BOULDERDASH CASSETTE AMSTRAD

SYSTEM REQUIREMENTS

Amstrad
CPC 464, 664, 6128
With Cassette

PLAYER OPTICNS:
1 or 2 Players can play using 1 or 2 Joystick

LOADING

Cassette - Remove all cartridges and ensure
tape is rewound completely.

On machines with disc, r.ypal tape then press
enter.

Press control and small enter,

FUNCTION KEYS
To start the game press fire button on joy-
stick.
Options:
Level - Joystick 1 up/down
Cave = Joystick 1 left/right

lLarge enter selects nunber of
players, number of joysticks or
keyboard.

Joystick Trigger: You will start at CAVEA-
Difficulty Level 1 if you just press the
joystick trigger withOut meklng a eeleotlan



When Rockford is destroyed, press trigger
to continue.

PAUSE. When you wish to pause gameplay
just press the spacebar on your keyboard.
At the top of the screen will appear
prampts to remind you that the game has
been paused. Press the spacebar again to
continue,

Escape: In order to restart a Rockford
but not your game, press escape key.

Game Objective:

The objective of Boulder Dash isto search throughout
each CAVE and collect as many Jewels in as shorl a
lime as possible. Once the indicated amount of
Jewels are coliecled, the door lo the myslerious
escape lunnel is revealed and you go lo the next level
Stralegy planning will help you master lhe
“physics” ol Boulder Dash. Boulders drop
predictably enough, but you and Rocklord also have
o block growing Amoebas, transiorm Butlerflies,
outmanoeuvre Firellies, and overcome olher
numerous obslacles
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Chances:

Each player starls with 3 chances. Bonus lries are
awarded alter every 500 points. The lunnels created
by Rockford will **shimmer ' when you are awarded a
bonus try. A bonus is also earned by compleling a
Playable Intermission



Caves and Levels: :

There are 16 CAVES, each comprised of several
scrolling screens, numbered A o P. Each CAVE has 5
Difficulty Levels. To select a different CAVE, move the
joystick arm left or right when you are in the menu
screen. To select a different Difficulty Level, goto the
menu screen and move the joystick arm up or down.
The greater the difficulty the less time you have and
the more Jewels you have lo collecl. You may choose
CAVE A E, |, or M, on Difficulty Levels 1-3. On Diffi-
culty Levels 4 and 5, you must start with CAVE A
Alter making a selection, press the joystick trigger to
begin the game.

Caves:
*A. Intro. Pick up Jewels and exit before t‘lme isup
B. Rooms. Pick up Jewels, bul you r'mlsl move
boulders 1o get all Jewels.
€. Maze. Pick up Jewels, You must gel every
Jewel 1o exil
D. Butterfiles. Drop boulders on Butterflies to
create Jewels
*E. Quards. The Jewelsare there for the grabbing,
but they are guarded by the deadly Fireflies.
F. Firefly Dens.EachFirellyisguardinga Jewel
Q. Amoeba. Surroundthe Amoeba with boulders,
s0 il can't grow anymore. Pick up Jewels that
are created when it suffocates
H. Enchanted Wall. Activate the Enchanted
Wall and create as many Jewels as you can
*1. @reed. You have 0 get a lot of Jewels here,
lucky there are so many.
J. Tracks. Get the Jewels, avoid the Fireflies



K. Crowd. You must move a lot of boulders
around in some tight spaces.

L. Walls. You must blast through walls to get at
some of the Jewels. Drop a boulder on a Firefly
al the right time and place to do this.

*M. Apocalypse. Bring the Butterflies and
Amoeba logether and walch the Jewels fly.

N. Zigzag. Magically transform the Butterflies
into Jewels, but don't waste any boulders and
walch out for the Fireflies.

0. Punnel. There is an Enchanted Wall at the
bottom of the rock funnel.

P. Enchanted Boxes. The lop of each square
room is an Enchanted Wall, but you'll have to
blast your way inside.

(* = Selectable)

Scoring:

The current poini value is shown on the top left of the
play screen, 10 the right of the picture of a Jewel. The
number of points per Jewel changes. The point value
is determined by the CAVE, Ditficulty Level, and bonus
slatus. The bonus value occurs after the required
number of Jewels have been collected. Every 500
points the tunnels sparkle for a moment and you get
another Rockiord.

You also score 1 bonus point for each second of lime
remaining when you exit the CAVE.



Playable Intermissions:

There are 4 shorl interactive puzzles which you are
enlitled 1o play after completing CAVES D. H, L.and P.
There is no penalty for not playing or losing the inter-
missions. |f you complete a Playabie Intermission
successfully, you receive a bonus Rockford.

Game Elements:

ROCKFORD. This little fellow is the “star” of the
game. Rocklord has the power 10 dig through the
earth and collect Jewels. If he digs under a boulder
and doesn't stop, he will not be struck and the boulder
will drop down inlo the tunnel. He can push single
boulders harizontally, if there is nothing 1o block their
path. Rockford can stand directly under a boulder
without being crushed, bul il a boulder or Jewel falls
on him you will have lo slart again

Boulders. The rocks will fall whenever gravity
dictates. They will fall straight down if unsupported, or
they will topple off underlying objects il there is
nothing to block their way. Experimentation is the best
way to learn the “physics” of Boulder Dash

Jewels. You musi collect the required number of
gleaming diamonds in order 1o exil one CAVE and
advance to the nex!. There are many ways lo create
Jewels. For example: transforming Butterflies,
sulfocating Amoebas, or dropping boulders through
an Enchanted Wall will create additional Jewels
When the proper number ol Jewels have been
collecled a llash will let you know that the escape door
is revealed and open.



Fireflles. The deadly Fireflies glide about in the
tunnels. Their behaviour is predictable; they move
along the edges ol all the exposed areas. This is a
help, since they will explode on contact with
Rocklord. Turn the tables by dropping boulders on
them, which causes them to blow up. This comes in
handy when you want to demolish a wall in order to get
some Jewels.
Butterflies. The colourful Butterilies behave much
like Fireflies. However, they fly in the opposite
direction of the Firellies and they turn into Jewels
when they explode.
Amoeba. The Amoeba is a green biob that bubbles
and grows through earth and air. Rockford can touch
it without harm. Fireflies and Butterflies will explode
on conlact with the Amoeba. When Rocklord
su;rounds the Amoeba with rocks, it runs out of
g space, suffocates and turns into Jewels.
Hmvet if the Amoeba grows oo large (about 200
squares big) il will die and turn inlo bouiders.

Enchanted Wall. The Enchanted Wall looks like any
other wall, however when hil by a falling boulder it
begins lo vibrate for a limited time. During this period,
any boulders that drop through it are magically lurned
1o Jewels, but only if there is emply space below the
wall. It will also turn Jewels into boulders if they drop
throughit. Once the enchantmenl phase is complete,
it cannol be reactivaled in the same round.
Titanium Wall. The exterior wall is an indestructible
boundary to play action. Rockford can only exit 1o the
next CAVE through the escape door.

Escape Door. Initially the Escape Door looks like a
portion of the Titanium Wall. Alter Rockford has



collecied the required amounl of Jewels, il is
aclivaled and begins lo tlash At this poinl the
mysterious escape door is revealed and you may exil,
providing lime doesn'l run out

Time. Each CAVE is timed. When lime is running oul a
warning sound will occur
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Strategy/Tips:

Rockford. Rocklord can allect an objecl that is next
to him without moving into it. Keep the joystick bution
depressed and move the joystick in the direction of
the object orearth youwishtoalfect. Rocktord will not
move, bul the object will react.

Boulders. You will often lind yoursell digging or
maoving downwards only to find thal a boulder has
been loppled by your movement and is aboul to land
onyou. The only way lo avoid losing your man in these
siluations is 1o move quickly 1o the right or lelt, out of
the boulder's way. Rocklord runs as fast as a boulder
falls, so it will never catch up to you, unless ynu
hesilalte or stop.

Exlt. When Rocklord has collected the required
amount of Jeweils lor the CAVE he is in, Ihe Exil is
revealed. Al this time you should decide whelher logo
lor bonus Jewels (al a higher value) or lo exil lor the
lime bonus points (1 for each second remaining)

Make sure you know the localion of the escape door
and you can gel to it before time runs oul.
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