






























































































INVISIBILITY 
When this spell is cast, party members turn invisible for a certain 
period of time. Thf! length of time depends on the strength of the 
spell. While your champions are invisible, monsters will be unable 
to locate or strike you, unless they depend on senses other than sight. 

LIGHTNING BOLT 
This spell casts a bolt of lightning which will strike the first object or 
group of monsters it hits. If there is more than one monster in the 
group, all will be affected, although the monster initially hit will 
receive more damage than others in the group. The amount of 
damage is determined by the strength of the spell when cast. 

MAGIC TORCH 
This spell raises the light level in your area of the dungeon. The 
amount of light and its duration depends on the power of the spell. 

LIGHT 
This spell increases the amount of light in your area of the dungeon. 
It is a more powerful version of the magic torch spell. The duration 
of the spell is determined by its strength when cast. 

FIREBALL 
This is one of your more potent offensive weapons. This spell casts a 
ball of fire in the direction cast. If there is more than one creature in 
the party, all will receive damage, although the creature initially 
struck will receive the greatest amount of damage. 

POISON FOE 
This spell casts a magic bolt that will poison any creature it strikes. 
The amount of damage is determined by the strength of the spell. 

HARM NON-MATERIAL BEING 
this spell causes damage to any non-material being. The amount of 
damage inflicted is determined by the spell's strength when it is cast. 

OPEN DOOR 
This spell will open any dungeon door that is capable of being 
opened manually with buttons. The least powerful Open Door spell 
(LO) will open any door which can be affected by this spell. 

ZOKATHRA 
This spell creates a weightless substance which is required in one or 
two spots in the dungeon, especially towards the end of the game. 
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MAG/CK SPELLS 

83 830 
. 

STAMINA POTION \J MAGIC FOOTPRINTS 
YA YA BRO ROS 

83 E SHIELD SPELL . ·X POISON CLOUD 
YA IR OH VEN 

83 0 SHIELD POTION . b * THIEVES' EYE 
YA BRO OH EW RA 

830 ~ WISDOM POTION . b ~ INVISIBILITY 
YA BRO DAIN OH EW SAR 

83 0 -i- VITALITY POTION . :- ;i * LIGHTING BOLT 
YA BRO NETA OH KATH RA 

'"'-' E * '"'-' HEAL TH POTION . LIGHT 
VI OH IR RA 

'"'-' 0 ~ '"'-' CURE POISON MAGIC TORCH 
VI BRO FUL 

0 
. 

~ E . \J DEXTERITY POTION FIREBALL 
OH BRO ROS FUL IR 

~ 0 ./ 0 x STRENGTH POTION POISON FOE 
FUL BRO KU DES VEN 

~ 0 FIRESHIELD 
0 b HARM NON-MATERIAL 

FUL BRO DES EW 

0 E ~ DARKNESS <(} OPEN DOOR 
DES IR SAR zo 

<(} x POISON BOMB W:=ll * ZOKATHRA 
zo VEN zo KATH RA 

<(}0 * MANA POTION 
zo BRO RA 

All spells require a power symbol 
as their first symbol. Any power 

<< D ==O }- LI symbol can be used, but more 

LO UM ON EE PAL 
powerful spells require greater 
skill to be cast successfully. 
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SCROLLS 

LEVEL 1 
Scroll #1: "Invoke FUL For a Magic Torch" 
Scroll #2: "New Lives For Old Bones" 

LEVEL 2 
Scroll #3: "Small Details Can Hide Great Rewards" 
Scroll #4: "Casting VI BRO into a Flask Creates a Serum for 

Curing Poison" 
Scroll #5: "Casting VI into a Flask Creates A Serum that 

Heals Wounds" 
Scroll #6: "Drink these to Gain Magical Defence" 
Scroll #7: "DES VEN will coajure a Poison Spell" 

LEVEL 3 
Scroll #8: "YA will create a Stamina Potion" 
Scroll #9: "Some doors can be opened with a ZO spell" 
Scroll #10: "The spell DES EW weakens Non-material Beings" 

LEVEL 4 
Scroll # 11: "The spell OH VEN casts a cloud of poison" 
Scroll #12: "YA BRO creates a Magical Shield Potion" 

LEVEL 7 
Scroll #13: "Fireball FUL IR" 

"Fireshield FUL BRO NETA" 
Scroll #14: "Light OH IR RA" ' 

"Darkness DES IR SAR" 
Scroll #15: "The Keys to Passage Lie Hidden Deep" 
Scroll #16: "The Power Gem is sealed in The Mountain By a 

Strange Magical Force" 
Scroll #17: "The Firestaff can restore balance or destroy It" 
Scroll #18: "Neither Chaos Nor Order is truly balanced" 
Scroll #19: "Balance is the Ultimate Good" 
Scroll #20: "Once Fluxcaged a being can be Transmuted by 

the Power of the Staff which should always be 
used for Balance" 

Scroll #21: "The Firestaff can contain a Being of Pure 
Alignment with it's Fluxcage" 
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Scroll #22: "I have given the Firestaff much power. Power to 
Do and Undo. Power to Break and Mend" 

Scroll #23: "I fear for the People of the World should the 
Power Gem and Firestaff get in the Wrong 
Hands" 

Scroll #24: "ZOKATHRA Might create a plasma that could 
burn through the Amalgam Encasing the Gem" 

LEVEL 8 
Scroll #25: "Four potions for boosting skills 

FUL BRO KU YA BRO DAIN 
OH BRO ROS YA BRO NETA 

Scroll #26: "The Scroll YA BRO ROS leaves a trail of magic 
footprints" 

LEVEL 9 
Scroll #27: "Lightning Bolt OH KATH RA" 
Scroll #28: "Put The Gem Back ... " 
Scroll #29: "The spell OH EW RA bestows magic vision 

LEVEL 10 
Scroll #30: "Shield potion YA BRO" 

"Magic Shield YA JR" 
Scroll #31: "ZO BRO RA creates a Pure Mana Potion" 

LEVEL 11 
Scroll #32: "The only way in is another way out" 

LEVEL 12 
Scroll #33: "Invisibility OH EW SAR" 

LEVEL 14 
Scroll #34: "Only the touch of the proper spell will free the 

Gem and only the Firestaff can possess it" 
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PUZZLE SOLUTIONS 

LEVEL 1 

A This pressure plate opens the door. 

LEVEL 2 

A The button opens the secret alcove. 
B Use a gold key to open this door. 
C Use a topaz key to open this door. 
D Use a gold key to open this door. 
E The lever opens and closes the door to the North. 
F The lever opens and closes the pit. 
G The first pressure plate opens the door and the second closes it. 
H Use an emerald key to open this door. 
I Use an iron key to open this door. 
J Use a solid key to open this door. 
K Use a gold key to open this door. 
L These pressure plates open and close the first iron gates. 
M These pressure plates open and close the second iron gates. 
N Use a gold key to open this door. 
0 Place an object on the plate to hold the door open. 
P The field teleports you to a small room. The field there returns you. 
Q Use a gold key to open this door. 
R Place an object on this plate to keep pit closed. 
S A bit of dungeon humor. Place an object on the plate to read the 

message. 
T Use the Key of B to open this door. 
U Use an iron key to open this door. 
V The button opens the door and the pressure plate closes it. 
W You must pull the levers at both the East and West ends of the hall. 
X You need to drop an object into the field. It is then transported to 

land on a pressure plate to the Northeast. This closes the pit and the 
object can later be retrieved. 

Y Use a gold key to open this door. 
Z This pressure plate closes the door to the East. You can swing, kick, 

bash, hack, or chop your way through this door to enter. 
AA The field can not be entered from this side. 
BB Place a copper coin into the fountain. 
CC This lever opens the door at (DD). 
DD This switch reveals the secret wall at (CC). 
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LEVEL 3 

A The button reveals secret passageway to the East. 
B You must time itjust right to get past this force field. 
C Wherever the chest is located, press the button to the left of the 

door. The chest will be teleported to another chamber. Once the 
chest has been in all of the chambers, it will finally appear at the 
far end of the hall. 

D Hold the Mirror of Dawn from (6) up to the eye and press the mouse 
button. The secret passage to the East will open. 

E You need 2 gold coins to open this door. 
F First use an open door spell. Then have one of your champions toss 

something through the door. It will land on the pressure plate, 
closing the pit. 

G Replace the silver coin in the alcove with any item to hold the door 
to the South open. 

H Use a silver coin to open this door. 
I Use a copper coin to reveal the secret chamber to the East. 
J This button reveals the secret passage 2 spaces South and 1 space 

East. 
K The arrows indicate spaces where you are turned ninety degrees. 

You can avoid all these spaces. 
L This button reveals the secret chamber at (M). 
M Press the button at (L) to open this secret wall. 
N This button reveals the secret passageway 4 spaces West and 1 space 

North. 
0 This button causes the force field to the North to momentarily 

appear. Throw something into the force field. The object will land 
on the plate at (P), closing the pit. · 

P This pressure plate controls the pit. 
Q Pressing this button causes the pit to the West to momentarily close. 

Without turning around, quickly move across it before it opens. 
R This button opens the pit West of Q. 
S You must place something on this pressure plate to keep the pit to 

the North closed. There is also food at the bottom of this pit. 
T This button opens the door but also opens the pit again, teleporting 

the object which was on it back to this side. Just throw it back 
across to reopen the pit. 

U This button reveals the secret chamber to the North. 
V Insert the blue gem to open this door. 
W Use a gold key to open this door. 
X Use a gold key to open this door. 
Y Use a gold key to open this door. 
Z Use a gold key to open this door. 
AA Use a gold key to open this door. 
BB This button reveals the secret chamber to the East. 
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LEVEL 4 

A You need to chop this door open to continue. 
B The plate on the floor opens the door to the West. You must press 

the button on the wall and quickly run sideways through the door 
before it closes. 

C This lever controls the door. 
D Reach into the drain to retrieve a gold key. 
E This is an illusionary wall. You can just walk through. 
F A gold coin inserted here will turn on the force field to the South. 

This field should prevent any monsters from following you. 
G A gold key will activate this teleporter field. This field teleports 

you to the field at (/) and vice versa. 
H You must physically bash through this door. 
I This teleportation field will only be active if you activated its 

counterpart at (G). 
J Another illusionary wall. 
K You can only reveal the secret passage to the West by coming up the 

stairs from Level 5 and pressing the button on the wall. It serves as 
a shortcut if you return to the area at (L) for a bite to eat. 

L This room seems to · have an almost endless supply of food as 
Screamers always appear here. You can stock up now or come back 
later. 

M Another illusionary wall. 
N You must do away with the Mummy. The secret wall just West of 

him will open. The gate barring the entry to Level 5 will also open 
so you can descend to the next level. 

0 Once again, bash the heck out of this door. Be careful though, you 
will be faced with several pairs of Magenta Worms. 

P The plate in the floor closes the Screamer Room door. 

LEVEL 5 

A This button opens the door to the right. 
B This button reveals the hidden chamber 1 space East. Press the 

button there, then press the button at (B) again. This reveals 
another hidden chamber 3 spaces North and 1 space West. The 
button here reveals another chamber 1 space South. Press the 
button there, then the one a space North again. This reveals yet 
another hidden chamber 1 space North and 4 spaces East. This 
button will open the hidden chamber to the Southeast. 

C Follow these directions to get through the Teleportation Room. 
From the first space inside the room go right (you'll find the mirror 
here), back, forward, left, right and finally back. 
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D This lever controls the pit 2 spaces South. 
E The pressure plate controls the pit 2 spaces North. 
F You can chop your way through the door to the West. 
G Chop this door also. 
H Press this button, then travel around the room clockwise to the 

Southeast corner. 
I This hidden chamber opens when you step on the hidden pressure 

plate at (J) 
J This hidden plate opens the hidden chamber at (/). 
K On first entry only, travel N, E, E, W, W, S, N, E, N, N, N, N, S, W, S, 

S, E, N, E, N, N, E to exit East. Then travel W, W, W, E, S, W, S, S, 
W, W, N, S, N, N, N, W to exit West 

L,M These are illusionary walls. • 
N This space will turn you 90 degrees. 
0 This button reveals hidden chamber at (P). 
P This hidden chamber is revealed by pressing the button at (0). 
Q First step North will teleport you to (C). 

LEVEL 6 

A Place the Mirror of Dawn in the alcove. 
B Place a Gold Coin in the alcove. 
C Place a Blue Gem in the alcove. 
D Place the Bow in the alcove. 
E The door to the East opens when 3 of the above items are placed in 

the proper alcoves. Placing the 4th item opens this secret alcove. 
F You can open this door by pressing the button to the West and then 

turning to the East. You will see a field here. Take an item and 
place it inside t_he field. The item will teleport to the pressure plate 
and the door will open. You can retrieve the item by stepping into 
the field. Press the button to close the pit and exit. 

G Pressing this button and the button on the North wall of the cubicle 
that has two buttons will reveal the hidden chamber to the 
Northeast. 

H Insert a Gold Coin into the cleft in the South wall to reveal a 
chamber in the Northeast corner of the room. 

I This button opens the secret chamber to the South. 
J,K Iron keys will open these doors. 
L This button reveals the secret chamber at (M). 
M This button reveals the secret chamber at (L). 
N This secret chamber is controlled by the pressure plate three squares 

to the North and one square East. Items you carry are not heavy 
enough to activate the plate, so you must lure some skeletons onto 
the plate, then freeze them with a Magic Box. 
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O,P Iron keys will open these doors. 
Q Pull the ring to open the secret passage. 
R This button reveals the hidden chamber to the North. 
S This pressure plate closes the door to the East. 
T The only way to exit this area after the doors close you in is to travel 

through these teleporters. You must time this just right. As the 
field blinks off, move forward and press the button to open the 
door. Then time the fields again to first move into the doorway 
and then into the room. Make sure no champions are injured or 
overloaded or they will not be able to move fast enough. 

U This button opens the door closed by (S). 
V A secret pressure plate reopens the door East of (S). 
W Standing at the end of this hall, you must have your strongest 

champion shoot an arrow so that it lands on the pressure plate 8 
spaces to the West. If you have no range weapons, you can throw an 
object. If even your strongest champion cannot accomplish this, 
have him drink a strength potion and try again. 

X This field teleports you to (HH). 
Y This button reveals the secret chamber to the North 
Z This button reveals the secret chamber to the East. 
AA This field teleports you up to Level 5 
BB An illusionary wall. 
CC You need an iron key for this door. 
DD,EE Hidden doors. 
FF The button opens the door to the East. Standing here opens DD. 
GG This button opens the door 4 spaces to the North. 
H H This field teleports you to (X). 
11 Both pressure plates close the door. 
JJ The button closes the door. Entering the room opens EE. 
K K The button to open the door to this chamber. 

LEVEL 7 

A You need a RA Key to open this door. 
B You need a RA Key to open this door. 
C You need a RA Key to open this door. 
D - G A Turquoise Key will open any of these doors. There is only 1 

Turquoise Key, however, so check the items available in the 
TreasurejFood section to decide what items best suit your needs. 

H This door can be opened with a Ruby Key found on Level 11. 
I Pressing this button will reveal a hidden passage at (K). 
J Pressing this button will reveal the hidden chamber to the South. 
K An illusionary wall. 
L You can open this door by pressing the button at (M). 
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M This button opens the door at (L). 
N You need a RA Key to open this door. 
0 Use the master key from Level 12 on either of these doors to obtain 

the Firestaff. 
P This area can only be entered from the pits on Level 6. 
Q Top of Secret staircase to Level 14. 

LEVEL 8 

A These pressure plates each control one of the nearby pits. 
B This button reveals the hidden passage to the West. 
C This button reveals the hiddeR passage to the East. 
D This pressure plate closes the wall Northeast of (E) 
E Walk from (D) to this hidden pressure plate and wait. After a 

delay, the wall to the Northeast opens. If you walk further West 
you are teleported back to (D) 

F This generates another fireball from the launcher. Destroying the 
Mummies will remove the fireball danger to the champions. 

G This button reveals the secret chamber to the North. 
H This button reveals the secret chamber to the Southeast. 
I This button reveals hidden chamber to the East. 
J Caution: standing here too long will get you fried by a fireball! 
K This button reveals the secret chamber to the North. The button 

there turns off the twister so the fireballs will hit the wall instead 
of entering the room. 

L This button reveals the secret chamber to the Sduth. 
M Reveal this secret chamber by pressing the button 4 spaces East. 
N You need a solid key to open this door. 
0 The Skeleton Key unlocks the passage at (P) and (Q) which gives 

access to the central staircase. 
R The green button opens the wall to the North. This is the secret 

staircase which directly connects level 7 with level 13. 
S Stairs to level 9. This area can only be entered from there. 
T The Fireball Cannon. It throws fireballs at a series of teleport fields. 

Anything entering these fields is turned through 90 degrees. The 
fireballs are thus thrown through a series of 13 teleporters to 
explode at (U). 

LEVEL 9 

A This is an illusionary wall. 
B Button reveals the secret chamber 2 spaces South and 5 spaces West.. 

52 



C This space will spin you around 180 degrees. 
D Button reveals the secret chamber to the North. 
E Pull the lever to drop the chest into the pit. Go down the stairs at 

(F) and remove the gem from the chest. Go up stairs (F) and (G). 
Drop the gem through the pit at the end of the hall. Return to E 
and the door will be open. The button to the North will now open 
and close this door. 

F,G These are the stairways up which are referred to at (E). 
H These plates release fireballs from the East end of the corridor. To 

avoid the fireballs, place an item on the plate and quickly move out 
of the way. When all six plates are covered it is safe to walk. 

I This button reveals the secret chamber to the West 
J This is a Giant Rat generating room. Good food source if you need 

it. Otherwise, keep this 'door closed. 
K To open the door, place the Corbamite found at 8 in the alcove. 
L Use a skeleton key to open this portion of the central stairway. 
M This area collects pits on level 8 and can only be entered from there. 
N The secret stairway is not accessed from this level. 

LEVEL 10 

A All the fields in the "The Deceiver, The Snake" area teleport you 
back to this square. The map for this level shows you the path 
through, a snake-like "S". 

B The key here opens either the door to the left or to the right. 
C The Beholder will drop the Key of B when you defeat him. 
D The pressure plate opens the door. 
E The Skeletons in this area will drop the Key of B when defeated. 
F The pressure plate opens the door. 
G The Key of B opens this door. 
H Take a ride here, get off where the treasure is located, and continue 

on your way. Watch out that you don't step off into the field, as 
you will be teleported back to the beginning of the level. 

I This button releases the monsters around the corner into the room. 
J This button reveals the secret chamber to the North. 
K This chamber is a very good resting place. There are also a couple of 

Gigglers lurking around this area, so be prepared. 
L This button reveals the secret chamber to the South. 
M When the button is pressed at (U), this teleporter will be on. The 

teleporter returns you to u. 
N This button reveals the secret chamber at (P). 
0 This secret chamber is revealed by pressing the button at (P). 
P This button reveals the secret chamber at (0). 
Q Use the skeleton key to open the entrance to the central stairway. 

53 



R The button here reveals the secret chamber to the Northeast. 
S This button reveals the secret chamber at (f). 
T This secret chamber can be opened by the button at (S). 
U This field (activated by the button on the wall) teleports you to (M). 
V This is the chamber below the "Put the Gem Back" puzzle .. 
W This area can only can be entered from certain pits on level 9. 
X The secret stairway is opened to this level only from the level side. 

LEVEL 11 

A Starting here,walk clockwise to the teleport square. You will be 
teleported to the Iron Key (2). Walk counterclockwise to get the 
footplate (3), and then clockwise to the teleport square. Turn 
around and walk counterclockwise to the Morningstar. Once more 
travel clockwise to the keyhole (B) 

B Use the Iron Key to unlock the door and get the chest (5). Remove 
the Solid Key from the chest, then walk clockwise.to the teleport. 
Now walk counterclockwise to retrieve the Saber (6) and arrive at 
the gold lock. (C) 

C Use the Solid key found at (5). Walk clockwise for sixteen steps and 
turn to face East. There should be a new exit behind where the chest 
was. 

D This secret passageway will open when you use the solid key at (C). 
E Continue around the corner here, then turn and go back. The 

. hidden alcove at (F) will open. 
F Remove and replace the helmet in the alcove and a secret chamber 

will open to the Southeast. 
G The cross key you find here will open any of the three doors to the 

West, middle or East. Each corridor contains a different monster, 
but all will contain 2 copper coins. Do not ignore these seemingly 
worthless coins. Through the East door you will encounter Giant 
Wasps; through the West door, Trolins. Although you can 
encounter Water Elementals in any of the passages, there are more 
through the middle door. The middle door is the shortest in 
length, but the Water Elementals are the toughest opponents, unless 
you can manage to get around them without combat. 

H-J These pressure plates are the only way to open the adjacent doors. 
The button here reveals the hidden chamber to the Southwest. 

K Hold the Magnifier up to the Eye and press the mouse button to 
L open the wall behind you. 

Use the skeleton key to open the central stairway to this level. 
M A greased slide to the alcove due North. 
N With the gold coins you picked up earlier (you did pick them up, 
0 didn't you?) you will be able to open two of the alcoves here. 
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One of the alcoves also holds two more coins. You may have one 
left from earlier in the game and you can also return to (G) and use 
the Ruby Key in one of the alcoves gather two more coins. 

P Taking Diamond Edge from the alcove will trigger poison gas 
launchers along the length of this corridor. Don't panic and run 
for it, because each step will launch more poison. Be patient, accept 
your damage and the gas will slowly dissipate. Then, throw the 
Diamond Edge down the hall. From where you recover the sword, 
you can run the remaining distance to relative safety. 

Q The secret stairway is opened to this level only from the level side. 

LEVEL 12 

A This pressure plate opens the almost invisible row of pits which span 
this room. Once you have stepped on the plate, step on it again to 
close the pits. You can also lure the Knights from (C) and (H) into 
this area and open the pits as they step on them. The fall will kill 
them very efficiently without engaging in combat. 

B This button opens the door at (C). 
C Open this door by pushing the button at (B). 
D Remember this square. It is an invisible boundary which all 

monsters on this side of the dungeon will not cross. Lure them to 
this position and combat will be much easier as you can step to the 
West after attacking and they will not follow. 

E This button reveals the secret chamber to the Southeast 
F When you reach this wall, just wait a moment and it will open. Be 

prepared though, as there is a Animated Armour guarding the 
treasure within. Either use Magical boxes on him, or better yet, lure 
him back around to (D). 

G The button that opens this door is across the dungeon at (K). 
H Use the Topaz Key to open this door. The Dark Knight here carries. a 

key you will need later so you cannot avoid him. If you lure him 
to fall through the "invisible" pits, be sure to climb down after the 
key. A force field in the level below will teleport you back to this 
level. 

I This button reveals the secret chamber to the West. 
J The key for this <;loor is held by the Animated Armour at (H). 
K This button opens the door at (G). 
L Another "boundary". The monsters in this area will not advance 

past this point, so use it to your advantage. 
M This button reveals a shortcut South in case you have to backtrack. 
N This secret corridor and room is revealed by the button at (P). 

Avoid this area unless you like to live dangerously. Oitus are a 
formidable foe by themselves, but being surrounded by three or 
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four or five is sheer suicide. Remember that fear weapons work 
well against Oitus 

0 This pressure plate opens the doors to the Oitu Room. By the way, I 
told you to avoid this area! Aren't you listening? If you don't 
believe me, at least save the game first... 

P This button reveals the secret wall at (N). 
Q This button controls both the doors to the West and to the South. 
R If you time it right, you can get through these revolving pits 

without any problem. 
S Use a skeleton key to open the central stairwell to this level. 
T The secret stairway is opened to this level only from the level side. 

LEVEL 13 

A Use a skeleton key to open the central stairway. From here you can 
return up to Level 8 for water. Once you have attached the Power 
Gem to the . Firestaff, however, all stairways above Level 13 will be 
closed, so you must make use of these stairs now if you need to 
return to any levels above you. 

B This field teleports you to the room of the revolving pits above. 
C This is Lord Chaos' penthouse. Welcome to the party ... 
D Teleporter return to the room of the hidden pits. 
E Completion of the Firestaff closes a solid wall here. 
F Like (E) the central staircase is sealed. 
G This button opens the secret passageway into Level 13. 

LEVEL 1.4 

A Use the Winged Key from Level 7 to open the central stairwell. 
B This lever reveals the way into the Red Dragon's lair to the South. 

You can also enter the lair from the stairways to the West. 
C The Red Dragon's lair. Enjoy your visit. 
D You can open the door to the North with the Square Key found in 

the Red Dragon's lair. 
E Use a silver coin in the slot to open the door to the West. 
F To get the Power Gem, use the Zokathra spell. 
G By attaching the Power Gem to the Firestaff, the Firestaff obtains 

new powers. These powers are needed to defeat Lord Chaos. 
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GAME'S END 

The first thing you need to defeat the Dark Lord and accomplish 
your quest is the Firestaff. You must then acquire the Power Gem 
from Level 14 and place it on the Firestaff. This will give the staff 
new powers: Invoke, Fluxcage and Fuse. You will then be able (once 
again, with a little patience) to place Fluxcages around Lord Chaos, 
step into the Fluxcage in front of him, and Fuse Lord Chaos. Two of 
the most common ways to trap Chaos are shown below. 

Fluxcage 

l 
) TWO spaces of wall 

A B 

When trapped and Fused, Lord Order will be gated in and the two 
rampant extremes of Order and Chaos will be rejoined into the 
balanced being, the Grey Lord. 

(If you have the time and inclination when you first recover the 
Firestaff (without the Power Gem), you might return to the dungeon 
and doors at Level 1, where Lord Librasulus will greet you. Make 
sure you have completed or saved the game before attempting this, as 
you will find the results most interesting ... not to mention fatal.. .. ) 
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