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As anyone 00 has tried to play a game such as Breakoutor Tempeston a home console may already know, it~ iocr6fbly diffia.Jft ~ oo 
well in these games when played without the proper arcade-style c.ontrols. Call it a paddle, a vaus, a kn~, or a. spmner, the ~ resu is 

without the aal.JraCY and speed one of these devices offer the games designed around thE:m are nearly impossible to do wen m. Only a hand-
ful o systems have ~ featured these aa:essories, but the most recent - and possibly the most unexpectfrl - platform to fea e one 
is the ha rteooo DS. 

· · · released a padd e c.ontroller in Japan for the DS, bundled with Arkanoid DS and sold separately~ . in 
. The contro er plugs into the Game Boy Advance slot, which means it is only com . ~nal ~ 
· I irconvenience of tracking down one of these devices and the older DS models as if~ re 

· ned to uti ize · • 

· ry title Taito built for the controller, and it turns the game from a passable sequel to the arcade das5ic 
tanta51:JC ada~n of the game c.oncept. The ability to accurately and quickly plac.e yo r pa onscreen 

me, bringing in the "feel" of the arcade to a hand held, something unexpected and thoroughly amazing to 
~ 1inn1 111Y1 ard attempts at arcade-to-home c.ontrol translations. That said, Arkanoid DSis not the shoM:ase 

t'NI• :nttlP l'I~~ to the Space Invaders Extreme series. 

5Pc:iC'eU1MacJers l:::)a,-e,neand SIE 2support the paddle, and it brings an interesting new dynamic to both titles. The ong·na ~ 
'ISG&:s'Ol1 n simple digital c.ontrols, and under normal circumstances the Extreme titles do a fine job of brirtjng 

, more modern gaming world. Much like the early shooters, the player must be mindful of getting 
ahead to finish out the level sucx:essfully. 

a reN dynamic to the games. Suddenly the ship has the movement capabilities of the little Arka­
screen in moments rather than ponderously making the journey over a couple seconds. This feeds 

thet game··s Sl:!l'ISI!!! a ,mane iexr;]tement, speed. up the pace significantly insofar as clearing invaders and dodging shots goes. It also 
of artrol into a bullet, a problem the more methodical d-pad control setting does not have. That sa·d 

paddle controller, and its use is disabled when playing over the Internet ' 

m,~tb:! witn Space 8.<st-A-M:w~ though with no direct experience with that title I have little to add. Though the 
,oact:IEi Wc!IS n~r :sc110 Cd:SIOe ,,CJ the ixogramming enabling its use was never taken out of overseas releases of any of the games that 

on · domestic copies of Arkanoid DS, SIEand SIE 2, and Space Bust-A-Move Thankfully the DS and 
ais,:uel:IO'HTI:!e • the aa:.essory on a domestic system is also not a problem. ' 

italff h=-: a d resistaoce to · and the knob feels like it has a bit of weight that comes into play with inertia when you tum 
the controllers, the paddle for the DS ~ free-spinning with no lock-points. Though it may seem like it 

games that a use the buttons on the DS, 1t actually does not end up being particularly difficult to hold the 
-~ , .. ......, , the buttons and paddle. If there is any downside to the paddle controller, it boils down to the fact that only four offi-

relE!aS'E!dgane5 use Given is a Taito-released accessory it isn't shocking that it doesnt work for games developed by other 
voJd ha'; been to use it on one of the classic arcade game compilations released on the system. Toe paddle also 

to the sygsris p-ofiJe that makes it difficult to pocket 

Despite these m·ra- -~, ~ contro er is a wor~iy p_urchase for any fans oft~ games it supports, and for people interested · 
strange DS ao:essa ies. It can be a litt1e tricky to track down since it has been out of production for a couple years, but it is a fantastic adci­
tion to anyone wro loves the p-ecision a paddle rontroller brings. 
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