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ARCHON

" THE STRATEGY SCREEN

THE GAME. ARCHON depich the etemal struggie be-
tween Light onc Dorkness os © contest of oction ond shaleQy
between oppesing forces wiought fiom rmvth ond legend.
The Light Sice ond the Dark Side ore equol in number, bok
onced in strength, but not identica!l Their oim., howeve!, i§
e some conguest of the tive “powe poins” of the elimino-
Son of the opposite side.

ICONS. The vorious lontastic crectures of your commond
ot tepresentec by specilic imoges —icons”—shized pic-
wres of knights gobling, monhicores, ond the tike.

‘There ore 4B icoms —0 tolol of eight Oifferen’ kinds on each
sice None of youn are idenhco! 1o ony of the icons on the

THE TWO SCREENS. ARCHON is ployed ontwo
scees On one —the shotegy sCeen—you ond your op-

ponemtokemmcnwmmmwomue
positions. When you ploce on icon on o sqQuare olreody
occupcedbyoneo!yompppone-nfsicom.mcomm
tempororily jo the second dispiay, the combat orena.

HOSTILITIES. in oidashioned ond—odmit —some-
whot o boord gomes {chess, bockgommon, ond their 13
e "celending” piece geb removed quietly frorm the boord,
ond the “ghocker wins the “battie™—ond the square—
without © biow being struck. .
hARCHON.mdondoiow”ehoocﬂm.wchm
delectism on the port ol the Selencer. No! I you wot that
saque.youhcvetohgnbt it When you fty 10 oCCupy O
squore held by the enamy. the dispued squcre exponds
o fil the entire screen. . _ond then, inthe wortls o/ ©
oedoin oronge-skinned morsie of comic-boox fame,
s CLOBBERIN TIMENT )
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THE LUMINOSITY CYCLE. ARCHON strategy side, I's your humn. (Simple. @h?) Use your joystick 1o move v e
screen chonges While some sQuores are Olways white of frome Otop the icon you want. Once you push the buor © .°°°’
- olwoys block, others —"iuminonce ™ squotes (marked C in conlirm your choiCe, you Must Move *hat icon somew st - bor
Y Figure Two)=vory in brighimess fhioughout the game in © {f on icon has howhere 10 9O, the CZ Mpute! wit N Olow - ':'_’°~
simple patiem: black — dark ~ barety cork — borety kght —  you 1o “pick it up ) Once yYou Mmove i€ 1con ko I desvoT e
Sgh — white. . .ond revene Bock ond forth, throughout (ogoin, with the joyshick], push the b.ion ogoin ond e s
fhe pome, the Cycie continues, the luminonce shifting after obedient imoge wil keeze in ploce cTe.
every othet lum. Movernent comes in fhvee iavors £-ound. fy. ond leec? e
Your fortunes in the gome tend fo ebb ond flow with the Ground moven caonnot move thioug ™ occupied sQuorm -
fumninosity cycle. This is becouse icons of the Light Side ore fliens Ore resincted only in where the. tond Faen con ox .”‘:
horder to deleat on light squores than on dork ones. Con- move diogonaity. ground icons connot. Only the WeoT IT
wersely, Dark Side icons ore sthonger on ook squaies ond the Sorceress con . but for proctico’ purposes ¥
wookes! on white ones. - -con think of them as flers in dsguise ¥
On ony hum, you con move on icor as far os I ronge ‘H‘ Al
POWER POINTS. The five "power points™ ore indi- obows in ony direction of combination of directions # & .o
cated on the screen by fashing red symboks Icons on power  $1op Oh any square not okeody occ.pied by one o s *me
points hea! aster thon usuo! ond ore prolecied hiom the own icons. . ook
oflech of mogic spels. i your icons occupy Ol frve power Note: If you change your mind whi.e moneuweng 0 ‘:_:"0'
) points, you win the game. ground mover. you must bockitock Otherwise, the com B f’
puUier, being very iterolminced, wili ossume you ore Ty . Pery,
MOVEMENT. 1 the hollow squore of “home™ is on your 0 exiend your move uniowtully. ,.'-::’
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THE COMBAT ARENA
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COMBALT. Action in the comba! orenc i immediate ond Wumobd-oﬁghrdebrmucwswe.o
&mﬂonm.ﬂmekno\okingmmvwicbdiwcﬂm bwonebmbmsde—bbtyoum.
ment of the icons. Pressing the bution inilictes on oftock— )

gwinging O sword. inng an OITow. casting ¢ firebol—in the
arod.onmjoymckispoimedibuccnoﬂocko:mh
ory of eight direchions: Up. Gown. leh, right, ond the four
aogonok Lnggﬂmmneomotmmm
_bution is pressed.
Comboct is of thvee genero! ypes. Knights ond Goblins are
pword-swingers and club-wielders, they must be very near

"-‘ on opponent 1o infict domoge.
ndd The Borshee ond the Phoenix inflict domoge in © circular
aeooromdmmhm;mebngevmeopposingiconbh

ot circie. the grecter the domoge it susioins. Such “orea”
aftocks heed not be oimed.
thmmmwmmmdmwﬂowm
cons do domoge trom o consideroble distonce.
Soe the QUICK REFERENCE CARD for © detailed comparison
of the speed [Allock Speed’) of ond damoQe cone [Anock
Torce™) by the different missiles.

THE ATTACK INTERVAL. While combot & fos! ond
furious, you con't pst fire oway G fos! as your finges twitches.
1 fokes © moment to foise © sword info position fo sirike:
fonger fo conjure even o fos! fireboll, ond the better porn of
Mowholeseconds(!)bripoboubetwolmegro\ndond
2 it high enough o throw.

BARRIERS. The obstocles or borrien in the orenc Qo
houghwwwwdadheirmuccreu-mw
beosmckyosonopponeﬁ‘.

Normw.oborrierisvrpenehob‘e.ﬂowevev.mm
juminonce o exoctly maich the
edo'dmebochgrwwd.thebomefdnso rs... 0010
iewseconds.V_ouemwahwit.shom pos! it, crmthing.
¥'s gone.

Furthermore. for © few seconas belore © bamier vonishes
oudoherlveoppeon.voug@wcruovmeommibe trwough
t.wvou(alrewie]winbes\owedoown.

¥ this seerns ot ok conhusing. jus! remember thot the more
:didcborﬁefp_.;_b.lhemewhdnk.ﬁyouhcveow
Goubts, Ovoid the bomien entirety—ond ge' out of the woy
©of oncoming rmissites.

LIFE, DEATH, AND WOUNDS. The itelines™ ot
either end of the oenc indicate the curtent lifespon {heoth/
wmaumm.mm‘wmonwum.
bmcﬁngiieimisreducedinpropomon\omem
of the wound Mmlsi!ehneisgone.theiconis‘dood‘
over.

next hme 1t is forced fo fight. fven the
worn down by waves of atrockers.

s eqsier 1o Oeleat the
wongedioonccnbe

Nﬂinomwmbdaemioonhreodylomw On!heshmegyscveenm)dedioomoreheo‘eddomdv
occomplish nothing —excepl 10 keep YOUr con from moving. bymunﬂepassooedﬁme; more quickly, by resting on
Nheexoc!mm1youconbmchonometoﬂodun Opowupo‘ﬂ.ormwihfondoompmew.byoHeo‘spe&
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.Whij they
hove one drowbock: eoch $Pell weakens the Mmoge casting
& leaving trat moge Progressively jess Obie 1o defendg itsel
Ogainst direct ongex

A:pelmaybe Cast insteod of o reguiormmm,
shotegy screen. SiImply move the kome otop Your moge,

Wwuo! OpDears. Withou NG the icon, however.
MM"”EMMOQOM, ondyouwilgefonewmessoge.
'SELECTYOURSPELL‘

thheioyshot upordownbsurveyvre spells stit owoll
Oble.ondmhfhobunonmwenyouhncfheonem word. W
urther octions on YOur part are reQuired, Odditiong! Er o
sOopes wil direct you ODDropricneOy
hot vou cony Conjure the some sDel more
thon once. Ond you cont cost © spell ogaing: pPower poingy
below.

o lcons on tem, Detoils are Qiven
YELEPORT
EFFECT: This ~telepors .. o your
Oy distonce trom One 3quare on e shategy screen fo
ACTIONS REQUIRED. Ape, $81£CHing the 5Dl move the
me o the youwonfpushfhebcmon.ondm
n desﬂnm.on—m s if it were o nomoi

- restrictions mojor
HEAL
EFFECT: This $pel instanty, hecls any icon ©f of woungs has
sustoined in Oreng.
ACTNONS REQUIRED. Ahes selecting the spell move the
tra CON. ONd push the bumon,

wounded icon,
iismcnons.- You canno! heolenicon Testing on ¢ power
Point. You con “heol an ol:eoayhoomyicpq Dut why

©/00uoty garker WOUIK Now grow: lighter —umi) the cycie

peaked. However, umespenncos!whenfhebmmomy

CyCie is o eithey Peak, Shift Time will couse the Cycle 1o ghint
fo the OPposrte extremne (from block 1o white, or




D

2

EXCHANGE

EFFECT: This spel couses any two icons on the shotegy
screen 10 hooe ploces

ACTIONS REQUIRED- Move the home to one of the icons you
wish to fonspose, ond push the bution. Then do the some 1o
the other icon.

RESTRICTIONS: Neither icon con be imprisoned or on o
power point.

SUMMON ELEMENTAL

EFFECT: This spel ollows you fo oftock any enemy icon with
© new, temporory icon representing one of lowr elemen-
Yok —onimoted spirits of the oncien! elements of earth, oir,
#re. ond woter Combot is conducted in the combo! orena
O3 usuOl, excep! tha! the elemento! vonishes afier the bottie,
win or lose.
ACTIONS REQUIRED- Once the spet is selected ond the ole-
mentol oppeon on your side of the shaleQy screen, move #t
1o the icon you wish to ook in the combo! oreno, direct
e elemento! just os You would ony othe! icon.
RESTRICTIONS: ¥ou Conot ofock on icon or © power point.
COnNNo! direct the elemeniol to o vocon Quare of one
©ccupied by one of your own icons You canno! choose
hieh elemento! wit respond o your summons.

REVIVE

EFFECT: This spef 1estores 1o the pome On icon previously
s ('kil}ed") in comban.

ACTIONS REQUIRED: The procedure is similorto o Te

sped o o nomol move, excep! that the revived icon comes
¥om o speciol dispiay by the side of the shotegy screen. ond
# destination must be o vocont $Quare next fo the mope.
RESTRICTIONS: You connot “revive” on icon not oleody
Seod One of the (inihofy five) $Quores odjoining your moge
Mbevocom.oncmnwpmthe revived icon on one
ol those vocont squares.

IMPRISON

EFFECT: This spe' keeps on icon on the strotegy screen fom
feoving ity squore. The icon con figh! ts attockers in the com-
bot orena. but It conno! be moved off s squore imporiomn:
Oon iImprisoned mape connot cas! spells! Imprisonment s
Semporary. A Dork Side icon would remain imprisoned until
the deho squores tum biock: o Light Side icon would be
freed when delo squores tum white.

ACTIONS REQUIRED: Once the spel is cost, move the home
o the forget icdn, ond push the bution. ,

RESTRICTIONS: You connot imprison on icon on o power
point. You connot imprison ony icon o! o time when the humi-
nosity Cycle would outornohicolly hee K.

CEASE CONJURING

This bs not o spef. Msomytoomidccsﬁngo;peﬁﬂwu
miscolculaie. ¥ you chonge you: mind whiie seiecting o
spel. of H the spell you wont is unovoilobie o conceled, you
MOy push the bution when CEASE CONJJRING 15 chisplayed

. Whis wil Sliow you o start your tum over.
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THE CPPCSING

LIGHT SIDE
An oncient mon of vos! supematura! VALKYRIES ore beouteaus bionde wey
POws:, the WIZARD 1 the lecder of oOes om e legions o vonaly
. Eoch O these 8roCIOus temoies &
e Ligh $ide In bame. the Wuzord Gowad with e o
£OSh CevaONng bots of fire. He roc mogieal

rOrely vertures fom the soiety of s
home powe poirt. howeve:, ond is
More commonly used 1 cos! one of

onergy om iy mogico! hom.

metal. ond orvmoted by mogic.
Roughly man-shaped. # is huge.
twice the he-pt of C mon. i

-
JO qu

ya

Oifs Airs!. the abiiny 1o smce the
o‘orosllmnhcpm.crn
mmmw.m

wh.nlnwnmmbhuhmdd
#he seven spoks. (See MAGIC SPELLS ) & own ‘

mmiomogicoibﬂngm

Resembiing © preat white horse with malmmopb'd'

L #he 101! o 6 kon ond o shomp. spiral tormpest ond oM. i o he is o
hom set &1t Iy brow, the UNICORN hmapefb';;:scbcrmm
A # switt ond ogile The beountul DOOVBI;JHN‘ NG POty swirkng
moonhreobhndmgbold currenty of o, A cousin 1o the wang

el the Dyinni con roise 0 smat
IOMOCo with © gestare ond corwrol
& with ¢ hought.

The PHOENEX is © Rarming bird of
Immerse s2e onc Dower In bame o
©On expiode vIo © seetMing MaR

The ARCHERS ore fecriess Amarzon dmm'ma‘ bicre mb.nm“'
womon of legencary skil with thetr L‘ u-uereb,.a'mmwm.
C, h,mmm!mm : #70UQ" 1T be COug™ Neo the
: @NTOWSd Wi, MOQICO! Quiven that hcondescent core No' only is the
-’ ©on hever be emphed Froenis Urscothed by I own hames.
\-‘—- m B, while UnGerpong M hery meto
mopIoss. § CoOMor be hamed by
Gy ONock known,
: The INGHTS ore oot soldien om™ed
A GOLEM is on oniiiciol being. ‘ r-ha ond omored ogors: ioes fo! arger
shaped rom sione and pieoming a

-

r WO DO Ore boulden npped {or dropon) todder. Provded they
L — #om the #0Mh ond hurted with ore swit ond Clever. the- speec of
Gevostahng force. oftock pives fwem © chonce 1o sur-
vhe ond tnumph.
— - — —— — -
t
~ i T :
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st R AR AR Rk g e L el o
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The equo! of the ok Wuord only in
Powet. the elemoty young ond ever
teoutihd SORCERESS B8 hus courner-
$or in of ways Her bphtrung bos
Ore swifter ONT e thon hu hrebolls,
1 © shade less potert Ferce in bome
Bt sofest on the biock power pomi,
she s most ofen used 10 Cost the
seven 3ol (See MAGIC SPELLS )

The BASILISK is © smal. crested rep-
e with the scoly body of o zora
and the butbous. glowing eyes o/ o
Q000N AThough It i3 1eiTivedy shon-
ved the beast's Quick movenents
ond deodl plonce make it G emiy-
g opponent.

The MANTICORE resembles o lorpe.
poicen kon with © humon foce ond
© sCOpoN’s thomy 10iL. This nasty
oppendoge bistes with greot quils
Ske spikes. which the lel beos! con
Wng over i heod with surprising
occurocy.

A chwelie’ in coves ond 0o ploces.
he misshopen TROL & © shombiing
giont, Sull but shong clumsy but
hartt 1o sloy Like the Goiem. it
conien NO 1e0ty-Mmode weapons,
insteod fseizes bouilders, tree
runic ~ whoieve: comes 1o hand -~
Ond colopul the Mossive obyects
at th ensmies

DARK SIDE

The SHAPESHIFTER b © dopplegdnge:
© Semonic creafire withou! true
shope of fonm, sove whot It sieats
from its enemies in battie #t become:
the mintor imope of iy opponernt,
shonges' on squares whete i ener,
& weokes!, JUMIng the enermy’s
powen opoins iisel. & has no fued

" Hespor. ol wouncts thoy 0o not

prove 100" wil heo! o s00n 08 #
CL3Umes O new forrm.

The DRAGON. © monstrous . se1-
petine rephie. i without Deer n
the combo! crenc One pontt pt

i foming brect wit kil mory
creatres, ONC © second biast 8
Onos' owows fotal Mighly mobiie
ong very gitflioul 10 S0y, I3 OwesOm™e
pPowen moke B seCcond N vOse ONh
10 the Sorceress

The BANSHEE b on uncleod spirlt the'
Seocs O the souls of het CDPONeATs
© QhOstly ODPOrILON NG ONOCks wrr
her keewng woil, oroining the ite
Fom onyone in 1onge of the sounc
the shoded areo oround het).
Prolongec exposure K the lenitying
shries. con be folal

GOBLUNS ore hideous dworves,
twisied of kb ond mashapen ol
fectre, untiendly ond ofen viclent
Thei' mutuo! o¥oponsT I kept in
Check only by the powsn of the
Sorcetess On 8or groundt then
groried ciubs ore more thon ©
moich ot the sword: of the Krephhs
O I wel-0recied they con bring
Oown the Mos' poleY Of eneTees

s ta e e AN J
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PLAYING HINTS

STRATEGY SCREEN: OPENINGS

CONSERVATIVE OPENING. This involves moving your
unfovorably locoted icons onto more fovorable sQuores
fwhite squores for Light icons, block squores for Dork icons).
The ideo is 1o estoblish o strong. bolonced position sarty
on. Since the comer icons (the Volkyrie/Bonshee) ore
moblle ond especiolly vuineroble 1o mogico! onock {(vio
the Surmmon Blementol o Telepod speil), these ore often
the firs! 1o be moved. Being 0 ground-move, the Unicom/

Bonshee will be stuck on the “wiong”™ squore until you cleor . '

on escope route. either directly by moving the Knight/
Goblin in ront of it or indirectly, ONS more siowly. by moving
othet Knights /Gobilins ond then odjocent icons in the

bock ronk.

MAGICAL ASSAULT [BIG JWU™ OR "MAJOR MANA™
OPENING). The aim here is 10 wipe oJ! the shongest enemy
icon right of the bat. belore # con do ony horm. This is most
paslly done with ¢ combination of spells Imprison, Summon
Bemental, telepon. ond, il needec, Reverse Time. The first
spell holds the victim immobile whiie you ofiock withon
elementol ond then one of your shongest icons teieponed
ocross the boord Shift Time maoy be used 1o prevent the
imprisoned icon from getting Oway before you con finish
#of.

MONSTER ROMP. This Is risky but tun ond somehmes sur-
prisingly effective. Just fiy of leleport one of your strongest
icons {the Djinni/Drogon o Phoenix/Shopeshifier) fo the
other side o the board. and toke if on © rompin, stompin’
four of O the occupied squores unfovorobie 10 the icons
stuck on them. This procedure tends 1o throw new piayen
ino o panic, which is olwoys heiphul. More expenenced
piayers will either imprison the ofiocker of counter with ©
monsier romp of their own. Rapid atirition on both sides
foliows such 0 counteratiack.

STRATEGY SCREEN: GENERAL HINTS

STAY ON YOUR COLOR! The effect of o square’s uminonce
on the Bie of your icons s lorge —often os much as 50%.
Anock on unfavorchie squores only if you have gn ovel-
whalming superiority over the delending icon.

PLAN AHEAD. Most successhs atiocks reQuire move thon one
move 10 execute Befors 10kNg © 1QuUOTe. COMice: what

¥ the first cttocker dies?

. AYOID TRAFFIC JAMS. Moke openings In your tront line for

ground-movers to poss. The grecter yout force’s mobility,
the grecater its flexibility ond strength. -

PROTECT YOUR MAGE! The Wizard/Sorceress may be o
fough hombre in the combat orena, bul goom is nigh
should you lose your moge eorly in the gome Since power
poinh ote immune 1o magic spedls. 1 is © wise idec 1o keep
your Wzord/Soiceress "ot home™ . ©

STRATEGY SCREEN: SPELLS -

TELEPORT. This spel is hondy for tossing © siow or unfovor-
obly ploced icon info your opponent's bock ronk to rose

o ruckus. Alemnotively, you can leleport © wounded icon out
ol donger.

HEAL Neve! heo! the Shopeshifier! Since i regenerates
completely between botties, the spell would be wosted.
SHIFT TIME. Use thus spell to prolong on imprisonment by
revensing the flow of ime before the uminonce Cycle peoks,
freeing the enemy icon. Conversely. especioll if you ore
Pioying second, you can free your own imprisoned 1con
eary by casting the speli a! the opposing umincsity peak
in that case, the cycle will UMp 1o You! peak. Bnd your icon .
wil be heed. A more strolegQic use of the spel!l could ollow
you fo make © concened otack on the power points —
ond possibly win the gome — by keeping the lumnonce
fovorable.

PXCHANGE. An enemy odvonce con be trushiated tem-
portorily by exchonging © menacing infruder (e.g.. on
opposing Drogon/Djinni} in your ferritory with 0 weaker
icon (o Goblin/Knight) iom your opponent’s rear ronks.
SUMMON ELEMENTAL Since elemeniols ore neutro! beings,
unofected by changes in luminonce, they are well suited
fo chiocking On onNnoying enermy icon tho! remains on
squores lovorobie to . The speltis olso de nguewr ogains!
moges tha! venture rom their home powe! points.

REVIVE. Revive only stong icons. Also, Ovoid plocing O
sevived icon on an unlovoroble squore, of it Moy cie ogain
immediaiely.

BMPRISON. The reo! frick with this spel is timing. coupied
with Shitt Time. If necessary, $o proiong the eflect. imprnson
o thregiening intruder to blunt on afock of immobilze ©
shong icon on o oefto squore, then onock when the m-

you wil &5 ofierwards. What icon will conhnue the assoul noslty cycle is most iovorable.
bl o — -y T g———
i et gl A e e Mgt B e -
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& TIPS ON STRATEGY

COMBAT ARENA: GENERAL HINTS Ce0tuTes ore M long ves ond deodly ofacks. fTnoss
'boubenwn!)Sinceﬂ\erocts'rcvel lowly, the Golem

$hould be. 1o0. Dodge ond weave. Dont become DJIINNI/DRAGON. You hove power 10 5pore here, 30 be

predicioble. brazen in ofiock. Avoid the possible entongiements of

HIT AND RUN. Don't just fire © shot ond then sh there wolting Clutiered termoin when fighting on icon with, o tost omrock.
o1 o retoiitory strike . Soke Yout finger off the bution imme- VALKYRIE The Vokyrie is basicaly o tougher Archer with
dimey cher hiring. ong boogie on out of there! if you hiy o more gomoging but Mm oftock Use sim-

something. it con probobly hit you. 80! foctics.

USE DIAGONAL SHOTS! Arhough giffieut 10 master, 45°- PHOENIX. Ge! close —the cioser. the beter Yaplost toes in
ongie shots wil improve your perorrmance giomaticoly. Comers. Avoid hring oleys. ond Use the expiosive ohock
Few piavers monope consistent giogonots defensively when necessory 1o keep rom being hit Never

TRAP YOUR OPPONENT INA CORNER Thus is especioly heip- 8!t still when wuinerabie.
Wl for siogpers with siow, eosity dodged mussiles ond for the SHAPESHIFTER. The success of this icon is solely dependent

Poor Inlighters (Knights ‘Goblins). ©n the proper battiegrounc Avoid white squores like the
FEINT! Tick your opponent into onocking by moving into piogue! Ignote the Knughts. (Why take o chonce on gefling
the hne of fire momeniorily Then, in the miena! before killed for 30 smoti o prize?) Attock shong icons on biock or
the enemy icon con attocek OpOIN, Close in and loose your Sork squores.

Own oftock MANTICORE. This beost has the odvonioge of 0 brooder
Bock and fonth 1o keep from bemng noiled. This is especialy | Be poig OQOINs! weak opponents, but remain of mid~ange
mponont when you connot otord an exchange of blows when fighting more dangerous odversories.

ond is viio! for 0 Knight ' Goblin BANSHEE. The Bonshee reQuires —ond rewords —Qrect skil,
KNOW YOUR ICON'S STRENGTHS AND WEAKNESSES. Ditterent she is worth the exho efion needed. S1oy out of fring knes
icons require difterent loctics ~sometimes rodicoly ditfer- urtil the moment of atioek: then come in from the side,
®nt—-ond the noture of your immedicte enemy shouid oiso whe:e the oreo of etect is g'edles!. Release the joyshick
aflect your counse of ochon. - buhonimmediately atier pressing 1, and foliow the oppo-

COMBAT ARENA: THE ICONS KNIGHT/GOBUN. Where these inf\ghters ore concemed, he
who hesitotes . . i 0o lood. Move quickly but enaticaly.

WIZARD. Avoid Using the Wizord in combat uniess oflocked. Getin close ond $1ay there! Dodge bock ond forth or circle

:) In o hgh!. opprooch to mid-ronge but no close:. Stoyinthe - your enemy jo ovoid retum tire ond fluster You! opponent

open. firebolis ore eosily siopped by bamiers. Never stond till, ang Chiack constontly. In o Knight-Golbin
SORCERESS. Avoig combot i possible! The speed of her conflict, use feints ang Slop thrusts. Accept on exchonge of
Sghiing bots mokes the Sorceress eflective ot long ronge. Blows only i you hove o signiicont luminosity odvontoge.
Ploy Celensively, ond use the borien 1o rop on enemy ELEMENTALS. The four elementak ore quite differeny hom
fong enough 1o 20p i, oneonomer.mefcnhe‘ememouhoutdbepmedm
UNICORN/BASILISK Speed ond distonce are their prime o Golemn/Tiok. which 1t greotly resembles Of the other
WeoDons. Never close, especiclly I the Oopponent is in the vee, Fire hos the fostest ondg mos! gomoging ofock. and
open. Ty 1o use Lnes of bamiers Os Ofieys for tire. Water the longest Kespon Jochcoly, you con Purk of Fre
ARCHER. The Archer's Qriows are not fost, o she most pe! O3 0 Wizord, Air os on Archer, ond Water as & Monticore.
3 ity close 1o ensure © hit Siowe! toigets, of course, Oliow Regardiess of which eienento! you hove. however, be
ecter range. Opp'essive!!! Remember that its wounds on matet, since
GOUM,/TROLL The odvonioges of these siow-moving ¥ wil not outias! the botte, Onywoy. :

(e -



The Opposing Forces

ARCHON —Quick Referencé C.ard

LIGHT SIDE

UNICORN

MOVEMENT: Telepon-3
SPEED. Nomo!
ATIACK MODE  Frebol
ATIACK HORCE  Greot
ATIACK SPEED.  Mechum
ATTIACK INTERVAL Averope
UFESPAN Avetope
NUMBER ON SIDE. 9

MOVEMENT: Groung—-4
SPEED. Normo!
ATIACK MODE  Enetgy bolt
ATIACK FORCE  Mocerote
ANACK SPEED Fos!
ATIACK INTERVAL Shon
UFESPAN Averope
NUMBEK ON SIDE. 2

MOVEMEN!T. Ground -3
SPEED Normo!
ATIACK MODE  Arrow
ATIACK FORCE.  Minor
ATIACK SPEED Medum
ATIACK INTERVAL Averoge
LIFESPAN. Shon
NUMBER ON SIDE 2

MOVEMENT: Goung -3
SPEED Siow
ATIACK MODE Bouicie”
ATIACK FORCE  Grot
ATIACK SPEED. Siow
ATIACK INTERVAL tong
UFESPAN

NUMBIR ON SIDE 2

PHOENIX

MOVEMENT: Ry~4
SPEED. Normo!
ATIACK MODE-  Whurwind
ATACK FORCE:  Moderote
ATIACK SPEED Medowum
ATIACK INTERVAL Averoge
LIFESPAN

NMBER ON SIDE 4

MOVEMENT: By-8

SPEED Nomol
ATACK MODE: ety explosion
ATIACK FORCE.  Greot

AACK SPEED.  Siow

NUMBER ON SIDE. ¢

MOVEMINT.  Ground—3

ATACK MODE  Sword
ATIACK FORCE  Minor -
ATIACK SPEED Inston
ATIACK INTERVAL: Very Shon
UFLSPAN $hon
NMBER ON SIDE. 7
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ARCHON Qunck Reference

The Opposing Forces
DARK SIDE
SORCERESS SHAPESHIFTER
MOVEMENT.  Yeiepon-3 MOVEMENT:  Ry—§
SPEED. Normal SPEED, - Vories
ATIACK MODE  Lightrung bott ATTACK MODE: - Vones
l—( ATIACK FORCE. - ATIACK FORCE.  Vories
ATTACK INTERVA, Avecope ATIACK INTERVAL: Vories ~
UFESPAN Averoge LFESPAN
WNUMBER ON SIDE 4 NUMBER ON SIDE. 4
SASILISK ) DRAGON
MOVEMINT.  Ground-3 MOVEMENT -4
SPEED Nomnoi g Normo!
— ATIACK MODE  Eve beom N
ATIACK FORCE  Gragt
ATIACX SPEED  fos
ATIACK INTERVAL Shon
LFESPAN. Shon Long
NUMBER ON SIDE. 2 NUMBER ON SIDE. 4
MANTICORE BANSHEE
MOVEMIENT.  Ground-3 MOVEMENT.  Ry-3
SPEED. Nomo! SPEED. Noma!
ATIACK MODE: Yo' Spixes ATIACK MODE-  Screom
ATIACK FORCE  Minor , ATIACK FORCE.  Mogerote
- ATIACK SPEED  Sicow ATIACK SPEED.  tnsvare
L ATIACK INTERVAL: Averoge ATIACK INTERVAL Long
0 UFESPAN Averope UFESPAN. Aver
NUMBER ON SIDE 2 NUMBER ON SIDE 2
™ol GOBUN ;
MOVEMENT.- G«m-: ] MOVEMENT: Ground~3
$%ED. SPEED- Nomo!
< 3 ATIACK MODE. m ATIACK MODE  Caub
= ATIACK FORCE  Great ATIACK FORCE  Minor
> ATIACK SPEED.  Siow ATIACK SPEED.  Insiony
i ANIACY INTERVAL Long ATIACK INTERVAL- vw shon
oXd - UFESPAN

NUMEER ON SIDE 2

LIFLSPAN.

NUMBER ON SIDE 7
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Q: Some of the icons aren't very distinc! on my TV, and
tm having houbie telling them aport. What can | do?
A: Buy o new Sony TV or, befter yet, 0 computer monitor.
Seriously, If you mus! put up with the limited resolution of the
overope television sel. color smudping of cenoin
uminances will moke recognition of the icons more
dificul. Nonetheless, the icons ore Quite dishnct! on most

squares, ond in o shor hime they will ol be quite dishncthive.

indeed. like clossmates on the tirst oy of school, Gespite
fhei inthal shongeness, they will soon become so fomikar
thot you'l wondet how you could ever hove loiled 1o
rmoognize them instontty.

Q: Why does the hlome stay on the screen when I'm
moving on icon fiom one squoare 10 another?

A: F moria the icon's origino! location and serves os ©
poini of reference. especioly if you chonge your mind
and hove 1o bockhock

Q: rm hoving ouble moving my Wizord. When | push
fhe bution ond try 1o move I, only the fome goes
onywhere. 1 figured | wasn't pushing the button hord
enough, 30 | pushed it again ond got the list of spels!
What am | doing wiong?

A: Nothing. The Wizord and the Sorceress leleport from
one square 10 another without octuolly woking over the
nlervening squores. Whiie It iooks different rom the
movermnent of ofhet icons, the mechanics ore octuolly the
some: jus! move the hame insteod of the icon, ond push
the bution when you get o your destingtion. .

Q: wWhen my hiend costs SHIFT TIME, the screen changes
immediately. When i do i, It woits © turn before anything
hoppens. Why?

A: You hod the first move. All uminonce chonges toke
pbceoﬂermesecondplcyer’sm {Thot's one of the
odvontoges of piaying second.)

QUESTIONS

Q: When there ore obstocies toword the botiom of the
otenq. | have trouble running my icon along the lower
woll. (i doesnt glways seem 10 fit.) Sometimes when i try,
though, instead of bouncing bockword, the barriers pop
my icon on through 1o the other side!

A: Yue Yup. So what's your queshon?

Q: Whot happens i my icon ks on top of o “hazzy” borrier
when i turns solif? »

A: maeonwilbehmoﬂmebommmmuma
an inko the obstocle fom the side.

Q: Sometimes when I'm “firing” reclly fast, | don't heor
the “relood™ sound. Am | going 100 fos! tor the compuier
o keop up?
A (Pouse for loughier) No. ff you hoppen to have the
bution pressed ond the joystick oready pointed ot the enc
of the ohock intena! (who! some peopie colied the “reiood
fime ™), the computer won bothe: sounding the bolL
insteod, ¥ simply lounches your onock.

Q: & ¥ possible for two icons in the combat arena fo kil
ooch other? I 30, who gets the squore?

A: Yes, “Couble kilis™ ore possible. You can even get kiled
by 0 "deod icon i it hos olreody lounched on ohiock
Zapping on Ascher, for instance, would hove no efect on
on onow oreody in light.] In such cases, the disputed
square on the strotegy screen will simply be emply. The
some thing hoppens when on elemental wins o battie.

Q: My ottocks ofien go in the wrong direction, and
sometimes | can't seem io fire at all. What's wong?

A: You're pushing the bution while you're stifl moving your
fcon. Moke sure the joyshck is in “neutral’—or ¢t least

»
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& ANSWERS

pointed in the right direchon—before you press the mgper.

Your “nonexisient” ofiocks are probobly slopped by ¢ woll
o barmier ngh! next 1o you before you con notice them. or
ot you're simply pressing the mpoer belore your otiock
nderno! is up. -

Q: Why does the “pouse” key only work in the combat
orena, ond why onty when the computer is ploying?

A: The “pouse” function exishs 1o keep the computer's

" dcon from kifing off yours when something outside the

compuier’s knowledge (like the goorbel!) requires your
Oftenlion. I s unnecessory on the sholegy screen becouse
fhe computer 10kes only © second of two 1o move, ond you
©on take on unoficiol “time out™ os soon o3 It's your furn.
When your opponents ore of the humon persuosion, you
©On ask then o stop for 0 moment. {Hf they refuse, perhaps
You should tecruit new opposiion.)

Q: My Ascher otiocked the Drogon on o block squore.
She got lled, bul she did hit i with on orrow, 80 |

know the Drogon wos wounded. On my very nex! turn,
I otocked the Dragon ogain, but It was no fonger
wounded. Why not?

A: Fovorable uminonce provides o ceroin mogico!
enhoncement 1o on icon's Kespan. One of the benetits of
this iminonce bonus s thot “nicks ond scratches” (o
Cotegoty info which, uncer the circumsionces. yout single
©7ow wound fell) ore no! permonent This bonus is Oko the
Te050n © bodly wounded icon may maoke who! seems 10
be o mirocuious (if only pohol) recovery between botties
On o white squore the Diopor would hove locked this
benetit. and every minor wound would have remoined.

{(Who! were you going atocking © Drogon on © block
$Quore, Ohywoy? Whot ore you, suicioal?)

Q: Why dont Tiolls in ARCHON regenerote the way they
o in lrords & Lunkhe ods? And why con't I find the
Phoenix in my LAY Beos! Book?

A: Becouse Il isnY there.
Look, foks. despite what the Heoc Drogon might fike
you 1o believe, fontasy wos not invented in 1974, ono LAL's

" Interpretotions of mythologico! beosts ore hordl, delinive.

Role-ploying gomes—L&L Demons & Dimwits. Monsters &
Morons, etc. —grow their subrect mohe: (! ho! their gome
mechonics) hom the some soutces we oo 5000 yeors of
myth ond legend ond o ciose reoding of cenoin coniem-
porory wiiters of forasy ond science hehon. if you gon't
opprove of our Tols. compioin ic the tol union.

Q: Why contimoke copies of ARCHON for my Friends?

A: Someone oiwoys osks One answe: is tha! ARCHON
disks are copy-prolecied, but that's beging the question,
{And yes. we know copy protection is no! perdect, but if you
hove the time ond 1oient to ge around such devices, we'd
teolly rather you worked on gomes of your own, insteod.)

The handhs of peopie o Free Fall Associotes would
rother develop pomes thon do anything else, but if we
©on pay out bills creating gomes. we'll hove to do
something less fun for s —and [if you enjoyec ARCHON
2nough 1o woni 1o copy it} probably less fun for you.
Royolies ore owr only income, ond every ikego! copy of
ARCHON represents money we'l never see. Pizos we
wonl eot. papebocks we'S hever Qe 1o 1e0d.

We hove the some dreams you 0o, probably. We'd ke
o be rich ond formous, ond this seems 10 be owr only
chonce When you Come Up with an origino. Hame of 0
foncy utility, you's fee! the some woy

Mos! of the gomes you see moy be np-ofts of orcode
Qomes and other Cesignen’ I0e0s. but ours arenY Owr
Qomes Ore ongING! Procuch of oW OWN b20MTe IMOQYIND-
hons ONG MOy Months o work. We don nip off othe: peo-

Pie. onc we dont tunk we beserve 10 be npped of. either.

Thanks from: Anne, Jon, ond Pout.
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ARCuON
COMMAND SUMMARY
Atsri 400, 800, 1200%L

Pusber of Players =~ One or two.

To Load - See your Atari Owner's Cuide for idetrvetions.
To Start o After the title screen, & board screen will appesr.
= To salect oné or two-player u-o.
« 1t one-player, te select Light or Dort for the computer.
- To choose who goes first, Light or Do'rl.
[Start] = To start the gewa.

NOTE: After several moments, 1P you don't start, the towpeter will
start e dewonstration.

To_Re-start
tTon] = Rither 6f thede will return you to the opéning Board Screen
Tect] = and the pre-game menu, Thie is sleo how you stop a
cowputer dewmonstration.

[Start] = To re-start the game vith the same line-uf.

= To return to the Title Screen,

« Use joyutich to wove fcoms end frames.
- Use joystick button to etart and fintoh moves.
~ See Marvwal for deteiled instrections,

Cowbat

Prees button, and while it 10 Meid down, wove
the joystick in the direction of the enewy.

Rnight or Coblin:

Saneheet Prees button to initiste atteck, Ranshees con
wove vhile screaming only Ll you relesne the
buttom.

Phoenis Presn button to {nftisete stteck. Phoenin cennot

move uritil the esplosion f¢ over.

All other fcone
(throw, firve, ov

cast a wiesile): Prees Hotton to prepare siseile, end fire {t by

‘ wmoving joystick in desired direction.
NOTE! Yout. {con can never wove vhile the joystick button is pressed.
Other_Cowmands
my - -

To psuse or resume gawe play (only dering @ one-player
game).
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