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Basic Information
· Game Title

· Company 

· Type of Game

· Price

· Minimum hardware requirements

· Actual Hardware Requirements

Game Summary

· Fighting

· Quest

· Arcade

· Training

Game Play

· Multiple chances to increase ability

· Constant changes of fighting styles

Technical

· Fluidity of motion

· Natural set of control

· Adjustable to individual styles

· No excessive combo combination to win game

· Manual

Summary
Basic Summary

Game Title: 

Virtua Fighter 4: Evolution


Company:

Sega

Type of game:
Fighting

Price:


19.99

MHR/AHR:

Playstation2 console system
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Game Summary


Virtua Fighter 4 Evolution is the latest edition of the Virtual Fighter games. The virtual fighter games date back to the mid 1990’s when the original version first came out in the arcades. At the time, it was a breakthrough game displaying realistic type martial arts. It was in essence a 2dimensional rendition of a virtual fighting scenario.


In this edition, the game follows the same basic story format as the earlier released title: Virtua Fighter 4, which allowed the player to go on a quest, fighting through multiplearcade arenas to develop their character, and advance their mastery of the martial arts, encompassing a total of approximately 30 different levels to be obtained.  The main changes on the most current version are the characters themselves. Each character has now obtained a multitude of fighting stances which can be combined to develop an individual fighting style. The movements of the characters are a lot more fluent than previously seen. Finally, there has been an increase in the speed and ease to execute movements of the characters. 

This game includes specific characteristics which allow the user to quickly learn the game, and rapidly build their character. They are:

1. Arcade Mode

2. Quest Mode

3. Training Mode

Arcade Mode
The arcade mode on this game is based on the game play on the most earliest edition of the game. Here you get to fight each character once, at increasing levels of difficulty to finally reach the main “boss” character. This is an easy way to learn the game, however it is sadly out of date. I suspect that this mode was kept in to keep in touch with the arcade history of the game title. For an experienced player, this mode does not get interesting until the 7th or 8th level of play.
Quest Mode
The quest mode of this game is where the main action is at. This mode of play has a basis of a multitude of arcade arenas that the player must battle through to build up his character. Each Arcade has a different prerequisite for entering its tournament. In order to advance to the next arcade, the prerequisite must be met, and the player must place third or higher in the tournament. This Quest mode of play offers the user a wide range of challenges offering hours upon hours of enjoyment in the classic tradition of fighting games. Through the quest mode, the character is rewarded for showing combative excellence by a ranking system. The first ranking system is the KYU: starting at level 10, and working toward level 1. The next set is DAN: this starts at a level 1, and increases to level 10. After that, each consecutive rank offers a different definition of master. I.e. Veteran, Gladiator, etc…ending with Master. The combination of the challenge of the arcades and the ever increasing ranking system is one of the primary reasons why this fighting game stands out as a Playstation Greatest Hits.

Training Mode
Virtua Fighter 4:Evolution also offers a training mode. The training mode is an excellent tool for practicing and mastering your character’s fighting style. As the player works through the quest mode, different options open up in the training mode for the player to practice. It is a great tool for new users to learn how to perform their character’s fighting style. The training mode demonstrates each maneuver and offers advice to players how to excel in performing that maneuver. However, it does have its drawbacks which keep players like myself from using it more often. The training mode is robust enough to allow users to learn moves, practice combinations, and work on timing. It does not allow users to practice fighting opponents at a certain level, which I believe takes away from its enjoyment factor. 
Game Play

One of the most important parts of this game, is the overall play of the game itself. For this, I believe a quick history of some of the fighting games is in order. During the time when Virtual Fighter was at its peak in the arcades, some of the competitor titles were coming out with some very interesting titles of their own. Mainly Mortal Kombat, with its own breakthrough movie like characters. (Using real actors digitized for the first version) While their were many … many others that came out as well, for the purpose of this report I will use the Mortal Kombat title as an example. When Mortal Kombat hit the stands, it attempted its own mix of realism with a comfortable feel of the Street Fighter type games that people were used to playing. When Mortal Kombat advanced through its different versions, the combinations became harder and more complex to execute, taking away from its enjoyment level. While the most current version of the game has strayed away from this style, the feel of the martial arts is still not as comparable to the now less popular Virtual Fighter titles. This brings me to one of the greatest strengths of Virtua Fighter. This latest title, and all preceding titles have always strained to achieve a feel of realism when battling. The timing, and precision of each move looks and acts much the way a player would it expect it too. For instance, a simple round house kick, is quite simply a quick touch of a button or 2, allowing the player to have much better control over the situation.

Another strength of the game, is the fact of the ever changing fighting styles. Because of the ease of use over the controls, it is very easy for a player to develop a certain fighting style. (Offensive, defensive, throwing, countering, etc…) Using a combination of simple maneuvers to develop that style. Once a certain difficulty level has been reached, which depends on the player, whatever style that player has developed must be adapted to the opponent he/she is facing. For instance, if you are an offensive player, enjoying a series of kicking attacks, and you are facing an opponent who enjoys countering attacks. All of a sudden, you have to change your style to win the match. This ability of the A.I. to examine individual fighting styles, allows for the player to increase their concentration of the game, thus increasing the enjoyment level. 
Technical


When it comes to the technical side of Virtua Fighter 4 Evolution, there are many aspects that are understated, but yet very important to the game play. Out of these aspects, three come to mind that deserve attention:

1. Fluidity of motion

2. Natural Set of controls

3. No excessive combos needed to win the game

1. Fluidity of motion. I use this term based on the way that the character moves. From a user perspective, once a certain set of simple moves have been learned, the fighting style of the character performs with relative ease. More importantly, the way each moves appears from start to finish offers an intriguing look into the, attention to detail, that the programmers put into designing this piece of software. It appears that the programmers took into account human physiology during the design phase, because the move itself can be split into the individual joints performing the maneuver.

2. Natural set of controls. VF4E allows for any button on the PS2 controller to be reprogrammed into almost any combination. I believe the only combination not offered is a Kick-Block combination. This feature allows for veteran console players to feel at ease as soon as they enter the fighting environment. 

3. No Excessive Combos. This feature is one of great importance to a fighting game. The death if almost any fighting game, is to have the need of using 20 or 30 combinations at once to defeat an opponent. By having this need in a video game, it gives the A.I. an unfair advantage over the average player. Virtual Fighter 4 Evolution, gives the player a chance to master a certain style, and have a reasonable chance of defeating more complex characters.

The last part of this investigation into one of PlayStation 2 Greatest Hits’ collection is the manual. The manual offers a basic story line, brief description of the characters in the game, which makes for interesting reading. However the listing of the moves that each character performs is not of great help, when compared to the training mode of the game. 

In Summary, this is an overall great game with just a few drawbacks

1. Advanced levels require greater concentration = less game play time

2. Easier levels become boring much quicker due to an easy learning curve

3. Training sessions do not allow for combat against a certain skill level

4. The manual is of little help when it comes to actual game play
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