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Player Options
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or the keyboard

Loading:
Aurari: Remove all cartridges
Switch off computer
Press PLAY on tape recorder
Hold down START key and switch
computer on
Press RETURN after the bleep
The game will then load and run automatically.
Amstrad: Ensure tape is fully rewound
Press CTRL and small ENTER key
Foliow on-screen instructions
The game will load and run automatically

Function Keys

To get to the menu screen:

Atari: Press START

Amstrad: Press ENTER or RETURN

To select no. of players and control options:
Atari: Press OPTION

Amstrad: Press ENTER/RETURN

To restart a cave: Press ESC on both machines
Joystick/keyboard alternative commands
Joystick left Z

Joystick right X

Joystick up +

Joystick down ?

Joystick trigger SHIFT



Use the joystick trigger to start at the default level (Cave
A, Difficulty Level 1). When Rockford is destroyed,
press trigger to continue.

To Pause the game, press the space bar. Press space
bar again to resume.

Caves and Lavels

There are 16 Caves, each of several scrolling screens,
labelled A to P. To select a different Cave, move the

joystick left or right, or press the equivalent key when
you are in the menu screen,

To select a different Difficulty Level, go to the menu
screen and move the joystick up or down, or press the
equivalent key. The higher the Difficulty Level, the less
time you have and the more Jewels you have to collect.
You may choose Cave A,E,l or M on Difficulty Levels
1-3. On Difficulty Levels 4 and 5, you must start with
Cave A. After making your selection, press the joystick
trigger or SHIFT key to start.

THE CAVES

A Intro Pick up Jewels and exit before time is up.

B Rooms Move the bouiders to get all the Jewels.

C Maze You must get every Jewal to exit.

D Butterflies Drop boulders on Butterfiies to make Jeweks
E Guards You must get past the deadly Firefly guards.
F Firely Dens Each Firefly guards a Jewel

E moeba Stifie the Amoeba with boulders to create Jewels.
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| Greed up &S many Jewels as

J Tracks Avoid the Firefiies to get the Jewels.

K Crowd Move boulders in tight spaces to get the Jeweis.

L Walls Drop boulders on Freflies at the right time and
place to blast holes in the walls and get the Jewels.

M Apocalypse Bring Butterfiies and Amoebas together to see
the Jewels fly.

N Zigwag Transtorm Butterfiies into Jewels, without
wasting boulders and avoiding Firefiles.

O Funnel There is an Enchented Wall at the bottom of
the rock funnel.

P Enchanted Box The top of each square is an Enchanted



Scoring
Each player starts with 3 chances. The top of the screen
shows the score display:

No. of . No. of

Jewels 3:;"; Jewels | Time Jg:‘s

required Y& |collected
The number of points per Jewel changes according to
the Cave, Difficulty Level, and bonus status. The bonus
value is shown after the required number of Jewels
have been collected. Every 500 points the tunnels
sparkle for a moment and you get a bonus Rockford.
You also score 1 bonus point for each second of time
remaining when you exit the Cave.
Playable Intermissions
There are 4 short interactive puzzles that you can play
after completing Caves D,H,L and P, There is no
penalty for losing or not playing the intermissions, but if
you complete them successfully, you receive bonus
Rockfords.

Game Objective

The objective of Boulder Dash is to search through each
Cave and collect as many Jewels as possible in as short
a time as possible. Once the indi d number of Jewels
are collected, the door to the mysterious escape tunnel
is revealed and you go to the next level. Strategy and
planning will help you master the “‘physics’* of Boulder
Dash. Boulders drop predictably enough, but you and
Rockford aiso have to block growing Amoebas,
transform Butterflies, outmanoeuvre Firefiies, and
overcome numerous other obstacles.

Game elements:
Rockford: This little fellow is the star
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Boulders:
Jewels
Fireflies:
Butterflies:
Amoeba

Enchanted Wall:
Titanium Wall:



Escape Door:
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Strategy/Tips
Rockford
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Boulders You will often find yourself digging or
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Exit When Rockford
Jewels
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