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ﬂJ Fong, long had the Master of Grder
&% struaaled with the Mistress of Chaos.
Ancient ag time, chanaeless ag death was
thetr conflict —waaed i mundane realms

B by magically potent @depts. o morr.
i’![:lJr nlh gecure wellsprings of maagteal encrgy are
fatling. To control the new sources, the Avepts are
bringing forth new armies of reluctant Demonsg and
Elementals long unsummoned, Change 15 at hand
and the battle would find an end.

This s that battle. The ending 18 pours.




ARCHON II:

ADEPT

AN OVERVIEW

THE TWO SCREENS
The gamc s plaped on bwo sereems. On one - the main board = you and yosr oppament {haman or
computer]) take tarms maneuverng your paeces (called ions] ink favaralde posdians.
W s v (48 e abvead y cooupied by one of poar oppanent & ioors, the game shifts to the
secorpal dBigplay, Hie Baslkeground, There you maist fight 2 fast-action battle b determing which icon
will returm to the board im possossion of the disputed position.

THE MUOVES

it bagie tha game with £ Adopss on o side On cach men you may mse whatever resgical smergy
vams hawve Jeft poc 1] meove an Adepior 21 gne sn Adept tocast s spell (inchuding Summen which s
yuul bring mew wons inlo the game) ar 3] move an ican confured up (with & Sammon spelll ona
prressis fmrm

WINNING

Yo win if you vooupy all sis power paints at once of I vos irlumph in the Apocalypse ievocable
wih & special spell), You alsn win if your opposest rurs oul of magcal energy of Boms.

THE BOARD

The rasim buvard s co wd ol four bands representing the clmsicsl slemaenits of Earth, Waber, Alr
and Fire. Adiditionally there ane fons squanes whichare nat part of any band. Twio ane bilack, reutral

Lares fe rating the Wioid. The mhers are citadels. the home sqaanes of Ovder and Chaes.
ﬂnlh the ;'ul.d sqaares <an be occupied by kons jusd like any posilian in ihe doar bands, the
citmbels remain emply throughowt the game.
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There are & flashing power paints, Two ase the Veld squares. The ciher 4 more From furn fo barn
throigh the omtermost corners ol sach of the four dlements. Ocoopation of the & power ponts i
the major gosl of the geme




MOVEMENT

Tihehalbow square (or Frame"} som yoursides, it your tum. Use vour jayvstick to mavethe frame
atop the icom Voa want, snd pashthe Buton Movt wse the joystick o move te icon (or the Erame.
in the case of Adepish o vour inoded destination mnd press the bukbor again. (I you accsdentally
press the butlon ovor an ivde poi donl wank o seve, press the buson again withoe! movieg yous
Aick ta eancel the selecting and siart cvee Onee you've maved an ioon at all you casned cancel
vur selection. WOTE: The rule for cancelling an Adept mveis diferenl. See blagic bpeib below )
Elemsentals and Demons worjured up with the Sumeon spel slisde freely along the dlement they
e ori, You may side them as tar as you like with bwo restrictions: lvey cannol pass anather ican
and dhry canewd emd thelr move atop a “frendly” (con. Aliernately, yeu may jmp them from one
demerd s an sdjacent one ona bum, Nivicon may shide and jump on the same turm.

Adepts can lelepott anywhere on the Baard, bug [t cons them 2 B of magical enerzy b leleport
frem one clement o amol her

MAGIC SPELLS

Instead of 4 move, on any turn an Adept can cast any spedl it has encughomengy far, Jmply s
the Aclept with bt fram e, press the burton. and then press the butten again. hiitosd of canceting
wour Adepts move, Bhis aotion produces the message “SELECT YOUR SPELL™
Blove T javelick [orwand and backward to produce the different choders desoribesd on the nea

v, Pross the barion to selerd the ome you want. H yeu tlﬂ-lg:imlr rl!h-ui and decide you woald
ruther movy the Adept (or another icon) inskead, selict “CAl L SPELL” To cancel a spell after
you've dready selected A with @ buttan posh, move e frame over woar otacdel amd prss tha
Bubion agatn

Bllagic leees b L hizart o the action - and so doesthe Mctthat i cosis. The smouetof magical e gy
you have (shown by a vertical bar oo 10 the board whien i2's your hern} varies thiongghamt the
pame You zain energy from each poscer paint vou acoupy and =iorthe finst kew wirms oaly - from
your homee citadel

Mowing iooms is mestly free, but it lakes mgical energy 1o maintsin each Deman amd Elemenial on
your side ard substantial amounts o cast spelis, Thecost of different soms & shown by the mark
wiich appeans next 19 the energy bar as yom explare yonr aplions, You will not ke alkwed b lake
actions yeu do med have enaugh enengy lor

Tha ebfects ol spells arg lenbied to the clement the conjuring Sdvp is on. Adeps cannet cass spills
frm @ Woid square amd Adepls are imeine to all spolls excopt Heal

THE SPELL LIST

SUMMOM - This is far and away the spell you will use mast coften. When you selec 1 von may
choose amwong 4 Blemantals and 4 Dernoms by moving the frame from monstes (o monster, The cost
i energy goes up as you mave up the column of choices.

Remember. Adept magic works anly within the demiend of the moajaring Adepl. An Adept in Fiee
eannnd, for insanoe, summan an icon o e band of Earth,

“fou may summon an keen snd dicectly aack an apposng ican, bl it lakes extra magical energy o
dn =0, And Adepis are immune from such attacks. For them yoo must aie lcons slresdy on
N bosard,

HEAL - Tha spell cures half of an icon's wornds and all paralysis

WEAKEN — Liss this to cut an enemy inoa’s curnent iifespan in half,

TMPFRESDN - Cast thic spell and the insprizared icos esnnet ba mevied, The cost of nsintaining
tmpricarusd icoms Balls on the mprisoner and mol the original confurer.

RELEASE — L this when you can no benger afford to keep an icon imprisened = of ng longer
nesd o

BANISH - Very expensive fa cast On the other hanid, an lcon v can defest can be very
o pna e Lo Ty o e with, And occupisd pomer paints on slemenis wilhout Adepts makie very
tempilng wegits

APOC ALY TSE = This spoll begina & bubthe thal ends ihe gama. In thai apocatyplic battle, vonr inon's
lifespan, mibile poswer, and missile speed depoad on your magical enengy, kooms remaining. and

Adepisbell, respevtively. Use bo pat a hopebesshy overs helmied enemy out of his or her misery ar as
an act of suicidsl desperalinn
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COMBAT TIPS

ATTACK METHODS - On tke hA||I|,'grnlmI_ feors heel, hammes, Same, =g g 2tare and
alherwise Barmss B enemy in whabever direchon pou move the jirystick while simelianeowsly
pressing the bugton, (Ser the bints under Attack 52y les below for some wsoeptions and variations |
Thue libelimes o eitheer end of the arena mdicate the ourrent Riespan ihealthstrengthp of the tvo
battling icona. When an icon i8 wounded iss matehing lidaline i reduced. When its libeline is gome,
the lesp is doad, the battle aver, IMPORTAMT: Excepd for the Juggervand and the Wraith, you
cannot mawe |coms while pressing the faystck Bution.

THE ATTACK INTERVAL — Combat is fast but you can? just fire away as rapidly as pour finger
mwiiches, [ takes 3 morment after all tn oomjuee & whirksiond or gereeabe a tadal wave. A1 the cxoct
marsent your jovatick batton can launch snofhet anack, the compater rings a bell - a highnowe for
Order & lower one lor Chaos

ATTACK STYLES = Each icon is moil effective when i1 & used in friendiy — or s beast euiral -
elements and when it specia] strenpthe and wioaknosers are andersiocd and explolied. You will
masthy learn whatyou need 10 knoew painiully, on the bhatilegraunad. Thi lints below are inlended
anly 10 kelp wou begin thinking sbout how to use the & leors which have thee most pmsual
amtack sivies

1. Adept missiled can be stedred s long & vou hald the Bt down. DF coumse, Adepts canno
murve as long as the botlon is downe Nothing, comes free.

2 The Gorgon does nof wound: it paralyzes. Afler every hit from o Gorgon's eve beam, an icon
marwes more slowly. When o can e lomger mave, it diss.

3. Wealthaare not mive, They are irvisible encopd when ey e teying to b you taed to “reboad ")
They cam maveeven while they aflack. Their circular alback aura steiks U life force froe all caught

Im It, Wradibs can leawe battles stronger (ham fhey endered them, They can be devastabing in the
ands of the 3kl sl

& When the Firebind explodes it canmot be Busm naraas it rmovi, Bounliee Archon’s Fhoenix, vou
can end the exploson eatly by releasing the bution,

5 Girersdon't have toaim_ Press the button and they sian -Ilnahs andtheir oppenents slart dyng.
I vou're attacked by one. don't waste time wendering what ta do et the problem will be sobved
for v

& |uggemmasis are in offect thedr own missiles, n “missile” mode, they only travel in stralght lines
and they are imvulnorable - svoepd (o the somg of e S
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COMMAND = S5UMMARY

ARCHON II: ADEPT COMMODORE G4
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pisy. Or wail swhile ond the computer will begin playing o game
mpinst [lzelf Mol=  Since the player who moves first hes mn
aivaniage, the pleys win moves second reckives additionsl magical
ey 10 ke Dy evonty histanond

0 CHCSE LEYELS TOR EACH PLAYER

Before pressing Starl to begin pleying, press (he RUN/STOP key
producs handicapping options, thin uss 13 o pick 8 level for Chaos
and 15 to plck one for Order Press @ to return o the meny of
plaver/move cholces

Beginners: start wilh more magion! snergy, Advenced players slart
wilh l=st. And the lower & plever's rank compared 1o an opponent’s,
the slowsr {he apperen!'s ioans will move, the slower {heir misshes
will trevel seed the fonger 1 lakes them Lo aiteck, For the widest
hadicapping spreed in n guma, chooss Advancad for the most skl liful
prisver and Baginner for the feest

The manei] 2 located ingide the fronl cover of the package

l.un]w:l:lt ln|lrl 1 hmhihm mnlmlnllﬂ 2o
conlrol the Drder icons.

When iU's your turn, the selection freme will sppeor on your sideaf
the board. Use the joystick to plece it over the jconyou wenl Lo move
and press the button. Mext, use the slick lo move W oon (or (he
{rame agein in the case of Adepls) 1o he desired locel ion and press (he
st again.

I you change your mind, pross ihe bulion sgain before you move the
fcon. For additional Informatlon sboul boerd movement rules, s page
3 of the manusl.

HOW 10 HOYE AND FIGHT O THE BATTLECROUND

When you move nlo & 5pace oocupled by an opposing foon, you must
fight for the disputed lerrilory. Uses your joystick 1o move your
plez To fire, move the stick in the direclion you wenl 1o alin and
press the bullon sl the same lime. See the combet (1ps on page 5 of
Ihe manual for more (nformation. (Mofe When you play againet the
computer, your Wrniths will be visitle Sinoe the compulsr Entws
whenrs thise Bre, iF soams only 1air thet you know ss wall |




HOW 10 CAST SPELLS

Place ihe frome over an Adep| ond press the bulion, then press il
mEin. Move the joyvatick forwerd and backward tosoroll through the
list of spalls. Press the button when you sea the spel | vou wenl.

If o change your mind, chooss CesseConjur-ing. 1T you changs 1t in
mic-spal |, mowe th Nrames e your cllatel sni press the Ditlan

Casting spalls costs magic energy. Qooupying power poinls: incremsss
your erergy. he amount of smergy you have s shown by the bar thal
appoar-s nest to the bosrd when §l's your turn o move. 566 pages 5
end 4 in the manusl (and the charl on the beck of Ihe menual) for
mars informolion aboul apetls ond energy. (Hole: I you lose all your
Adegts, the Apocakypse spell s sutomatically tnvoked )

10 START OVER IN THE MIDDLE OF A GAME

Press @ to relurn 1o thi player/mave menu cholces.

10 PAESE A GAME N PROORESS

Press the RUNJSTOP kmy,  Press I again 16 resume fising.
Mizhe { Thama from Adept) @ 1584 Iy T Y. Dunbar.




