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ARCHON depicts tha eternal struggle between Light and Darkness as a conjest of
action and strategy between epposing forces wrought from myth and legerd. The
Light Side and the Dark Side ara equal in number, balancad in strength, but not
igentical. Their aim, however, is the same: conguest of ihe five "power points”™ ar
the elimination of the oppaosite side.

THE TWO SCREENS

First is the strategy screen where, by turn, the wcons are manoeuvred into
favourable positons. When an icon moves ono a square aleady oocugied by an
oppanent's icon, the game shits 1o the battleground where both fight for that
SOLIATE.

INITIAL STRATEGY SCREEN
The Luminosily Cycie - "Luminange”™ squares on the sirategy Screen vary in
brightness throughout the gama. Your fortunes tend to ebb and flow with 1z
cycle because Light Side icons are harder to defeat on light sguares than when
they are on the dark squares and vice versa.
Power Points - Flashing symbols indicate the five power points. lcons on power
poirts heal faster and are protected from magic spalls. You win the game when
you occupy all five power points.
Movement - Move the frame atop the ieon you wish ta select. Push the buiton 1o
choose icon. Move the frame glop the destingtion desired, and press bulton 1o
mave icon 1o that destinaton.
There arg three forms of movement: ground, fly, and telaport. Ground movers
cannot move diagonatly, or through occupied sguares, and fiiers are restncied
only in where they land. Only the Wizard and the Sorceress can lelepornt,
Note: If you change your mind while manoeuvering & ground mover, you must
backirack,

THE BATTLEGROUND
Combat is immediate and simulianeous. Joysticks (mouse, or direction keys)
direct movement of the icons and the button initiates an attack while immabilizing
your icon. There are three forms of combat. ¥nights and Goblns wield swords
and clubs; Banshees and the Phoenix's infiict damage in a circular area arcund
themselves; and all the other ioons throw missiles of some sort.

The Attack Intervat, while fast and turious, has limits, 1 takes a moment to raise
a sword of rip & Doulder from the ground! The computer will sound & tone when
your icon is ready to launch anather aliack.

Berriers go through luminosity cycles of their own. A barres s impenelrable
pxcapl when i disappears (Decomas nearly fransparent)

Life, Death, and Wounds affect the “litelings™ &t either gnd of the arena which
indicate the current lifezpan of the two batthing icons, A wictonous icon from the
arena retums to tho strategy screen in contiol of the disputed sauare.  Waourdad
icons heal siowly with the passage of fime, more quickly On a power pont oF
instanmly by a Heal spall,

MAGIC SPELLS
Magic is the most sigrificant strategic element. Only the Wizard and the
Sorgerass can ¢ast spells. You can cast each spell enly once.  Speils are
powerful bul each one weakens the mage casting it.To cast a spell, move the
frame atop vour mage and press the butlon twice Push the joystick up and down
o zurvey the spells stll available, push the button when you find the one you
want. On the Macirtosh, pull down the spells menu, Yau't gel acditional
MessRges

TELEFORT
EHecl: Maoves icons any distance from one 2guare (o another
aActlons Required:; Move the frame o the ican, push the bultan and then move 1
to its destination
Resirictions: You cannol mowve an enemy icon, move into a sguare already
cccupiad by your own icon, telepert enta or off a power point or teiepaerl an
imprisoned icon.

HEAL
Effect; Heals any icon Of all wounds,
Actions Required: Move the frame to the wounded icon ard push the butlar:
Restrictions: You canno! heal an icon on & power pant,

SHIFT TIME .
Effect: Twe effects are possible. Feversa the flow of time or abiuptly shift hme on
the lumingsity cycie.
Actions Required: Mone after selecting the spell
Restricltions: Mone,



EXCHANGE
Effect:Causes any two icons to trade places,
Actions Required: Move the frame fo the icon you wish o franspose, push the
buttan, Then do the same to the other icon.

Restrictions: imprisoned icons, or those icons on power points cannol be
exchanged.

SUMMON ELEMENTAL
Effect: Allows for attack of an anemy icon with a new, temporary icon
reprasenting earth, air, fire or water. After the batthe the elemental vanishes
Action Required: Mowve it 1o the icon you wish to allack.
Restrictions: You cannot attack an icon on a powar point or choose which
elemental will respond to your summons,

REVIVE
Effect: Restoras an icon previously killed in combat,
Actions Required: Tha revived icon comes from a display on your side of the
strategy screen and its destination must be a vacant square next o your maga.
Restrictions:You cannot revive a live icon. One of the sguares next o your
mage musi be vacant.

IMPRISON
Eftect: Kesps an icon from leaving its square. Important: An imprisoned mage
cannot cast spells. Imprisonment is temporary until the luminosity cycle colour of
the prison sguare matches that of the imprisoned icon,
Actions Required: Move the frame to the target icon and press the button.
Restrictions: You cannot imprison an icon on a power point.

CEASE CONJURING
If you change your mind while selacting a spell or if the spell you want is
unavailable or canceled, you may push the button while "CEASE CONJURING" is
displayed and then start over.

THE OPPOSING FORCES

Light Side
The WIZARD mage casts balls of fire, and othar spalis.

The UMICORN is swilt and agile. s homn fires a bolt of encrgy.

The ARCHERS are endowed with quivers that are never empty.

A GOLEM iz an artificial being and its weapons are boulders,

VALKRIES ara females who can walk on air and carry an enchanted spear.

Tha DJINNI can raise a smali tormado.

The PHOEMNIX can explode into & mass of fire and be unscathed. During
metamorphosis it is imulnerable,

The KMIGHTS are soldiers armed and armoured against far larger enemies than
themsehes

Dark Side
Ihe SORCERESS mage fires her lightning bolls and casts spalls
The BASILISK has guick movements and a deadly glance,
The MANTICORE's 1ail bristles with great quills.
The TROLL seizes whatever iz handy and catapults it.
The SHAPESHIFTER steals form from its enemies and becomas a mirmor
image.
The DRAGON's flaming breath will kill many creatures. Its awesome powers
make it second only to the Sorceress.
The BANSHEE attacks with her keening wail, draining the hfe from anyone within
range,
ThEGOBLINS have gnarled clubs that are more than a match for the swords of
the Knights.

PLAYING HINTS AND TIPS

Strategy Openings
Conservative: Move your unfavorably located icons onto more favourablo
squares. Establish a strong, balanced position early.
Magical Assaulf. Wipe out the strongest anemy icon right off the bat. This is most
easily done with a combination of spalis.
Meonster Romp: Risky but fun and sometimes surprisingly affective.  Just fly ar
telepon your strangest icon 1o the other side and take it romping” and stomgEng’,

Strategy General Hints )
Stay on your color, Plan ahead, Avoid traflic jams.  Protact your mage!

Strategy Spells
Teleport: Handy tor tossing a slow or untavorably placed icon into your appenent's
back ranks
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gl Mover heal 8 Shapeshifer since i regeneraies between baltles
Shift Time: Use to prolong imprisonmeant. Strateque use could aliow lor &

attacking an enemy that remains on souanes laveurable jo ik
Fonve: Riovive anily your strong eans!
Iemigeriaeny. The raal ek is Hming, coupied with Shift Time (o protong the ellhect

Caombat General Hinls

(ot mowe in straighd dnes. Hil and run. Use diggenal shots. Trap your
ppoonem in @ corter. Confuse your opponent  Know your icor's strengths and
wapsnpossas, Feintl

Combal lcons
WIZARD: Aveid using untess attackod
SORCERESS: Avaid combet B possible!
UINICORNBASILISK. Speed and distance are their prime weapons
ARCHER: Keep in mind that the slow nature of Their atacks,
GOLEMTROLL: They have long Gives and conduct geadly attacks,
ONNNETIRAGON: You bave powes 1o spara nerng,
VALKSIE Basicaly & lowghar Archer
PHOEMNDY Move ciose-tha closer, the bether
SHAPESHIFTER: Success depends on having the proper battieground.
MANTICORE: Has the advantage of a hroader attack than ils counterpars
BANSHEE: Attacks efficienily, with great skil
KMIGHTAR0BLING Moves guickly but erraticaily, Get in close and stay [here.
ELEMENTALS: The Easth efemental shousd be played like a GolemdTrsll
Tactically, you can think of Fire as a Wizard, Air a5 an Archer and Water as a
Marticara.

g ARCHOMN 11: ADEPT

TWO SCREENS
Adept uses the same Strategy and Battleground screens as does Amxhon

BLAYER OPTIONS
Adept uses the zame Piayers Oplions as does Archon

MOVES
You bagin wilth four Adepts. On each turn you use whalsver magaeal erergy you
have fedt to: 1, Move an Adept. 2. Use an Adepl to ast a spell or 3. Move an icon
conjured up on a previcus e

WINNING
You win il you ocougy @il six power points, # you temph in tbe Apocalypse or i
YOur opponert runs out of magicai energy or icons

THE BOARD

« The main board 15 composed of four bands represanting the classica! elements of
Eartk, Water, Air and

Fire. There are four squares whick are not part of the bands. Two are black,
noutral Voids. The others are the citadels of QOdaer and Chaos, Voids can be
occupied by icons Dut cladels canndt,

There are six  flashing power points. Two are the Voids and the ofher lour move
froam o to turer

MOVEMENT
It the feame is on your side, it's your turn. Usa your joystick to move it atop the icor
you want and push the button. Next, move it 10 your inlended destination and
press the buttan again, (IF you don' want thal icon, then push the bulign again
NOTE: Tha rule lor canceling an Adepl move is differen:.}
Elemanials & Demons: Skde them as far as you like with lwo restrichions: 1hey
cannct pass anather icon and they cannot end up atop a friendly icon. You may
jump from one alement o an adjacent ane
Adepts: Thaey can telepord arywhers on the boardt 21 1he Cost of a bt of magecal
snergy



ADEPT

the Adent with the framea, press the bution angd prass
"SELECT ¥OUR SPELL?

= Mowve The joystiak loswand and backwards o gt the choicos
the cre you want,  You can change your mina with "CANC
Alrgady seleciad the speil then move The frame 3 your ciladsl and press
Lagttos

if 2 g}

Priogs the Dutlon on
SEL SPELLY I you

thi

+ Magic Bes ot the hedan of the scnon 8 costs The amoumnt of magical energy
you have is shown by the verical bar ana vanes heoughout the gan

« Mowving icons s slly Tree but 25 fakes snergy o omaintaie Damong and
Elgmentals and iois mone 1o cast speils. The anergy Bar shows you the cost of
youT opticns,

= The effect of spolis is bmited to the alement that the Adept s on. Adepts cannod
st spells from a Vold and are immuneg s all speils except Hea

THE SPELL LIST
Summon: Choose amarg tour Demans and foer Elementals, NOTE: Adapt
magic works only withine e eioment of the conjenng Adepl. You may summan ;
ican and cirectly attack sn spposing icon &t an anemy cast For allacking Ads
wou muest use jcons already an the boarg,
Heal: Cures half of anicor's wounds and all paralysis
Weaken: Culs an enemy icor's currend Flespan in hall.
Imprison: The imprisonad icon cannat be moved but & costs energy
Release: When you can no longer afford or need 10 keeq an gon imprsongd,
Banish: Yary expansive to cast but very effectve.
Apocalypse: Uza o pul & hopelessty ovarwhelmed erermy out of migery or as an
act of suicidal desparaion

COMBAT TIPS

Allack Metheds: On the battleground, icons hurl, hammer, flame, sing. fing,
siare and otherwize harass the oremy in whatever direction you move the joystiok
while prassing the butlon,

The Arack InlervatCombat is last but you have 1o wait for the altack interval to
pass before you can altack again

Altack Styles: Each icon is most afective when dsed in friandly slements and
well undorstond,  Adept missiles can be steored as long &s you hoid down the
buttan bt then the Adepts cannot move

The Gorgen does not wound, il paralyses. Wraiths are not nice; they are invsible
excep; when fhey are attacking you

I'he Firgbird cannot be kurt, or move whan a¥pioding, bet you can end the
explosion by releasing the buttan.

Sirens don't have 1 aim. Just press the botton and the singing and the dying
Shans

Jugnemaits are iixe missilos. They travel i
excapl o the song of the Siren

strasght fings and are invulnerable-



NOTICE
ELECTROMNIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS iN
THE PRODUCT DESCRIBED T THIS MANUAL AT ANY TIME AND WITHOU T
NOTICE.

THIS MANUAL, AND THE SOFTWARE DESCHIBED IN THIS MAMNUAL, 15
COPYRIGHTED. ALL RIGHTS ARE AESERVED. MO PART OF THIS MANLIAL
OR THE DESCRIBED SOFTWARE MAY BF COPIEDR, HEPRODUCED,
TRANSLATED OR REDUCED TO ANY ELECTROMIC MEDILIN CR MACHINE-
READABLE FORM WITHOUT THE PRICR WRITTEN CONSEMT OF
ELECTHOMIC ARTS LIMITED, 11/4% STATION ROAD, LANGLEY, BEAKS 513
BYN, ENGLAND,

ELECTRONIC ARTS MAKES MO WARRANTIES, EXPRESS OR IMPLIED, WITH
AESPECT TO THIS MANUAL, ITS QUALITY, MERCHANTABILITY O FITNESS
FOR ANY PARTICULAR PURPOSE.,  THIS MANLAL 1S PROVIDED "AS 15,
ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH REGARD
IO THE SOFTWARE AND THE MEDIA FOR THE SOFTWARE. PLEASE SEE
THE ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED WITH THIS
FRODUCT

MANUAL o 1987 ELECTROMNIC ARTS. ALL AIGHTS RESERVED
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