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THE GAME
Introduction: Chaos is a game of magical combat between 
2 to 8 wizards in an arena. Each takes turns to select and cast 
spells and move summoned creatures. The winner is the last 
wizard left alive, but there is a limit to the number of game 
turns in which to achieve victory, and the contest could be 
drawn. Playing time varies from five minutes (with 2 wizards) 
to half an hour (with 8 wizards).
LOADING
1. Connect a suitable cassette player to your Spectrum 

according to the User Manual. THEN FOLLOW  
IN STRU CT IO N S 3 ,4  A N D  5 BELOW.

SP E C T R U M  48/128 and PLUS 2 O W N ERS
2. Put the 48/128 and Plus 2 systems into 48K mode.
3. Place the rewound cassette into the cassette player.
4. Type LO AD  M 11 on your Spectrum and press ENTER.
5. Press PLAY  on the cassette player.
NOTE: Full loading instructions can be found in your 
Spectrum Manual.
PLAYING THE GAME
Selecting Wizards: Use numbers, letters and Yor N for Yes or 
No. You can have up to 8 wizards in the game, any or all of 
which can be computer controlled. The highest level of wizard 
power is 8.
Selecting Spells: Cursor mode 
Cursor movement Q  .. W  . E

d
X c

PRESS: 1. To examine spells (detailed above)
2. To select spell. Y  or N for Illusion or Reality (as 

above).
3. To examine board. Cursor keys are as set out 

above.
I. gives information on a creature on the board 

when the cursor is over it.
0. To return to the main menu.
4. Continues the game.

Placing Spells on the Board: At the bottom of the screen is 
show n the name of a wizard, the spell to be cast, and the range 
from the wizard at which it can be cast (going diagonally counts 
a s  1Z2 movement points).
U se  the cursor keys to select the space you want, and press S  
to select. Press K to abort.
Moving Creatures: Press 1 to 8 to highlight your creatures. 
Using the cursor, select the creature you wish to move. Press 
S  to select, or I for information. Once selected, the screen will 
tell you the creature's movement points.
M ove  by using the cursor keys.
For flying creatures, place the cursor where you would like the 
creature to move.
To attack another creature, move your creature up next to it, 
and press the cursor key as if to move onto its square.
Som e creatures have ranged combat as well as direct combat 
(e.g. an elf with a bow) and after moving one (or pressing K to 
abort its movement), you can place the cursor on an enemy 
creature (within range) and fire at it.
Pressing K stops a creature's movement and can be used 
before or during movement.
K also aborts ranged fire.
Pressing O  ends your go.
More about Spells
(a) Law and Chaos: All spells are either Lawful, Chaotic or 

Neutral. This is shown on the spell menu by:
L a w = f  C h ao s= * Neutral-  

Casting Chaos spells makes the universe more chaotic. 
Chaos spells become easier to cast and Law spells harder. 
The state of the universe is shown on the main menu under 
w izard's name, e.g. Chaos**.

(b) Reality and Illusion: Each spell has only a specific chance 
of being cast successfully, ranging from 100%  for a Giant 
Rat to 1 0 %  for a Golden Dragon. The more powerful the 
spell, the lower the chance. However, creature spells can 
automatically be cast as Illusions but may then be 
disbelieved, by use of a Disbelieve spell.

(c) Properties of Creature Spells: The spells on the spell 
menu are printed in various colours to indicate how easy 
they are to cast, the brighter the colour, the easier to cast. 
To find out more about a particular spell press the letter of 
that spell or the Information key in the game which will give 
you the following information:
Combat: The offensive power of the creature.

Ranged Combat and Range: Some creatures have 
ranged combat as well as normal combat (e.g. an elf with a 
bow).
Defence: The defensive power of the creature. 
Movement Allowance: The number of spaces the 
creature can move each turn.
Manoeuvre Rating: The creature's ability to disengage 
and move away from an enemy.
Magic Resistance: The creature's ability to resist the 
effects of certain types of spell.
Casting Chance: The chance of creating the creature. 
Casting range is not shown for creatures since the range of 
all creature spells is one.
Other Characteristics: Som e creatures have special 
characteristics which are printed below the creature's 
name.
Flying: Creatures that fly can hop over other creatures and 
obstacles (such as walls).
Mount: Wizards can ride mounts of their own creation, 
aiving protection and easy movement.
Clndead: These can only be attacked by other Undead, 
spells or wizards with magic weapons.

(d) Other Spells (LOS) means spell needs Line Of Sight to be 
cast.
Disbelieve: All wizards have this spell. If you suspect any 
creature to be an illusion, then this spell will automatically 
succeed if you are right and fall if you are wrong. It always 
remains in your spell list and can be used repeatedly. 
LAW-1 LAW -2 CHAOS-1 CHAOS-2 
These spells simply alter the balance of the universe. 
Gooey Blob (LOS): The Gooey Blob must be cast in an 
open space. It then spreads, engulfing enemy creatures 
but not affecting yours.
Creatures engulfed do not die, but are trapped until the 
Blob holding them is killed by another creature.
Magic Fire (LOS): Magic Fire must be cast in an open 
space. I then spreads, killing enemy creatures but not 
harming your own.
Magic Wood (LOS): Up to 8  Magic Trees can spring up 
around you. Any wizard may enter the Trees and there is a 
chance of gaining extra spells from them.
Shadow Wood (LOS): You can place up to 8 Shadow 
Trees provided they are placed in empty spaces, and are 
not next to each other or next to Magic Woods. These trees



can be selected as though a creature. They cannot move 
but can attack creatures next to them.
Magic Castle/Dark Citadel (LOS): These must be cast in 
an empty space. The wizard can enter the Castle/Citadel. 
They are impregnable to any attack but they don't last 
forever!
Wall (LOS): You can place up to 4 walls in empty spaces. 
Nothing can enter or move through a wall.
Magic Sword/Knife/Bow: These affect a wizard's 
combat power: The sword adding 4; the Knife 2; and the 
Bow  giving a ranged combat ability. You cannot have a 
Sword and Knife at the same time.
Magic Armour/Shield: These affect a wizard's defensive 
power: The Armour adding 4; and the Shield 2. You cannot 
posse ss  both at the same time.
Shadow Form: This makes a wizard semi-visible and 
fleet, adding 3 to defence, increasing movement to 3 and 
allowing the wizard to move freely without becoming 
engaged, but if the wizard attacks anything, these effects 
disappear.
Magic Wings: This spell transforms the wizard into a flying 
creature with a range of 6.
Magic Bolt/Lightning (LOS): These are both ranged 
physical attacks of magical origin. Lightning is shorter 
ranged, but more powerful.
Vengeance/Justice/Decree/Dark Power: For these 
magical attacks, pinpoint an enemy creature or wizard with 
the cursor and press S. If the target is a creature, it may die, 
depending on its Magic Resistance; if a wizard, then their 
creations may all vanish. Decree and Dark Power give you 3 
attacks, Vengeance and Justice 1.
Subversion (LOS): You must not select an illusory enemy 
creature or a mount being ridden by a wizard for this spell. 
The lower the target's Magic resistance, the better your 
chance of subverting it. Once subverted, it comes under 
your control.
Raised Dead (LOS): You must select a dead creature for 
this spell. If successful, it re-animates as an Undead 
creature, behaving in the same ways as other Undead.
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