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If you are looking for a showcase launch game for your PlayStation Vita – one that shows off the 
system’s graphics, interface possibilities, and online integration – then Lumines: Electronic 
Symphony is not the game you should choose. In fact, if you are a casual Lumines player and 
already have the game on the PSP, PS2, or PS3, Lumines: Electronic Symphony is not a game 
you really need to buy. However, if you consider yourself a die-hard fan of the series or you 
really need a puzzle game for your Vita, then there’s quite a bit here to like. 

Lumines: Electronic Symphony doesn’t do anything to drastically change the Lumines formula. 
The game still focuses on the block-dropping/square-making mechanic that is the core of its 
gameplay, and the chain blocks which were found in previous titles are back to make large 
combos possible and pleasing. The two new additions are interesting, welcome, and used 
sparingly. They are the shuffle block which, for better or worse, will randomly rearrange all 
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blocks it touches, and the new avatar powers (such as spawning a chain or random block) that are 
activated by tapping on the screen after you’ve earned the power up (and which can be expedited 
by tapping the rear pad). These two additional features offset each other quite well and keep the 
game balanced and interesting for veterans of the series while not introducing any significant 
complexity for newcomers. In other words, this is largely still the same game with new dressing. 

 

Your appreciation for that dressing will likely be proportionate to your enjoyment of the thirty-
four songs included on the game’s soundtrack. The tunes range from trance to dubstep to pop 
and dance and other beat-centric music, and there are certainly some excellent cuts here. More 
interestingly, the speed of the moving pieces corresponds, to some degree, with the tempo of the 
music (though the substance of this effect varies from level to level). The aesthetic 
characteristics of the various skins are also are designed to fit with the aural characteristics of the 
music, and obvious attention was paid to making each new stage of the game feel as organic and 
distinct as possible. If there are specific songs you don’t particularly care for, you are given the 
option to create your own playlists and play through the game using those instead of the default 
“Voyage” mode. 

Disappointingly, the other modes are pretty uninteresting. The only multiplayer option is for ad 
hoc play, an inexcusable choice for a system that touts its PSN integration. You can see the 
accomplishments and scores of people on your friends list, and you can also gift items using 
Vita’s “Near” feature, but otherwise Lumines: Electronic Symphony is very much a solo 
experience. There’s a “Stopwatch” mode (clear as many blocks as possible in a limited time), a 
“Zone” mode (clear a set number of blocks at continually increasing speed), and a “Master” 
mode (expert-level challenge stages) – but none of these offer the kind of creativity found in 
some previous Lumines games (i.e. notably absent are the excellent “Dig Down” and “Puzzle” 
modes from Lumines Supernova, arguably the best game in the franchise). Across all these 



modes you earn XP for your score and success, rising in level and unlocking avatars and skins 
along the way. The XP addition adds to the already-addictive Lumines experience, but in the 
final analysis does little to actually enhance the game.  

 

Lumines Electronic Symphony looks great on the OLED screen, the skins and music are among 
the best the series has ever seen, and the new minor gameplay tweaks are clever and welcome – 
but it is hard for this to feel like much more than an iteration that takes several steps forward and 
backward for the series. Hopefully in the future we’ll see some additional modes via DLC, more 
integration with other PlayStation Lumines titles, or the possibility to import your own 
tunes/create your own skins, etc. It is an excellent game, and this version of the standard 
“Voyage” mode is probably the best the series has seen – but ultimately the game feels like it 
should have been much more. 
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