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Sine Mora is a beautiful horizontal shmup for the Xbox Live Arcade that places emphasis on two 
factors that shumps traditionally don’t feature: storytelling and clock management. While these 
additions offer something of a novel approach to the genre (though neither is unique to this 
game), ultimately they end up coming across as dressing for a game that is not very fun. 

Before the shmup-defense brigade gets up in arms, I should explain that I consider shumps one 
of my two favorite genres. I have likely played 75% or more of every major shmup released for 
every console in the past twenty years (including a deluge of imports), so I am not approaching 
Sine Mora – as many reviewers have – without a working knowledge and sincere appreciation 
for the genre. Sine Mora looks great, has strong production values, controls well enough, and 
gets credit for some novelty. But, at its core, this is essentially a Japanese-made Euro-style 
shmup that, compared to the competition in the shmup genre this generation, is not especially 
compelling. 
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One major problem comes from the way in which the detailed graphics make it frequently 
difficult to ascertain environmental hazards. This is traditionally a problem for 2.5D shumps (and 
one that is made worse for horizontally-oriented titles), but the extent to which the background 
and foreground interfere with navigation is quite problematic in Sine Mora. During my 
playthrough I found many sections where I had to guess which areas of the screen were safe and 
which were not. The fact that these collisions didn’t always cause instant death might be a silver 
lining for some, but shumps are meant to be played for score – which in this case means 
maximizing remaining time and chaining carefully – both of which suffered because of the level 
design. I found that memorization helped alleviate the problem some, but not enough to make the 
tricky sections worth suffering through repeatedly. 

The emphasis on story is all well and good, and there is some between-level and between-stage 
on-screen dialogue (with the kind of gratuitous profanity that gamers have come to expect from 
titles bearing Grasshopper Manufacture’s name), but I found the story to be overly text heavy 
and, frankly, kind of boring. Other may like it, but as something that was meant to enhance the 
title, I was surprised how much I found myself wanting to skip these portions. 

 

If you can overlook the level design and storytelling shortcomings, you may find something here 
that’s enjoyable. There’s a nice assortment of weapons and powerups, the chaining is fun when it 
isn’t bogged down by environmental hazards, and there are a lot of interesting elements that, 
hopefully, find their way into a better game. For those with access to a PS3, I would strongly 
recommend Soldner-X 2 over Sine Mora, and 360 fans can certainly find better horizontal 
shooters to spend their time with (e.g. the Deathsmiles series).  
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