DRELBS

Requires Atari 400 or 800 with 32K (disk) and 16K
(cassette or cartridge) and joysticks.

Once upon a time there was a kingdom that was very small. It
was so small in fact that no one larger than a flea ever gave it
much thought.

In this tiniest of places there lived a race of peaceful hippety,
hoppity creatures calied DRELBS.

One day a shadow fell over this happy land. It was invaded by
trollaboars, evil looking gnomes of squarish stature who, because
they also were not very large, coveted this miniature land for their
. own. They came with screwhead tanks to destroy the drelbs, and
hunted drelbs just for fun. 5
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Although the dreibs were tiny they weren’t sh’ort on smarts. They

led the trollaboars to the atomic flip grid in the center of the city
and there decided to make their stand.

Your task, if you've the courage of a friendly drelb, is to defeat
the trollaboars on the atomic flip grid. You must be fast and cun-
ning to avoid the hunters and save the drelbs from extinction.
And above all you must have heart! Happy blinking, drelb lover!
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LOADING DRELBS

Cassette

Pull the release lever above the keyboard towards you to open
the cartridge door of the computer. If there are any cartridges in
the slots, remove them and close the cartridge door.

Insert the program cassette into the cassette recorder with the
label side up. Press the piay button on the cassette recorder until
it locks in the down position. Hold down the start button on your
computer and turn on the power switch. After you hear a beep
from your computer, press the return key. The program will load
in about four to five minutes.

Should you have any difficulty loading the program, rewind the
tape all the way to the beginning and remove from the cassette
recorder. Insert a pencil into the sprocket of the cassette and ad-
vance the tape into the cassette recorder and try to reload as
described above. if this fails, simply flip the cassette over and try
loading the reverse side of the tape. The program has been
recorder on both sides of the tape.

Disk

Pull the release lever above the keyboard towards you to open
the cartridge door. If there are any cartridges in the slots, remove
them and close the cartridge door.

Turn on your disk drive and wait for the busy light to go out. In-
sert the DRELBS program disk into the disk drive label side up
with then section towards the rear of the disk drive. Close the
disk drive door and turn on the power of you computer. The pro-
gram will load in about 30 seconds. If you have any trouble
loading the disk, simply turn the disk over and re-boot. The pro-
gram has been copied onto both sides of the disk.

Cartridge

Pull the release lever above the keyboard towards you to open
the cartridge door of the computer. If any other cartridges are
present, remove them. Insert the DRELBS cartridge into the left
slot label side towards you and close the cartridge door.
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DRELBS

Introduction

In the many ages since the beginning of all things, in the time of
sorcerers and unicorns, magic rules all kingdoms. Drelbs happily
came and went as they pleased and hardly a cloud passed
through their unhurried lives.

Then the trollaboars came. They brought with them evil schemes
and sought to enslave all men and Drelbs, and to rule the worlds
of love and light.

One by one they caught the hapless Drelbs and trapped them in
worlds where the light never came. It Is into these dark places
that you, as the last of the Drelbs, must venture in order to save
your comrades and restore love to its rightful place.

How to Play

You first appear on the atomic flip grid in the center of the
Dreibish kingdom. You will notice that as you hop around the grid
your movement causas gates to shift position 90 degrees.

Your object is to close off as many of the squares as possible by
flipping shut gates of % completed squares (this may sound far
more complicated than it really is). When a % sealed box is
closed by a gate flip it will turn into a pulsing square. In each
round you must secure all of the squares possible on the grid.

The Trollaboars also can flip gates, however they cannot com-
plete squares of their own (the Trollaboars are not builders - they
are mean and nasty destroyers).

You can also trap the evil Trollaboars inside of the squares that
you complete. This immobilizes them only for a short time,
whereupon they break free and escape. When you have com-
pleted all squares possible on the grid, the squares will begin to
fill up with grogolytes and drelbish windows (see below). Wait pa-
tiently and jump through the drelbish window into the dark cor-
ridor.

There are eight rounds to compiete the game. They are as
follows: Sapphire, Ruby, Emerald, Topaz. Peridot, Agate,
Amethyst.




Drelbish Wi,._,ws to the Dark Corridor

When this window opens you must hurry as quickly as your
drelbish legs can hop you there, and leap through the window in-
to the land of the Gorgolytes, cousins of the Trollaboars, and
slavemasters to the Drelbs.

Then quickly, ever so quickly, you can free every Drelb that you
touch. But go carefully into that dark place for the Gorgolytes will
perceive your presence and hunt you relentlessly until you are
tossed back onto the grid.

If, however, you are successful in freeing all of the enslaved =
Drelbs then you will be transported to the bonus screen, and
there your bonus points will be entered towards the goal of free-
ing all Drelbs from their awfui fate.

Hearts

After a certain time hearts will appear along the corridors of the
flip grid. You must pursue these for they are magical indeed.

When you run over a heart it will freeze the Trollaboars for five
seconds during which you can hop quickly and trap them in a
square.

Bonus Screen

You will enter the bonus screen either by kissing the lady that ap-
pears in the Gargolyte boxes or by completing a round of the
dark corridor. You will be awarded a bonus equivalent of 250
times the number of completed squares on the atomic flip grid.
Then, automatically, you will be transported back to the flip grid
to begin the next round.

The Gorgolytes

The Gorgolytes will try to pop into the flip grid. You wiil see their
ugly faces haunting you. Don’t let them intimidate you. While
they are deadly in the dark corridor they cannot harm you on the
grid. However, they will destroy the boxes in which they appear,
and be a general nuisnace.
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The Mystery Lady

Whenever this beautiful face appears in one of the Gargolyte
squares, hop quickly to the square and steal a kiss from this fair
damsel for she is sad and confused in a Gorgolyte prison. If you
are successful in stealing a kiss, you will jump to the bonus
screen. After all the enslaved drelbs are freed, you will discover
the secret of the mystery fady!

Diamonds

Occasionaily, @ magical diamond will appear somewhere on the
flip grid. Hurry, hop quickly to the diamond, (for it will quickly
disappear) and pass over it. This will open a drelbish window into
the dark corridor.

The Screwhead Tanks

The screwhead tanks control the perimeter of the atomic flip grid.
They fire dreadful bullets that ricochet off the gates of the grid.
Be careful to avoid both the tanks and their bullets, otherwise it's
goodby Drelb.
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Trollaboars

These ugly square heads hunt Drelbs just for fun. Stay far away
from them if you know what is good for you.

Lives

You have five (5) drelbish lives to complete your mission.




The Options
The [START] button begins the game. To restart, press [R].

The [OPTION] button will put you into the option select mode.
You can then press the [SELECT] button to choose either
NOVICE, TOUGH, or SUPER drelb level of difficulty.

The [SELECT] button allows you to start from a greater difficulty
level.

The [SPACE BAR] pauses the game. Moving the joystick restarts
play.

There really isn't any more to say, only drelbish valor can save
the day.

All Drelbs, everywhere, are counting on you.

WARRANTY

SYNAPSE SOFTWARE warrants to the original consumer/purchaser
that this SYNAPSE SOFTWARE program cassette/diskette (not including
the computer programs) shall be free from any defects in materiai or
workmanship for a period of 30 days from the date of purchase. If a
defect is discovered during this 90 day warranty period, and you have
timely validated this warranty, SYNAPSE SOFTWARE will repair or
replace the cassette at SYNAPSE SOFTWARE'’s option, provided the
cassette and proof of purchase is delivered or mailed, postage prepaid,
to SYNAPSE SOFTWARE.

This warranty shall not apply if the cassette (1) has been misused or
shows signs of excessive wear, (2) has been damaged by playback equip-
ment, or (3) if the purchaser causes or permits the cassette to be servic-
ed or modified by anyone other than SYNAPSE SOFTWARE. Any ap-
plicable implied warranties, including warranties of merchantability and
fitness, are hereby limited to 90 days from the date of purchase. Conse-
quential or incidental damages resuiting from a breach of any applicable
express or implied warranties are hereby excluded.

NOTICE

All SYNAPSE SOFTWARE computer programs are distributed on an
“as is'’ basis without Warranty of any kind. The entire risk as to the quali-
ty and performance of such programs is with the purchaser. Should the
programs prove defective following their purchase, the purchaser and not
the manufacturer, distributor, or retailer assumes the entire cost of all
necessary servicing or repair.

SYNAPSE SOFTWARE shall have no liability or responsibility to a pur-
chaser, customer or any other person or entity with respect to any liabili-
ty, loss or damage caused or alleged to be caused directly or indirectly
by computer programs sold through SYNAPSE SOFTWARE. This includes
but is not limited to any interruption of service, loss of business or an-
ticipatory profits or consequentiai damages resulting from the use or
operation of such computer programs.

The provisions of the foregoing warranty are subject to the laws of the
state in which the cassette is purchased. Such laws may broaden the
warranty protection available to the purchaser of the cassette.




