
Review Review

A Boy and 
His Hugs



2

  
  Contents

3 THIS MONTH

EXCLUSIVE ARTICLES 
4 WE ARE ETERNALLY GRATEFUL
6 ON FIRING YOUR MARKETING TEAM: SIX SIGNS IT’S TIME FOR A BREAKUP

NWR COMMUNITY
8 WHAT RETRO STUDIOS SHOULD BE MAKING?

BLOGS
9 ON RATINGS
11 SONIC AND ME: FANBOYISM, BRAND LOYALTY, AND ONE HELLA FAST HEDGEHOG
13 POSSIBLE ORIGINS OF THE PIKMIN DESIGN

FEATURES
14 RETRO REVIVAL #1: BIONIC COMMANDO: ELITE FORCES              
16 WALUIGI, WE HARDLY KNEW YE
18 EARTHBOUND & DOWN: WHY THIS QUIRKY JRPG IS STILL IMPORTANT
20 STAFF SEZ #2: THE 3DS ESHOP

21 FAN ART

22 MAILBAG

EXTRA LIFE 
23 YOSHI'S ISLAND DS

INTERVIEW
24 PGC INTERVIEWS FACTOR 5'S JULIAN EGGEBRECHT - PART 1

27 STAFF PROFILES

REVIEWS
28 KIRBY'S RETURN TO DREAM LAND
31 NEW PLAY CONTROL! PIKMIN
33 KUNG FU RABBIT
34 PANDORA'S TOWER

36 MEGA MAN MATCH-UP GAME

38 NEXT ISSUE

Layout & Design
Nicholas Bray

Graphic Creation
Daniel Mousseau

Cover Design
Andrew Brown

Editing
Zachary Miller

Contributors
Kimberly Keller
James Jones
J.P. Corbran
NWR Community
Evan Burchfield
Pedro Hernandez
Minoru Yamaizumi
Tyler Ohlew
Karl Castaneda
James Dawson
Andy Goergen
Daan Koopman
Mike Sklens
Carmine Red
Jonathan Metts
Aaron Kaluszka
Josh Max
James Charlton 
Danny Bivens
Neal Ronaghan
Justin Baker
Justin Berube
Zack Kaplan

 ISSUE 6 
 MAY 2013



3

This Month
 By Nicholas Bray

Welcome to issue 6! Do you like our special cover? Andrew Brown made this great original cover artwork for 
this issue!

We have a variety of  great content this month. First up is an exclusive article from Kimberly Keller, she talks 
about the time she was lucky enough to get into E3 without being a member of  the press. The second exclusive 
article is from James Jones, he talks about failures in marketing related to console naming and other such things. 
Comments from the NWR community have also been included again, this time the discussion point was what 
people want to see Retro Studios working on.

Blogs and features include articles on Game Ratings, Sonic the Hedgehog, Waluigi, Earthbound, our second 
Staff  Sez and a Retro Revival! We of  course have another interview, this month we have part one of  an old 
interview with Julian Eggebrecht from Factor 5.

Some of  the other goodies we have are the mailbag, fan art and a cool Mega Man Match-Up game. 

Please enjoy the issue!

We need your questions for the mailbag! Send them to: poweredoff@nintendoworldreport.com.

mailto:poweredoff@nintendoworldreport.com
mailto:poweredoff@nintendoworldreport.com
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I never planned on 
going to E3 in the 
past, I didn’t work 
for any gaming 
companies and I 
wasn’t press. It’s a 
hard event to get 
into. And yet, in 
2010, I was handed 
a pass.

The way I obtained that special lanyard is a little…
unorthodox. Have you ever seen a flash mob? Even back in 
2010 they were pretty passé and businesses that would 
organize them for you were popping up on the internet. Well, 
I’d never been in one before so why not? I checked out a local 
Los Angeles site and guess what I saw: volunteers needed for 
a “well known entertainment company” that needed a flash 
mob at an “upcoming expo” in downtown LA. I put two and 
two together and called up my friend Kaitlyn, this meant E3 
dammit and I was completely willing to dance like an idiot to 
get in.

They don’t like revealing too much information about flash 
mobs; they are supposed to be a surprise after all. The process  
is simple: a week before you watch an instructional YouTube 
video and on the day of  the event, everyone gathers up in an 
auditorium to practice together with the choreographers and 
you all find out where you’re heading. The dance was weird, 
the people were cool, and it was no surprise to anyone when 
they passed out the badges for E3. What was surprising was 
what they said: Disney Interactive Exhibitor. And then they 
passed out the “hats”. Giant green foam things that covered 
your whole head with just your face poking out (to make sure 
all your friends knew it was you).

They looked just like the aliens from Toy Story, antenna and 
all, and well, that was the point! Our dance was meant to 
bring attention 
to the release 
of  Toy Story 3: 
The Video 
Game. All we 
had to do was 
show up early 
while the expo 
floor was still 
closed to 
attendees, and 
at a precise 

moment rush in, put on our hidden hat things, and kiss 
dignity goodbye as we danced for all the bewildered industry 
and journalism professionals.

I won’t go into how the actual flash mob went, it’s online for 
all to see (and yes, for those with super keen eyes, I am totally 
visible for a split second). The most important part is what 
happened about an hour before. You see, Kaitlyn and I 
figured out that the word “exhibitor” on our badge meant 
something very interesting.

Why weren’t 
attendees allowed 
on the floor? 
Booths must still 
be setting up, 
right? Who 
exactly would be 
putting up the 
finishing touches 
and making sure 
they have their 
info straight? …
exhibitors. What 
did our badges 
say? Exhibitors.

The main area of  
the Los Angeles 

Convention Center contains a long escalator that takes you 
up to the largest expo room. That escalator ride felt like the 
longest ride of  my life as we debated trying to get in. We were 
the only ones going up, as various eyes below watched us 
curiously. What if  they turned us away and we had to go back 
down, looking stupid for even trying? Or what if  we got in 
trouble and they confiscated our badges? After all, we weren’t 
really working for Disney, we’d be screwed if  we had to 
answer any questions, they might just think we stole the 
badges.

Have I mentioned I tend to overthink things? We finally 
reached the top, the security guard smiled, wished us good 
luck with the event, and we were through! On the floor! The 
EMPTY floor! A few exhibitors walked around, chatting with 
each other or double checking their booths. Demos were set 
up and consoles turned on. I felt like I was in a candy store 
after hours or something, I could do whatever I wanted!

We Are Eternally Grateful
By Kimberly Keller



5

We went up to almost every display and played every game we could. No one seemed to care and 
some even offered to tell us about them. Anyone that saw our badges just nodded knowingly and 
went back to work, I guess it was common for them to play games in their downtime.

The Xbox Kinect was brand new that year, Epic Mickey was on everybody’s lips, Sonic Colors 
sparkled in its display, and Assassin’s Creed: Brotherhood had just added multiplayer mode. With 
confidence we ventured into the second large room at the expo center, where Nintendo was. Giant 
white walls and banners turned their booth into a fortress, all to hide views of  the brand new 3DS. 
I had never even heard of  it before, and I definitely couldn’t play it. Each color was on display, 
sealed behind a thick glass case next to Legend of  Zelda: Skyward Sword’s demo area. Nearby, 
stairs lead up to a gated platform. It was the only area the 3DS was playable and it was strictly off  
limits (even when the floor opened to attendees I couldn’t get in, lines were long and space was 
limited).

The rest of  E3 is kind of  a blur. Free game-themed food, more 
attempts to get in backstage areas, and even a day where I snuck my 
mom in (she’s the person who first got me into games when I was 
little). This year I’ll be returning to E3 for the first time since then, but 
this time I’ll be press. I’m sure it will be exciting, even if  the lead up 
has been pretty uneasy this year. You just can’t ignore the feeling of  
playing that one game you’ve been obsessing over before everyone 
else, or those giant, crazy displays that reach the ceilings. Though no 
matter what happens, I’ll never forget the day I crammed on a giant 
green alien head and danced my way into E3.
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The cover is 
now off  the 
Xbox One – 
which 
Microsoft’s 
style guide 
insists must 
be written 
exactly as 
such. The tragic disregard for incremental naming 
conventions was the only real surprise of  their press event. 
Anyone who has watched Microsoft as a whole could 
probably have predicted each and every feature in the Xbox 1 
(style guide violation #1). Despite the near-instant onslaught 
of  Twitter, I think it’s time we talk about when to let your 
marketing team go.

1. Numbering Your Product Incorrectly – This sin of  
marketing is almost certainly the product of  some form of  
empty corporate language. Microsoft named the Xbox One 
as such because it has many different elements united into 
one system. This, of  course, means the Xbox 360 must be 
360 things without any internal unity. As a notice to 
Microsoft, counting is not 1, 360, One. If  I had a toddler 
count that way I’d be looking into Kumon.

EXAMPLES:
	
I. Xbox One. (see above)
II. Mario Kart 7 – it isn’t the seventh Mario Kart game and 
no Mario Kart game to date has been numbered.

2. Deploying Corporate Hipster Talk – This particular 
offense is directly tied to other offenses. Nintendo has done 
this twice in two console generations. The first time they 
justified the abhorrent name Wii with the following quote:

“Wii sounds like 'we', which emphasizes that the console is for 
everyone. Wii can easily be remembered by people around 
the world, no matter what language they speak.” 

They even spoke about how the small “i” represent people 
playing together, as that is how the system is meant to be 
played.

EXAMPLES:
	
I. Wii (see above)
II. Wii U – Now it’s We and U playing together

III. Xbox One (see above)

3. Using Dubstep in Your Reveal Video – Oh god. What are 
you doing?

EXAMPLES:
	
I. Xbone (again) – Style guide violation #2 is also his dubstep 
name.

4. Hosting a Press Conference Where Nothing Happens – 
Sony’s PlayStation 4 press conference was monumentally 
insufferable. I would make a joke about what happened 
during it that was so insufferable, but the punchline is that 
nothing happened to make jokes about.

EXAMPLES:
	
I. PlayStation 4 Press Conference (don’t see above, nothing 
happened there’s no reason to)
II. PlayStation E3 2012 Press Conference – They’re still on 
that stage showing Wonderbook
III. Xbox One Press Conference – The lasting memory is a 
CG dog

5. Not Advertising Your New Console – To this moment, a 
full six months into the life of  the Wii U, I have yet to see an 
ad for the Wii U (this does not include ads for Wii U games). 
They announced the system almost two years ago! They went 
dark for a full year. Maybe this isn’t a reason for firing your 
marketing team, because it seems more an indication of  just 
not having one.

EXAMPLES:
	
I. Wii U (see above)
II. Sega Saturn? – I don’t know…it was a long time ago and 
we were stupid.

6. Naming a Console to Make it Unclear it’s a New System – 
This isn’t so much a numbering thing, although cases may 
overlap. Nintendo was the undisputed champion of  this 
category, however the name The One (Style Guide violation 
#3, Neo) now forces us to come up with a new name for the 
first Xbox…assuming anyone ever talks about the first Xbox.

On Firing Your Marketing Team: Six Signs 
it’s Time for a Breakup By James Jones
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EXAMPLES:
	
I. Xbox 360 to Xbox One 
II. Nintendo DS to Nintendo 3DS – this one is made worse 
by “The DS Family of  Systems” nonsense Nintendo is 
shilling.
III. Wii to Wii U – THE SYSTEMS EVEN LOOK THE 
SAME

Obviously any of  us could market better than these ad execs. 
Let’s take the Wii U for example. 

First, I’d return to the dumb-old-days of  ridiculously 
whimsical names. How did the GameCube get its name? It’s 
a cube that plays games. Wii U uses two screens, so I’ll call it 
the Nintendo Dual Screen! No way could this describe any 
other system. 

Next, I’d host an 
announcement press 
conference where stuff  
happens. I’m going to 
show games. I’m going 
to show every game, in 
detail, with guests. I’m 
talking about bringing 
in real-life US Army 
tank commanders to 
demo Tank! Tank! Tank! because nobody would have the 
audacity to speak ill of  a solider. Even if  the game is a late-
system port of  a license game, I’m bringing in Christian Bale 
to yell at a stagehand while he plays the latest (six month old) 
Batman game.

Once the Wii U is announced I’m not going dark. I’d run ads 
on every network showing demographically appropriate 
celebrities playing…uh…a game… It’s okay, we don’t need to 
show the game.

Lastly, I’m 
going to make 
sure NO ONE 
can find the 
console on store 
shelves. I’m 
going to slip out 
press releases 
about how the 
system is sold 
out and it is 
meeting and 
exceeding our 
demand 

expectations. How do I do that? I assume nobody wants one 
so I don’t actually ship any. Make consumers mad they can’t 
buy the system they don’t really want and then they’ll want it.

And making the consumer hate you is what marketing is all 
about.
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We're less  
than a 
month 
out from 
E3, and one of  the biggest questions still left to 
answer is what Retro is doing. Retro has an 
amazing track record, with the classic Metroid 
Prime and its fantastic sequels, as well as the 
completely different but just as excellent Donkey 
Kong Country Returns, which is about to see re-
release on 3DS.

Now, most people would argue that Retro should 
be making something new, their own creative project. For the 
purpose of  this discussion we're going to take that as a given, 
so don't just respond with that out of  habit. I'd like to know 
which Nintendo property Retro should reboot, if  indeed that 
is what they were doing. Here's the place to make your case.

Shaymin: "If  they 
had to revive an IP, 
I'd say F-Zero. Their 
Mario Kart 
experience proves 
that they can do 
racing, and the later 
levels of  DKCR 
shows they can do 
challenge that has 
been the series 
hallmark."

Adrock: "Anyway, if  I had to pick, either a 2D non-New 
Super Mario Bros. Mario game or a one-off  Steampunk 
Zelda."

Oblivion: "Metroid Prime 4 (for 3DS)."

Kytim89: "If  Retro is making a new Metroid then I would 
want it to be a reboot of  the series much in the same way 
that the recent Tomb Raider rebooted that series. It would 
be nice if  it was a third person action game similar to Tomb 
Raider."

alegoicoe: "A completely new IP, or Metroid"

Racht: "StarTropics.

They've hired artists and 
level designers from both 
Naughty Dog and Vigil, and 
I can see them taking full 
advantage of  their abilities 
to make a fully immersive, 
stylistic, modern new take 
on the StarTropics series.

Uncharted meets Zelda 
meets Doctah Jones. Do it, 
Retro. Shock the world."

Caterkiller: "I want Star Fox more than any other. With 
beautiful realistic environments and fast paced online 
multiplayer that makes people go nuts. The only draw back is  
Nintendo might purposely 
make the spoken dialogue bad 
like in the 64 remake. It wasn't 
what they said, since it was 
exactly the same but in almost 
every stage the delivery from 
the actors was much worse the 
original. I suppose since Star 
Fox 64's one liners are 
legendary and some parts were 
corny they took it as bad voice 
acting. It wasn't perfect but the 
remake purposely made a 
mockery of  it. 

I really don't want a FPS though. At least not in any typical 
setting we've seen all generation with mechanics that are 
similar."

Mop it up: "They should make what they want to make, 
because a game they're passionate about making will end up 
the best." 

By J.P. Corbran & NWR Community

D
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NWR Community 
Discussion



9

On Ratings
By Evan Burchfield

Why review scores are 
ruining gaming.

Today's art world is 
dominated by 
merchandising and consumerism; we buy art from the 
movie theater, iTunes, and GameStop. Because today's 
popular art is recordable, and therefore reproducible, it 
can be sent to as many locations as need demands. This  
has put a glut of  art at our fingertips. No other era can 
claim to be as drowned in aesthetic objects as our image 
dominated and Internet-savvy culture. With a wealth of 
choices, the role of  the art critic has been downgraded 
to that of  the art reviewer, and with that comes a 
multitude of  art reviews and art ratings.

This is a crisis moment for modern art, where the 
melding of  consumerism and artistry has created a 
group of  movie-goers, musicheads, and gamers who 
believe that art can be rated on an objective scale. The 
idea of  applying ratings to paintings or sculptures (even 
modern ones) is pretty unthinkable. Though it has 
taken thousands of  years, no one today would question 
the cultural validity of  paintings or sculptures as a 
medium.

Video games are subject to the shackles of  ratings more 
so than other arts due to a couple reasons: one is their 
high cost. A gamer may only be able to purchase one 
game every paycheck, or every month, and the 
difference between a 9.0 and a 9.5 suddenly becomes 
important. Another reason for excessive ratings in the 
game world is their status as software. Since they are a 
program that must perform certain functions, problems 
like a lack of  polish in graphical presentation, poorly 
designed controls, or simple bugs and errors can all be 
treated as quantifiable leaps that the user should or 
should not have to make, in the reviewer's mind. Yet 
when a journalist reviews a game under our current 
system, he must also attempt to apply numbers to the 
game's artistry and his overall level of  satisfaction, in 
the hopes of  giving a solid purchase recommendation to 
the video game world.

Most reviewers would admit to being concerned more 
with the artistry of  a game than with its functionality as 
software; these two pieces are necessary parts of  a 
review, but by this time in gaming history, functionality 
should be a non-issue. Slowdown and control glitches 
will always be with us, but a reviewer must comment on 

them only insofar as they hinder the experience of  
playing the game. The game's goals as an aesthetic 
experience must be paramount in the reviewer's mind.

Yet numbers dominate our discourse; if  a reviewer rates  
a game lower than his peers, he is seen as having an 
incorrect position. And though every journalist may 
strive to write about a game before applying a rating, 
the overall score that comes at the end of  the review 
can never fully be out of  his mind. It is supposed to be a 
reflection of  where he thinks the game falls on a scale of 
1 (for terrible) to 10 (for incredible). It can supposedly 
be compared to his other reviews: if  he gave a 9.0 to a 
game I didn't like, then I have no reason to believe that 
his 6.0 for a different game is accurate.

Reviews can never be fully separated from their rating: 
the philosophy of  numerical scales forces reviewers to 
give reasons why the game is better than an 8.0 but less 
than a 9.0. Though this may aid the purchase 
recommendation part of  the review, it does little to 
encourage dialog about a game's actual merits. The 
score is a straw man to argue against, with the game's 
aesthetic qualities mere support for why it was deserved.

Even Roger Ebert (who has no doubt that movies are 
art and most video games aren't) claims that his stars 
and his thumb are worth less than his written review, yet 
he will only put four-star movies on his top ten list each 
year. Similarly, when the “Game of  the Year" hype 
contests roll around, scores are a main part of  the 
debate. Is it possible for a 9.0 average game to pull 
ahead of  all the 9.5s and 10s to steal the contest? Does 
anyone truly believe that these year-end lists are 
anything more than phoned in months in advance?

Reviews without ratings are less satisfying for readers 
because they do not supply the tidy summary of  a 
game's worth that is expected under the current 
conditions. A review without a number cannot be 
compared to another review instantly, and the reviewer 
cannot be looked down upon by the public until his 
words are read. Many reviewers may feel pressure to 
not give the “wrong" score for a beloved franchise 
installment, hoping instead to say things that are in line 
with other reviewers. If  he is the standalone aberration 
on MetaCritic, he will be fighting consensus and 
dismissed.

Original Publication: October 17, 2007
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Yet ratings never 
make sense. The 
Bit Generations 
titles are so 
simple that a 
rating of  8.5 
doesn't mean the 
same thing as an 
8.5 given to a 
Zelda game; the 
first may be too 
high for a simple 
game, while the 

second too low for a much more complex game. Does any 
reviewer honestly look at Tetris and Zelda and say “Zelda is  
better" as if  the two could be compared? When Nintendo 
releases the next console Zelda or Mario game, is a score of 
9.0 going to dissuade you from purchasing it? Do journalists  
ever give 10s to games outside of  established franchises? 
Even within genres, comparing two very similar games like 
Okami and Zelda seems fruitless if  we must conclude that 
one is superior over the other. The only comparison that 
seems appropriate is whether a new Zelda game is as good 
as the previous ones (in which case I may have to revise my 
score for Twilight Princess).

Reviewing a game's graphics, sound, or control too is a 
nonsensical idea: does a high polygon count within the 
framework of  realism look better than a simple and striking 
fantasy design? No game is worth less for having blocky 
graphics if  it works in context with the story; not all games 
can have their graphics measured in the same way.

Instead of  writing 
about whether a 
game fulfills my 
preconceptions 
for what a good 
game looks like, 
sounds like, and 
plays like, I 
should be 
compelled as a 
reviewer to rate 
the aesthetic experience I had. Though this is a subjective 
statement of  my opinion, it can be qualified by my 
appraisal of  a game's graphical and aural design, as well as 
my opinion of  how successful the game was at creating a 
world, delivering a feeling of  suspense, showing me 
beautiful images, giving me a sandbox to play in, telling a 
story, or whatever else the game may have tried to do. No 
single philosophy of  game design is correct, and with as 

many artists as there are in the game industry we ought to 
encourage them to take their individual ideals as far as 
possible. This is why games like Metal Gear Solid and 
Super Mario 64 can both be praised for their different 
visions of  what video games can do.

Removing scores 
from reviews will 
not prevent us 
from discussing 
games, 
comparing 
disparate genres, 
or discussing 
objective quality. 
Instead, it will 
allow journalists 
the freedom to 
examine a game 
as a holistic and 
inclusive 
experience, an exercise that has been constricted for 
decades by universal participation in scoring. Having to 
quantify a game's graphics, sound, control, and fun factor 
are roadblocks to true discussion. The best art you will ever 
see cannot be summed up in an essay, or a review. To this 
day people are discussing the aesthetic experience known as  
Michaelangelo's La Pieta, or Stanley Kubrick's 2001: A 
Space Odyssey. As soon as we believe that we can fully 
know and understand these works of  art, we have lost the 
ability to ever know anything about them. Only in the 
ongoing discussion of  how video games affect us, and what 
keeps us coming back for more, can we break through the 
meaningless numbers and make gaming journalism into 
something more than just software reviews and purchase 
recommendations.
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Sonic and Me: Fanboyism, Brand Loyalty, and One Hella 
Fast Hedgehog
By Pedro Hernandez

B
L
O
G

During all of  my 
childhood 
Nintendo ruled 
supreme. Both 
the NES and 
SNES provided 
some of  the best 
gaming 
memories of  all 
time. During the 
NES era, however, I also had a Sega 
Master System. I barely cared for it, 
even if  I did play it with my sister and my cousins. 
Nintendo and Mario was where is at.

Then in 1994, I 
received a Sega 
Genesis as a 
graduation present. 
Why did I ask for it 
even though I was a 
huge Nintendo nerd? 
Because Sonic the 

Hedgehog 2 looked 
really, really good. It was the rare exception in which I 
wanted to play a non-Nintendo 
game so badly. I got the system 
and played the living daylights 
out of  it. The music, the 
graphics, the character and the 
gameplay were unforgettable. 
Sonic the Hedgehog 2 was 
easily the most played Sega 
Genesis game at my household.

But once I completed it, my interest on the Genesis 
quickly waned, and I went back to being a Nintendo 
fan 24/7. I still played the game whenever I felt 
nostalgic and even got to play Sonic and Knuckles 
thanks to a friend, but I had my fun, now it was time to 
go back to reality.

This would last all of  junior high and high school. The 
Nintendo 64 was my idol and the system I supported 
the most, despite the harsh reality of  delays and lack of  
software. But one day something happened that 
changed my fandom forever. I would no longer be a 
Nintendo fanboy and decided to embrace all forms of  
gaming. That day was when I first played the Sega 
Dreamcast. A video store opened a few blocks away 
from my high school. I had visited it and thought it was 

neat but nothing special. But one day the owner put up 
a sign that made me glee in excitement…

"PLAY SEGA DREAMCAST HERE!"

The owner had bought a Dreamcast and set up a huge 
game station for it, complete with a big screen TV and 
speakers. I quickly went to play it during my lunch time 
(as well as many other classmates). That day I witnessed 
the beauty of  House of  the Dead 2, Power Stone, 
Ready 2 Rumble and… Sonic Adventure. There he 
was, the Blue Blur, back again in full force and in 
beautiful 3D. I suddenly went back to 1994 when I first 
played Sonic the 
Hedgehog 2. It 
was the game 
that sold me a 
Dreamcast and 
the one game 
that rekindled my 
love for Sega and 
Sonic.

I saved up all of  my money (which includes the 
winnings of  a local short story contest I had entered) to 
buy a Dreamcast, a VMU (Visual Memory Unit) and a 
copy of  Sonic Adventure. It didn't matter that the story 
was bad, that it had awful camera issues and that the 
Big the Cat, Amy and Knuckles levels were some of  the 
worst things ever conceived in gaming, it was Sonic and 
I WAS GODDAMN HAPPY! I couldn't stop playing it, 
I kept replaying it even I had finished it. I showed it to 
family and friends! So much so that I ignored my N64 
for a long while!

The bottom line here is that my love for Sonic had re-
awakened after being dormant for years and he would 
become one of  my all time favorite heroes.

Original Publication: March 20, 2010

Illustration by 
Zachary Miller



12

But dark clouds were looming in the horizon… The 
imminent launch of  the PlayStation 2 along with the failure 
of  some games (like the overly ambitious Shenmue) the 
Dreamcast would be no more by the end of  2001. Sega 
then announced that they would become a third party 
developer. It was during this time that Sonic's games were 
declining in quality, ending in the unplayable mess that was 
Sonic the Hedgehog Next Gen. It was a hard era for me as 
a Sonic fan, seeing the character being tossed around like 
an used dirty rag with no clear purpose or direction. Where 
was the creativity, the magic and wit that made Sonic a 
hero for me?

Because of  this, my interest in Sonic began to wane once 
more and was quick to dismiss any new game he was in. It 
would take one company for me to enjoy the blue blur once 
more… Nintendo.

A few games played a 
big role in my 
decision of  accepting 
the Blue Blur into my 
fandom once more. 
The first was Sonic 
and the Secret Rings 
for the Wii. It was a 
very controversial title 
that received mixed 
reviews. But I loved the concept. I thought it was great how 
Sonic was sucked into the worlds of  the Arabian Nights. 
The gameplay, while rough around the edges, was very fun 
and I thought it was a step in the right direction. The 
second game was Mario and Sonic at the Olympic Games. 
Yet another game with a mixed reception, it was important 
to me because for the first time ever my two gaming heroes 
were appearing in the same game. So what if  it was a mini-
game collection? It was very surreal to see Mario share the 
screen with Sonic and it's a gaming event I shall never 
forget.

Then it was confirmed that Sonic would be a playable 
character in Super Smash Bros. Brawl which sweetened the 
deal further. Even if  Sonic isn't one of  my main characters 
(his moves are weak and take forever to knock a player out 
in my honest opinion) he is still fun to play as.

The DS, of  course, had its role in the story. Sonic Rush on 
the DS was the first Sonic title I played on the DS and I 
thought it was a magnificent title that came very close to 
achieving Sonic awesomeness. It reminded me a lot of  
Sonic and Knuckles due to the inclusion of  Blaze the Cat. I 
know many gamers didn't warm up to it that much, but I 
still greatly enjoyed this title. I recently played Sonic Rush 
Adventure and while it's very fun, the extended adventure 

and boat building 
sequences lower its 
value, since the best 
thing about the 
original Rush was how 
classic it felt.

Sonic Unleashed was 
a mixed affair, 
however. I loved the 
day time stages due to 
how excellently 
designed they were and 
the fantastic sense of  speed they inspired, but as cool 
looking as the Werehog was, his stages overpowered the 
game and were a huge chore.

Sonic and the Black Knight was pretty fun and I enjoyed it, 
though I agree that the combat feels a tad broken. As a bit 
of  a tangent, I personally like the idea behind the Sonic 
Storybook series. Both Secret Rings and Black Knight took 
advantage of  their respective settings and made the games 
feel more special. Maybe with all the hype going around the 
new Alice in Wonderland movie we could see Sonic in 
Wonderland someday?

Finally, I thought Mario and Sonic at the Olympic Winters 
Games was a huge improvement over the original game 
due to some great Balance Board controls, much more 
refined Wii controls and a great selection of  events to 
choose from.

The various Sonic collections also helped me stay in touch 
with the Sega franchise. Sonic Mega Collection for the 
GameCube was one of  the first that I owned and thought it 
was a fantastic package. Sonic Gems Collection, however, 
was the one that brought me very close to the Sonic games 
I missed due to rarity. For the first time ever I was able to 
play Sonic CD and I thought it was a fantastic game. I wish 
Sega would use the time traveling mechanic once more. 
The idea of  visiting the past and future by running really 
fast intrigued me when I first saw it. Sonic the Fighters was 
a neat little game, and the less said about Sonic R, the 
better.

So that's my Sonic fandom in a nutshell. Despite all the 
turmoil he suffered as a videogame mascot due to the poor 
decisions of  his creators Sonic still means a lot to me. He, 
along with Mario, created a lot of  great gaming memories. 
I still believe that Sega will once day create a game worthy 
of  the Blue Blur's legacy (Sonic the Hedgehog 4 looks 
promising but I am keeping my expectations low), and 
when that day comes I will celebrate it!
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Possible Origins of the Pikmin Design
By Minoru Yamaizumi

B
L
O
G

Pongashi may be the missing link between Candypop 
buds and Pikmins.

An urban legend says Shigeru Miyamoto thought of  the idea of  
Pikmin gameplay when he saw ants in a garden working together, 
but as far as I can see, we have no such a legend about where the 
unique design of  the Pikmin creatures came from. 

Here is my hypothesis. Have you ever seen this plastic bag? 
Probably not, unless you have lived in Japan. This is a bag of  
puffed rice, called pongashi. This may be one of  the roots of  the 
design of  Pikmin. 

As you can see, this bag most closely resembles a Pikmin seed popped out of  an Onion or Candypop Bud (the color-
changing flowers). More importantly, it also looks like a Pikpik carrot. Actually, on the bag you can see the word にん

じん (carrot). You may remember a Pikpik carrot is a vegetable on Olimar's planet, and a red Pikmin he first meets 

looks like the carrot so much that he names the creature Pikmin.

You may think a bag in the shape of  a carrot naturally looks like a kind of  
carrot (Pikpik carrot), and since Pikmin resemble Pikpik carrots, the bag 
incidentally looks like Pikmin. However, most important is the fact that in the 
Japanese version, a Candypop Bud is called pongashi-gusa (puffed rice plant), 
although it does not look similar to puffed rice or a bag thereof  at all. But the 
flower is functionally similar to machines that make puffed rice, which pop out 
pongashi after rice is put in, just as the flower pops out Pikmin seeds after 
Pikmin are put in. 

Therefore, I presume that the flower was named pongashi-gusa because it 
produces Pikmin, which look like a pongashi (bag). Pongashi was quite popular 

among kids decades ago; as many childhood experiences gave Miyamoto the seeds of  video games, this bag might 
have given him the seed for the design of  Pikmin.

Original Publication: July 16, 2012
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As if  having a 
mechanical claw 
for an arm didn't 
make you elite 
enough.

My wife mentioned 
today, upon seeing the 
Super Mario Bros. 3 
shirt I was wearing, 
that it was bad 
enough that I was 

going out in public 
with my awesome paleo hat on, but that I was also wearing a 
shirt that 7 and 8-year-olds wear. I called shenanigans--
unless they've been purposefully exposed to it, I'd bet my 
bottom dollar that the majority of  gamers born after the 
year 2000 (feel old yet?) never played that landmark NES 
title.

Why do I bring up this seemingly random conversation? 
Because it provided some inspiration for this newest exclusive 
bi-weekly NWR feature: Retro Revival. Well, that and Neal 
Ronaghan's excellent "Extra Life" feature, which you should 
also be reading.

For this feature, however, I intend to search out and play an 
older game every two weeks, then discuss its merits in a 
humorous way. My "older game" backlog is considerable, 
though you probably won't see many NES games, since my 
NES has been on the fritz for years. Still, it's my esteemed 
hope that you enjoy this feature as much as I'm going to 
enjoy recounting my childhood.

One caveat: since my NES has been on the fritz since 
Clinton's re-election, you won't see too many 8-bit classics 
here. I apologize for that, but I can offer some good news: 
my cabinet is packed with crunchy, nutritious Game Boy and 
Game Boy Color games. I also have a healthy collection of  
SNES and N64 games, which is often inflating due to my 
complete lack of  financial responsibility. One more thing: 
this feature can be seen as the younger, more attractive sister 
feature to Neal Ronaghan's "Extra Life" feature, which has a 
great personality. Props to Neal, who largely inspired 
this...retro revival.

With that said, let's swing right into our first title: Bionic 
Commando: Elite Forces, an excellent late-era Game Boy 
Color game from 1999 developed by Nintendo Software 
Technologies. In it, you assume the unassuming role of  a 

cybernetic--one might say bionic--commando out to stop a 
tyrannical madman from destroying the world with an 
ancient alien weapon called Project Albatross!

But it's not as 
simple as 
running 
around and 
shooting 
things while 
also swinging 
around large 
environments  
and 
sometimes 
sniping guys 
in little 
sniping 

minigames. Actually, that's exactly what 
you're doing, but it's not simple. In fact, 
swinging from tree to tree (or ledge to ledge) 

requires some modicum of  effort and 
skill...and also lots of  luck. You see, kids, the game often 
requires you to grapple small, almost inconsequential pieces 
of  scenery that requires precise timing and extensive use of  
The Force. Failure to deploy your freakish claw at the 
opportune moment often results in death. There's a reason 
there are only two "elite" commandos.

Retro Revival #1
By Zachary Miller

Feature
Original Publication: July 7, 2010Bionic Commando: Elite Forces

The real 
tragedy here is 
that Katie, on 

the left, is 
right-handed.

You're doing 
it wrong.
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Basically, the game is a run-and-grappler: you choose your 
loadout at the beginning of  every mission, then high-tail is 
through jungles, cities, caves, and the occasional graffiti-
laden sewer system. In between perilous swinging sessions, 
you'll find yourself  accosted by armed soldiers--some of  
whom can actually fly--and alien life forms. You may defend 
yourself  with armor and BFG's. Your loadout choices 
expand with every stage you manage to beat, although this 
certainly isn't Metroid; there's never a reason to revisit a 
stage. Your journey merely becomes easier...sort of. You see, 
the difficulty ramps up along with your artillery, so there's 
never a dull moment.

Luckily, in addition to handing you new guns, armor, and 
useless decoders, the game also lets you "level up" by 
upgrading your health points through experience. Every 
enemy you kill drops a little canister. Pick up enough 
canisters, and your maximum health increases.

Luckily for the player, you can totally return to previous, 
easier levels and farm canisters to your heart's content. 
Additionally, should you require extra lives (you will!), your 
commando can visit roving enemy ships that move around 
the map and earn up to two extra lives per visit in these 
bizarre, loosely-handled overhead segments.

The most frustrating sections of  the later levels involve the 
timing and precise aiming necessary to string together a 
group of  successful swings. Often, you will not only need to 
hit that grapple point within a very limited window, you will 
also need to hit it with just the right amount of  grapple line 
out so that you can actually swing to your next target...which 
is usually off  the screen entirely.

Death, like taxes or new versions of  the original Star Wars 
trilogy, is a constant, looming threat. The second most 
frustrating aspect of  the game are the boss fights. Remember 
those old NES games where bosses didn't really have patterns  
to learn? They'd just basically run toward you, causing death 
by smothering? Most old Castlevania bosses fit this mold. It's 
similar here, except the bad guys don't just run after you--
they also shoot you. Relentlessly. Often, the only way to kill 
them is to take 
hits and shoot at 
them at a higher 
rate. In one 
encounter, you'll 
need to keep the 
sound up and 
the boss' sprite 
off  the screen 
entirely so that 
you can tell 
you're hitting 
him, but his AI is  
unaware of  you.

Despite its shortcomings, Bionic 
Commando: Elite Forces is a great 
game. It's very pretty, sprites animate 
with surprising fluidity, and if  you're a fan of  Radio Trivia: 
Podcast Edition, you already know that it has a kickass 
soundtrack. If  you don't listen to that particular podcast, I'll 
just say here that it has a kickass soundtrack. Also, listen to 
Radio Trivia: Podcast Edition. Just be aware of  Elite Forces' 
old-school difficulty, and you should be fine.

"There should be a 
large gray button that 
says 'push to close.' 

Push it."

GET TO THE 
CHOPPA!

In the future, light 
bulbs will be able to 
hold the weight of 

an elephant.
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As we mourn 
the loss (?) of  
our beloved 
anti-Luigi, we 
look back at his 
rise and mostly 
downfall.

Well, it doesn't 
make sense to 
ignore the 
elephant in the room any longer. Mario Kart 7 is coming out 
and outlets have confirmed that Waluigi has been left out of  
the competition. In his place are the EXTREMELY beloved 
characters Metal Mario, Queen Bee and Wiggler. This 
absence has made people wonder what exactly happened to 
Waluigi. I thought this would be a great time to look back at 
the character and how he went from being universally hated 
to genuinely missed by gamers around the world.

Waluigi was first conceived by Camelot when developing 
Mario Tennis for the Nintendo 64. They figured that since 
Mario had a bizarro version in Wario, Luigi could also use a 
freakish clone of  his own. And thus, Wario and Waluigi were 
introduced as partners in crime, hoping to take out Mario 
and Luigi for good...at tennis, at least. Mario Tennis was 
heavily advertised as the debut of  Waluigi, who was 
prominently featured in the game's intro and throughout the 
marketing campaign, including a flash mini-game on the 
Mario Tennis website where you could clip Waluigi's toenails  
and collect the clippings in a jar. Classy marketing right 
there.

The most common complaint people had with Waluigi is 
that he is a very structurally basic character. He is just Wario 
turned into Luigi and given a black and purple color scheme. 
While that may not seem like a bad thing, Wario was at least 
given his own personality and storyline away from Mario. 

Wario was originally created as a villain for Mario to defeat 
in Super Mario Land 2 on the Game Boy, but then Wario 
was so captivating that the development team decided to 
give him his own game. In those games, Wario was not only 
given a personality but his own set of  powers and needs. 
Wario is greedy—he loves treasures —and thus goes on 
adventures in hopes of  obtaining riches. He does so using his  
incredible strength, ability to take on different powers, and 
lots and lots of  gas. This alone made him a very legit 
character, someone that was completely different from the 
character that inspired him. And that's not even taking into 
account that years later he was also turned into a pseudo-
video game developer in his own universe, complete with 
other characters to interact with.

Waluigi? Well, he was never given anything to do other than 
being a glorified accesory to Wario. In the sports games he 
was Wario's partner, yes, and a well-rounded character in the 
other games for sure, but even the questionable storylines set 
throughout some of  the Mario games made it look like 
Wario had no idea who he was and thus no real reason was 
given for his existence. He was designed as a rival to Luigi, 
but they never did anything with him to further fuel this 
rivalry. He was absent in both the Wario Land and 
WarioWare games, and ONLY made appearances in the 
Mario multiplayer games as a playable character. It didn't 
help that he too was voiced by Charles Martinet, and his 
performance was hardly different from Mario, Luigi and 
Wario.

He was similar to a Sonic the Hedgehog character in that he 
was created to pad out the supporting cast. But while Sega at 
least TRIED to convince us to give a crap about cute forest 
creature with an attitude #384, Nintendo just didn't bother 
to give Waluigi his own story. Granted, they barely give us 
any story behind any of  their characters, but with Mario we 
know that he is a plucky 
plumber on a never 
ending quest to save 
Peach from Bowser, 
that Luigi is a shy, 
cowardly man who is 
unfortunately left 
behind his older 
brother's shadow, and 
that Wario loves 
money. Waluigi was 
just... there.

By Pedro Hernandez
FeatureWaluigi, We Hardly Knew Ye

Original Publication: December 3, 2011
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Being there, however, was apparently good enough for some 
players, as he gained a small cult following. Waluigi seemed 
to obtain nothing but universal hate for the reasons I already 
stated, but many players decided to give him a chance, and 
fell in love with his...I don't know exactly. And in the hands of 
some capable developers, Waluigi was given an outlandish 
personality that clashed heavily with the rest of  the character. 
Such was the case with Mario Strikers Charged, a game that 
gave Waluigi his infamous crotch chop celebration. Camelot, 
the originators of  the character, could also do wonders with 
him in terms of  humor and presentation.

To put things into better perspective regarding gamers' love/
hate relationship with Waluigi, he was like that one cousin 
you don't really know or understand but at least he was 
present at all the family gatherings, and you lament it when 
he misses one. And that is precisely what happened with 
Mario Kart 7. Waluigi is gone from the roster, replaced with 
the T-1000 version of  Mario, aka Metal Mario.

The question is... why? A lot of  clues seem to lead to the fact 
that Mario Kart 7 was a rushed game and thus the time to 
program him into the game was not there. Or maybe 
someone at *Retro hated him so much the only way they 
could work on the game was if  he was absent from the final 
roster. This case becomes even more unbelievable when you 
realize that Waluigi Pinball from Mario Kart DS is presented 
as a retro track. Whatever the case may be, we feel sad that 
the cheaply created purple plumber is gone from this Mario 
Kart effort.

Things do seem bright, however, and it isn't the end of  the 
world it seems. Not only do we have the upcoming release of  
Fortune Street for Wii, Mario Party 9 will be landing next 
year. Those are two bonafide chances for Waluigi to shine 
once more.

Putting aside all the sarcasm regarding Waluigi, it just goes to 
show how gamers actually pay attention to these characters, 
regardless if  they like them or not. Nintendo may not be 
masters at storytelling, but they definitely know how to 
present a character, and even if  Waluigi does seem to be a 
little too derivative of  the two characters that inspired him he 
did have enough of  a personality that his absence in Mario 
Kart 7 seem more jarring than usual.

*Nintendo World Report can't really speak on behalf  of  Retro and its 
employees. For all we know the ones responsible for Waluigi's 
disappearance could be Nintendo EAD, to which we implore you to send 
properly written letters. Of  course, we (and by we I mean me) could also 
be wrong about that, so let us forget we ever discussed and exchanged 
conspiracy theories about Waluigi's disappearance, OK?
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Why should you 
care about 
EarthBound? The 
staff  of  NWR 
(and a special 
surprise guest!) 
let you know.

I've made many 
assumptions in my 
lifetime, and like the 
saying goes, I haven't always been as on the nose as hoped.

One thing I thought I knew was a universal love for 
EarthBound. We're Nintendo fans, damn it! Of  course we all 
admire and respect the stinkiest of  games.

But, much like the time I assumed fellow Nintendo fans 
wouldn't cheat online (Mario Strikers Charged threw that 
out the window), I was completely off  the mark.

Zach Miller, NWR senior editor, informed me that 
"EarthBound was never good; it was just incredibly niche 
and gained some kind of  legendary status among people 
who clearly haven't played it." I was shocked. Was I tucked 
away in some sort of  PK Bubble for all these years? Had I 
completely forgotten that other people have differing 
opinion?

Luckily, it wasn't a distaste for the work of  Shigesato Itoi that 
opposed my belief  the most, but it was none the less 
surprising. As it turns out, there's still many folks who simply 
haven't played the game yet. Kimberly Keller, one of  our 
staff  writers, put it simply, "Absolutely never played it, heard 
all about it from everyone I know, so I guess since I knew so 
much about it, I never had a burning desire to go out of  my 
way and play it." 

Interestingly, 
Kimberly heard 
so much raving 
about the title 
that it no longer 
seemed like an 
experience she 
needed. The 
notion popped 
up again when 
Nate Andrews, 

managing editor, echoed those feelings, "I have no excuse for 
not playing it. Maybe because the adoration and Internet 

word of  mouth for it is still so constant and so effusive and so 
widespread. It's hard to find someone who doesn't have a soft 
heart or peculiar love for EarthBound. After a while, I think 
that positive, anecdotal atmosphere—the stories relayed and 
embraced by those who've played it—becomes the legacy of  
EarthBound for people like me who have not. And that's 
often just as good."

Problem is, I think EarthBound necessitates a genuine 
playthrough. Despite releasing in 1995, its mechanics remain 
as fresh as ever, and its visuals age perfectly thanks to a 
simple and effective aesthetic. Justin Berube, staff  writer, 
finds two of  EarthBound's mechanics specifically appealing, 
both of  which are rarely duplicated in today's titles. "First, 
enemies will run from the player if  they are much lower level 
than the party," Berube says, "Second, I really love how it's 
possible to instantly win against these weak foes just by 
running into them. No time wasted."

If  viewed as nothing more than a game, it's aged perfectly. 
But EarthBound is more than that, it has a lot of  soul to go 
with that handsome body.

"I think a big reason that EarthBound remains relevant after 
all this time is that the game is just full of  heart and actual 
personality - many parts of  the game come from bits of  
Shigesato Itoi's personal life, for example," says Clyde 
'Tomato' Mandelin. As the creator of  fansites Starmen.net 
and EarthBoundCentral.com, Mandelin certainly wears his 
love for EarthBound on his sleeve (perhaps alongside a 
Franklin Badge). His passion even led to the fan translation 
of  Mother 3, a Game Boy Advance sequel to EarthBound 
that never saw release outside of  Japan.

By Tyler Ohlew

FeatureEarthbound & Down: Why This 
Quirky JRPG is Still Important Original Publication: April 17, 2013
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"Plus, now that gamers have grown up since the 90s, they 
can appreciate games on a deeper level than before," 
Mandelin continues. "It used to be that being bloody and 
gory and violent was what was important for games, you 
know? But now that gamers can connect with games on a 
deeper level, EarthBound and other games full of  creativity 
are being rediscovered and passed around by word of  mouth. 
I actually think that's what's also been sparking the rise of  
indie game stuff  lately - people just discovering, 'Look at all 
this stuff  we can do with games!'"

In hearing someone talk about EarthBound as Mandelin 
does, its clear that games like it don't come along very often. 
EarthBound is something special, its continued reverence 
can't simply be chalked up to nostalgia or rarity. Its achieved 
something special for many people, our own Scott 
Thompson included, "I think what makes EarthBound so 
unique is its defiance of  genre trope, which is still noticeable 
today, even almost 20 years later. Though the core gameplay 
isn't too far off  from that of  Dragon Quest, it is the setting 
that defines EarthBound's legacy. You have this weird, 
satirical recreation of  American life through the lens of  a 

Japanese developer. Weapons are baseball bats, yo-yos, frying 
pans, toy guns, and more. Teddy bears can be brought along 
to soak up damage. Baseball caps and ribbons are equipped 
as armor. It is beautifully convicted to its theme. And the 
humor! Beatles references, breaking the fourth wall, a Blues 
Brothers tribute, and more! EarthBound is a love letter to 
Americana; a quirky and lovable spin on one of  gaming's 
oldest genres that is still without rival today. If  you haven't 
played it,  you are sincerely missing out on one of  the best 
games ever."

If  you haven't had the chance to play EarthBound, hopefully 
we've pushed you over onto our side of  the fence. Nintendo 
has failed to release and reintroduce many games throughout 
its history, but EarthBound stands out for good reason. 
Luckily, you won't have to wait much longer thanks to 
Nintendo's announcement of  a digital release on the Wii U 
Virtual Console. Then you can impart your adoration of  the 
game to your children, and your children's children, and the 
EarthBound legacy will live on.
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The Nintendo World Report says it like it is 
regarding the eShop.

Hey folks, 
and welcome 
to the second 
edition of  
Staff  Sez. If  
you weren't 
here last time, the premise is simple. The stupendous staff  
members here at NintendoWorldReport.com are given half  
of  a sentence, which they then have to finish in ten words or 
less. It's a lot of  fun, and you should absolutely play along in 
the comments!

This week, the sentence was:

"More than six months in, the biggest change I'd 
like to see in the eShop is…"

Neal "Havok" Ronaghan sez:
"…Ren and Stimpy: Quest for the Shaven Yak (Game 
Gear)."

Andrew "Danger" Brown sez:
"…Wario Freaking Land already. And the Game Boy 
Castlevania Trilogy."

James "Bishop" Dawson sez:
"…the addition of  a universal account similar to PSN."

James "Doctor Nemesis" Jones sez:
"…good games."

Zach "Cannonball" Miller sez:
"…organization and freaking demos."

Andy "Sauron" Goergen" sez:
"…Metroid II 3D Remix."

Daan "Sunfire" Koopman sez:
"…some actual 3DS Download Software in the west and 
demos.

Mike "Beak" Sklens sez:
"…promotion of  upcoming games rather than just throwing 
them up."

Carmine "Omega" Red sez:
"…an Everybody Votes Channel app."

Jonathan "Mister Sinister" Metts sez:
"…multiple 3DS and Virtual Console releases per week."

Nicholas "Nimrod" Bray sez:
"…the ability to resize eShop's front like the home menu."

Minoru "Multiple Man" "Yamaizumi sez:
"…Virtual Boy games."

J.P. "Fantomex" Corbran sez:
"…better structure and sorting options (and Mario Tennis 
GBC)."

Aaron "Forge" Kaluszka sez:
"…access to all regional stores and background 
downloading."

Josh "Prodigy" Max sez:
"…my Mii with a shopping cart looking through the games."

James "Strong Guy" Charlton sez:
"…faster load times, more streaming 3D videos, demos and 
discounts."

Danny "The Silver Samurai" Bivens:
"…Virtual Boy games… in color… (a boy can dream)."

Let us know how you'd finish this sentence in the comments! 
And let us know what you'd like us to talk about next. See ya 
next time!

Staff Sez #1: The 3DS eShop                     
By Karl Castaneda & Staff

Feature
Original Publication: October 26, 2011
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By Nat Silva

Send your Fan Art to: 
poweredoff@nintendoworldreport.com
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By Crystal Chappell
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The Mailbag
Mega Man OCD

When playing through Mega Man 3 recently, I found I could not resist 
the urge to jump fully into the boss room despite forcing myself  to try 
and stop. Is this just a natural thing?

-  Donald 
Dartmouth, NS, Canada

Hi Donald.

You are not alone in your urges to jump into boss rooms. I think it is a feeling of  going on the offensive 
that makes people want to do it. Also, I find that things I used to do in games as a kid, I seemingly 
continue to repeat as an adult. For example, specific routes on games, standing on the top of  the 
animal capsule in Sonic the Hedgehog etc.

Also, after a lengthy play session of  Mega Man, I actually have trouble walking through any doorway 
in reality without jumping through them. ;)

- Nick

Send your questions to: 
poweredoff@nintendoworldreport.com

mailto:Poweredoff@nintendoworldreport.com
mailto:Poweredoff@nintendoworldreport.com


23

The real fun is 
learning how 
this game ties 
into the second 
Transformers 
movie.

I've been very hard 
on Yoshi's Island 
DS, probably 
unfairly so. My first 
reaction when I found out that one of  the greatest 
platformers ever made was getting a sequel was mixed. On 
one hand, it sounded wonderful. On the other hand, it was 
being made by Artoon instead of  the original team. There 
was just something that always seemed unsavory about the 
game that made me uninterested.

My first experience with the game was brief, containing an 
odd bit of  Nintendo World Report history. I borrowed 
NWR Staff  Writer Josh Max's copy of  Yoshi's Island DS 
when we were both extras in Transformers: Revenge of  the 
Fallen. While I played Yoshi's Island DS, I was listening to 

the now-legendary 
episode 103 of  
Radio Free 
Nintendo as well. 
Then Shia 
LaBeouf  power-
smoked a cigarette 
and drank a diet 
soda, and Megan 
Fox may or may 
not have fellated a 
water bottle much 
to the joy of  every 
male extra. If  
you're ever curious, 
Josh and I show up 
in the classroom 
scene with Rainn 
Wilson.

Recently, I buckled down and played it (ironically shortly 
after I reviewed Artoon's latest game, FlingSmash). At first, 
Yoshi's Island DS impressed me. It has been a while since I 
played Yoshi's Island, and the DS sequel rekindles all sorts 
of  wonderful memories. I frantically tried to avoid getting 
hit so I could score all 100 points in a level. The gameplay 

tweaks and additions are very enjoyable, and it is straight-
up cool to see the two screens used to show off  a large 
world.

The primary new 
addition that 
stood out to me is 
the variety of  
babies Yoshi can 
carry. There's 
plain old Baby 
Mario, with his 
ability to make 
certain blocks 
appear and 
become Super 
Baby Mario; Baby 
Peach, using her 
umbrella to float 
on wind currents; 
Baby DK, who 
can climb vines; 
Baby Wario with his magnet; and Baby Bowser, who shoots  
fireballs. The variety is cool, but the canned character 
switching (only doable from specific locations) can get a 
little obnoxious in later levels.

The level design is clever, but the levels themselves are 
epically long, which is, in my opinion, counter-intuitive for 
a portable game. Throw in the OCD-like quest for 100 
percent completion in each level and the game becomes a 
real drag. I'm sure some people can separate that urge, but 
for me, Yoshi's Island is as much about getting a score of  
100 as it is completing the levels.

I don't think Yoshi's Island is a bad game by any means, 
but it is a game I will never complete, primarily for the 
reasons I explained. Next time I get an urge to play Yoshi's 
Island, I'll just break out my Super Nintendo.

Extra Life                     
By Neal RonaghanYoshi’s Island DS                                     

Original Publication: March 29, 2011
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INTERVIEW

PGC Interviews Factor 5's Julian Eggebrecht 

We recently got to talk with 
Julian Eggebrecht, President of  
Factor 5, and asked him about 
all things GameCube, and Rogue 
Squadron 2. We're unleashing 
our first part of  our three part 
exclusive interview!

Part I

Planet GameCube: Can you give 
us some background info on Factor 5, 
like how the company got started, 
where you're located, and how many 
people work there?

Julian Eggebrecht: We are located 
in San Rafael, Marin County. That’s 
north of  San Francisco and just 
around the corner from LucasArts 
and Skywalker Ranch. We have been 
at this location since 1996, when the 
company moved from Germany to 
the US. Factor 5 was originally 
formed out of  an Amiga-Computer 
hacker group. It was the late 80s 
when the Amiga became very 
popular in Europe but didn’t have 
good action games. It was a port-

platform which deserved better and 
our games were amongst the first ones 
to really push the specific technology. 
With the Super Nintendo and Sega 
Genesis/Mega Drive re-inventing the 
console market worldwide we moved 
on to these platforms and got into 
contact with LucasArts, Konami, and 
Nintendo.

The games you might remember 
from that time are Super Turrican 
1+2 and Mega Turrican on SNES 
and Genesis, Indiana Jones - Greatest 
Adventures on SNES, International 
Superstar Soccer Deluxe on Genesis 
and Contra 2 on Game Boy. When 
the PSX arrived, we started work on 
BallBlazer Champions and Rebel 
Assault 2 for LucasArts. The 9-hour 
time difference between California 
and Germany became a problem 
with CD-based projects. The Internet 
wasn’t fast enough in the mid-90s to 
transfer these data amounts so we 
always had to burn versions and send 
them via courier. It really was bad so 
LucasArts at one point asked us if  we 
might consider moving the company 

to the US. They offered their help in 
legal matters and finally, in May 96 
we packed up. After BallBlazer there 
was Rogue Squadron, then Battle for 
Naboo and Indiana Jones N64 and 
now Rogue Leader.

Planet GameCube: How many 
people worked on Rogue Leader?

Julian Eggebrecht: Our in-house 
team consisted of  25 people. In 
addition, we had one additional 
freelance musician and a friend from 
Germany did additional work on the 
cut-scenes because of  the time-
constraints and workload. On top of  
that there were many people at the 
LucasArts QA, production, voice, and 
marketing departments working on 
Rogue Leader.

Planet GameCube: Will Factor 5 
simultaneously develop multiple titles, 
or will you continue to focus your 
collective efforts on a single project?

Original Publication: November 13, 2001
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Julian Eggebrecht: We have a lot 
more time for the next projects so we 
would like to do one large project like 
Rogue Leader and a smaller, quirky 
and unusual title with far fewer 
people. Rogue Leader really needed 
every resource during the whole 
production time. The next big one 
has a longer schedule and won’t need 
all resources for the whole duration of 
the project.

Planet GameCube: What's your 
background in the gaming industry?

Julian Eggebrecht: I finished 
school in Germany in ‘89. When I 
was in the last year of  school I really 
wanted to make games and thought I 
had a pretty good group of  friends 
assembled to do that. There was no 
real games industry in Germany, nor 
was there any formal training, so we 
just went for it. One of  the first games  
we wanted to do was an Amiga 
update of  the LucasArts classic 
Ballblazer. I found out the LucasArts 
phone number and somehow got 
hold of  the president at the time. He 
of  course wanted to get rid of  me and 
gave me a contact at their German 
publisher, Rainbow Arts. I called 
them and four weeks later we had a 
contract for a game. When one of  
their producers left two months later, 
the company asked me if  I wanted 
the job and although I had no clue 
what a producer did and was just 
fresh out of  school I went for it. At 
Rainbow Arts I met the rest of  the 
Factor 5 team and we pretty quickly 
became very good friends and 
partners.

I left Rainbow Arts in ‘91 to go to 
film university in Munich but by that 
time making games had turned into a 
real business and all the principals at 
Factor 5 had to make the choice 
between university and making 
games. Well, we all chose games - I 
spent about 2 hours total at film 
school before quitting for good.

Planet GameCube: What's your 
favorite game of  all time?

Julian Eggebrecht: That’s a tough 
one. It’s probably a draw between 
Robotron: 2048 (arcade), Atari’s 
vector Star Wars game (arcade), Yoshi 
s Island (SNES), Mario 64, and R-
Type (arcade)

Planet GameCube: Jar Jar Binks: 
should Lucas keep him or make him 
Bantha fodder?

Julian Eggebrecht: We dropped a 
Nintendo logo on him in the intro of  
Battle for Naboo, didn’t we?

Planet GameCube: Explain in 
your own words what "The Nintendo 
Difference" is.

Julian Eggebrecht: For me it s the 
complete focus on the gaming 
experience and trying to do new, fresh 
concepts. Easy and intuitive controls 
are something Nintendo does better 
than any other company and they are 
able to merge them with new game 
concepts. Pikmin is a great example 
for the Nintendo difference as a 
game; the GameCube controller is 
the perfect example for it in game 
hardware design. Everything around 
the controller is about rethinking and 
reinventing how to control games in 
the most intuitive way. A lot of  the 
playability and fun of  Rogue Leader 
is inspired by and depending on the 
GameCube controller, so I hope 
Rogue shows a little bit what the 
Nintendo difference is all about.

Planet GameCube: How high on 
your priority list are new, original 
titles? We haven't been blessed with a 
totally original Factor 5 title in quite 
some time.

Julian Eggebrecht: You have to 
make the right choices as a developer 
if  you want to continue working well 
in the industry. We are quite 
conservative when it comes to 
monetary risks. We understand the 
worries of  a publisher who has to 
invest several million dollars into a 
project. So if  we do something 
original, everybody, including the 
publisher, has to stand 100% behind 
the project. We are quite comfortable 
working with existing franchises if  we 
really like them. Of  course it would 
be neat e.g. to revive our Turrican-
character and turn him into a 
modern franchise, but the game, its 
design, and the gameplay experience 
really have to justify the risk.

Planet GameCube: Are you 
interested in doing anything other 
than GameCube? Arcade, portable?

Julian Eggebrecht: Arcade games 
would be fun, but it is hard to make 
money with them nowadays. So you 
have to have the home conversions in 
mind and at that point you can as 
well go for home right away. There 
are almost no technological incentives  
in the arcade market anymore. In the 
80s and early 90s we would have 
killed to make an arcade game, just 
because arcade technology was so 
much ahead then.

Portable is another thing. The Game 
Boy Advance is a nice machine and 
the people here love it. We will 
probably do something for it sooner 
or later.
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Planet GameCube: If  you could 
work on a game of  a different genre 
than you've done before, what would 
it be?

Julian Eggebrecht: I personally 
would like to work on multi-player, 
but not necessarily via the net or split-
screen but all players on one TV 
screen. In the action-genre, a lot of  
character camera and control has not 
been completely explored in 3D and I 
think we could do something fresh 
and new with that.

Planet GameCube: What do you 
think about the other GameCube 
games coming out for the North 
American launch? Any favorites?

Julian Eggebrecht: I am really 
looking forward to Tony Hawk 3 and 
Super Smash Bros...Pikmin would 
have been my killer app, but I already 
have the Japanese one so it doesn’t 
count for US-launch.

Enemies 
from Super 

Turrican.
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J.P. Corbran
Nickname: Depending on the people I'm around, either "Lord" or "Squared".
Age: 25
Location: Erie, Pennsylviania, USA
Favorite E3 Expo: 2012
Favorite Film: I don't watch many films, but any season of  The Wire is better than any movie I've 
seen.
Nintendo ID: insanolord

Game of  the Month
It didn't come out this month, but I still can't get enough of  FIFA 13 on Wii U. My Sounders are 

rolling right now, both in real life and in the game.

Best E3 Memory/Experience:
I would have to say the late night Cards Against Humanity game we played on the live stream last year where we eventually gave 
up on the topic cards and started making up our own based on the events of  the show.

Justin Baker
Nickname: Lander
Age: 24
Location: Texas
Favorite E3 Expo: 2010
Favorite Film: The Big Lebowski
Nintendo ID: bluelander

Game of  the Month
Monster Hunter 3 Ultimate still has its hooks in me! I almost can't finish my evening 

without going on at least a couple of  hunts. I've been playing online with a close friend who moved away, so it's become the best 
way for us to still get together and have a good time. Right now I'm struggling with whether or not to pick the game up on the 
3DS too, so I can enjoy carving up monsters on the go.

Best E3 Memory/Experience
Nintendo's E3 2010 conference. Skyward Sword, Metroid: Other M, Kirby's Epic Yarn, and (gasp!) a 3D handheld that didn't 
take glasses! My mind was blown. Granted, I ended up disliking two of  the games on that list, but at the time they all looked 
amazing. I had slowly begun to float away from Nintendo, and they roped me back in with this conference.

Staff Profiles

Justin Berube
Nickname: King Nintendo Fanboy
Age: 28
Location: NJ
Favorite E3 Expo: 2001
Favorite Film: Too many to list, but here are a few. Star Wars Trilogies, Pee-Wee's Big 
Adventure, Ghostbusters 1&2, Ferris Bueller's Day Off, Napoleon Dynamite, etc.
Nintendo ID: JusDBerube

Game of  the Month 
My game of  the month is Super Metroid. Yeah, it's not a brand new game, but it's still the best game released on Nintendo consoles  
in May. I managed to play through the game twice on the Wii U. If  you have the system, there is really no excuse for picking up this 
classic. It's still a fantastic piece of  software.

Best E3 Memory/Experience
My first E3 trip in 2001. Through a very lucky turn of  events I ended up going. I was, technically, too young to get in, but nobody 
seemed to care. Getting to experience the GameCube and Game Boy Advance before they released in North America, and getting 
to see many Nintendo legends, ended up being one of  the most magical moments in my life.
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If  Epic Yarn was like pants, Return to Dream Land is 
like a warm sweater of  love and nostalgia.

It's kind of  funny how things seem to work out for Kirby. In 
the Nintendo 64 era, Kirby Air Ride was announced as a 
near launch title for the system, but instead made an 
appearance on the GameCube. Now. the Wii receives the 
proposed GameCube Kirby title, Kirby's Return to Dream 
Land, the first Kirby platforming console game since the 
N64's Crystal Shards. It's been a long time, but Return to 
Dream Land is a fine game that will inspire even the most 
casual of  Kirby fans to welcome back the beloved pink puff.

The story behind Return to Dream Land is that a space 
traveler named Magolor has crash landed onto planet Pop 
Star and lost five crucial pieces of  his ship, the Lor Starcutter, 
alongside 120 energy spheres. He recruits the help of  Kirby, 
King Dedede, Waddle Dee and Meta Knight in order to fix 
his ship and help him return home. The story is very basic, 
but save for a few titles here and there, Kirby was never 
known for its lavish plot and character development. There 
are a couple of  twists near the end, though, so even with its 
light story, Return to Dream Land does have its surprises.

Last year's Epic Yarn was, in technicality, a Kirby game due 
to Kirby starring as a playable character, but Return to 
Dream Land is a true Kirby game in terms of  gameplay 
design. The title actually plays like Kirby's Adventure for the 
NES and Kirby Super Star for the SNES. There are five 
worlds initially, with a couple more unlocked once players 
beat the first set of  challenges. These are accessed through a 
world map similar to the overworld in Kirby's Adventure. It's 
nothing too fancy, but gets the job done. allowing players to 
easily access the levels contained within each world.

As for the actual gameplay, this is a pure Kirby game. Return 
to Dream Land does have some new concepts here and 
there, but the overall feel of  the game is classic and very 
nostalgic. For starters, Kirby's inhaling ability has been 
retained. When swallowing a specific enemy, Kirby wields 
the enemy's power and gets to use it against the other 
enemies. There are many creative powers to absorb and 
unleash onto enemies and bosses, such as the classic Beam, 
Tornado, and Fire. Some new attacks have been added as 
well, such as Whip where he dons cowboy garb and uses a 
whip to attack enemies. This has always been one of  my 
favorite aspects of  the Kirby series, and it is great to see it 
retained in Return to Dream Land.

Original Publication: October 23, 2011
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Speaking of  new ideas, Return to Dream Land introduces 
multiplayer for up to four players, similar to New Super 
Mario Bros. Wii. The feature itself  has been very well 
integrated into the core elements of  gameplay. Players can 
drop in and out very easily and without the need to halt the 
gameplay. Best of  all, if  a player happens to stay behind, he 
will automatically appear right next to the Kirby player. This  
prevents many of  the headaches some players experienced in 
New Super Mario Bros. Wii, such as gameplay slowing down 
just so all players could catch up. A character can also ride 
on the back of  another character and heal themselves if  they 
are low on health. There is, however, one catch. If  the Kirby 
player dies, the game ends. If  the other characters die, they 
just respawn, but the Kirby character ends the game if  he 
dies. Also, adding other players costs Kirby a life.

Each of  the other character has their own unique set of  
skills. Meta Knight can fly and perform a variety of  sword 
attacks for strong melee combat, King Dedede can use his 
hammer and Waddle Dee uses a spear (which plays similarly 
to Kirby's own spear ability). In addition, players can just 
play as a different colored Kirby.

In comparison to New Super Mario Bros. Wii, it is much 
easier to navigate with other players on-screen. There is no 
need to complete the whole game in multiplayer mode as the 
levels have been designed to be completed regardless if  you 
are playing solo or with other players. It will give you an 
advantage over tough bosses, however, and it is a fun way to 
spend an evening with friends.

Another new idea is the Super Abilities. At certain points, 
Kirby encounters a powerful enemy whose attacks are similar 
to the standard Kirby power ups, but are actually grander in 
scope and power. As an example, Kirby summons a giant 
hammer that destroys oversized stakes, and in another case, 
Kirby summons a magical orb to activate specific switches.

The game is controlled with the Wii Remote on its side, 
controlling similarly to past Kirby games on NES and SNES. 
It all works wonderfully thanks to the streamlined design of  
Return to Dream Land. Even when the game features 

motion controls, it is restrained to limited, specific uses and 
power ups rather than being a major component of  the 
game like it was with last year's Donkey Kong Country 
Returns.

In terms of  replay value, Return to Dream Land doesn't 
offer a plethora of  bonus modes, but what it does offer will 
have players returning to it for a long time. Each world offers  
up to five stages (though some levels only offer four) and a 
boss battle. These worlds have energy spheres hidden within, 
120 in total. These are reminiscent of  the golden coins in the 
New Super Mario Bros. games. Collecting these unlock new 
challenge levels that reside in the ship, as well as ability 
rooms where players can come in and try out each ability. 
Needless to say, completionists will be playing the game for a 
while, as many of  the spheres have been cleverly hidden and 
require a special ability to collect them.

It wouldn't be a Kirby game without mini-games, and 
Return to Dream Land isn't an exception to the norm. Two 
mini-games can be unlocked as you collect energy spheres. 
The first of  these is Ninja Dojo, a target game where players 
throw ninja stars at the targets on screen. The second is a 
shooting game where players defeat robots by completely 
destroying them. A third, secret mode can be unlocked once 
players finish the game. These prove to be a fun diversion, 
though they only offer three levels per mini-game.
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Regarding difficulty, those expecting this game to be just as easy as Epic Yarn can lay their fears to rest. One of  the best things 
about Return to Dream Land is how the difficulty gradually escalates as more and more levels are completed, especially near the 
end when things get really tricky and challenging thanks to clever enemy placement and obstacles to avoid.

The overall package hardly presents any real flaws, just 
minor nitpicks. For example, in single-player mode, you 
can't play as any of  the other characters. They are only 
available through multiplayer mode. Some players 
might also feel that the game isn't innovative enough, 
especially after years of  receiving Kirby games with 
more interesting game design. But like I mentioned, 
these are all minor and can be overlooked thanks to 
how well polished the overall game is, right down to 
the graphics and sound.

Speaking of  which, the graphics in Return to Dream 
Land are very beautiful. They are not quite as quirky 

and experimental as last year's Epic Yarn, but the 
presentation features great use of  color, fantastic textures, and wonderful character design. The Super Abilities fill the screen with 
many colors and special effects, giving the game a dazzling aesthetic. The music is quite good as well thanks to some remixes of  
classic Kirby songs, but it isn't as memorable as in past Kirby games.

Kirby's Return to Dream Land is a very fun, classic game that 
delights in its streamlined, simple appeal. The gameplay avoids most 
of  the conventions associated with modern day platformers, especially 
Wii platformers, but the new additions and ideas are placed tastefully 
without getting in the way of  the classic feel of  the franchise. There 
are plenty of  things to do in the game, and the difficulty actually 
rewards skilled players for their tenacity. This is one return you will 
want to experience before the year runs out.

9
- Can't play as other characters in 
single-player
- Might not be new enough for some
- Mini-games only have three levels 
each
- Soundtrack is somewhat forgettable

+ Beautiful visuals
+ Classic feel to it all
+ Gimmicks are kept to a minimum
+ Great replay value and challenge
+ Power-ups are always fun
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Who picked the Pikmin before Olimar showed up?

I never played the original Pikmin for the GameCube, but 
my friends told me that, generally, it was a very good game. 
My own hesitation sprang from the fact that I may be the 
worst real-time strategy player on the planet. My experiences  
in the genre began and ended with the first two Warcraft 
games; Starcraft was too much of  a challenge for me. Of  
course, I was quite young, and with age and experience 
comes patience, so maybe I’d like the genre more now. Even 
so, those early failures have prevented me from even 
touching the genre for years afterwards. A foolish mistake, 
perhaps, and one that has (until now) stopped me from 
experiencing the joy that is Pikmin.

Pikmin is the 
story of  a 
miniature space 
delivery man, 
Olimar, and his  
quest to recover 
the scattered 
parts of  his 
ruined ship 
after an 
unfortunate 
encounter with a 
meteor fragment. Olimar crash-lands on a planet not entirely 
unlike our own, populated by a wealth of  arthropods and 
familiar vegetation. The problem is that Olimar is about two 
inches tall. Flowers tower overhead, beetles stomp around 
like dinosaurs, and the smallest puddles become hazardous 
lakes! However will our hero repair his ship? With the help of 
Pikmin, of  course! These tiny plant-like critters eagerly 

follow Olimar around and are perfectly willing to do his 
bidding. He can command up to 100 of  the little fellows at a 
time and dole out orders accordingly. Have your yellow 
Pikmin bomb a roadblock while the reds take out a giant 
beetle and the blues build a bridge! Each Pikmin color has its  
own strength: reds are fire-resistant and deal more damage 
than the other colors, so they are good fighters. Blues can 
wade through water unharmed and build bridges. Yellows 
can carry and use bomb rocks for blowing up roadblocks.

You recruit Pikmin by finding power pellets (they’re 
everywhere) and having your Pikmin drag them back to their 
homes (Onions). The pellet is sucked up and more Pikmin 
pop out and await Olimar to pluck them from the ground. 
The key here is that the color of  the power pellet doesn’t 
matter very much—more important is the predominant 
color amongst the Pikmin who are carrying it. If  you want to 
recruit more reds, have reds drag the power pellets! If  you 
give a red pellet to a blue Pikmin, he will turn the pellet into 
more blues. However, matching pellet and Pikmin colors will 
yield additional troops. Pellets come in all sizes, each 
helpfully displaying the number of  Pikmin required to move 
it. Some require many Pikmin to drag it back to the Onion—
up to twenty! Defeated enemies can also be carried back to 
the Onions, and the more Pikmin than required that are 
carrying an object, the faster it will go!

Pikmin have three power levels: leaf, bud, and flower. The 
longer you leave a Pikmin seed in the ground, the more 
powerful it will become. Additionally, Pikmin will drink 
nectar they find on the ground, which powers them up. The 
power level determines their running speed, carrying speed, 
and damage potential: an army of  flower Pikmin will never 
stray behind Olimar and haul swag fervently!

Original Publication: March 19, 2009
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Olimar has thirty days to collect all thirty pieces of  his ship, 
and each day lasts roughly fifteen minutes. Since each 
landscape you visit is so different, you can spend entire days 
just exploring and getting the lay of  the land, and, indeed, 
this may be good planning on your part. Most structures and 
enemies don’t reset overnight, so it’s good to spend a day 
blowing up roadblocks, building bridges, and taking out the 
most headache-inducing enemies so that you’re free to roam 
around looking for spaceship parts in subsequent days. And 
if  you feel like you’re lagging, you can restart your game 
from any previous day, although that will overwrite any 
progress you’ve made since then.

The game utilizes the Wii Remote wonderfully, and you 
really only need to worry about four commands. You move 
Olimar with the control stick, dismiss your Pikmin into 
groups (for easy sorting) with C, throw an individual Pikmin 
with A, tell the entire group to do something with down on 
the D-pad, and call your Pikmin with B. Calling Pikmin re-
activates dismissed Pikmin and stops active Pikmin from 
whatever it is they’re doing to come back to you. The rest of  
the D-pad controls the camera. The Wii Remote’s pointer 
functionality works great for aiming your tosses and recalling 
distant groups of  Pikmin, and really streamlines what I 
imagine was a more complicated process of  estimation on 
the GameCube.

Of  course, leading a group of  one-hundred Pikmin has its 
downsides, too. With a group that large, 
accidentally running into sleeping enemies 
becomes a liability. Also, Pikmin have a bad habit 
of  getting caught up on the environment’s geometry 
and automatically dismissing themselves because they 
aren’t brainy enough to go around a tree root instead 
of  through it. Yellows could be a whole lot more 
accurate with their bomb-rock placement. If  you 
don’t act quickly, your entire squad could get blown to 
smithereens because the idiot yellow placed the bomb 
way too close to the group. It quickly becomes 
apparent that the best way to do things is to take your 
Pikmin through levels color-by-color rather than in a 
mixed group, giving each color group a certain task 
and letting everyone work separately, but 
simultaneously, to accomplish a goal. There will 
definitely be times where you will need to oversee a 

group’s success—almost every enemy encounter requires 
your presence (which can slow things down, honestly)—but 
on the whole, the Pikmin are good about completing tasks 
given to them.

Pikmin's daily time limit is concerning, though. Rather than 
feeling a sense of  freedom and wonder, daily searches feel 
more like frenzied rushes filled with worry as the sun moves 
across the sky (helpfully displayed on a meter at the top of  
the screen). If  you ignore the ticking clock and don’t get your 
Pikmin safely to their Onions at sunset, the planet’s 
nocturnal horrors will run around and gobble up the 
stragglers. I actually restarted my game after 12 in-game 
days because I’d only found 10 parts, and it took me about 
that long to really get comfortable with a routine.

Fortunately, the game 
bombards you with 
helpful tips and 
tutorials, so it’s a 
pretty easy game to 
get the gist of. And 
once it clicks for you, 
Pikmin is a very fun, 
rewarding game. 
There’s just 
something about 
watching your army 
haul back a bounty 
from a hard day’s 
work that’s very 
satisfying.

- Pikmin often get stuck or goof  off
- The time limit feels artificial and is 
frustrating

+ A simple RTS that anyone can get 
into
+ Beautiful levels and enemies that are 
both comical and fearsome
+ The elegant control scheme makes 
commanding your army a snap

8
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Like a real rabbit, this game is adorable, but stinky 
some of  the time.

Kung Fu 
Rabbit 
poses a 
question: Is 
it worth 
conquering 
difficult 
platforming 
challenges 
to save 
bunnies? The answer is yes, most of  the time. In an often 
fun, sometimes slow adventure, Kung Fu Rabbit follows the 
escapades of  a rabbit saving his bunny disciples of  kung fu 
from the Universal Evil, a race of  alien creatures that 
resemble black blobs.  

Platforming is satisfying in Kung Fu Rabbit, with a jump 
mechanic that reacts well to how long you hold 
down the button, which comes in handy when 
you’re jumping from wall to wall, avoiding death 
traps and enemies. When Kung Fu Rabbit 
becomes difficult, it offers up a fair challenge. 
Since you die from only a single hit, attacking 
enemies and collecting carrots leave you little room for 
error.

You can collect four carrots in each level, three normal 
carrots and one regenerating golden carrot. As the 
game goes on, their locations become more difficult to 
reach. You can trade these carrots for helpful items that 
aid you by eliminating enemies, muzzling spitting foes, 
or offering other helpful actions.

A lethargic start is Kung Fu Rabbit’s chief  problem. Its first 
20 levels offer little challenge, making the beginning of  the 
game rather slow and laborious. Repetitious environments 
and music also hold back Kung Fu Rabbit. With only a 
couple different backgrounds, a dojo being the most 
common, and only a few audio tracks, playing the game for a 
length of  time becomes tiresome.

Kung Fu Rabbit includes a decent amount of  content, with 
60 standard levels and 20 bonus levels. When you complete 
the first 60, you unlock the “hardcore rabbit” levels, which 
are harder versions of  all 80 levels. That means more 
enemies, carrots that are harder to find, and a lot more 
dying. Finishing the first 60 levels took me close to three 
hours, which means you can expect at least a couple more 
hours of  gameplay if  you aren’t sick of  the recurring settings.

Kung Fu Rabbit is a decent and often enjoyable experience. 
Though some aspects hold it back, it is still worth a look as a 
platformer.

Original Publication: May 4, 2013

REVIEW

Wii U

Kung Fu Rabbit By Zack Kaplan

+ A cute look
+ Challenging gameplay

7.5 - Repetitive music and environments
- Slow in the beginning



34

Defeat a giant monster, make a girl eat its flesh, 
rinse, and repeat.

The opening moments of  Pandora's Tower, the last of  the 
fabled Operation Rainfall games to come to America, set the 
tone for the entire game. During a ceremony, monsters curse 
the teenage Elena and turn her into a beast. Shortly after her 
resulting rampage, the player character, a young man named 
Aeron, finds her. With the help of  a disturbing merchant 
named Mavda, who carries what might be her dead (?) 
husband on her back, you try to break the curse.

The manner in which you break the curse is the premise of  
the entire game. By journeying through 13 towers filled with 
combat and puzzles, you defeat bosses that give you crucial 
pieces of  Master Flesh that the vegetarian Elena must eat so 
she can avoid transforming into a disgusting beast 
permanently and eventually reverse the curse. Pandora's 
Tower features a lengthy backstory that explains the fabled 
curse, but for the most part, it is centered on Aeron being a 
dutiful hero, Elena being a whiny girl with a terrible fate, and 
Mavda being super creepy but often helpful. This is not a 
world-spanning quest; this is a personal story about a boy 
and a girl.

The towers are fun dungeons with enemies and 
environmental obstacles. Primarily, you fight and maneuver 
through them by using a magical chain, which has multiple 
uses. You can use the chain to bind enemies, making it easier 
for you to slash them with your sword, or use it to throw 
them around the room or remove vital items from their dead 
corpses. In other areas, usually bosses and puzzles, the chain 
is used in more depth, whether you're playing tug-of-war 
with a boss or tweaking the chain to unlock a door. 
Unfortunately, the 13 towers repeat themselves part way 
through, with the threadbare excuse of  some representing 
the male god and others representing the opposite yet similar 
female god.

The unique towers have interesting art direction, but the 
execution of  that is poor. Some parts, primarily the three 
main character models, look great, but the enemies and the 
world around you are muddled and rough. Throw in a 
lackluster frame rate and Pandora's Tower is more often 
unimpressive than remarkable.

Early on, you can usually complete towers in one go, but as 
you progress, you need to be smart about how you go 
through towers, as there is a constant time limit. Wait too 
long, and Elena turns into a beast forever and the game ends. 
You have to return at different junctures to feed her beast 
flesh, making her temporarily revert back to normal.

Original Publication: April 15, 2013

REVIEW

Wii

Pandora’s Tower By Neal Ronaghan
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Your relationship with Elena is a crucial part of  the game. If  
you give her gifts and talk to her, your relationship becomes 
stronger, which can lead to beneficial items and elongated 
tower time limits. If  you constantly let her go deep into her 
beastly transformation, then your relationship with her 
worsens, negating those bonuses.

While the towers can often be nerve wracking, the Shadow 
of  the Colossus-esque bosses are tense, entertaining 
affairs and a just reward for getting through each 
tower with time to spare. While the comparison 
to Team Ico's classic isn't quite on the nose 
(the bosses are less daunting and 
impressive), they are still fun struggles to 
slaughter increasingly powerful beings to save your 
love.

While I played the game primarily with the Classic 
Controller Pro, it seems more geared for the Wii 
Remote and Nunchuk. You aim the chain by using a 
cursor on the screen, which is better suited to the 
pointer instead of  the second analog stick on the 
Classic Controller. Likewise, yanking out the flesh from 
enemies is done with a gratuitous flick on the Wii 
Remote. The Classic Controller is by no means bad 

(the only real drawback 
is that the cursor aiming 
is a bit clunky) but the 
Wii Remote and 
Nunchuk is definitely the 
way to go.

In some respects, 
Pandora's Tower shares 
similarities with Shadow 
of  the Colossus, and 
while it doesn't ascend to 
the high barometer of  
that game, it is worthy of 
the comparison. 
Pandora's Tower's 
greatest triumph is its 
off-kilter story and 
premise, but the 

gameplay backing it up, which is a fusion of  Zelda, 
Castlevania, and the aforementioned Colossus, is still strong. 
If  you can put up with some technical limitations and have 
the stomach to see a crying vegetarian teenager eat grisly 
beast flesh, this parting Wii salvo is definitely worthwhile.

- Repetitive level design
- Woeful technical issues

+ Interesting premise and progression
+ Stellar boss design
+ Unique combat mechanics

 7
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Air Man 
Pump Man
Needle Man
Centaur Man
Pharaoh Man
Shade Man
Aqua Man 
Napalm Man
Hornet Man 
Cut Man

Mega Man Match-Up Game

Astro Crush
Wild Coil
Super Arm
Crystal Eye
Gemini Laser
Magma Bazooka
Flash Stopper
Thunder Wool
Leaf  Shield
Knight Crush

 Match up the Mega Man bosses with their biggest weakness!
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Nintendo World Report T-Shirts are available to buy over at: 

ninwr.spreadshirt.com

The various designs feature logos and artwork from two of  our great 
podcasts, Radio Free Nintendo, and Connectivity. Go on and grab yours 
today!

The original RFN shirt design features "character art" of  Jonny, Greg, 
James, and Lindy, all provided by listener David Ochart. The overall 
graphic design is by Amanda Albert. The front features all four beloved 
RFN personalities arranged in the style of  the classic "black box" NES 
packaging; the back says "NintendoWorldReport.com" and "Est. 1999".

http://ninwr.spreadshirt.com/
http://ninwr.spreadshirt.com/
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NEXT ISSUE

Next month we will include a ton of  our E3 2013 coverage. Look forward 
to having all of  the impressions, thoughts and screenshots in one handy 
place.

Got some ideas? Or just want to have your say? Then send your mail to:

poweredoff@nintendoworldreport.com

mailto:poweredoff@nintendoworldreport.com
mailto:poweredoff@nintendoworldreport.com

