves.

· The sound when equipping the Tesla Claw is too high-pitched.

· When at the end of the main path, Ratchet gets chased down grind rails by three Arc Bots that shoot long arcs of electricity. These arcs no longer have sound effects.
· Like on Hoven, 2D elements meant as surface detail aren’t rendered properly on the new ice.

· The sound effect when shooting the Morph-o-ray doesn’t loop right; it makes a noticeable pop, bump or flop sound.

· Like on Gemlik Base, the button to move the Magne-boot platforms are transparent.

· During the cutscenes with Qwark about the PDA, the Captain’s eyes clip behind his head and appear invisible. This really ruins the “…Steve…” punchline.

Quartu

· The landing posts around the landing zone turn into ghost landing lights when the camera gets close to them.

· Some of the rings that Ratchet has to swim through in the Water Storage Area play the beep timer too quickly.

· On top of that, when the beeping runs out, it fails to switch to decreasing pitch, instead staying high.

· While the Bolt Grabber looks fine in cutscenes, on Ratchet’s gameplay model the ‘dark’ stage of the pulsing red lights actually displays as a green colour.

· In a running trend for grills, the one in the middle of the Enlarging Machine doesn’t render objects behind it properly until the camera is close to it.

· In the short scene where Clank is enlarged, at the final stage that focuses on his head, his eyelids are placed in front of his eyes in an awkward manner.
· When using the super orb that Giant Clank can charge up, the red screen effect doesn’t display properly (although it is admittedly a bit cooler now).

· Similar to the enlarging clip, Giant Clank has some eyelid problems in the scene before the Hologuise advertisement.

· Clank’s feet in the scene after the Hologuise advertisement have a ruined mesh.

· In the section inside the Factory with the falling green goop canisters, the mesh for the goop is distorted and looks more like a spiky ball.

· Like all the other grills, the ones on Quartu also have trouble with objects that are supposed to render out behind them.

· Not a big bug, but on Quartu the Persuader seems to spin and pulsate as intended. However the spinning disc isn’t aligned properly.
· Instead of retracting, the Power Slam button just before the room with Clank’s mother outright disappears.

· In the scene with Clank’s mother, the lighting is off, causing Ratchet and Clank to appear too dark.

· Additionally, the text on the monitor also has visible edges like a box.

Kalebo III

· When smashing one of the glass domes, only one Chunks System piece is created.

· The Holo-walkways at the beginning of the level don’t appear until the camera gets close to them.

· Some of the small Biter robots run in place rather than stand still when they’re not moving.

· Like on Batalia, the scorch marks in the Testbot rooms are far too black.

· Yep, you guessed it, the grills around this level also don’t display objects behind them correctly until the camera gets close to them.

· On top of this, the walls that have circular holes in them that appear early on in the level don’t display correctly depending on what’s behind them, ruining the effect.

· To the right of the doorway to the second Drone Testing Room, there is a skirting texture that flickers wildly whenever the camera moves.

· From a long distance, the perspex around the HelpDesk Girl’s building flickers erratically when the camera moves.

· When Ratchet equips and de-equips the Hologuise, his helmet and right Boot will expand twice as much as needed.

· When Ratchet is going through the Grind Rail course to the HelpDesk Girl’s office, the path he takes isn’t always aligned with the rail. This is especially noticeably when he’s going around curves.

· The above also applies to some of the monotrains that hurtle down the track.

· Probably my memory, but on the final part of the Grind Rail sequence (after the second jump), I don’t think there are as many mono-trains as there used to be.

· Like a lot of other NPCs, the eyelids of the HelpDesk Girl clip through her eyes.

· Additionally, the back of her Jaw piece on the inside is coloured turquoise.

Drek’s Fleet

· On the control deck of the Light Cruiser (the second ship on the Hologuise path), one of the crates behind the control desk is clipping through it.

· The Magnetic Platform’s activation buttons are transparent.
· The Saucers flying around in the Blarg Fighter section drop Health Packs that don’t give as much health as they used to.

· While the Jet Engine sound doesn’t go away at the end of the mission like on Pokitaru, the Jet Engine flames still do.

· The Persuader operates as normal here, and isn’t even misaligned!

Veldin Revisited

· On the way to Clank’s Crash Site, just before the circular archway, one of the Horny Toads jumping circle goes through the wall.
· At the foot of the Water Tower, where the Magne-strip is, the ground appears far too orange.

· At the water tower, the ladder that aids the player in getting out of the first large water section has its two halves clearly visible.

· As predicted, the grills on Veldin have issues with objects that are supposed to appear behind them, until the camera gets close.

· The yellow-green forcefield with the Horny Toads before and after it cause slowdown when the camera is looking at it.

· Obviously, when you get to the area with all the Commandos and Dropships you’re supposed to take out with Giant Clank, it causes the game to slow down whenever the camera is looking at it.

· As it was on Quartu, Clank’s eyelids clip through his actual eyes in the final stage of the Giant Clank transformation clip.

· Similar to the above problem, in the cutscene before fighting Drek’s mech as Giant Clank, Clank’s eyelids again clip through his eyes due to not being aligned properly.

· After the cutscene where Drek reverts Giant Clank back to Tiny Clank, the music for the final boss battle doesn’t trigger, leaving the player to go into the final boss with the normal level music.
· When Swingshotting to the second island, some of the rock clumps at the bottom portion of the island pop in and out.

· Drek’s eyelids clip partly through his eyes in his monologue scene.

· Ratchet’s Persuader spins and pulsates, but isn’t aligned correctly.

· In the scene where Drek flies off to his Hybrid World, the Power Slam button jiggles up and down slightly (this carries over into gameplay).
· In the scene where the Deplanetizer is fired, the textures on the barrel aren’t applied correctly and have a weird blocky effect when the camera moves.

· After Clank saves Ratchet from the fall by using his Thruster Pack, Clank’s feet are visible, miniaturized, in the thrusters.

· The not-working background music comes to a head in the final cutscene; they are too loud and ruin the emotion of the scene.

Post-game & Replay Mode
· The credits used to have a cool transition effect when moving between level backgrounds and credit sets. This is no longer the case.

· When choosing whether to start Replay Mode or to Timewarp, the HelpDesk Girl no longer advises the player on what to do (this also occurs in Replay Mode).

· In cutscenes using Big Head Mode for Ratchet, his tounge is up at the top of his mouth.

· When a save is made that is in Replay Mode, the Saves description says “Challenge Mode”, when it should be Replay Mode (R&C1 never had Challenge Mode).

· Most of the crates in Ratchet’s garage give only two bolts in Replay Mode.

· On Veldin, Novalis, Aridia, Kerwan, Eudora, the BTS, Umbris, Batalia and Pokitaru, the Persuader still rotates and pulses, but is not aligned properly.

· If a Gold Weapon is equipped whilst inside the Novalis Waterworks or one of the two cave systems, they will lose all lighting and turn super bright, looking more banana yellow than gold. Some lighting goes away completely on the BTS Blarg Warship (and other areas of the BTS also trigger the banana yellow effect).
· In the BTS Station, the explosions of the Gold Devastator sound noticeably lower pitched.

· If the Mirror Levels cheat is on, then the numbers floating above the Gadgebot Door-openers are not only mirrored but upside-down. This can cause confusion with doors that require six Gadgebots because the six sprite will appear as a legitimate, unaltered nine. This also amusingly means that doors that require ten Gadgebots look like the 1 is simply upside-down.
· The Metal Detector spots part-way through the Hologuise Route on Kalebo III give very few bolts in Replay Mode.
