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ANOTHER POINT OF ENTRY

EXIT DS

aito must have some serious faith
in Exit. Not content with merely
the PSP original, they've
managed to port their
ever-enduring brainteaser to XBLA and
now the DS. Anyone that’s played it before
will feel right at home with the endearing
art style, offbeat presentation and
distinctive visual allure. It's a cool game.

For those who've missed out on the series,
Exit has you playing as Mr. ESC - the
caffeine-addicted freelance escape artist who
helps various trapped citizens out of perilous
situations. The whole game is composed of
deliciously bold black lines and striking
colours, creating an aesthetic treat that leaves
a good impression on the eyes. The DS
version isn't quite as detailed as its 360 and
PSP brothers, but even with some of the
splendour removed it remains one of the
prettier puzzle games out there.

And that's what Exitis at heart: a remarkably
pretty puzzle game. Whilst Mr. ESC controls
like a platform superstar, dashing, leaping
and vaulting his way to the end of various
levels, the essence of Exit lies in the player
co-ordinating various objects and lemming-
like characters in a certain meticulous
synergy to allow everything to align in
moments of beautiful mental clarity. The
game can initially fool you into thinking that
it's a rather simplistic and mundane affair, but
once past the first thirty-odd levels
everything becomes disgustingly challenging
and wonderfully addictive.

To whittle it all down into a paragraph: there
are five different types of trapped citizen
you've got to lead to safety, each one
complete with their own personal set of

strengths and weaknesses. The rather
hefty large adults, for instance, can't jump
very far but are naturally strong, dogs and
children can get to places Mr. ESC and
regular adults couldn’t dream of reaching,
and the injured need to be carried
everywhere by another adult. Alongside
this, there are an assortment of items and
environmental dangers that require
navigating. Levels take full advantage of
this cacophony of variety, often in ways
that demand you use some of the old grey
matter along the way.

It's not all sublime, however. The awful
truth, sadly, is that Exit was never a game
devoid of flaws. Nothing has been
changed with the DS port to iron them
out, either. Interestingly, one of the more
positive aspects of Nintendo's diminutive
handheld device is that the comparatively
low specs of the DS seems to have forced
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Taito to remove many of the
annoying, repetitive sound-bytes
from the mouths of Mr. ESC and his
companions. Sure, they'll still
rabble on with their incessant cries
of “Help mel’,“Is anybody there?”
and the like, but there’s a definite
lack of them complaining
throughout the rest of their
journey. Lacklustre performance in
the aural department was a
common criticism for previous
versions of Exit, and the tinny
speakers of the DS only serve to
intensify the problem.

““NOT PERFECT,
BUT UNDENIABLY

FASCINATING”

Hey! wait !

Even controlling the action proves
decisively frustrating more often
than not, too. Much of Exit's
gameplay is made up of directing a cursor about
the place, so the touch screen of the DS should
have, technically, made for a competent and
intuitive way of playing the game. In execution,
however, the controls are more awkward than
being the only guest at a birthday party. Certain
moments — especially when two characters
overlap - are click-fests of the worst possible
order. Getting things right with Exit requires
accuracy, yet everything done with the stylus is
totally imprecise.

-
i P

= WARNING!

1
i

The same flaws that have always plagued the
game still persist, with the path-finding Al as
confused and lost as ever. Merely ascending a
flight of stairs continues to prove a logistical
nightmare, and when coupled with the irksome
controls even such simple movements can
become a laborious task of constant clicking
and repeated directing. When moments like this
occur, it's almost as if Taito are consciously trying
to make you hate the game.

Yet, Exitis just too charming to be mad at. Its
more fiendish levels are brilliant, and the visuals
and general uniqueness produce a game that is
simply enormously likable. Even with all its
faults at the top of my mind I can’t help but
consider Exit DS a smart, witty little title that's
packed with plenty of entertaining content. It's
not a perfect game by any means, but itis an
undeniably fascinating one. For a handheld
console that prides itself on its puzzle games,
Exitis another decent addition to the formidable
DS line-up.




