
f red flintstone builds Bedrock!
From a desolate prehistoric landscape will emerge the
beginnings of Bedrock. À true metropolis is about to be
inhabited by world-famous celebrities - the Rubbles,
Bamm-Bamm, Snoots, Dino, Pebbles and more.

In orderto create this caveman'sparadise, however, Fred
hasto recruithelp. Help is, of course, inthe formof lVoman.
Fred's most important task, therefore, is to find trVilma, the
object ofhis deepest desires, and persuade herto set up
home with him. Fred realises that before lVilma will pay
him any attention, he must build her a home,

Here's your chance to play a part in the formation of history,
Help Fred build his house andwinthe heart of Wilma,thus
paving the way for Bedrock as we know it today.

Here are a few pre-historic pointers to bear in mind;

The flrst screen consists ofa desolate landscape which is
to become the nucleus of Bedrock. You will see boulders
scattered overthe sand. These boulderswill enable Fred
to build his dream house. Large rocla are ideal building
materials, whilst small rockswill prove a hindrance.
Puttingtheroof inplacewrllpresent aproblemallof its
own and will require a visit to Dino-Hire.

Certain creatures and rocks will try to get in Fred's way -
pterodactyls and turtles are a particular hazard, Fred must
also be mobile, so help him find a car so that he can venture
further afield to find more rocks and hopefully run into
Wilma atthe sametime (lVilmais oftento be found atthe
Burger Bar or the Drive-in).



Be careful of Fred's neighbours. Whilst he's away they ÿÿill

start building homes too. The quicker Fred builds the
higherhis score will be.

Àbove all, keep a close eye on Fred's energry level (this is
denoted by the bird pecking at the stone slab). Running
away frompterodactylswilllowerhis energy countwhilst a
meeting with Wilma will boost his energy sky-high.

Watchthe red heart at the corner of the screen - the
harderitpumpswhen he meetsWilmathe more chance of
success he has in persuadingherto become his
caveperson.

Howwill you knowwhen you have won? Easy - the heart
will pump really fast and Wilma will follow Fred home in
true prehistoric fashion. À high score helpstool

Insûructionsforplay

Loadinginstoctions:

Press Control and Enter I(eys together.

Fire on both keyboard and joystick = run, pick up or
droprock, jump in oroutof car. Àtthe screen edge, left
moves Fred on same street and one screen to the left:
left and up moves Fred to the next street nearerthe
mountains, left and down moves him to the next street
further away from the mountains, Similarly, right with



up or dolvn moves Fred nearer or further away from the
mountains.

Sliding scales; The top scale represents Fred's energy
level - the more Fredrunsthe lowerhis energylevel
becomes. Fred stops running when the scale hits zero,
Àt this point only Wilma can boost his energy. The
lower scale shows how many times Fred has been hit or
bitten by pterodactyis, turtles or dinosaurs. Once this
scale reacheszero Fred loses a life,

To build the house; First clear the site by taking allsmall
rocla and dropping them into the tip. Then help Fred
build the house by placingthe large rocks into the
house plot. Ifyou have the rock in the right place, a
sectionof Fred'shousewill appear. The house is
frnished when the chimney has been placed on the roof.

To buildthe roof; Fred will need to hire a dinosaurwith
a scaled backinordertoplacethe roof onthe house.
Fred will only be able to enter the Dino-Hire when he
has enough money in his pocketto pay for the hire ofa
dinosaur. Guide Fred to work atthe quarry so that he
can eam some money. À $ srgn will appear on the
screenwhen Fred has earned enough.
Having completed the building of the house and
provided Fred has had enough successful encounters
with lVilma, she will fall u: love and follow him home.

Scoring;
Tipping a flat stone into the tip
Building a house segment
ContactwithWilma

=15
= 200

= 1,500

Building Fred's house before the rest of
Bedrockisbuilt = 5,000
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