
As a study in concentration and 
instinctive reations, it's hard to 
beat Breakout. 

This is the second generation 
of "bat and ball" arcade games 
and the only one to still keep its 
place in the pub circuit. 

The aim of the game is to 
demolish a brick wall by bound-
ing a moving ball against it by 
use of a bat. 

As the ball hits each brick it 
vanishes from the screen and the 
ball rebounds to be hit again. 
But should it slip past your bat 
then you lose a life. 

The experienced Breakout 
player aims his ball continu-
ously at a single spot in the wall 
to weaken it and let the ball 
through to wreak havoc on the 
other side. This gives him a 
respite while the ball bounces 
destructively behind the wall 
seeking a path back into play. 

It makes for compulsive play-
ing as the speeding ball defeats 
your attempts to return it. I don't 
know if it is popular in H.M. 
Prisons but Breakout is a simple 
but effective game which will 
keep the player on his toes. 
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2 3 0 X-A6SRNDX60 * 2 1 Y -33S REN I N I T I A L * I t OF BALL 
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1 2 4 0 LDA 9 4 7 1 7 6 0 EOR 9 4 

1 2 7 0 s e e 1 7 7 0 STA 4 P 0 0 2 
1 2 8 0 S6C # 3 3 A 1 7 B 0 DEY 
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1 3 1 0 SEC l e i o i NN3 LDA 9 3 E X P L O S I O N 
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1 3 7 0 T X A i ASL A ! A S L A 1 8 7 0 STA 4 6 0 0 2 
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1 4 7 0 LOT 9 0 
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