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EXPLORING THE UNIVERSE OF
RATCHET AND CLANK PSP
GAMEPLAY

When Sony's PlayStation Portable (PSP)
arrived  on  the  scene,  it  promised
console-quality gaming on the go. Few
franchises delivered on that promise as
brilliantly  as  Insomniac  Games'  iconic
duo.  The  experience  of  Ratchet  And
Clank  PSP  Gameplay  remains  a
standout chapter in the series, offering a
full-fledged  adventure  that  fit  right  in
your pocket. For fans who grew up with
the PS2 classics, witnessing the Lombax
and  his  robotic  companion  navigate  a
fully  realized  3D world  on  a  handheld
device felt  like a technological  marvel.
This  art ic le  d ives  deep  into  the
mechanics, design, and lasting appeal of
these  portable  adventures,  exploring
what  made  them so  special  and  how
they hold up today.

THE TWO PILLARS OF PORTABLE
ADVENTURE: SIZE MATTERS AND
SECRET AGENT CLANK

While the series has numerous entries,
the PSP library is defined by two primary
titles: Ratchet & Clank: Size Matters
and Secret Agent Clank. Both games
attempted to capture the core loop of
the mainline series while adapting to the
unique constraints and opportunities of
the  handheld  hardware.  Understanding
t h e  R a t c h e t  A n d  C l a n k  P S P
Gameplay  in  each  title  reveals  a

fascinating  design  philosophy.

Ratchet & Clank:
Size Matters
(2007)
Developed by High Impact Games, Size
Matters  was  the  first  original  entry  for
the PSP. The story follows Ratchet and
Clank on a vacation that quickly turns
into a quest involving a mysterious girl
named Luna and a dangerous new race
of  robotic  enemies.  The  core  Ratchet
And  Clank  PSP  Gameplay  here  is
remarkably faithful to the PS2 formula.
You  will  find  the  familiar  blend  of  third-
person  shooting,  platforming,  and
puzzle-solving. The level design is linear
but encourages exploration, hiding bolts
and  skill  points  in  secret  nooks.  The
game features  a  robust  arsenal  of  18
unique weapons, including fan favorites
like  the  Lancer  and  the  Decoy  Glove,
alongside new additions tailored for the
handheld experience.

Secret Agent
Clank (2008)
Taking  a  more  thematic  risk,  Secret
Agent Clank  shifts the spotlight to the
beloved robot.  The gameplay structure
changes to accommodate a spy-themed
narrative.  While  still  a  third-person
action  game,  it  introduces  stealth
mechanics,  rhythm-based  minigames,
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and gadget-based puzzles. The Ratchet
And Clank PSP Gameplay  here feels
like  a  spin-off  rather  than  a  direct
sequel.  Players  control  Clank  more
frequently, using his bow tie to distract
enemies  or  his  briefcase  to  block
attacks.  Ratchet is playable in flashback
levels,  maintaining  the  traditional
shooting and platforming. This diversity
makes the game feel fresh, though some
purists  found  the  stealth  sections  less
appealing  than  the  series'  usual  fast-
paced action.

HOW CONTROLS WERE ADAPTED
FOR THE PSP

One of the most impressive aspects of
Ratchet And Clank PSP Gameplay is
how the developers  solved the control
problem.  The  PSP  lacked  a  second
analog  stick,  which  was  essential  for
aiming in the PS2 games. The solution
was  both  clever  and  effective.  In  both
Size Matters and Secret Agent Clank, the
face buttons (triangle, circle, square, and
cross) were mapped to camera control.
This allowed players to look up, down,
left ,  and  r ight  with  a  quick  tap.
Additionally, the game featured a "lock-
on" system that automatically swiveled
the camera to face the nearest enemy.
While this system required a period of
adjustment, it became second nature to
dedicated  players.  You  would  use  the
analog  nub  to  move,  the  shoulder
buttons to strafe, and the face buttons to
adjust  your  view.  Aiming  down  sights
was handled by holding the R trigger.
T h e  Ratchet  And  C lank  PSP
Gameplay  experience  was  fast  and
responsive,  proving  that  a  dual-analog
setup was not  strictly  necessary  for  a
satisfying third-person shooter. For those
who  found  the  defaul t  contro ls
cumbersome, the options menu allowed

for  significant  customization,  letting
players  invert  axes  or  swap  button
layouts. This adaptability ensured that a
wide range of  players  could enjoy the
game comfortably.

VISUAL PERFORMANCE AND
TECHNICAL FEATS

Visually,  the Ratchet And Clank PSP
Gameplay  was  a  showpiece  for  the
hardware. The PSP's 4.3-inch screen with
480x272 resolution was small,  but  the
games pushed it  to  its  limits.  Colorful
environments,  detailed  character
models,  and  smooth  animations  made
the two titles look like portable versions
of the PS2 experiences. The frame rate
was  generally  stable,  hovering  around
30  frames  per  second.  During  intense
combat  sequences  with  multiple
enemies  and  explosive  effects,  some
slowdown  occurred,  but  it  rarely
detracted from the core gameplay.
Loading  times  were  a  notable  factor.
Because the games were stored on UMD
(Universal  Media  Disc),  load  screens
between  levels  and  areas  could  be
lengthy.  However,  savvy players found
that installing game data to a Memory
Stick  significantly  reduced  these  wait
times.  The  draw  distance  was  also
impressive  for  a  handheld  title.  You
could  see  far  into  the  distance,
appreciating  the  artistic  direction  of
planets  like  the  metallic  Metropolis  or
the  lush  Florana.  The  soundtrack,
composed by David Bergeaud, retained
the series' signature jazzy, space-opera
tone,  perfectly  complementing  the  on-
screen action.

WEAPON PROGRESSION AND
CUSTOMIZATION

To many fans, the heart of any Ratchet
& Clank game is the weapon progression
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system. The Ratchet And Clank PSP
Gameplay  in  this  regard  is  deep and
rewarding.  Both  t i t les  feature  a
"Raritanium"  customization  system.  By
collecting  Raritanium  crystals  hidden
throughout levels, players could upgrade
specific  attributes  of  each  weapon.  You
could increase ammo capacity, damage,
rate  of  fire,  and  even  unlock  unique
mods. For example, the Lancer could be
upgraded  to  fire  through  shields,  or  the
Agents  of  Doom  could  summon  more
helpers.  This  system added a  layer  of
strategy. Do you invest in raw damage
or utility?

Weapon Variety in Size
Matters: The game offered 18
weapons, including the return of
classics like the Bomb Glove and
the Tesla Claw. New weapons like
the Concussion Gun (a shockwave
cannon) and the Mini-Nuke (a
powerful explosive) kept the
combat fresh.
Weapon Variety in Secret
Agent Clank: With a spy theme,
the arsenal leaned towards
gadgets and trick weapons. Clank
could use the Tie-a-Tron to tie
enemies' shoelaces, the Flu-U-Gun
to make enemies sneeze, and the
Disguise-o-Matic to change
appearances.
Upgrade System: Beyond
Raritanium, weapons gained
experience through use. Once fully
leveled, they could be purchased
again in New Game+ as "Mega"
versions, retaining all upgrades for
a second playthrough.

This  progression  loop  kept  players
engaged.  Every  encounter  became  an
opportunity  to  level  up  a  favorite
weapon,  and  the  Raritanium  system

ensured that no two players would have
an identical arsenal.

LEVEL DESIGN AND
EXPLORATION

The  level  design  in  both  games  is  a
masterc lass  in  handheld  game
development.  Because  the  screen  is
small, levels needed to be readable and
intuitive. The Ratchet And Clank PSP
Gameplay  emphasizes  verticality  and
connectivity.  You  will  often  find  yourself
scaling walls,  hovering over  gaps,  and
discovering  hidden  alcoves.  In  Size
Matters,  each  planet  felt  distinct.  You
could  visit  a  haunted  castle,  a  fiery
volcano, or a frozen tundra. The game
also introduced hoverboard racing, a fun
diversion  that  required  precise  timing
and knowledge of the track layout.
Secret Agent Clank  took a more linear
approach  but  compensated  with
environmental  storytelling.  Levels  were
designed like spy movie sets, complete
with  lasers  to  dodge,  vents  to  crawl
through, and security cameras to avoid.
Exploration was still  rewarded, but the
focus  shifted  more  towards  puzzle-
solving and stealth. The "Clank sections"
in  this  game  required  patience  and
observation,  offering  a  different  pace
from the chaos of combat. Both games
also  featured  arena-style  challenges,
where players faced waves of enemies
for bonus bolts and experience points.

COMPARISON TO CONSOLE
COUNTERPARTS

How does the Ratchet And Clank PSP
Gameplay  stack  up  against  the  PS2
classics?  In  terms  of  scope,  the  PSP
games are shorter. A typical playthrough
of Size Matters lasts around 8-10 hours,
compared to the 12-14 hours of Ratchet
& Clank: Up Your Arsenal.  The weapon
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count  is  also  smaller.  However,  the
handheld entries make up for this with
tighter  pacing and a higher density of
action. Every level feels meaningful, and
there  is  very  little  backtracking  or  filler
content.
The visual fidelity is naturally lower, with
less  detailed  textures  and  simpler
geometry. But considering the hardware
l imitat ions,  the  achievement  is
remarkable.  The  games  run  smoothly
and look great on the PSP's screen. In
many  ways,  the  Ratchet  And  Clank
PSP  Gameplay  feels  like  a  distilled
version  of  the  console  experience.  It
retains the humor, the colorful  visuals,
and  the  satisfying  combat,  all  while
being perfectly suited for short bursts of
play during a commute or a break.

TIPS FOR NEW PLAYERS

If  you  are  diving  into  Ratchet  And
Clank PSP Gameplay for the first time,
here  are  some  helpful  suggestions  to
enhance your experience:

Master the Lock-On Camera:1.
The lock-on system is your best
friend. Use it to keep enemies in
your sights while you strafe. This is
essential for the harder difficulty
modes.
Collect Everything: Bolts are the2.
currency, but Raritanium, Gold
Bolts, and Skill Points are equally
important. Gold Bolts unlock
cheats like infinite ammo or
invisibility, while Skill Points unlock
concept art and videos.
Upgrade Early Weapons: Do not3.
neglect your starting weapons.
They become incredibly powerful
when fully upgraded. The Lancer,
in particular, is a workhorse that
can carry you through the entire
game.

Use the Environment: Many4.
levels have environmental hazards
you can use against enemies.
Explosive barrels, electrical panels,
and crumbling platforms can turn
the tide of battle.
Play on the Hardest Difficulty:5.
If you are comfortable with the
controls, start on "Hard." The
weapon leveling is more
rewarding, and the challenge is
genuine without being unfair.
Install Game Data: If you are6.
playing on a PSP with a Memory
Stick, install the game data to
reduce load times. This makes the
experience much smoother.

THE LEGACY OF THE PSP ENTRIES

T h e  Ratchet  And  C lank  PSP
Gameplay holds a special place in the
hearts  of  fans.  Both  Size  Matters  and
Secre t  Agent  C lank  were  la te r
remastered  for  the  PlayStation  2,
demonstrating  their  qual ity  and
popularity.  They proved that a console
franchise could successfully transition to
a  handheld  platform  without  sacrificing
its  identity.  For  many  players,  these
games were their first introduction to the
series,  and  they  provided  countless
hours of entertainment on plane rides,
car trips, and lazy afternoons.
The  games  also  introduced  new
characters  and  ideas  that  influenced
l a t e r  t i t l e s .  T h e  R a r i t a n i u m
customization  system,  for  example,
evolved  into  the  weapon  modding
systems seen in the PS3 and PS4 entries.
The stealth mechanics in Secret Agent
Clank  foreshadowed the Clank sections
in Ratchet & Clank: Tools of Destruction
and Ratchet & Clank: A Crack in Time.
The PSP games were not just ports or
s ide  stor ies;  they  were  genuine
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contributions  to  the  Ratchet  &  Clank
universe.

CONCLUSION

T h e  Ratchet  And  C lank  PSP
Gameplay remains a shining example of
handheld action gaming. It successfully
adapted a beloved franchise to a smaller
screen  without  compromising  the  core
experience that fans adored. The clever
control  scheme,  the  deep  weapon

progression, and the colorful level design
all  contribute  to  an  adventure  that  is
both accessible and rewarding. Whether
you  are  revisiting  these  games  on
original hardware, through emulation, or
via the PS2 remasters, the magic is still
there. The witty dialogue, the explosive
combat, and the sense of discovery all
hold  up  wonderfully.  For  any  fan  of
action-platformers, experiencing Ratchet
and Clank


