GAME FEATURES:

»0ne or two player game

« Three playable intarmissions
lirst ever

» Several different caves, each wih
5 lavels of difficutty

*Award wining graphics
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Just when you thought it was sale
b go back lo the caves
Rockford 15 at it agan! This
ime he's out for revenge And
now its 3 lol more difficult as you
have more obslacles as well &s
fireMies. Snakes, 1rees COCOONS
and many mora
You wil need to call on all the slrategies
and “'physics”  thal you learmnt
BOLDERDASH “In travel successfully around
all the caves and callect the prized jewels. but
beware 1t will not be sasy
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LOADING INSTRUCTIONS

Commodore: Hold dows SHIFT and RUN/STOP
keys, the press PLAY on tape

COMMODORE FUNCTION KEYS

To get to the Menu Screen, press F1 or Fire
button

Press F3 far number of Players and Control
Options

Move joystick left or right to select Cave

Move joystick up or down to select difficulty level
Press RUN/STOP to restart a Cave

Press SPACEBAR to pause/resume play



BOULDER DASH 1™
ROCKFORD’S REVENGE

I;IAYZEH OPTIONS: A

or using 1 or 2 joysticks.

GAME BJ'EC]'?\%Z

The objective of Boulder Dash Il is to search throu eghout each CAVE and collect as many Jewels in as short a time as . Once

the indicated amount of Jewels have been collected; the door to the mysterious escape tunnel is revealed and you go to the next level

Stralegyand ing will you master the * "* of Boulder Boubdersdropprednctablyermgh but you and Rockford
growing Amoebas, transform Butterflies, outranceuvre Fi nurnerous obstacles.

CI{ANCES
Each player starts with 3 chances. Bonus tries are awarded after every 500 points. The tunnels created by Rockford wall ** shimmer””
e V&l are awarded a bonus try. A bonus is also eamed by completing a Playable intermission.

AND LE
There are 16 CAVES, each of several scrolling screens, numbered A to P. Each CAVE, has 5 Difficulty Leveis. To select a
different cave, move the j arm left or nght when you are in the menu screen. To select a different Difficuity Level, go 10 the

menu screen and move

oy

tick arm up or down, ‘The

reater the drfﬁcu the Iesstrmeyou haveandthemore Jewelsyou have

maklra pressthe tick trigger to begin the
AINTHO pastmeﬁreﬂydens a%sblowyourwayb?'ﬂommoeroommngmme Watch the demno mode if In

B. SIL& The silo areas comain amoebas which must be blocked off. Use the rocks at the top and two at either end to do so. Wait for
the amoeba o suffocate and turn into jewels, then release the rocks mal prug the bottom of the srlos
.CSPIRAL This is a straightforward contest (at ieast at the lower ieve X Tas B X
levels, he must use coordination and strategy to avoid theﬁrem
D. BREAKTHROUGH. Clear the area between amoeba and fireflies, then release squadrons of firefiies. | usually release the middie
squadron whrchﬂresupandaroundmeamoeba If amoeba is insu breached, release t0p squadron. Make sure amoeba is
breached sufficiently for you to go in and get ail the jewels and get out. ff a looping firefly is biocking the way out. wait for amoeba to

STIBWER Thrs is a matter of dexterity, and ummatery pattern learning, because the shower of jewels and rocks is deterministic. An
below the sime takes care oqecrsmare out of play.
F. GAUNTLET In the first phase, you mi t void the fireflies. This is a matter of learmng the omrhm Visually, | move Rockford just
aﬂeraﬁreﬂyhasmovedbelmmm,_andlpau him to the left of each phase you clean out jeweis. | get al
the in the lower halt first. It is to get all j
G. JAIL. Since mﬁ: Eﬁ(ﬂ is surrounded walls, you must blast through, starting trom the rightmost wall, by dropping conveniently
rocks on fireflies.

RING AROUND THE ROSY. The trick is to make the fireflies circulate around a much smaller lump of dirt, so that bump each
otheroutotmeloopand can be led to the amoeba. Thewayldomstomoveﬂockfordn%ra then down 6, then right again, so as
to cut the “island’" down to Lshape Since the fireflies take a while to fokow, | use the time to cut out several columns under the
amoeba, whrcharmnngﬁreﬂmwrllusefromnghttole asmecdumnsgelcloggedwrth

I.FAST TRICKS. The trick here is to move around the islands counter -Clockwise, as do the fireflies. Itrsbosttoswncntoanewrsland
just after a firefly has passed, so you are chasing it, not vice versa. The firefiy on the centre vertical island is a bit of a spoiler. 5o |
kill_him with the second jewel from the bottom.

J. MI EDDOUBLESAspeaaItnckwodGbesthere andworrldbeamc&csnyathlgherievelsMoveleﬂmmwsbelowarockparr
and then right one row below the same paw Therodtswuld only the butterfty will come out, while the firefly loopsMovr
down and up underoneoflhefaﬁenrodrs wait untrlmebutterﬂyfolbwsandthen drop a rock. At higher levels 10 ensure tha
butterfiies follow, go left and follow the ouside border counter -Clockwise, then work on the lower right pair first.

K.SNAKE. Since ﬁremesfillu#mgrepam makeywhavetooollectallﬂrewelswﬁtuﬂrecmssmqyourpam
L. GRIDLOCK. Try to get to the bo! and clear out as much dirt from the bottom up until getting trapped in a room becomes

unli
COIKQBINATION Theexrnsatlhemrd—lowerlerlofmecave(yomustneedto t one jewel 1o get it flashing}. Knock out dirt on the

bortomtworowssomat line up horizontally. W rwaytothe of the screen in this manner, and then run all the way
alonq jewels. insomelevelsywml Mopamalruwsofpwelsbyacdumn
N. TREE mmSmof?rewelsTrrempmwrsdlenmdrfﬁwn but the following strategy works well. Stand below a jewel

until firefly traffic is sparse. Grab the jewet (Dy using the button) and then run under a rock, which will seal off your passage from the
fireflies. In this way, the situation is kept under control, because you're never dlrecny in the path of a ﬁreﬂy

2. This. 5 10w puZzes KL o mdmeywrbaauamd e m—— - .
mmm,mmm,mmm&mmmymm rtscycle and then drop the rock on it

For the second, bore a hole in ihe dui at the batiom of the ceil, and then unoermemlnemnerocstokaepmebunerwgon
averhcalpamlon%,eemughtomakeme of the d rookle&

For the third, ¢ lower rock onto the wall. you butterﬂy mlsrookmllbeenouohtoleadmebunerﬂyunderme

j around.
R.SPELUNKING.Theexitisrnmecenn'eofmecave The exact solution is hard 1o describe, but the genera Istrategyrsto?o
%dest!dm&mw%m%ndemmasMasmbbummw untrlﬁnallyenoughmbblecon'resdown

0
Q. INTERMISS! 1ﬂusonemmsoutnonobeso~able1(l)%olmenme Thetncklstoreleasehreﬂmsomatmepeweltallstome

bottom then be picked

R. iNTEHMISSIOR!eznﬁE EofBD1 ThetndusFocomernfrornd'rengmformepwelsmmefrrsrrowandfrommeleﬂror
Ipe soolg;d row. Wait untrl enemy has flown over the jewel, then rush in. Enemy will fiy to where you were before and not bother you
if you

p
S. INTERM lggllala Run to the bottom, wait until left most firefly has touched bottom, then cut out the bottom of the four left
columns of dirt, runtolheleftwall and up. It will be easy to avoid the four fireflies while you do the same manoeuvre to the next four
1[or ustaoior if you've got eUmmg nﬁ
MISSION4 Pultherooknghlone T the jewel (as in Intermission 2} and lead the firefly under the rock. When it
the other fireflies are released and xit becomes accessible.



