Limited Warranty

Electronic Arts warrantsto the original purchaser of this computer software product
that the recording medium on which the software programs are recorded will be
free from defects in materials and workmanship for ninety days from the date of
purchase. Defective media retumed by the purchaser during that ninety day
period will be replaced without charge, provided that the retumed media have
not been subjected to misuse, damage or excessive wear.

Following the initial ninety day wamranty period, defective media will be replaced
for a replacement fee of $7.50.

Defective media should be retumed to: Electronic Arts
390 Swift Avenue
South San Francisco, CA 94080

in protective packaging, accompanied by (1) proof of purchase, (2) a brief
statement describing the defect, (3) a $7.50 check(if beyond the initial ninety day
warranty period), and (4) your return address.

WHAT IS NOT COVERED BY THIS WARRANTY

THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE
PROGRAMS ARE PROVIDED “AS IS.”

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN,
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN
DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE. ELECTRONIC ARTS SHALL
NOTBE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY
EXPRESS OR IMPLIED WARRANTY.

Some states do not allow the exclusion or limitation of incidental or consequential
damages or limitations on how long an implied warranty lasts, so the above
limitation or exclusion may not apply to you. This warranty gives you specific legal
rights, and you may also have otherrights which vary from state to state. Address all
correspondence to: Electronic Arts, 2755 Campus Drive, San Mateo, California
94403. Or call us at (415) 572-ARTS.

Unless identified otherwise, all programs and documentation are
©1984 Electronic Arts.
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COMMAND, «» SUMMARY

ARCHON 1i: ADEPT COMMODORE 64

10 T PLAYERS WHO M F

Use fS and f3 to produce choices. Press f7 when you're reedy to
play. Or wait awhile and the computer will begin playing a game
agoinst itself. Note: Since the player who moves first has an
advantage, the player who moves second receives additional magical

energy to keep play evenly balanced.

3
Before pressing Start to begin playing, press the RUN/STOP key to
produce handicapping options, then use f3 to pick a level for Chaos
and fS to pick one for Order. Press Q to return to the menu of
player/move choices.

Beginners start with more magical energy, Advanced players start
with less. And the lower a player’s rank compared to an opponent’s,
the slower the opponent’s icons will move, the slower their missles
will travel and the longer it takes them to attack. For the widest
hadicapping spreed in a8 geme, choose Advanced for the most skillful
player and Beginner for the least.

The manual is located inside the front cover of the package.
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0 ON THE ST
Use a joystick in port 1 to control the Chaos icons and one in port 2 to
control the Order icons.

When it's your turn, the selection frame will appesr on your side of
the boerd. Use the joystick to place it over the icon you want to move
and press the button. Next, use the stick to move the icon (or the
frame again in the case of Adepts) to the desired location and press the
button again.

If you change your mind, press the button agein before you move the
icon. For additional information about board movement rules, see page
3 of the manual.

HOW TO MOYE AND FIGHT ON THE BATTLEGROUND

When you move into a space occupied by an opposing icon, you must
fight for the disputed territory. Use your joystick to move your
piece. To fire, move the stick in the direction you want to aim and
press the button at the same time. See the combat tips on page S of
the manusl for more information. (Note: When you play agsinst the
computer, your Wraiths will be visible. Since the computer knows
where they are, it seems only fair that you know as well.)

HOW TO CAST SPELLS
Place the frame over an Adept and press the button, then press it

agein. Move the joystick forward and backward to scroll through the
list of spells. Press the button when you see the spell you want.

If you change your mind, choose Cease Conjuring. If you change it in
mid-spell, move the frame over your citadel and press the button.

Casting spells costs magic energy. Occupying power points increases
your energy. The amount of energy you have is shown by the bar that
appesrs next to the board when it's your turn to move. See pages 3
and 4 in the manual (and the chart on the back of the manual) for
more information about spells and energy. ( Note: If you lose all your

Adepts, the Apocalypse spell is automatically invoked. )

T T R IN THE M| A E
Press Q to return to the player/move menu choices.

10 IN P
Press the RUN/STOP key. Press it again to resume playing

Music (Theme from Adept) © 1984 by T.V. Dunbar.




