Tekken 4 Review

Grade : B

Review by ShadowJin


Once again Namco whips out their almighty game-creating skills only to present a game that is far from complete.  What’s up with this?  Why do I assault Namco so heavily right off?  It’s a sad story folks, but here goes nothing.


First off, I’m going to clear up a few things.  When all the previous Tekken games hit home, in Japanese and American homes alike, we were marveled by the complexity the game offered everyone who played it.  We got to play as new characters not in the arcade release, let alone play one-on-one dodgeball with a massive steel beach ball.  Where is this amazing stuff?  It’s not present in Tekken 4, at least not so far.


The game hit Japanese streets a week ago, and through my guerilla grunt work abilities, I was able to hunt down a copy of the game (let alone getting it to play on my system…ugh.)  Popped the baby in my system and to begin to work on a game that I’d only heard about in fairytales.  My eyes glazed over and suddenly I was experiencing something I had already played in the arcade.  GAH!?  This isn’t supposed to happen.  Okay, it’s not as bad as I make it out to be.  However, it was sort of a shock to begin with.  What IS in the game, and what a person should appreciate it for, is excellent.


The graphics in the game haven’t let me down yet.  People are saying it’s not arcade perfect.  I haven’t really noticed any differences except when you turn on the “sharp”  option in display.  When that option gets turned on, the game sorta gets a vibrant crisp kick.  The lines are bolder and the lighting effects just scream “lovely.”  The characters have the looks they should.  While the faces don’t rival Virtua Fighter 4, they do match the rest of the body, which was a key problem I had with VF4.  The skin on the models is low-tone and doesn’t make you whip out your shades to play the game.  The Tekken team went the extra mile to make muscle effects correspond on the model movements, and it certainly shows.  There are a few characters in the game that get more justice than others, and of course, there are also some that make the player cringe.  Nina looks stupendous.  She is what Sarah in VF4 should have looked like.  Alas, VF4 didn’t have Heihachi Mishima in a diaper.  Thanks to that costume, I’m going to have nightmares for months.


Sound is a bonus.  I’ve noticed no real loops like the sound in VF4.  Even though the sound in VF4 is excellent, it doesn’t touch Tekken.  The character voices aren’t corny and don’t make the player wish he wasn’t playing such a whiney tard.  Only one voice really bothers me and sadly, even though he’s the famed serial crusher from “The Boondock Saints,” Craig’s voice makes me cringe every single time I hear it.  He sorta makes up for his voice with his power and solid aggression.  Course, I’m still pondering about why he looks like Goldberg in his profile, yet he’s definitely black in the gameplay.  Bloody Japanese keepin the brotha down.  Of course, I don’t think that was their intention…heh.

 
Here comes the bomb.  What I didn’t like about this game cranks down what would have been a solid “A” game.  Granted, Namco has spoiled us in the past with the plethora of secrets within their games, I just can’t help but feel let down.  Yes, all the characters are there, and Yes, Tekken Force came back, but where are the other little extras?  The game includes two palette swaps, which isn’t great to begin with.  Eddy Gordo returns.  Woohoo.  Note that expression was sarcastic.  Miharu joins the crew.  Who?  It’s Ling’s schoolmate.  So Ling gets that palette swap, not to mention she gets her world re-known school outfit.  Can someone explain the purpose behind this?  Why do we get two identical outfits except for hair?  Arrrr…Don’t ask me.  Players get a new stage if they beat Tekken Force.  That’s pretty pimp.  You’ll be happy to know that the new stage is balanced, much like the arena.


All the modes made it in there.  Practice gets split into two modes : Practice and Training.  Practice is your everyday normal practice, while Training is a speed practice session.  That’s cool, but I’d rather have seen something different.  I was highly disappointed when I found that all the moves aren’t even listed in the command list.  What’s up with that?  Ho hum.  Moving on, I assault Tekken Force Assault Mode.  This mode redeems the game greatly, and I LOVE IT!  This is what Tekken Force should have been.  Dean Earwicker even makes an appearance!


Okay, the final note I have to make is this game screams replay value.  While I’ve only really played VF4 in Kumite Mode, I’ve been forced to play all the other modes.  If want extra characters, I’ve gotta play through the arcade or story modes.  Nice.  While both VF4 and T4 are great fighters, I think Tekken 4 will pique the interest of more casual players than those who play the fighting genre hardcore.  If you want story, grab Tekken 4.  If you want very technical fighting, grab VF4.  Both are great games, so if you can get both, I suggest you do it.  I love em both, but I’m gonna have to edge Tekken 4 out by just a hair.  Good job Namco – you’ve done us proud.  However, if you don’t add some more stuff in the US version, we’re gonna have words.

