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Game Objective., R -
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:The objéctive of Boulder Dashis to aearch throughout
ach CAVE and collect as many Jewels in as shorta_
Fis ‘tinie as possible, Once the indicated amount of Jew-
I.. " els are collected, the door 1o the myslerious escape
-"innel 1s revealed and yau go to the next level. Stral-‘
" .gy and planning will help you master the "physics” of .
: " Boulder Dazh. Bouldars drop predictably enough but ~,.' .
you ana Rocricrd also have to block growing Amoe-
.. bas, transfcrin Butteriles, outmaneuver Fireflies, and
' overcome o her numerous o.)staclps

-

Chances: . - "o T :
"« Each player starts with 3 chances. Bonus tries are _'
.awarded afler every 500 poirts. The tunnels created
~* by Rockiord will “shimmer” when you are awarded a

. ' ‘bonustry. Abonusis also eamed by complptmg a
e Playable In:erm:ss:on
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! _Rockford has the power to dig through the earth and .,

- .2 Rockford can stand directly under a boulder wnhout i

'_ Jewels. For exampie: transforming Butierflies, °uno- o

 open. L

*. nels. Their behaviour is prediclable; they move along

q:. -.you wanito dpmohch a wall in ordér to get some
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‘Game Elerents: s, T B
~ROCKFORD This little fellow is.the "star of the game

coliect Jewels. If he digs under a boulder and doesnl
-stop, he will not be struck and the boulder will drop ™.

- ‘down’into the tunnel. He can push single boulders - «- """
" horizontally, if there is nothing to block their path.” -, = - <

> being crushed, but it a boulder or Jeweualls on t.rm -
you will hava !0 start again. . Sl T s
- Boulders. The rocks will fali whenever gravtty d.c- : Lo
tates. They wilt fall straight down if unsupporled, or - \ -
they will topple off underlying objects if there is noth--, ~ "~
ing to block thair way. Fxpenmentatnm sthe best way
- tolearn the “physics” of Boulder Dash. = - e
= Jewels. You must Jollect the required number of
gteammg diarmonds in order to exit one CAVE' and
.advance to the next. There are many v.ays to creaie ..

- cating Amoebas, or dropping toulders throughan .
~.Enchanted Wall will create additional jewels. When the
proper number of Jewe!s have been collected a flash -
"« will }at you know that the eSLape door is re vealed and

r--‘

Fireflies. The' deadly Fuefhes ghde about m the tun- -

the edges of all the exposed areas.-Thisis a help, .;
. since they will explode on contact wnth Rockiord, Turn. -
the tables by dropping boulders on them, which * <"
" causes them to blow up. This comes in handy whe'1
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Caves and. Levels. i Sy

There are 16 CAVES, ‘each compnsed of several
.- scrolling scieens; numbered A through P. Each CAVE %
+has 5 Difficulty Levels To'select a different CAVE, -
; s “move the joystick arm left or right when you are in the ’

! Syslen Requrrements. £y 0%
J ", Atari® 400, B0O, and XL Saries Home Computers“' :
£
1

; -32K RAM (min.) DISK/TAPE ‘,. .n.',

i~ 16K RAM (min ) CARTRIDGE - !
1", - DYSHCKS(s)—Tor2 . . . : SR

! » , ’ ¢, menu screen. To'select a different Difficulty Level, go .
’ ﬂ,":zg?m 64 Computer R T "to the menu screen and move the joystick armupor™ +.
* T CARTINGE I o e T .,“_. . down. The greater the difficully the less time you have . "
! * JOYSTICK(s)—10r2 - S R I Y 2-‘ - ~ and the more Jewels you have to coliect. Youmay - =~ "
LT e . =+ choose CAVE A, E, I, or M, on Difficulty Levels 1-3.0n . S~

T IBM version vill be avallable soon ﬁ o + .Difficulty Levels 4 and 5, you must start with CAVE A

. Atter making a selertron pressthe 1oystrck trtgger to

.".ft begain the game.’ L RS

- Caves: = - ... S s
ﬂ'A. ntro. Prck up Jewels and exrl before trme |s .

.,

- B, - -
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: "..1 or2 Players can play usmg 1 or 2 Joystrcks

up. - Ty L.
” B. Rooms. Prck up Jewels bul you must mov
~~'boulders 1o get all Jewels. . S
Y C. Maze. Pick up Jewels You must get every
= Jeweltoexit. -
-7 . D. Bulterflies. Drop boulders on Butterflres to
‘- -create Jewels,
*E. Guards. The Jewels’ are there fof the grabbmg,
‘{" but they are guarded by the deadly Fireflies. . .,
F. Firefly Dens. Each Firefly is guarding a'Jewel. ~.”
G. Amoeka. Surround the Amoeba with boulders
s0 it can't grow anymore. Pick up Jewels that 5
;. -i¢ are created when it suffocates. .- . * Vi
H. Enchanted Walk. Activate the Enchanted Wall
< " andhcreale as many Jewels as you can..*
"l Greed. You have 1o get a lot of Jewels here :
" ““lucky there are so many. i
" J. Tracks. Get the Jewels, avord lhe Frrethes
_'K. Crowd. You 1nust move a lot of boulders around
.in sorne tight spaces., . IR A
3 L. ‘Walls. You must biast through walls to get at
.7 some of the Jewels. Drop a bou'deron a Frefly
-atthe nght time and place to do this. " .,
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.+ . Disk—Ramove all cartrrdges Computer should‘be
“.. off. Turn on the disk drive. When the busy light goes
~Lout, insert disk with the label side up Close drrve
-« dzor Tirn on computer S ;’.‘:\rn R
" Atari: Game wilt load and run automatrcally

P - Commodorg 64: Type LOAD “BD" 8 1 [Press
. FPRETURN} - Cied
oo Caseette-—Remove all car tndges Computer should
- “= be oll. Piace tape into the cassette recorder. Press .
7 REWIND to make sure taps is completely rewound
., Priess PLAY on the recorder. | - L
. Ateri: Whila holdmg down rhe STAFlT key, turn the gl
comipriter on. After a signal (beep), press RETURN on ¢
T he comp.rter The tape will start {o turn and load the -
LeThgranm. After several rnmutes the game .vtll run au- -
tomatlcally NER AN Lt
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1 }c ‘’Commodore 64: Type LOAD ‘BD"
|
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~ -:together and watch the Jewels fly.. -

: H. Zigzag. Magically transform the Butterﬂres tnto
* 7 Jewels, but don't waste any boulders and watch

*“out for the Fireflies. .~ s+ -« i

0. Funnel. There is an Enchanted Wall at the '

" bottom of the rock funnel.’ sy
P. Enchanied Boxes. The top of each square

/" room is an Epchanted Wall, but you'li have o~
»blast your way msrde Deanel .-

Fl..R,RN] BRI S
Cactrid ges—Turn off an vy pertpherals Place cartrrdge )
) into tre cartridge port and turn the computer on-—~ .
‘he ga'n., wtll run automattcally R -

N

St.rrt Press key (see below) and the Frrst Star logo :
L will be replaced with the menu, whlch allows you to,

C - Atan Press START key
& Conr“odore 64: Press F1 key

play screen, to the right of the’ picture of a Jewel. The
, number of paints per Jewel changes. The point value ¢
+ is determined by the CAVE, Difficulty Level, and bo- 77
nus status, The bonus value occurs after the requtred i
number of’ Jewels have been collected. Every 500
* points the tunnels’ sparkle for a moment and }ou ge
. another Rockford.. A3, ST Foae
‘You also'score 1. bonus pornf for each sec nd ol tt.me

1 Payer 1 Joystick %
~ 2 Players, 1 Joystick.
2 Players 2 Joystrcks

‘ V‘
e "Joystrck Tngger. You will start af CAVE A—thﬁcul '
Srxs ‘Levet 1.if you just press the jOYSlICk trrgger wrthout
: makrng a selectlon - W

L conhnue 4 ~ »-v ,“, ,4‘. ",’ ""v AT a ";l' {1"
- PAUSE. When' you wish to pause gameplay just press

- e spacehar on your keyboard. At the top of the” T%,.
scree-n will appear prompts to remind you that the

TR | S e G Y,

"'Playable Intermissions: el =

d{ %

There are 4 short mterac'rve puzzles which you are._;
“entitled to play after completing CAVES D, H, L; and; A
£ P. There is no penalty for not ptaying or losing the I ce 7 ey
. .+ termissions. If you complete a Playable Inlermrssron IR

.z‘ successfully. you recerve a bowus Rockford 7

continue. "l Al e ey _sfy.;: ey
.- Escape: Inorderto leeve a CAVE but not the game
7 Alari: Press ESC key . TR S
Com"\odore 64: Press RUN/STOP key :
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Butterfli=s. Tna colosful Bu'teﬁhes béh:we much like" - :  Batpm T e ey e e e
 Firefies However. they fly in the opposite diraction - .. ‘, Strategylﬁps' o . R
g a7 . . R .
; of mg d gi" 'f"r?‘qd they turn ':no__‘?e‘f? {s when(t.xey .- -+ Rockiord. Rockford can affect an ob, ctthatisnext .-
b exp .- to him without moving into it. Keap the joystick button’

Amoeba. The Amoeba is a gieen blob. lhat bubbles ShA L
, and grows through 2arth and air..Rockford can touch
% it without harm. Fireflies and Butterflies will explode -
s coniact with the Amoeba. When Rockford ™~ - ,,,;--" -
surrounds the Amoeba with rocks, it runs out of grow- . .
... ing space, suifocates and turns intu Jewels However, -
if the Arf‘osoa grows too large (about 200 squares

" depressed and move the joystick in the direction of

+ the object or earth you wish to affect Rockford will not ‘
~ move, butthe obfect will react. .° - LI O
" Boulders. You viil ofter find you'se.f d.ggmg or mov:’
" ing downwards only to find that a boulaer has been -
toppled by your movement and is abodt to land on
you. The only way to avoid losing your man in these

big) it w die and turn into boulders' Bt - ‘ ” " situations is to move quickly to the right or left, outof »

" Enchanted Wall. The Enchanted Wall looks like any » 7.1 the boulder's way. Rockford runs as fast as a boulder _

other wali, however when hit by 1 falling bouldar itbe- -~ - (ayg 5o it will’ never catch up to you, unless yout hesi- Y
- gins to vibrzte for a limited time. During this period, ... .. 5150r stop: * U .: ‘
“any bouidars'that drop through it are magically turnoq 2 Exit. When Rcckford has collected the requured <+

o to Jewel's, but oniy if there is empty space below the
all. It will aiso turn Jewels intc toulders it they crop -
thr ugh it. Once the enchantment phase is complete e
-it cannot be reactivated in the same round

- THanium Wall. The exterior wall is an mdestructxoie
. .;cundry to glay action. Rockford can only eXx' to the: -
next CAVE through the esc2pe door . B
« 7 Eecape Door. I’ ually the Escape Door Iooks hke a.
Sl pon on of the Tienium Wall. Afier Rockford has col- ;ﬂ
“lec*ed the required arnount of Jewals, it is activated.
©“ang begins to flash. At this point the mysterious es
- " cap2 door 1s reveaied: and you may exxt prov:dmg

T time doesitrun out: &

Tnme. zach CAVE'is nmed When
a we.'nmg SOuﬂd wrll occur. s

- amount of Jewels for the CAVE he is in, the Exit is re- ‘
" .vealed. At this ime you should decide whether to go™ 2
for bonus Jewels (at a higher value) or to exit for the
" time banus peints (1 for each second remaining).+;
- Make sure you kriow the Iocat:on of the escape door
and you.can gettoit before fime runs out. .
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