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Archon The Struggle Continues

Developed by Bullet-Proof

The Light and the Dark: twa forces locked in an eternal struggle for domination
The two sides ar w by the spell-casting Wizard and Sorceress, and championed
sy and Steve Imes by armies of my ts and legendary heroes passessing incredible powers.
dgers and Tony Van They meet on s battlefield of light and dark squares. Creatures gain strength
cupying a square of their own color and lose strength when cccupying a
o square af the apposing force’s color. This pesitioning is crucial when the
creatures confront each other for passession of the squares

ying

I'u.\.,.\uhh»l-\ 1 by Glenniills €

Sume squares are Lumina squares—throughout the battle,

ergo a phasing of color, from light to dark, dark to light. This
e ant change in the balance of power. the combatants” stren

and flows as the squares shilt colors beneath them

It takes the plotting precision of a chess master combined with the lightning

reflexes of 2 or to determine the outeome of this clash. The er

one at a time around the field, boldly challenging each other for possession
th

ares. Wh meel, they er n one-on-one combat; only one emerges
1o claim the victory and the square.
s/ The Ultimate Goal? The capture and control of the five power points— or

complete eliminatio
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Getting Started

1. With your game syst
into your Nintendo
ide.

riridge

Directional
Arrow Keypad —

2. Turn on your game system and TV or moni

appears, press the START button to begin play

'hen the Archon title screen

3, Use the up or down arrow keys on the control de
select a one- or t la ame. On the r
want to be the Dark or Light side, and which side makes the f

and press the A bution to

Marching to War

The regiments march onto the field and establish themselves on their beginning
squares, Their names and movement ranges flash onto the screen as they file in.
This parade can be sped up by pressing Up on the arrow pad. Once everyone is
in place, the battle begins.

A frame appears next to the side that fakes the first tum,

To make your move, use the armow pad to position the frame on the creature you
want 1o move and press the A button. Use the armow pad again to maneuver him
within his range limits (which appear on the screen below the field), and press
the A button again to situate him in that square.

Note: As long as you don't the A button th 168
to maneuver the creature within his movement range ide not to move
that creature, return him to his original square and press the A button, If you
want to reposition a Ground traveler, you must take the same route back fo his
square so he doesn’t g out of his movement range.
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If you want to attack an enemy-held square, mave your ereature onto th
sguare and press the A button, The screen changes to the Combal Arena (see
“Confrontation” below)

t march through squares held by other creatures. Fliers and
yiwhere within their range

Ground travelers ¢
teleporters

When you've completed your Hirm, the frame switches o the other side of the
field so the ather player can move.

Confrontation

When you challe
Combat Aren

and press the
direction you're moving (your crealure doesn't move
& its weapon, etc.). Your Hming is very important, as the

Use
A button to attack in th
its attacking

speed of attack and amount of time needed to ready the weapon varies with each
creature. You'll hear a bell tone — a high pitch for irior, a low pitch
for the Dark — to indicate 1y to attack agai & the

A button, yo s soom as you're able

The obstacles inside the Arena are constantly mov anging. Some-
times, you can burst night through them. Other times, they’ll slow both you and
any missile you're firing. And at other times, they’ll completely block any
movement or g

Al the bottom of the Arena are the Lifelines. They indicate how powerful each
creature is at the beginning tle and throughout combat. The lifel ins
down as the contest continues, measuring hits each creature has absorbed. When
a lifeline is completely drained of color, that creature has received its death blow,
and the mateh is over,

The winner

The Champions of the Opposing Forces

The Light and Dark forces roc
the sides, no two ¢

wd different warriors to fill their ranks, Between
though their powers are similar. Fach
mythical beast anc ol movement and : figh
power. E ns carefully. This ation is
invaluable I attack strategy.

u
inlo
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The Light Forces

Wizard: As th
point and rare]

: leader of the Light sid egins the battle on his home power
ventures from it. He's the only Light warrior able to cast spells

e, b

Weapon: fireball
Weapon force: strong
Weapon speed: m dium

Lifeline length: hit

Unicorn: This swift and agile beast sends out a searing bolt of energy from its
single hom

Weapon: ener,
Weapon force:
Weapon spee
Weapon recharge times short
Lifeline length: short

nderate

fast

Archer: The Archer wields his bow with unmatched skill, supplied by his

battomless quiver of magic arrows.

Weapon: arrows
Weapon force: weak
Weapon speed: medium
Weapon recharge time: long
Lifeline length: very short

Golem: Though his moveme
boulders from the earth and

are slow, this huge man-shaped monster rips
el them with all his legendary might

Weapan: boulders

Weapon force: strong

Weapon speed; slow

Weapon recharge time: very long
Lifeline lengt

: long

Valkyrie: The air is her el
hand of its own accord

rent, and her magical flying spear returns to her

Weapon: magic spear
Weapon force: moderate
Weapon speed: slow
Weapon recharge time; long
Lifeline length:
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Djinni

iighty tormado to whirl
lin it path

Weapon: whirlwind
Weapon forc

pon recharge
Lifeline length:

Phoenix: This mighty bird explodes into a blaze of fire that renders it invincible
to attack and sizzles anything in its perimeter

Weapon: self-explosion
Weapon forces sir
Weapon speed: slow
Weapon recharge time: very Ic
Lifeline length: long

Knight: With ner
at

word in hand-to-har

Weapon: sword

Weapon force: weak

Weapon speed: instant

Weapon recharge time: very short
Lifeline length: very short

The Dark Forces

er of o
ng, bolts

Weapon recharge time: long
Lifeline length: short

Lifeline length: very sh

: Dark forces, she's th

aster ko the larget.

aal in powe
y spell-caster for

erything in its Tine of
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Manticore: This half-
incredible accuracy

v, half-scorpion beast slings spikes from its lail with

Weapon: tail spikes
Weapon force: weak
Weapon speed: slow
Weapon recharge time: long
Lifeline length: short

d hard 1o d grabs boulders and

oll: Dull and ungainly but strong a
rls them at all in his path.

Weapon: boulder
Weapon force: strong
Weapon speed: slow
Weapon recharge time: v
Lifeline length: long

Shapeshifter: This changeling has no shape of its ow; in combat, it assumes the
mirror image of its opponent, matching it exactly in speed and power,

Weapon: varies

Weapon recharge time; varies

Lifeline lengt

Dragon: Second in power only to the
battle, his flaming breath scorching all

rceress, the Dragon is unmatched in
solish enough to get in his way

Weapon: fiery breath
Weapon force: very strang
Weapon speed: medium
Weapon recharge time: very long,
Lifeline Tength: very long

Banshee: This restless spirit feeds off the souls of her foes, Her deadly wail
destroys all within earshat, and she alone can mave while att

King

Weapon: scream
Weapon force:
Weapon speed: i
Weapon recharge time: very long
Lifeline length: short

Goblin: A foot soldier like the Knight, the Goblin uses his club to fight in hand-
to-hand combat

Weapon: club

Lifeline length: very short
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The Lumina Squares

{the two middle phas
uw next phase in their cycle after the second player’s turn.

The color of the square you're occupying can either heig]
power in doing combat with the enemy forc
more powerful on light squares than
force are stronger on dark squares mes. Therefore, domination of
the board also shifts with the color pha: partant ta learn the pattern of
these phases and use them (o your advantage in planning your strategy both in
attacking the enemy and in using spells (see *Spells” belowl.

inish your
tures of the Light force are

and creatures of the Dark

Spells

d and the Sorceress are the only ones with the magical povwer of casting
this power does have its limits, The Wizard
No spells can

be cast at a character on a power point. Every time they cast a sp
cians become weaker and more vulnerable to attack,
are short

To cast a spell, positio
Then press the A butie

he frame on your spell-caster and press the A bulton.

1 again to summon the spells. At Select a Spell, press the
down arrow an the arrow pad to cycle through all the spells. When you see the
spell you 0 conjure, press the A buttan to carry it out. 1f you decide you
don'l want to cast any spell, choose Cancel at the end of the spell list,

Teleport

its own creatures ko

The Teleport spell enables the spell-caster to move any
pied by its own side. You can use this o directly

an apponent for a square, or to lacate your creature in an emply square

An imprisoned creature {see “Imprison” below) can't be teleported.

When the screen prompts you, move the fri
teleport, and press the A button, Then,
he square where
vou're challengit

Arer

me to the creature you want to
t Hhe screen e

ure and e A bulton. If
square, you're taken umm-mn-l\ to the Combat

t, move the fra

wwa
n oppas

o move yo

If you change your mind, you car
before you select the squa
the squa spell is ¢

ancel this
where you wa

pell by pressing the B button
the creature to go. Onee y
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Heal

The Heal spell enables the spell-caster o reple
WOTn Creature,

sh the strength of any combat-

When the screen prompts you, move the frame to the creature you want to hea

and press the A button.

If you change your mind, you can cancel this spell by pressing the B button
before you select the creature for healing. Once you select the creature, the

is cast

Shift Time

The Shift Tim

spell enables the spell-caster to reverse the color-shifting pattern
he Lumi) uares in either of two ways. Squares that had been growing
lighter, for example, wil ch directions and start growing darker. Or, if the
spell is cast at either the lightest or darkest part of the color phase, the colors on
the board reverse, with the color-shifting pattern following accordingly. The spell
takes effect after the second player's turn.

Exchange

The Exchange spell enables the spell-caster to have any two creatures trade

places. You can have two of your own creatures trade places, or have one of your
creatures switch with an oppusing creature, ar have two apposing creatures
change pl

When the sereen prompts you, move the frame to the first creature you want o
exchange, and press the A button. Then, at the screen prompt, move the frame to
the creature you want to switch places with and press the A button.

1f you change your mind, you can cancel this spell by pressing the B button
before you seleet the second creature to be exchanged. Once you select this crea-
ture, the spell is cast

Summon Elemental

The Summeon Elemental spell enables the spell-caster to call into battle ane of the
four elements, e h with its own battle characteri arth, air, fire or water.
Once the fight er, the element vanishes, even if it wins, and the square is
empty. If the u\nmum‘nw he contest, the victorious creature retains the square.
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ments is sum
ment you
the Combat Are

When one of the
element o the opp
fately changes

en prompts you to mave th
press the A button. The screen

Note: You can't cancel
summon it

pell, so be sure you want to use it before you

Revive

The Revive spell enables the spell-cas for t resurrect a cr
downed i mbat. Th nust be a i (empty) s
caster for this spell to work. O

ature previously
are next to [I\< spell-

rwise, it

The creatul eady defeated in battle appear b the battle At the
prompt, mave the fram want to revive, and press the A butt

he second prompl, move the revilalized creature to a Charmed square, an
press the A button.

to the one y

If you change your mind, you can cancel this spell by pressing the B button
ore you select the Charmed square. Once you select the squ.

lis

Imprison

‘The Imprison spell enables the spell-caster Lo te mpul
creature, preventing ng ils square. 1t c
offattackers 1t remainy imprisonesd until the Akt bH ket
matches the color of the oned creaty @

d, ased unhil Uw L

impriso

£ to imprison, and press the A button. 11 it isn't a strategic lime for you locas
this spell because the creature’s time of imprisonme
ompt will tell you it's a waste of a spell, and you'll

If you change your mind, you can cancel this sp g the B button

are to imprison. Oney

cast.
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Victory

The game is over when one side occupies all five power points, or knocks out th
opponent’s forees. A message will appear on the screen proclaiming the victor,
3 the number of turns made during the game, It's also possible for the
me to end in a draw.

Fine-Tuning Your Strategy

s of the Lumina squares, and stay on the
pussible. The effect of the square’s shadi

match
power is

great

Don't jam up your front line. Provide u\)lmm;_\. for your Ground movers
through. The more mobile and flexible v
have of marching to victory.

pass
are, the better chance you

vent the e
thout them

ly demise

of your Wizard or Sorceress — you could be lost

While in the Combat Arena, make your enemy waste a shot; then while b
arming, fire.

Know the strengths and abilities of your opponent before you attack: forewamned
is forearmed

tch out for the obstacles in the Combat #
could be

g into a solid barrier

isastros.

Use the Exchange spell to excha
your territory with a wes

e a more powerful oppanent encroacl
ker opponent.

17 all ap lost, avoid combat, and you may achi

tie game.




Activision Video Games Limited 90-Day Warranty

the original consumer puschaser of this com

is recorded wil
of purchase, 1

Activision

s 0 Teplace, fee of chare, any product d scovered o be defective within
with
y Activision

the software pro
ames and is not applicable to nosmal wear and
e 1 be v if the en thial
plied wareant plicable to this product are

thas a

Any i
ol

istreatment, or neglect

abuse, n
Jimited 1o the 90-day period desc

ove

EXCEPT AS SET FORTH ABOVE, Tk RRANTY IS IN LIEU OF ALL OTHER
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING
ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR
PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS OF ANY ».mﬁww L BE
BINDING ON OR OBLIGATE ACTIVISION VIDEQ GAMES. IN NO EVENT WIL
ACTIVISION VIDEO GAMES BE LIABLE FOR SPECIAL, INCIDENTAL, OR € U\.'wl

TIAL DAMAGE RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF

THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ACTIVIS
VIDEQ GAMES [1AS BEEN 4 D OF THE POSSIBILITY OF SLK

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMF
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENT AL
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION
OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES
YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGH ICH VARY
FROM STATE TO STATE

RETURNS

ve within 90 days of o

returned must be defe

e b

£ service, pl

1. Send ealy the defedive cartridge and a phofocopy of your d

2. Enclose ve ress, typed or pa fo the pockag

3. Enclose 1 note describing the p {s) you encountered with the software.

4 Write the name of uct andl the type of video game system you have n the front
aof the 7

Send o ARRANTY REPLACEMENTS

- olher mat



COMPLIANCE WITH FCC REGULATIONS
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