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travesty stakes is the piteous
shambles they call Road Fighter.
Right from the start, Crackout is
boredom incarnate. There are no
m-umum screen is as
plain as it could get without just
being copyright details, Start the
game, and you are “trealed”™ to a
harrific cacophony thal bodes
badly for the rest of the game.
Sadly, the game itsell is even
worse, The graphics are blandness extreme,
unimaginative, poorly drawn and drably coloured.
The deflection logic of the ball is decidedly ropey,
It's Impossible to hit the ball in a straight line for a
start, and moving one pixel to one side usually
results in a massive change of direction for the
ball. The screens themselves are diabolical. The
programmer s idea of a challenge is lo either place
a row of extra-hard bricks about one centimetre
from your bat or to make the screen completely
impossible unless you collect the right power-up.
As the power-ups are distributed randomly, it's
not unususl to spend up to ten minules just killing
aliens before finally leaving the screen. One
specific screen which typifies Crackout is an
example from the first level, The ball must be
~ bounced through an alley of iwo walls to reach a
~ few bricks otherwise protected. This can only be
done by hitting the ball st exactly the righl angle at
exactly the right time. Should you achieve this, the
ball will almost certainly hit the bricks immediately
and the screen will be completed. it must have
taken all of thirty seconds to think that one up,
and for Crackout that's quite a complex screen!
Crackout redefines the words repelitive,
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To complete each screen, every deslructible brick
must be thoroughly smashad. On some SCreans,
though, green dinosaurs abound. These giant crithe
demand a good number of hils before copping it, &
progress to the next screen is withhedd until this is
accomplished! Even worse, some of the liftle tykes
move around, just io make your job that ke bl mc
difficult.

aa — i



{ LR
..-"irl (el %] %

S l/ L

ot

[P

Frash from his appearance in
Road Fighter, the Man of Stesl,
Superman himsall also pops his
cloaked visage into Crackout. If
you should happen 1o see Supes
flying down the screen in your
direction, be sure to position your
bat in his fight path. The aerial
wonder should then fty you off to
thie naxt level in his own
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PRIGE: £TBA

RELEASE DATE: TBA
GAME DIFFICULTY: VARIABLE
LIVES: 6
CONTINUES: INFINITE
SKILL LEVELS: 1
RESPONSIVENESS: DREADFUL
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collision detection, a tune that's
about as pleasant as a baboon
farting in your ear, graphics
which are about as thrilling as a
baboon mooning in your face,
totally unrealistic ball
movement, action that's so dull
that you want 1o want (o lurn the
game off after fiftean minutes of A few differen! collizsion noises and... &r...
playing and some totally that's it.

irritating gameplay quirks like

ieainempaial PLAYABILITY  19%

complete a screen 50 you hang Poor controls, illogical bounce logic,
about for ages waiting for them possibly the wors! designed screens ever,

to appear? Crackout. lack of challenge and frustrating bugs.

LASTABILITY 3%

it’s vary easy (when it's not ridicwiousiy
impossible) and the poor gameplay will
keep you not coming back fo il

(OVERALL 13%

A dreadful Breakout game which should
be taken into the middle of a desert and
buried in a deep, dark hole.
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