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ARCHON

THE MANUAL

THE STRATEGY SCREEN

THE GAME. ARCHON depicts the etemal struggle be-
fween Light and Daorkness os o contest of action and strategy
Detween opposing forces wrought from myth and legend.
The Light Side anc e Dark Side are equal in number, bal-
anced in strength Dut not identical, Their aim, however, is
the some: conquest of the five “power points” or ihe elimina-
tion of the opposne side.

ICONS. The vorous fanfastic creatures at your command
are represented by specific images— “icons” —shylized pic-
tures of knights, gcolins, manncores, and the like.

There are 18 icors—a fotal ol eight different kinds on each
side. None of yours are identical to ony of the icons on the
ofher side.

THE TWO SCREENS. ARCHON is played on two
screens, On one—Te STOIegy SCTeen—you and your op-

ponent toke lums maneuvering your icons into favorable
akready

mmw»mmmw the combat arena.

HOSTILITIES. in ok and—odmit it
what dull board gomes (chess, backgammon, and their iik),
the “delending” plece gets removed quietly from the board,
and the "ontacker” wins the “battie”—ond the square—
vmmobiaubohg
In ARCHON, we do not allow such docillty, such rank
deleatism on the port of the delender. Noi If you wont thot
square, you have fo fight for itf When you fry 1o occupy @
square heid by the enemy. the dispuled square
1o fill the entire screen. .. and then, in the words of o
cenain orange-skinned monster of comic-book lome,
“IT'S CLOBBERIN' TIMEN!"




LIONT SIDE
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An anclenl mon of vosl sipormatural
power, he WIZARD s ihe leoder of

THE OPPOSING
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VALIYRIES oty boen Anous o do wer

The DJINNI is o magicol being from
nother dimansion. o plane of
lempest ond storm. n lorm he Is o

aftack gives them a chonce 1o sur-
vive ond irlumph.

FORCES

R TR ol

he equal of ihe okd Wizard only In
power. the slemally young and ever
beautiiul SORCERESS I8 his counter-
PO in Gl ways Her kghining bolls
are switer and surer than his lirebols.
it @ shade less polent. Fierce in boftie
Dut safest on the Diock power point,
she is mos! ofien used 1o cast the
soven spells. (See MAGIC SPELLS )

The BASILISK is 0 smoll. cresied rep-
ke with ihe scaly body of a lzard
and the bulbous, Qlowing eyes of a
Qorgon. Alihough I s relatively shor-
Hved. the Deasr’s Quick movements
and deoadly glonce make il o lerrity-

The MANTICORE resembies 0 lorge.
@okden Hon with & human lace and
a scorpion's homy Iail. This nasty
appendage bistes with great quills
ke spikas, which ihe lell beast can
Hing over ifs head wilh surprising
occwocy

A dweller in caves and dark places.
fhe misshapen TROLL is o shambling
Qlont, dull bt sirong, chumsy but
fhord fo siay. Like the Golem. it
corien no ready-made weapons;
Inslead, I selzes boulders, lree

sl il i

DARK SIDE

Tha SHAPESHIFTER 1t 0 Goppieganger.
0 demonic creature withoul irue
$hape of form, sove what il siecls
#om ifs enemies. In bafile if Decomes.

The DRAGON, G monsiious, ser-
penting replile. is withoul peer In
he combal arena One gout of

its homing breath will kil many
creaiures, and a second blas! is
aimast oiways lalol, Highly mobile
and very difficul 10 sicy, Iis owesome
Powers make if sacond in vokue only
1o 1he Sorceress

The BANSHEE s an unciead spirl Ihat
feocts Off ihe souls of hex opPonents,
@ ghastly apparition 1ot alfacks with
her keening wail, draining the e
Irom anyone in 1ange of ihe sound
(the shoded area oround her)



ARCHON —Quick Reference

The Opposing Forces

DARK SIDE
SORCERESS SHAPESHIFTER
MOVEMENT Telopon -3 MOVEMENT. -5
SPEED. Normol SPEED. Vories
ATIACK MODE.  Lightnung bolt ATIACK MODE:  Varies
ATIACK FORCE  Modercile ATIACK FORCE.  Varies
ATIACK SPEED  Fost ATIACK SPEED-  Varies
ATIACK INTERVAL: Averoge ATTACK INTERVAL: Vories
LFESPAN. Averoge LIFESPAN Unknown
NUMSER ON SIDE: 1 NUMBER ON SIDE 1
BASILISK DRAGON
MOVEMENT Ground -3 MOVEMENT. Fy—4
SPEED Normal SPEED: Normol
ATIACK MODE.  Eye beam ATIACK MODE.  Fiery breath
ATIACK FORCE.  Greot ATIACK FORCE  Very great
ANACK SPEED:  Fast ATIACK SPEED:  Medium
ATIACK INTERVAL: Shon ATIACK INTERVAL: Long
UIFE; Shon LFESPAN. Long
NUMBER ON SIDE 2 NUMBER ON SIDE {
MANTICORE BANSHEE
AT Cnannl 4 M) oy
SPEED. Normal P mal
ATTACK MODE Spikes ATIACK MOOE.  Scream
ATIACK FORCE  Minor AITACK FORCE  Moderale
ANACK SPEED  Siow AIACK SPEED  nsland
ATIACK INTERVAL Averoge ATTACK INTERVAL: Long
UFESPAN Averoge UFESPAN: Averoge
NUMBER ON SIDE. 2 NUMBER ON SIDE 2
TROLL GOBUN
Ground—3 MOVEMENT Ground—-3
SPEED Siow SPEED Nomal

ATIACK MODE.  Club
ATIACK FORCE  Minor
ATIACK SPEED  Insiant
ATTACK INTERVAL. Very short
LIFESPAN Shoa

ARCHON —Quick Reference

The Opposing Forces

LIGHT SIDE
WIZARD VALKYRIE
MOVEMENT Towpon—3 MOVEMENT Byt
SPEED SPEED: Nora
ATTACK MOOE:  Fireooll ATTACK MOOE: 0ecr
ATTACK FORCE:  Greot ATIACK FORCE m‘“
SPEED: ATTACK SPEED.  Siow
ATTACK INTERVAL: Average ATTACK INTERVAL Aversoe
UFESPAN
INUMBER ON SIDE: { NUMBER ON SIDE 2
UNICORN DJINNI
MOVEMENT: Ground—4 MOVEMENT Ay—t
SPEED: SPEED: Normat
ATTACK MODE:  Energy bolt ATTACK MODE: ~ Whrmwnd
FORCE.  Moderale ATTACK FORCE  Mocerate
ATTACK SPEED:  Fost ATTACK S/ED:  Macum
ATTACK INTERVAL: Shon ATTACK INTERVAL Avepe
UFESPAN
NUMBER ON SIDE: 2 NUMBER ON SIDE: {
ARCHER PHOENIX
MOVEMENT Grouna -3 MOVEVENT A3
SPEED. Normat SPEED. Nordl
ATIACK MODE:  Arow ATIACK MODE:  Frers axpiosion
ATTACK FORCE  Minor ATTACK FORCE.  Grecx
ATIACK SPEED:  Mediium ATTACK SPEED:  Siow
ATTACK INTERVAL: AveroQe ATTACK INTERVAL Log
UFESPAN: Short UFESPAN
NUMBER ON SIDE: 2 NUMBER ON SIDE: 1
GOLEM KNIGHT
MOVEMEN Qround—3 MOVEMENT Grund-3
SPEED: Siow SPEED: Nomol
ATTACK FORCE:  Great ATIACK FORCE.  Mror
ATIACK SPEED  Slow ATTACK SPEED:  Irwort
ATTACK INTERVAL: Long ATTACK INTERVAL: Vv Short
SPAN: UFESPAN S
NUMBER ON SIDE: 2 NUMBER ON SIDE 7



PLAYING HINTS

STRATEGY SCREEN: OPENINGS
CONSERVATIVE OPENING. This invoives moving your
uniavorably

MM/W-“MWWH\M
mocumn-emoumm

OPENING). The aim here Is lo wipe out the strongest enemy
fcon right off the bat, belore It can do arry harm. This Is mos!

strongest icons leleported
across the board. Shift Time may be used 1o prevent the
imprisoned icon from getling away belore you can finish
"

off.
MONSTER ROMP. This is risky but flun and sometimes sur-

STRATEGY SCREEN: GENERAL HINTS

STAY ON YOUR COLOR1 The effec! of a square’s uminance
on tha e of your icons Is large—often as much as 50%.
Mmmmwummnm

PLAN AHEAD. Most affocks than one

W tha liest aflacker cins?

AVOID TRAFFIC JAMS. Make oponings In your fiont line for
ground-movers fo pass. The greater your force’s mobility,
The grooter lis floxibility and strength.

PROTECT YOUR MAGE! The Wizard/Sorceress may be o
fough hombxre in the combal arena, bul doom Is nigh
should you lose your mage early In the game. Since power
poinis are immune 1o mogic spells, It is o wise Idea 1o keep
your Wizard/Sorceress “af home.

STRATEGY SCREEN: SPELLS

TELEPORT. This spell Is handy for tossing a siow cr unfavor-
ably placed icon into your opponent's back rank fo ralse

a ruckus. Afternatively, you can lelepon a wounded icon oul
ol

danger.
HEAL Never heal the Shapeshifter! Since If regenerates
compielely between botfles, the spell would be wasled.
SHIFT TIME. Use this spell o an Impriscnment by

and possibly win the game—by keeping the luminance
favorable.

EXCHANGE. An enemy advance can be frustrated fem-
porarily by exchanging o menacing Infruder (e.g., an
opposing Dragon/ Diinni) in your lerrifory with o weaker
Icon (a Goblin/Knight) from your opponent's rear ranks.
SUMMON ELEMENTAL Since slementols are neutrol

by chonges In they are well sulled
fo attocking on annoying enemy icon thal remains on
squares favorable fo . mtspduobommm
mages that veniure from their home power points.
REVIVE. Revive only strong icons. Also, avold placing a
revived icon on an unfovorable square, of if may die ogain

IMPRISON. The real irick with this spell Is liming, coupled
with Shift Time, If necessary, 1o prolong the effect. Imprison

move lo execule. WW\QUMQ consider whot
you will do afferwards. What icon will continue the assault

a Intruder 1o blunt an atiack, of Immobilize o
strong Icon on a della square; then alock when the lumi-
noslly cycle is most lovorable.

VALKYRIE ARCHER
GOLEM KNIGHT
UNICORN KNIGHT
DJINNI KNIGHT
WIZARD KNIGHT
PHOENIX KNIGHT

UNICORN KNIGHT
GOLEM KNIGHT

VALKYRIE ARCHER

MANTICORE ~ BANSHEE

GOBLIN TROLL
GOBLIN BASILISK
GOBLIN SHAPESHIFTER
GOBUN SORCERESS
GOBLIN DRAGON
GOBIN BASILISK
GOBUN TROLL

MANTICORE ~ BANSHEE

INITIAL STRATEGY SCREEN

THE l.UMINOSI'H CYCLE. ARCHON's stotegy

light = white. . Gldm Ioekmdlomrwm
Nm.mwmmmlmmm
every other um.

Your fortunes in the game tend 1o ebb and fow with the
luminostly cycie. This is because icons of the Lght Side ore
harder fo defeat on light squares than on dan ones. Con-
versely, Dark Side icons are sitonger on dark xauares and
weakest on white ones.

POWER POINTS. The five “power point: are indi-
cated on the screen by fiashing red symbols. ons on power
points heal faster than usucl and are protected from the.
efiects ol magic spelis. If your icons occupy o five power
points, you win ihe game.

MOVEMENT. If the hollow square or “frame’ is on your

side, it's your tum. (Simpie. eh?) Use your joystick fo move the
frame atop the icon you want. Once you push the bution o
confirm your choice, you must move that icon somewhere.
(It on icon has nowtere 1o go. the computer will not ollow
you 1o "pick It up!”) Once you move e icon 10 its cestination

mmmmeonmmlwnulamhw
allows in any di
mponawm.wonodvownodbvwdm
Own ICons.

Note: If you change your mind while maneuvering o
ground maover, you must backirack. Otherwise, the com-
puier, being very literakminded. will assume you are trying
1o extend your move uniawtully.




THE COMBAT ARENA

COMBALT. Action - me combat arena is iImmediate and
HMUAONSOoUS;

s
Combat s of fwee penercl lypes. Knights and Gobilins are
Sword-swingen and cub-weiderns; they must be very necr
u\oppnn-r' inflic: Somoge.
mwnmmwmom
Orea around themaeas: the longer the opposing icon s in
ot circle, the grecie e comoge If susicins. Such “orea”
aftocks need nol be omed.
All the ofher ICons “TTow” missiles of some sort and con,
distance.

THE ATTACK INTERVAL. While combot is fast ond
furious, you con'! just fre owoy as fast as your finger twiiches.

computer rings o bell—a high note for the Light Side, o
lower one for the Dark Side—1o let you know.

BARRIERS. The obsiacies or barmiers in the arenc go
cycies of their own. Be carefut they con

. However, when ifs

few seconds. buwn-ulwnrl shoot past i, m
It's gone.

Furthermore, for o lew seconds before o barrier vanishes
and affer it you can walk or fire o missile through
nmm(unmu)numom

Goubts, avoid the barmers entirely—and ge! out of the woy
of oncoming missiles.

LIFE, DEATH, AND WOUNDS. The “Weiines™ of

Mehne
of the wound. When its lifeline is gone, the icon is “deod™
and combat is over.
A victorious icon refurms o the sitategy screen in confrol
of the disputed square. However, a seriously wounded icon
Is easier 1o defect the next time I is lorced fo fight. Even the

@ power point; of instantty and MMGMM

Magic Is arguably the most significont strategic element
in ARCHON. Only the wo moges (mogicions)—the Wizord
and the Sotceress—con cast spells, and each mage con

Awdnuvuooimdowbmmh
sirategy screen. Simply move the frome ciop your moge,
mlmmmmml Push tha bution, ond the

wswol message appears. Withoul moving the icon, however,
mmmm‘gﬂc\dmwoﬂamw
“SELECT YOUR SPELL”

Push the joystick up or down 10 survey the spes siil avoil-
able, ond push the bution when you find the one you wont. ¥
further actions on your port are required, additional mes-
soges will direc you

mmmmwnmwm
than once, and you con'l cast o spell ogoinst power points
or lcons on them. Detolls are given below.

TELEPORT

EFFECT: This spell moves—leleports—ony one of your icons
any disionce from one squore on the siralegy screen lo
anofther.

ACTIONS REQUIRED: Afer seleciing he spel, move the
frome 1o the icon you want; push the button; and then
move the icon fo s destination—just os If it were o normal
move.
RESTRICTIONS: You cannol move an enemy lcon. You

restrictions of the seven major spels.

HEAL
EFFECT: m--pdwwmwbmdalim

SHIFT TIME

EFFECT: Two effects are possible. Mos! offen, the spedl
reverses the flow of fime: |.e., the direction of the luminosity

Mnnmm(mbbunm«

versa)
mmmmmwm-cwmw
RESTRICTIONS: None.



SPELLS

——

EXCHANGE

ufm;!m;wmmmmmm!mm
screen lo hade places.

REQUIRED: Move Ihe frame 1o one of the icons you
wish lo lranspose, and push the button. Then do the same 1o
the olher icon
RESTRICTIONS: Neither icon can be imprisoned or on a
power point

SUMMON ELEMENTAL

EFFECT: This spell allows you 1o aftack any enermy icon with
a new, lemporary icon represent

as usual, excepl Ihal Ihe elemenial vanishes after the battle,
win of lose.

ACTIONS REQUIRED: Once the spei s selecled and the ele-
Mwsalmmamulnlﬂmmm_mn
1o the ican you wish lo affack. In ihe combal arena, direct
the elemenial just as you would any other icon.
mmmmmmmnmmlu
You cannol direct the elemental to a vacant square of one
occupied by one of your own Icons. You cannol choose
which elemental will respond 1o your summons.

REVIVE

EFFECT: This spell restores fo the game an icon previously
lost (“killedt”) in combat

A

Acmmnmmmum-sumwolm'
spell or a normal move, excep! Ihat Ihe revived lcon comes
nmnmddmwmmdmmmwm‘w
ludemnononmnboow-momlomomom
RESTRICTIONS: You cannot “revive™ an icon not already
dead. &num(wwylmlmummm
must be vacon!, and you mus! put the revived IGoN on one

d ‘cannot
Paint. You cannol imprison any icon al a lime when the lumi-
nosity cycle would automatically free il

CEASE CONJURING

lmumﬁo:pol,uhowmbmcamnquwpoluvo«
miscalculate Il you change your mind while selecting a
spel. of If the spell you wanl is unavailable o canceled, you
may push Ihe bution when CEASE CONJURING s displayed.
This will allow you 1o starf your turm over

Q: Some of the icons aren'! very distinct on my TV, and
r'm having trouble lelling them oparl. What con | do?
A: Buy a new Sony TV or, betler yet, o computer monifor.
Serlously. I you mus! put up with the limited resokution of the

difficull. Nonetheless, the icons are quite distinet on mos!
squares, and In a short time ey will 3 be quite distinciive.
Indeed, like classmales on the first day of school, despite
thelr initiol srangeness, they will soon become so familiar
that you'll wonder how you could ever hove lolled lo
recognize them instantly.

Q: Why does the frame siay on the screen when 'm
moving on lcon from one square lo another?

A: It marks the Icon's original location and serves as o
poinl of relerence, especially Iif you change your mind
ond have lo backirack.

Q: r'm having rouble maving my Wizard. When | push

anywhere. | figured | wasn'l pushing

enough, so | pushed Il again and got the list of spelis!
What am | doing wrong?

A Nothing. The Wizord and the Sorceress leleport from
one squore to another without actually walking over the
Inlervening squares. While It looks diffarent from the
movement of other icons, the mechanics are actually the
same: just move the frame Instead of the icon, and push
the bution when you get to your destination

Q: When my frlend casts SHIFT TIME, Ihe screen changes
When | do I, i walls a lurn belore anything

happens. Why?

A You hod the first move. All luminance changes lake

place after the second player’s tums. (That's one of the

advantoges of piaying second.)

QUESTIONS

Q: When Ihere are obslacies loward the botiom of the

my icon on through fo the other sidel
A: Tue. Yup. So what's your question?

Q: whot happens i my icon is on lop of a “fuzzy” barrier
when Hf lurns solid?

A: Your icon will be thrown off the borler, just os If i hod
run info the obstacle from the side.

Q: somalimes when I'm "liing” really fast, | don't hear
the “reload™ sound. Am | going loo fasl for the compuler
lo keep up?
A: (Pouse for loughter.) No. If you happen lo have the
pressed ond the joystick oleody pointed al the end
of the oftack Inferval (what some people called the “relcod
time"), the computer won'l bother sounding the bel;
Instead. It simply launches your afiock.

Q: 1s )l possible for two icons In the combat arena o kill
each other? if so, who gels the square?

At Yes, "double kills” are possible. You con even get kifed
by a “dead” Icon If I has akeady launched on affack.

Q: My attacks often go In the wrong direction, and
sometimes | can't seem lo fire af all. What's wrong?

A: You're pushing the bution while you're still moving your
Icon. Make sure the joystick Is In “neutral”—or af leost



& ANSWERS

whumm-mmmum
attocks ore pr

atbnmov Mwbmmommmmov
ekse you're imply pressing Ihe trigger belore your attack
Interval is up.

Q: Why dces the “pause” key only work In the combat
arena, and why only when the computer Is playing?

A: The “pause” mmwmpmm-
Icon from killing off yours when something outside
mmwuunmm-m
aftention. It is unnecessary on the siralegy screen because
he computer lakes only a second of Iwo 1o move, and you
can lake an unofficial “lime ouf” as soon as I's your lum.
‘When your opponents are of the human persuasion, you
emﬂh.mhnuplnvamamul (I they refuse, parhaps
you shoulkd recrull new opposition )

mmmmmamamoommnbﬁa
square, anyway? What are you, suicidal?)

Q: Wiy don't Trolls In ARCHON regenerale the way they
do In Lizards & Lunkheads? And why can't | find the
Phoonix In my LAL Buast Book?

appiove ol our Trolls, complain 1o the Iroll union.

Q: Why can't | make coples of ARCHON for my iendis?
A: Someone always asks. One answer |s Ihat ARCHON
disks are copy-prolecied, bul thal's begging the question.
(And yes, we know copy protection is nol perect, bul i you
have the lime and ialent 1o get around such devices. we'd
really rather you worked on games of your own. instead )
The hanatul of people af Free Fall Associales would
rather develop gomes than do anything else, but Il we
‘caon't pay our bills cr we'l have 1o do
something less fun for us—ond (if you enjoyed ARCHON
enough o wanl to copy it] probably less fun for you
Royolties are our only Income. and every llegal copy of

chance. When you come up with an original game of a
lancy utliity, you'l leel the same way.

Most of the gomes you see may be rip-offs of arcade
games ond other designers’ ideas, but ours aren’t. Our
Qames are original products of our own bizare imaging-
Hons and many monihs of work We don't rip off other peo-
ple, and we don't think wa deserve lo be ripped off, either.

Thanks from Anne. Jon, and Poul

& TIPS ON STRATEGY

COMBAT ARENA: GENERAL HINTS

DON'T MOVE IN STRAIGHT LINES. Monsters are fricky. you
should be. too. Dodge and weave. Don't become

predictobie.

HIT AND RUN. Don just fire @ shot and then sit there waiting
for a retaliatory sirike. Toke your linger off the button Imme-
MWM“WdeMnmE
something, it con probably hit

COMBAT ARENA: THE ICON®

WIZARD. Avoid using the Wizord in combat uniess anocked.
ut no cioser. Siay in the
barmers.

ARCHER. The

fairdy ciose o enswre o hit. Siower largets, of course, allow
Qreater range.

‘GOLEM/ TROLL. The advanioges of these siow-moving

creatures are theit long lives and deadly attacks. (Those

Kiled for so smail a prize?) Afack strong icons on Diack or
dark squares.
MANTICORE. This beast hos he advantage of a brooder




ABOUT THE ARTISTS

Poul Reiche il (Dronounced RICH-ee which he'd
like 10 be), 0 young mon of 22, is No newcmer 1= gomas.

of Goid (0 Gomma rules
o module] anc “ew
% potonnl 4

Progrommer Anne Westfoll is older than Foul. 56 was

sharing o with the direc-
mmMM(mmmmmemm
collection of books, records, teg, and wine)
bdhoh-gluhwnmmm 1984, 1o lorm Free Foll

firm. After
leaming the ins ond outs of the Atari computer teaching
hersett . Anne Jon coliaborated

@ reasonable curent Free Foll
offices boas! a pleasant loke view. copies of every con-
sumer m\omwmwmmn
sive array of

mwwmmmmamuwm
ummmmmmmmw

river-rafting. and hiking, as well as classical music.
memmmm-mmmml
© number of oad

martial orts, games of ofl sorts, and free-kancing.















