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Thanks to…



CCLP2 Adviser Hallgeir Flø,

Players Pekka Lassila, Paul Jackson, Ruben Spaans, Mary Victor, Mary Lou (I don’t know what’s her surname), Christian Direnius, Peter Andersson, Larry Jackson, John and Ben Girton, Cathy Weilbacher, Mark Hales, Richard Prentice, Dan Padgett, Richard Field, Joe Harrison, Jeanne Hoffman, Tom Rowe, Patrick Thomas, Gail, Melissa Rybb, Sam Ryan, Ted Jenvey, Sherry Wargo, Brendan Hill, David Brady, Ruth Christen, James Anderson, the Charter Chipsters (Kathy LaPier, Maybelle Poole, Barbara Lemmond, Kevin Gordon, and LimoJohn). 



Level creators Tyrethali Ansrath, Christian Ståhl, Herbert Holzbauer, John Matthews, Dave Borgman, Paul Hobden, Anne Olsen, Rolf Redford, Nicolas Ross, Eric Schmidt, Drew Thomas, Kyle Wightman, Drake Wilson, Hank Lin, and to the many other level creators whose names are posted in the Contributors above. 



To CCLP3 level creators Tim S., Charles B., Josh S., Chris C., Daniel Bouwmeester, Bastico Pradhana, Amanda F., the late John Deering, Brian Phillips, Kevin Coughlanuk, Catatonic Porpoise (who is also the creator of a CC face-off, Maze Runner), Finn Jepsen, Carl Grafmuller, Chris Elsby, Shmuel Siegel, Roger Quick, Jimmy Vermeer, Nick Bush, Mikael Hopkins, Cheese T. (the creator of CC rip-off Block Manouveres), Andrew Bennett, Jake (Insane), Julian D., Matt Gordon, Mewtwo DX, Alex Morin, Ryan Marsh, Ryan Hornick, Chipster3534, Karate Kid, Allen Rub, William S. (Starfire), Andrew Bennett, Mitchell K., David Stolp (pie guy), Andrew Gapic, Drew B., Ian T., Zach Gerstein, and Michael B.



Thanks also to ChipEdit creator John K. Elion, Tile World creator Brian Raiter for creating for us a public domain game engine, to William Osborne for creating a Chip’s Challenge port for the Palm (but it’s shareware) and finally to Chuck Sommerville himself for creating CC.
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Bona Rae’s friends Lela Chavis of Tucson, AZ, Ashleah of Arkansas, Jamie-Lee Tögel of Colorado Springs, CO, Inger Cooper of Cambridge, IA, Carissa Czerniejewski of Orlando, FL, Josh Wenger of Michigan, Morgana Tyndall of Buellton, CA, Aaron and Nikki Lyon of Santa Rosa, CA, and Scott and Jeff Hunnicutt also of Santa Rosa, CA, (although they do not play CC);

Dale Bryan’s niece Sarah Canale;

Our Crazy poster (a former CC Player) Ryan Hornick;

To many other players (from our yahoo group) who undoubtedly asked for hints;

To our dear parents and children, who inspired us to join the quest left out by the Charter Chipsters,

To Warwick Anderson’s infant daughter, who was born during the beta stage of this book (October 14, 2002);

To Elizabeth Smart, the person in the news about three to six months before the Laci Peterson case,

To our friend Zach Gerstein, who asked for us to create a Mac port of Tile World but haven’t succeeded yet,

To Anders Kaseorg, who always goes to the math competitions and leaving Chip’s aside but maintains the newsgroup,

To Shmuel Siegel and his family (including the granddaughter who was born on July 16, 2003)

To the Cal State Fullerton Titans baseball and softball teams, I really support you!

To our deaf chipster Andrew Greenman, even though he’s been keeping asking when CC2 will come out;

And to our Great God we believe in.



In Memory of the following persons:



Garyn Leslie Breckenridge of Madera, California

September 9 – 25, 2002 (both) in San Francisco, California

Even though your life was so short, your parents made your life true and special for you even if you were under a company of machines around you



Alexander William Koyle of Denver, Colorado

November 1, 1993 – Christmas Day 2002

May your classmates and schoolmates at Bromwell Elementary School (even though I didn’t met you or saw the school in person) may miss you and borrow your books in the school library



Senator Rene (Compañero) Cayetano

December 12, 1934 – June 24, 2003

May your laws be heard around the Philippines forever and may many of us Filipinos miss you all



Samantha Bree Runnion of Stanton, California (July 26, 1996 – July 15, 2002);

Amy E. Malzbender (February 27, 1996 – January 28, 2003) who was killed by a hit-and-run car while bicycling with her father, brother and friend, the car was being driven by a high school student in Palo Alto, California;

Maria Elena (née Galang) Gaña, who died on January 26, 2003 (Stanford time) at Stanford University Hospital in Palo Alto, California,

The seven astronauts on board Space Shuttle Columbia which disintegrated into flames in Texas on February 1, 2003: Rick Husband, William McCool, Kalpana Chawla, David Brown, Laurel (née Salton) Clark, Ilan Ramon, and Michael Anderson);

Laci Denise (née Rocha) Peterson (May 4, 1975 – 2003) and her (unborn) son Connor Peterson of Modesto, California;

My friend’s nephew, Jason Sarmiento, who died on February 19, 2003 also at Stanford University Hospital in Palo Alto, California,

Former Tacoma Police Chief David Brame (July 28, 1958 – April 26, 2003) and his wife, Crystal (née Judson) Brame (1967 – May 3, 2003) of Gig Harbor, Washington state;

And to Patric McCarthy (October 10, 1993-October 13, 2003) of Bourne, Massachusetts

For the Columbia astronauts and the others except for those persons divided by a whole line, you all enjoy your life with your Father, but for the Brames, your children (Haley and David Jr.) will see you in Heaven many years from now



a note about chip’s challenge 2



	Chip’s Challenge 2 is still not yet available due to copyright and license problems. Fortunately, Chip’s Challenge Level Pack 2 and Tile World were released to solve this problem.



Download CCLP2 from the link below:

http://groups.yahoo.com/group/chips_challenge/files/CCLP2.zip



Download Tile World from the link below (Windows exe):

http://www.muppetlabs.com/~breadbox/pub/software/tworld/tworld.exe



Or see the ‘Tile World’ link on Appendix C for more options, including the Linux code.



A 3D version of CC is currently being developed by Jared of Nitrus Oxyde. It will also be available for download.



Also, a Chip’s Challenge port for the Palm OS system (Palm Chip) made by William Osborne is available at http://www.palmgear.com (search for chip in the search box). But it’s shareware, though.



NOTE: A revision to CCLP2 was made on July 30, 2003 for a few errors. Tile World hasn’t been revised yet for this.



information about chip’s challenge level pack 3



	Chip’s Challenge Level Pack 3 will not be released until voting starts around 2004. So far, some two dozen people submitted levels. They are:



Mikael Hopkins – set 1 = 23 levels, set 2 = 57 levels

Ryan Marsh – 25 levels

Mike Lask = set 2 – 164 levels

Jimmy Vermeer – 26 levels

Andrew Bennett – 149 levels (17 currently available)

Bona Rae Villarta – set 1 – 26 levels, set 2 – 149 levels (18 available)

Daniel Bouwmeester – 100 levels

Nick Bush – 64 levels

Tim S. – 25 levels

Charles B. set 1 – 11 levels, sets 2 and 3 – 5 levels each

Amanda F. (Mike L’s cousin) – 17 levels

Kris Lask (Mike L’s mother) – 18 levels

John Deering – 20 levels (The Search for Roy)

Cheese T. – 70 levels

Chris C. (California) – 18 levels

Julian D. – 21 levels (sets 1 and 2)

Matt Gordon – 27 levels

Ryan Hornick – 146 levels

Jake (Insane) – 31 levels

Brian Phillips – 149 levels (some duplicates and not considered)

Mewtwo DX – 116 levels

Kevin Coughlanuk – 4 levels

Josh S. (Karate Kid) – 1 level

Zach Gerstein – 2 levels

Catatonic Porpoise – 58 levels (+3 where applicable)

Chipster3534 – 94 levels

David Stolp (pie guy) – 42 levels (based on advanced maths, the pi)

Chris Elsby – 5 levels

Carl Grafmuller – 23 levels

Roger Quick – 10 levels

Andrew Gapic – 163 levels

Drew B. – 4 levels

Ian T. – 24 levels (sets 1 and 2)

Finn Jepsen – 10 levels

William S. (Starfire) – 81 levels + 34 levels (2 sets)

Aaron W. – 2 levels

Michael B. – 2 levels

James MacGregor – 8 levels

Paul Allen – 10 levels

Mitchell K. – 36 levels

Daniel A. – 1 level

Dan P. – 10 levels

Erika A. – 21 levels

Jeffrey “Le Champion” – 5 levels

Joe P. – 58 levels

Lizzy B. – 20 levels

Matt B. (Darkmatt) – 159 levels

Paul McLain – 9 and 14 levels (two sets)

Shane Cavier – 13, 19, 20 (three four and five)

Skully – 51 levels

Stacey S. – 1 level

Tom P. – 149 levels each (two sets)



chip’s challenge 1



General Tips



From Kevin Gordon:

I have a tip that works for EVERY level. Here is a method for "setting" the time clock so you get the maximum length out of the first second.

1. Press Ctrl-P to go to the previous level.�2. Press the spacebar to let that level begin.�3. Watch the clock. As soon as any second ticks off, hit Ctrl-N very quickly.�4. Now you are back to the level you wish to play, and whenever you begin, the clock should give you the "full" first second.

This should allow you to knock off that "extra" second that seems so elusive on levels where you are "close".

From Ruben Spaans:

Here's a speed tip which will work on all levels contaning ice, force floors or teleports.

After stepping off either of these, Chip gets a "free move". The next move can be executed immediately after executing the move which brought him on the ice/force floor/teleport in the first place. The same goes for stepping off after a long ice/force floor ride. This way you'll earn a whole move, or 0.2 seconds.

Also, another way to set the game clock in order to get the full length of the first second: Select the level you want to play, exit the game, and restart it. The first second will now last for a whole second, and in addition all the teeth monsters are "reset". The teeth move one square for every 2 squares Chip moves, and you never know if the teeth are moving during the 1st or 2nd turn of a game (it's quite randomly). Using this trick forces the teeth to move at the same times in every game, it's handy in for example level 19 and 64.

From Greendog:

One of my favorite levels is 53-traffic cop, because the hint is untrue. I feel this is a valuable life lesson (one of the many contained in the game) and that is to investigate on your own, try for yourself and certainly don’t believe everything you read.

Level 1 – Lesson 1

Password: BDHP



From LimoJohn

SEVERAL ROUTES WILL GET YOU 82 BUT I COULD ONLY FIND ONE THAT WOULD GET THE 83. TRY: GO RIGHT AND GET RED KEYS AND CHIP AND GO IN THAT FIRST RED LOCK AND THEN PROCEDE COUNTER CLOCKWISE PICKING UP BLUE KEY AND GOING IN BLUE LOCK AND PROCEDE THAT WAY. YOU WILL GO AROUND AND FINISH UP AT THE GREEN LOCKS AT THE TOP. HOPE THIS HELPS. TURN EVERYTHING OFF, SOUND, COLOR, HAVE ALL OTHER PROGRAMS CLOSED. START CHIPS FRESH.



�



Level 2 – Lesson 2

Password: JXMJ



From Alice Voith:

You have to push the two brown blocks into the water, one after the other. Don't forget, though, that Chip has to step on a "water block" to tromp it down into firm ground before he can push another block over it!



�



Level 3 – Lesson 3

Password: ECBQ



From Alice Voith:

Here's the level where you get to try on all the footware! Nothing very special here, except to remember to grab the shoes and boots in the right order: flippers first, then ice skates, then fire boots and finally gravity shoes



� 



Level 4 – Lesson 4

Password: YMCJ 



From Alice Voith:

Beware of those brown blocks in the lower room! Four of them have chips hidden underneath, but the middle one's hiding fire! 





�



Level 5 – Lesson 5

Password: TQKB



From Alice Voith:

Here's a little speed tip! The first thing you have to do is to stop the pink ball from making fireball clones. You do this by stepping on the green toggle button that opens the blinking wall which is trapping the pink ball on the east side of its passage. Now, if you want to be really safe, you can trap the pink ball on the west side of the passage by stepping on the green toggle button and closing the wall up again. You don't really need to waste that extra second, however. If you run up and open the blinking wall, then run down and get the red key from the lower room, you will have time (just barely) to get the key and get out again without getting hit by fireballs. 



�



Level 6 – Lesson 6

Password: WNLD (Lynx password: WNLP)



From Alice Voith:

This is the level where you learn about walls. There are walls that seem to be real but aren't really, and walls that don't seem to be there but stop Chip from going through anyway! So, don't think your game is broken just because Chip seems to be stuck! Some "invisible" walls will "appear" when Chip pushes against them, but some walls stay stubbornly invisible, and you will just have to work your way around them until you find a passage. Push against all of the blue walls. They will either turn into solid gray walls, or they will disappear and let you through. 

By the way, there is no way to get to the chips that are in the room east of Chip. For the best result, start off by going straight west!



�



Level 7 – Lesson 7

Password: FXQO



There are lots of combinations that will get you through this level. My favorite (so far) is to go straight down through the first teleport, go right over the thief and grab the chip in the lower right room. Then I go back over the thief and pop up through the teleport into the upper right room, grabbing the swim fin. 

From the swim fin room, I enter the teleport from the east, doing a quick L/R/L which plops me in the fireboot room and I make a run for the water, getting on the force field slide for another chip. After that trip dumps me back in the start room, I enter the teleport there from the west, doing a R/L to get the fire boot. 

Then I enter the teleport in the fireboot room from the south. This takes me to the upper right room, where I can go over the pop-up wall and get on the force field slide to pick up the last chip. 

No matter what direction you enter the teleport from in the start room, you will wind up in the goal room, just a few steps from home! 



�



Level 8 – Lesson 8

Password: NHAG



From R. Steiger:

You have to go very quickly, and get the chip in the middle then straight into the finish. Try to trick the monster, and then go fast! It's pretty easy, once you get the hang of it.



From Jan:

There are two ways to accomplish this task. The first most obivous one is to run faster than the teeth can follow you (Chip is able to do this). The second way takes a little more ingenuity, but then gives you all the time in the world. 

The dirt is two columns wide. In the outermost column, make a path that is several blocks tall. Then, as quick as you can, connect the very top (or the very bottom) with the rest of the floor and scurry out before the teeth can reach you. 

Now, walking on the gravel, parallel your path; the teeth will follow in your dirt path and then get stuck. While he's stuck, meander out onto the floor and pick up your chip. (Teeth are too dumb to know how to get out.)

(P.S. This same technique comes in very handy on Level 19 (Digger)...)



�



Level 9 – Nuts and Bolts

Password: KCRE



Note: 302 is not bold anymore; 306 by Kevin Gordon (and 13 other people) is the bold



From R. Steiger:

Hi! I'm no expert, but my kids have been working on this one for so long that I feel like I know it pretty well. One of their tricky parts was getting across that green arrow thing into the next section. Just start at the top, then get hitting the right arrow key. Once you get into those jumping blocks, just keep looking for one that is open. There are a couple of them that you can't see and you just have to keep trying. The rest is pretty easy. There is a hidden chip by those bombs, don't forget it. Also, at the very end, you have to put the block on that small dot so that you can get out of the big dot to reach the finish. Hint...if you keep dying, it will ask if you want to go to the next level. You can always say yes and come back to that level later! 

Hi! I went back and played this level after I wrote that message. At the very end, you need to position the block so that the fire ball keeps going over the small dot. Then you will be able to go straight into the winner place. Good luck! 



From Ken:

Level 9 was quite a challenge. The ice was most tricky. Try this: open door with red key, step onto the ice. 

The moves from the first block are as follows: Down, left, up, left, down, right, up, left, down, right. You should have the chip now. 

To get off the ice from the square where chip was picked up, follow these steps: Right, down, left, up, left, and finally up. Now that you're off the ice, the real fun begins!



From Reckamps:

Assuming your problem is in that ice surrounded with fire, go right, down, left, up, left, down, right, up, left, down, and right. Then you've got the chip. Then go right, down, left, up, left, and up. You're welcome in advance!



From Philip J. Smith:

you have to toggle the blocks to get the keys in order, after each key is retrieved cross the monsters path to phase the blocks in and out. then cross back to open the door and collect the next key. When you have the final key you can get on the ice. Then follow the earlier instructions.



From David Frankel:

After you move the blocks to blow up the bombs, and get the two chips there, push the lone block on the far right up one square. It's under there!



From Christina Carrera (July 20, 1996):

After you get the first chip and open the door with the yellow key, to to the very top by the green "force field". Now, hold down the right cursor and you'll find the way in. Now, you're where the blocks are. Just push one block at a time into the water, and after pushing one in, it will turn brown. Step on the brown part to turn it into ground, then do the same with the rest of the blocks. Be careful, don't go too fast, so you don't fall into the water. Then get the red key and go for the door. The next part can be a bit tricky. Avoid the fire, and keep trying.



August 23, 1996

I'm assuming you can all of the chips. (There's one hidden under a block in the upper area, by the bombs.) If you're having a problem with the fire ball in the upper area (to get to the exit), this will help. Move the block all the way to the right, then step on the release button. Then, quickly step into the bear trap. When the fireball steps on the release, you're free to exit.



From LimoJohn (August 24, 1996):

There is another way to do very last part of Level 9....May save a second or two on your time. What I do is push block up onto bear trap button. You'll notice the fire ball goes right, all you have to do is go left around block and straight to exit. No waiting for fireball to trip switch.



July 29, 1997:

I found the seconds up where the bugs are marching around. I catch the last chip on my way to the exit area. Look for the extra time in getting chips in the area where the bees are. It varies just a little but you will see what you need to do. I concur with Alice take the chips in the bomb area first. As you get up to the bug area at first you can take that first chip then go over and down to the bomb area then up and around to the green area where there is just one chip then back up and take the last chip and expressso to the exit. Don't forget the tip about just putting the block on the button and then going to the exit at the end. You put the block on button. fire ball goes right you go left and up. No waiting. Fini.



From Alice Voith (July 28, 1997):

One trick I found is at the very beginning. I used to go up to the top of the "sidewalk" beside the gravity slides, so i would have enough "running room" to break through the wall. Turns out that if you just run through the yellow door and keep your finger on the right arrow key, you will smash through the wall every time! I think the other portion of the secret is in the bug march...the timing for picking up the chips there. If I remember correctly, I'm at about 383 seconds when i pick up the red key, and about 359 as I begin my ice slide toward the bug march room. I've found that I make a little better progress if I pick up the chips in the bomb room first, then grab the right chip from the bug march, then go down that long passage for the lone chip in the blue-wall surround,then grab the left chip from the bug march.



July 31, 1997:

I found second savers in a few places. First, as noted before, i'm grabbing the first red key at about 383. I seem to be getting into two slightly different patterns when i hit the firball/toggle room. In the best pattern (that got me the 302) when i go up to grab the blue key I pass just behind a fireball and pass just in front of the next fireball on my way down. If i can do that, and push through the rest of the section, I hit the ice slide while the timer still reads 360. If that occurs, here's the trick: I hold my finger on the up arrow key, because I'm going up at the end of the ice slide. With that extra faction of a second, a person can rush directly at the chip on the left of the bug march and plow all the way through to the wall. The next move is down the long path to get the chip from the blue wall room, and then back to pick up the chips in the bomb room. After the bomb room there's another piece of daring do...The bugs should be in the north arm or cental arm of the march, so you can cross the lower arm and snitch the chip to the right side of the bug march. Back up a step or two, and there will magically appear an opening in the bug line that lets you step north and head for the exit.



August 2, 1997:

Do the key stuff as fast as you can, and try to leave the key area at 360 or just as it turns to 359. At any rate, when you get to the bug area, make your run for that far chip, and take a look at the first bug that's heading in the same direction. If he's far enough behind, you can make the level as i first described. If he's nearly beside you, then grab the chip and go NORTH for a few steps to get out of the bug's way. Then do the long run for the singlton chip, and the bomb room as normal. Now, if your fast enough coming out of the bomb room, you can cut across the lower arm of the bug march right in front of the bees, then head straight east for that last chip and keep on going. There will be a little opening in the bees that you can scoot through and save a few steps to the final room.



The order I do it in (after the key room) is:



1. ice slide 

2. chip on the west side of the bug march (farthest from the exit) 

3. chip in the blue walled room at the end of the long corridor the "far" chip of my posting) 

4. chips in the bomb room 

5. chip in the bug march which is closest to the exit 

6. exit



From Maybelle Poole:

I realized that I was making an extra trip down to the green toggle button to open the blue door. All I needed to do was step back on the toggle and then proceed up for the blue key then the blue door was waiting unblocked!



From Kathy LaPier:

I picked up that 'far Chip' in the bee room at 354. Picked up the next chip in the 'lonely room' at 348. From there I went on to bomb room, picking up last chip in that area at 315.



From Brian Mandalis:

My quick and obvious solution was to move the block on the button, keeping the trap open. It's quite easy to time it so the fireball doesn't kill you.



From Ruben Spaans:

Here's how: first take the yellow key, go through the door, run right into the block area, go down and push the southeastern block first up. Then push the other blocks to get the red key where you should have 384 seconds left. Then enter the ice/fire room and try to hold the keys as long as possible or press the direction key a fraction before you actually will move and hold the key down, then you should get a speed boost. When approaching the yellow button, don't go past it and back as everyone seem to do. Instead, when you are standing on the button, go back immediately to the force field, and quickly press up to get another boost, and if you're lucky you can run up to the blue key before the fireball crosses your path! This is extremely difficult and you can't beat the 302 score if you don't cross before the fireball does. Then do the rest of the key area, you timer should read 362. Hold the up key when sliding off the ice, get the leftmost diamond in the bug marsh (you'll get to it long before they cross your path), go down to the chip encapsulated in blue walls (around 350-351 time left), go back again and down to the bomb/block room. Collect everything (including the chip hidden underneath the rightmost block), and go to the last chip in the marsh area.This one could be tricky, if you did everything perfectly (and I do mean *perfectly*, one mistake and you won't make it) you can run straight to the right and get the chip and run into the exit. If not, you have to go down and around the bugs which are approaching, but still you will get the time of 303. When you are past the bug marsh area, enter through the chip socket, push the block on the button and enter the exit! If this description was hard to follow and understand, just take a look at the existing solution map, the route is the same, except for the force field/yellow key thing before the key room, the block pushing order in the red key room and that you must concentrate on speed.



�

Level 10 – Brushfire

Password: UVWS (Lynx password: VUWS)



From LimoJohn:



Yes indeed a fire boot would sure come in handy on this level but alas Melinda didn't give us one. No tools on this level. 



level 10 cheat below

START

D4 R4 U4 R12 D3 L3 U1 L7 D7 L1 D3 R8 U1 R10 D10 R4 U2 L1 U3 R1 U2 L1 U6 R3 D18 L5 U2 L10 U7 R5 END



�



Level 11 – Trinity

Password: CNPE



Note: (207 is not bold anymore; 211 bold claimed by 12 people; first by Ruben Spaans on 24 March 1998)



From Alice Voith:

The way i was doing this level was to first go to the fireball room, then head all the way through the bee room and do the shark room last. I think changing the order of things is what let me pick up the 5 extra seconds.

I'm now starting with the shark room, then going for the fireball room and finally the bee room. The thing I have been missing for so long is that the quickest way out of the bee room and back to the locked door area is to exit from the bee room the via the same door I came in and head up.

Everybody's got a pretty good score on this level, but this might help a little, if you're not using this route.

From Ruben Spaans:

I take a route slighty different (bring up your old route again, Alice :-). I first take the fireball room. If I go fast, I can enter the room just in front of the fireball. snatch the key and leave. I then take the bug room. get the key, and leave in the same direction from which I entered. Again, I can do this room without waiting for the bee if I'm quick. Then I go up, right, open the door, get the ice skates (this is the key for saving time - if you pick up the skates later you have to take a longer route) and proceed right and enter the shark room. Again, you'll be able to enter the room just in front of the shark. Then, go out, get the flippers, swim to get the chip, get the fire boot, get chip etc. and go to the exit. Voila, 211 seconds :-).

�



Level 12 – Hunt

Password: WVHI



(NOTE: 269 is not bold anymore; 270 claimed first by Kevin Gordon on 5 June 1998)



From Alice Voith:



The secret of defeating the teeth monsters on this level is to go around the outside in circles. The secret of a speed score it to plan a route where you are picking up a chip at nearly every step.





�

I start this level by moving Chip down one square, and all the way to the west wall (picking up chips all the way). I then head all the way to the north wall, then I come back down the next column of chips up to the horizontal line I just made when heading to the west wall, but I don't cross that line. Instead, I move one to the right, go up one, right three, up one and left three, then I head for the north wall again.





After that, it's pretty easy. I just follow the line of chips around the outside of the big room until I get to the place where I made the original horizontal free row. When I reach it, I move right one, and head down, following the next line of chips back to where it ends near the northwest corner. I reverse this pattern, and repeat...you get the idea.





The second time I come to the place where I reverse and head downward, there are gray wall blocks interrupting the row. I just move around them and back to the row I'm on. When I hit the northwest edge of the chip line again, I go down two, and this gives me a fresh row of chips to follow around to the west side. There are some extra chips left over from my detours around the gray wall blocks...I don't bother with these.





When I'm at the end of this line of chips (on the west side, at the place where I made that first horizontal row so long ago), there is one line of chips between me and the monsters, I quickly head east and cross to the block of chips in the center. If I'm quick enough, the monsters are directly below, and can't get to me. I then go down, until there is only one row of chips between me and the monsters. Then I continue making a circle around the center, until I have enough chips to head for home.



From Andrew Smith:



This uses the same idea as Alice's method, in that you pick up a chip in every square you cross.�My method crosses only one "un-chipped" square.�I build a trap at the top of the tableau for the "toothsome twosome"�......[the line of X's on the map]

Go U1 L12 U4 R3 D2 R19�--- takes you around a 3 Blocker and across to another one, leaving a line of chips "XXXX"�--- this is your trap for those diabolical dentures�Go U1 L6 U1 R10 U1 L17�--- clears out chips between the corner block and the mid block, but leaves a line of chips along the top and down the right, �Go D2 L5 U1 R4 U1 L9�--- clears out the chips on the left of the mid block, and gives the maniacal molars time to line up for their capture�Go D5 L1 U6 R29�--- goes down to the open row, back up to the corner and across the top.�When you go down at the next corner those chipniverous chompers will be trapped and no longer a problem.�Now it's just a matter of picking up chips as fast as possible. Here's how I do it.

Go down to the corner, across the bottom and up the side, when you come to the last chip move 1R and reverse direction. Again - down, across and up, reverse direction, down, across and up. You have now eliminated the 3 lines of chips on the outside.

I ignore the next line of chips. Its got too many direction changes and you don't need the chips. 

There are 3 more lines of chips before the break to the central section. I pick them up one side section at a time.�Go down AFAP (as far as possible), R1 and back up to the last chip, R1 and down. Pick up all but the last chip in this column.�Go across AFAP, back, and across again, leaving the last chip.�P/U the last section of chips, going up [keep the trap intact] down and back up again.�When you are level with the top of the central group of chips go left, then just track your way around this central square until you have enough chips to exit.

This description is my ideal route, but of course idealism is often sidetracked.�You will probable miss a few chips here and there. No problemo, there are plenty of extras. I find that I end up with 2 rows left below the exit needing 5 chips to close.

�



Level 13 – Southpole (untimed level)

Password: OCKS

(bold is 982 t-chip)



From Alice Voith:

Well, really, the title says it all on this level. All I can say, is...every chance you get, don't go North, East or West.<G>



From Mitchell:

On the level South Pole, all you have to to is go down every time you stop on land.



�



Level 14 – Teleblock

Password: BTDY



(Note: 201 is not bold anymore; 203 set by Michael Beck on 25 January 1998 is the bold)



From Alice Voith:



Everyone probably knows the trick of taking the fewest steps when pushing blocks through the teleport. Essentially, you push a block through, then move to the spot counterclockwise from the square you just pushed block through before making your own jump. Once through the teleport, you then take a step clockwise from your position and that puts you in a pretty good place to push the block into the water.





Well, I had been getting scores of around 196 tops for this method. I really didn't think it could be done any faster. Then I had a brainstorm! I began to kill two blocks for the price of one, so to speak.





The way I do this now is: Grab the red key and step through the teleport, then go through the north red door. I push that block through, take the counterclockwise side step and go through and push the block into the water as normal. I then go back through the teleport and get the red key and the block from the room that is now open and push that second block through the teleport, still as normal.





The switch is, instead of following the second block through, I move to the west red door, open it, and push the first block from behind that door through. I then take my counterclockwise step and enter the teleport from the south. I am then in a good spot to push both blocks into the water. What's more, when I'm done, I'm in a perfect position to jump through the teleport and run directly into the west room, to get my next key and block!





I continue this twofer arrangement until the only block left is in the southeast corner of the maze. That has to be pushed through as a singleton, but again, I'm in a perfect position, after placing that block and grabbing the last chip, to scoot south through the teleport and into the goal.





hehe...who says there are no secrets left?



From Kathy LaPier:



Ok..essentially. I'm following Alice's latest tip on this level re 2 blocks in before being followed..here's my route :

2L-D-R-U-L-2U-R-2U-L-4D-L-D-R-D-2L-U-L-2D-2U-2R-L

U-R-3U-3R-U-2R-D-4L-U-L-4D-L-D-2L-U-2L-D-4R-D-R-U

R-2D-L-D-2R-2L-U-L-U-L-4D-4U-2R-4L-3U-L-2U-R-4D-L-D-4R

D-R-2D-R-2D-L-4U-R-U-L-U-2R-D-R-2U-2D-L-D-L-D-4R

4L-2U-4D-3L-D-2L-U-4R-D-R-4U

R-U-2R-U-2R-D-4L-U-L-D-L-2U-R-U-2L

2R-D-R-D-R-4U-4D-2L-4R-3D-R-2D-L

4U-R-U-4L-U-L-D-L-2U-R-U-4L-4R-4D



That's the route I use. To get the time (201) it's the same ole story of course. Lickety split with no time to think LOL and no missteps. I had to do this one a gazillion times til my fingers knew the directions without my brain's assist. anyway..the 2 in before following bit was Alice's idea..and a real second saver! Good luck!



�



Level 15 – Elementary

Password: COZQ



(note: 88 is not bold anymore; 89 set by Michael Beck on 25 January 1998 is the bold)



From anonymous:



HINT : Do the ice section last. Once you've collected the chips & key there, stop by and see the thief. Without the iceskates he snatches from you, you slide back home much more quickly then you can skate back!



From Alice Voith:

<explaining how to get past the bear trap at the end of the level>



The trick is this: after you finish collecting all the chips you will have a red and a blue key left over. Use the blue key to open the door that is north of the goal, and grab the "cosmic chip socket" there (that funny looking chip that is usually guarding the goal). Take the last moveable brown block and push it onto the small brown dot above the blue door that you just opened. This will disable the bear trap (the sticky dot). Now use your red key to open the red door that leads to the goal and you can cross right over the bear trap without getting stuck.



�



Level 16 – Cellblocked

Password: SKKK



(bold is 971 t-chip)



From Alice Voith:

I don't know why they didn't time this level, because all the time in the world won't help you once you make a misstep! There's nothing to do but start over. To avoid that ugly occurrance, try this:



Begin by going east. The first chance you get to change direction, go south. The next chance you get to change direction, go east again. After this point, every single time you get a chance to change direction (unless it's obvious that you're moving into a dead end), take the new direction instead of going straight. This will get you in sight of the goal, and its obvious from there how to get home.



�



Level 17 – Nice Day

Password: AJMG



From Alice Voith

This level is called "NICE DAY." That's because the chips are arranged in that "have a nice day" happy face you used to see everywhere (and can still nearly everywhere!). There are two six chip clusters that make up the "eyes" and the rest of the chips form a "smile" near the bottom of the maze.



There's no guarantees on this one because the walkers are random and they can get in your way, but I get pretty good times by starting off going left, then pick up the six chips that form the upper left "eye." I then go five steps to the left and down, to pick up the chips in the smile. Following the "smile" chips takes me to the right hand side, where I can go up and five steps to the left to get the chips in the right "eye." After that, I head for the upper right corner and wait until something hits a green toggle button to open the walls. Then it's straight on home!



From Kathy LaPier:

Essentially I 'do' the left eye, then the right eye and down to the start of the smile on the right side and wipe up the smile, right to left. from there I dash down to the home square in the lower left corner. A lot of luck is involved in getting the 83. The blue gliders have to be working for you..lol. That is to say, they have to leave a clear path for you AND move over the toggle switches at the right time so you can make it into that lower left area without any waiting at all for the blocks to open. Hope that makes sense!



�



Level 18 – Castle Moat

Password: HJML



(note: 552 is not bold anymore; 553 set by Michael Beck on 19 October 1997 is the bold)



From LimoJohn:

Why is your time remaining so low on this level?? The flipper is hidden under the block in the upper right corner of level. All you have to do is move one block to get to block where the flipper is hidden then go back and swim to exit. No block pushing needed and especially no bridges.. Hurray. I think this may have just been a typo on your part but let me know OK. Your times are in general blowing me away but this one really jumped out at me and thought I'd let you know that you may really increase your points on this level.



From Kevin Emmett:

To improve your speed in getting the flippers, first, after getting by all bombs, go straight up to the top and then over. After you get the flippers go diagonally down, instead of the way you came. It takes less time. Then proceed as close to the bottom as you can get until you reach the exit. SIMPLE!!



�



Level 19 – Digger

Password: MRHR



(note: 168 is not bold anymore; 171 set by Kevin Gordon on 27 August 1998 is the bold)



From Dan Waltz:



On level 19 get each chip exept for the one that would let the monsters out then trap all the monsters and get the last chips



From Alice Voith:

We already have two solution maps from Kathy and one from Christina on this level…now I'm adding a fourth. I found two second saver tips here, which will be clearer on the attached map.





The first new twist is in the far right hand side of the top section. Instead of going nearly to the right hand wall and luring the monster into the pre-made trap (this required a lot of wasted time retracing steps), I've taken a leaf from Christina's book and been very brave. I'm now taking just two sidesteps to lure him to the right, snatching the last chip from under his nose, and running like heck on the path shown on the map. This eventually lures him into the same bucket as the second monster from the right, and he won't bother you for the rest of the puzzle.





The second tip is in the lower section, where you have to go down three "wasted" steps to lure the bottom left hand monster into his trap. Most of the maps showed going down nearer to where the monster is, but I was irritated at having to wait a few seconds for him to get in a safe spot. By going down to the bottom immediately, he is moving to the safe spot as you are productively busy collecting chips, and he should be out of your way by the time to get to his little cave.





Solution Route (Andrew Smith)

�

Go down to the first corner.

Go right, go straight across, past Home.

Keep going straight, don't turn, until you come to the line of chips going up.

{You have to go right past the "teeth". Some sessions he gets you almost every time, but usally he's just so surprised at your temerity that he's slow to react.}

Go up to the corner, turn left, at the next junction duck down and get the chips then scoot back up.

Continue along the top all the way to the left

Go down picking up the 3 chips, at the last chip turn right

Forge a new path to the line of chips, pick up the top 2 then go down

At the chip counter go L2 then down

At the first junction, go left get the chips, return and continue down.

At the T junction go right to the next T junction.

Go up getting the available chips, come back down to the first corner

Go right and get the chips, come back 3 squares then cut a new path down

When you come to the line of chips go, right - straight at the "teeth".

You have to reverse directions before he eats you.

[It's the toughest move on the level, but it's possible.]

Go left to the vertical line of chips, p/u the 2 chips up then go down to the bottom of the grid.

At the bottom, move 1 square left then go up to the line of chips.

Go left along the line of chips to the last chip {the one down from the corner}.

Move R2 then go up to the line of chips, dike left for 2 chips, return p/u the single chip

Go up 5 rows, go right for the remaining chips and curl into HOME.



�



Level 20 – Tossed Salad

Password: KGFP



(note: 338 is not bold anymore; 340 set by Michael Beck on 19 October 1997 is the bold)



From Alice Voith (maybe 1996):

you don't need to collect the chips!



April 3, 1997:

Coming in to the ball and tank room, go down the force field slide then toward the center, stopping right next to (but not picking up) the chip. Just after the top tank crosses under Chip heading east, go all the way down, grab the chip and start back up again immediately. You should be able to watch the tanks AND the pink balls part before you like magic.



From Maybelle Poole:

I'm almost sure John (LimoJohn) will tell you it has to do with timing and those blasted tanks. I seem to have good luck going right down the middle for the key when two tanks are to the right. Same coming back up. Have you found that you don't need to always wait for the single ball to come back.? Often you can follow it and have "plenty" of space to jump out of the way.



From Kathy LaPier:

[After picking up the red key] when I get passed the '1st tank' and thru the blinking block. I’m stopped at the square above the 2nd tank (stopped by the 2nd tank)...it's from there I make my dash thru the next blinking block.that means I'm traveling 4 spaces to the blinking block arriving there at the SAME time the pink ball is reaching the green button. Remember if you're in a blinking block when it turns solid. You still get to move out of it. Does this make sense to you?



�



Level 21 – Iceberg

Password: UGRW



(note: 118 is not bold anymore; 119 set by Ruben Spaans on 24 March 1998 is the bold)



From Barbara Lemmond:

You will have to make blocks and build a connection between pieces of ice first starting 3 units to the right of the first ice piece. You will see that you cross that piece of ice and just keep sending blocks (going after each one and pounding it down before going back to send the next one). This will take you to the island with the chips. After you pick up the chips, go back the way you came to the beginning. Then send blocks down the ice channel that was originally connected to the beginning island. Go after each one and pound it down. This route will take you to the finish. Hope this is clear. It is rather simple once you see that two routes must be established.



From Christina Carrera:

The trick to lvl 21 is easy after you find it. Set your blocks up to get the chips, but before you go get them ... Take a block with you. Use the block to get to the exit quicker. It saves you from moving 2 more blocks. If I remember correctly...there are three chips on the right hand side (where the other chips are). One chip left. one in middle, and one to the right...all on the very right hand side. Put the block where the chip on the left is, then push it down, and follow. After stepping on the dirt, go to the goal.



�



Level 22 – Forced Entry

Password: WZIN



(note: 287 is not bold anymore; 293 set by Luc Longpré on 19 February 1999 is the bold)



From Alice Voith:

I don't think anyone has a surefire way of getting a great time on this level. Once you step poor Chip off his initial starting place, the force field floors carry him in a mad slide anywhere but where you want to go!



You can usually finish the level, though, if you simply keep pressing the arrow key in the general direction of an available chip. If Chip gets stuck, take your finger off the arrow key for a minute to let him slide out of the tight spot. Another trick is to press an additional arrow key while holding the "main" directional arrow key down. This is usually enough to jump Chip to a better force field strip.





Above all, don't get discuraged! If you just keep at it, and can manage to keep from getting dizzy, you can finish this level and move on to the next!



From Ruben Spaans:

I have been playing this level furiously for days, mainly to match your unconfirmed score of 291 seconds. After achieving 289 6 times, 290 three times and 291 three times I managed to beat the high score as I got 292 seconds. I'll try to explain my route.





First I hold the right key, until I'm just above the first chip. Then I do some mad bashing on the down key, in order to move down as fast as possible in the zig zag passage between the two vertical ice slides. Of course you can hold the key down, but I found out I gained a second with my mad keypresses. Keep moving down until you get the second chip. Then press down once more time, before you start moving madly to the left. If you did it correct, you will be moving in line with the chip to the left of you, two squares above a horizontal ice slide. After you get chip #3, press left, left, down in succession, very fast. This will bring you to chip #4. Then move down until you are near chip #5. Actually I wasn't 100 % sure where I moved in this section. Just try out some different paths which will lead you as fast as possible to the next chip, which is the leftmost one of the two chips in the middle lower section of the map. Get the leftmost chip (chip #5) by entering from the left, then move left and hold the right key and you'll get chip #6 and end up at chip #7 at the very right of the map as you are moving. Move down until you are at the end of the downward force floor. Do two quick left moves and get the last chip. Move left again, then down (again, very fast) to move tightly around the walls surrounding the exit. Then, when you are at the bottom, move right and right into the exit!





Please bear in mind that following this solution might be one of the most frustrating things you'll ever do. Expect to be thrown around far, far away from where you thought you were going. However, even if you are a bit astray and circle around some of the chips before you get them, you should be able to consistently get times around 288-290 seconds (at least I did after a while).



�



Level 23 – Blobnet

Password: HUVE



from Alice Voith:



Here's what Melinda has to say about this level in her Strategy and Hints section:



Level 23 "BLOBNET": Dear Chip, Sorry about all the green blobs. They came from a genetics experiment that didn't quite go right. I walled off this lab quite some time ago, and wouldn't dream of asking you to go in, except that I left 88 chips there. This level requires patience, good timing, patience, and patience. Patiently, Melinda. 

She is so right! The blobs move randomly, but they don't move very fast. You never have to venture into the part of the maze where the blobs are further than the one square you use to grab a chip. This means that as long as you wait until there are no blobs directly beside the chip square, you are safe to scoot in and take the chip. Of course, the hard part is the waiting. <G>



Map (by David Stolp)



�



Level 24 – Oorto Geld (anagram for Toggle Door)

Password: UNIZ



(note: 410 is not bold anymore; 425 set by Luc Longpré on 17 November 1998 is the bold)



From Document_Doctor:

No secret, just determination. There are infinite (well maybe not quite)approaches, but they all generally involve restricting the gliders in the main chamber to a limited area using the blocks, giving you freedom to move about. Experimentation should help you achieve a good timing pattern for the toggle walls. Avoiding the gliders in the chambers just takes timing.



From Wendy Steiger:

The easiest way I have found to beat this level is to trap the "sharks" right around the green toggle button. Move the blocks enough to allow future access to the nearest sections. It takes some practice because you have to trap them quickly before they start changing their patterns. After they are trapped, it is pretty easy to beat this level.



From LimoJohn:

Yes, I did discover something about this level and I'm sorry I didn't post it but I completely forgot untill I read your post. I thought exactly the same thing that the inner wall openings were on a different toggle. Now I had the flying fish doing their thing, you know going over the green switches and also had them seperated. You know to get a nice on off pattern but the inner openings were still much slower than the first ones where the sharks are. Then quite by accident, really, when I went out into the corridor to go to the next chamber I stepped on a green switch and to my surprise; the inner openings were working faster than the first set. So the toggle to change which ones work faster is done by Chip by stepping on a green button his own self.

It made quite a bit of difference but still to slow to really crank out a high time score. That is really frustrating having to wait for the wall to open and close so you can get to chip. Just took a look at my time on that level and having Chip toggle the openings increased time left by 45 seconds. Actually I just thought of something......I don't really think it has to do with faster but which lasts longer, open or closed.



From Alice Voith (possibly 3rd/4th quarter 1996):

. . . Like you, i also make the kites go around in the smallest possible circle. . . . i will try to explain how i do it:



U3 (puts the first block in place)

D1, L3, U2 (puts the second block in place)

D2, L1, U3, L1, U1, R3 (puts the third block in place...i usually have to wait for the kites to go by)

D2 (steps on the green button)

L1, D2, R6, D1, R1, U4 (puts the 4th block in place...get out of the way...the kites are coming!)



March 23, 1997:

Kathy...after everything we went through on block placement, I had a "breakthrough" and forgot to mention it. It's so easy, and you can get the last block placed before the gliders get there. A picture is worth a thousand words, so they say.

�



From Christina Carrera:

I just discovered this one tonight. My time went up 11 seconds, and I know I can do better. At the start, here's what you do to trap the kites. This must be done quickly, in order, to get the best time, and to trap the kites before they pass. U3, D1, L3, U3, then step on the green switch and head upward to grab those chips. The rest is all timing, and how quickly you can keep you're fingers moving. Hope this helps, as it did me.



From Ruben Spaans (March 7 1998):

Here are my directions for level 24, and how you trap the sharks in 2 separate rooms, allowing them to press the buttons unaligned to allow the doors to toggle each turn. Here it goes (you must admit the route is very smooth, everything seems to fit well :-) 



2U 3L 3U 3D 2L U R D R U D 2R U D R 2U (wait until you can push block between the 2 sharks) U (wait 1-2 moves) R U L 5D 2R U L D L 4D 2R 4L D (wait for shark to pass) U 3L 5U 2L 2R D L R 2D 3L 3R 2D L U R U L R 3U 3L U L D and watch the doors toggle like mad, it's very fun to watch :-)))) 





Then take the room to the left, then the one above it, then go down to the room beneath the leftmost shark and take the rest of the rooms counterclockwise. 





This solution has now brought me to 417 seconds!!, and more could be achieved by finding a better route to dodge the sharks inside the rooms. 



March 17, 1998:

[response to request for help] (!). As you can see on my screenshot, the sharks are unaligned, so that a button will be pressed each turn. I hope this will help you... I just played through my route again from my own notes, and it worked for me. In case something strange has happened, here I shoot again:



2U 3L 3U 3D 2L U R D R U D 2R U D R 2U (wait until you can push block between the 2 sharks) U (wait 1-2 moves) R U L 5D 2R U L D L 4D 2R 4L D (wait for shark to pass) U 3L 5U 2L 2R D L R 2D 3L 3R 2D L U R U L R 3U 3L U L D 





If you did everything correctly, the blocks are arranged as on my screenshot, both sharks are in place and they are *aligned*, this might indicate that there exist different versions of level 24. This has happened before (on level 88), where I have proven that there are 2 different versions in existence.

�



�



Level 25 – Blink

Password: PQGV



(note: 430 is not bold anymore; 435 set by Luc Longpré on 22 October 1998 is the bold)



From Christina Carrera:

The only thing that I can tell you is you need to access the "warp tunnel", or blue dot, from different sides to get all of the chips. Just be patient, and don't forget to try each warp tunnel from different sides. I hope this helps.



From David Frankel:

This level can drive you nuts! Try this...Go back and forth over each dot. Every time you do, check for a chip by following the path. When you have gone back and forth over a specific dot and there are no more chips, go to the next dot. Let the game lead you. (that might be hard to see, but it will make sense). This will get you to within 2-4 chips left. At that point you're on your own! :-] Keep trying dots till you find one you havent seen before. A chip may look like it's at the top but it isn't necessarily so! Make sure you follow all the paths, you'll get it eventually. Good Luck, sorry I couldn't be more specific.



From Alice Voith:

I was stuck on this level forever...until i found out the secret! For me, the secret was...don't click the transporter with your mouse. You must use the arrow keys, because a mouse click and an arrow click from the same [side] of the same tansporter will take you to different places. If all you use are mouse clicks, there are some places you will never get to.



From Andrew Smith:

My 9 year old daughter, Meghan [a budding chipster, not yet a chipaholic] just beat this level on her 1st attempt....and posted a respectable time of 249 seconds remaining. This is after I just spent hours mapping and trying to figure out how to beat it. I'm sure she did it just to tick me off!

There are 8 teleports

---[call them A - H, in order, from the bottom to the top of the grid]

H is Home/Exit at the top right

A is in the bottom right corner

Your start position is teleport D



You will always teleport up the grid to the next one, A>B B>C etc. regardless of which direction you enter the teleport. The exception being the top teleport, H ----- it takes you back to the bottom one, A



So, go nuts, get lost a few times, have fun. Try blind luck and intuition for a while. There's lotsa time points available here, I'm presently loggin 411 seconds left.





For those of you who want the details here goes - [the rest of you can close your eyes while you find the "Back" key]





/\ means enter the teleport from below 

\/ enter from above 

> enter from the left 

< enter from the right 

C pick up 1 chip 

CC pick up 2 chips 

~~ change teleports 





/\C , \/C , /\C , \//\C , \/C , /\C~~



>C , <C , >CC , <>C , <C , >C , <>~~



\/C , /\C , \/C , /\\/~~



<C , >C , <C , >C , <C , >C , <>CC~~



/\CC , \/CC , /\\//\\//\ , Home There you are, now go go go on those arrow keys. 



�





Level 26 – Chchchips

Password: YVYJ



(note: 251 is not bold anymore; 254 set by Luc Longpré on October 27, 1998 is the bold)



From Alice Voith (March 30, 1997, 11:27 am);

[...]



To take care of the paramecia, try starting by going D2 and running all the way to the end of that row of chips, then immediately going down and starting the column of chips that's connected to it. If you can get to the end of that horizontal row and at least two down you will leave the little bug spinning helplessly in the middle of the room. <S> Much more environmentally friendly than pesticides.



4:51 pm:

Well, using Maybelle's tip, I've raised my score on this level to 247 [...]. But there may be faster times available depending on the pattern. That said:



I give up!





How do you EVER get through that upper room starting from the left? I always approach it from the right, after I’ve gathered the chips from around the yellow bug. From that direction, those pink balls just part before you like the red sea. But from the left, if I start my run just as the nearest two pink balls land, i can get as far as the last pink ball, and them I’m toast. Creamed every time!



March 31, 1997:

Hmmmm....the alternate methods that you two guys are using makes me think that there may be another second or two to squeeze out of this level...With the route i'm using, it places me at the blinking wall section with the first wall open, and the second wall is also open by the time i get there, and the first one opens again almost immediately after i've made my "round"...so there is essentially no delay in this section exept for the second time i get to the upper blinking wall. If you guys are backtracking here (using up a second or two) or if i'm losing more seconds than you are at the upper blinking wall, one or the other of us must must have found a way to get a second or two out somewhere else on the route.



Ah Chips....the game that's not over when it's over!



May 26, 1997:



You know that section right where you pass by the teeth monster the first time? Well, taking a leaf from Kathy's book on the section above, where she explained how she ran in and grabbed two chips, then backed out again, I tried going along the bottom row and grabbing the first two chips past the blinking wall then backing up and taking the northerly route around the bee. This meant the upper right hand corner blinking wall was opening for me just as I got there, and by saving the extra steps at the end, I was able to get back to it before it closed up on me. This also had the advantage, in the section right above with the horizontally bouncing balls, that I didn't have to wait for them either. hehe



May 27, 1997:



[clarification of 5-26-97 posting] I was probably so excited that I didn't write it very clearly. Chip goes straight through the blinking wall on the southwest corner and picks up two chips on the south wall, then reverses and goes back through the blinking wall. He picks up the chips in the zig-zag (the west and north walls) then goes through the blinking wall on the northeast corner and gets the chips on the east and south walls. After picking up the last chip on the south wall, Chip heads east again, then north and through the blinking wall on the northeast corner.

Hope this is a little better!





From Maybelle Poole (March 30, 1997):

[...] My method of bug control is similar, except I begin by going U1 and running to the end of the row~then taking an immediate D3,R2. 89.99% of the time you can avoid the pink ball and set the paramecia spinning! [...] :)



March 31, 1997:

Though I do the area around the bug a bit differently [...]

RE the bug area: At that first "blinking block" I scoot thru and grab 2 chips, then back up the stairway and around. Can't say why, but it seems to work for me! :)



from Kathy LaPier (March 30, 1997, 3:51 pm):

Maybelle's moves at the start of this level mirror mine exactly! I then go from there to the upper right room. This will be an interesting room to compare methods on!



6:55 pm est:

WTG Alice! Yes. I do clear the upper right room approaching from it's left side. but my score is 2 seconds behind yours. so why bother trying?? LOL..I get the first 2 chips. run back. grab the next two. duck back 2 spaces and then forge right like a demon. make sense??



March 31, 1997:



[...] As for the blinking blocks..The first is 'open' when I reach it and the 2nd opens just as I reach it..so I have a smooth movement allthe way around that counter clockwize movem,ent..until I get back down to the first one again..there I have to wait for a bit for it to open..and again..I have to wait the 2nd time I reach the '2nd' blinking block..though obviously not too long as I did match your score on this level.



�



Level 27 – Go With The Flow

Password: IGGZ



From Kathy LaPier:

No need to go around the green force floor all the way twice. As you enter, don't go first for the chip at the end of the water. Skip it and go for all the others. On your way back up, after getting the 3 chips behind the fires, key right to the water. Get the chip, then exit right & complete zip trip.

Also, when picking up the first chip off the force floor, avoid stepping on the blue tank button. If you step on it, it makes passing the tank in front of home more difficult.





�



Level 28 – Ping Pong

Password: UJDO



(note: 236 is not bold anymore; 239 set by Ruben Spaans on 25 July 1998 is the bold)



From Alice Voith:

I am pretty much following the route that christina laid out, but she never said who she moved the blocks, so maybe that's the difference. Here's how i start:





Make the long slide around. When i'm in the last half of the top section, i start holding down my down arrow key and i don't let up until i've grabbed the second chip and am right next to the water. Then i go right, and push the second block up two, take a step right and push the third block down into the water. Then i go up and get the second block and push it into the water, and get the first two chips on the left hand side.





Then i return and get the other two blocks to make the second bridge. One of the things I remember playing around with was just getting between the bouncing ball and the block to push the block either left or right (as appropriate) so it was in position over the bridge. This is another one of those things...the timing has to be perfect, but you can push the block over the bridge, go up, over one and down all in one slick move, just missing the ball. This saves a few steps that would otherwise be required if you push the chip up out of the way before positioning it over the bridge.





It's been awhile since I played this level, and i just don't remember all the places where I plowed ahead or hesitated to get the timing right. But I hope this helps!



�



Level 29 – Arcticflow

Password: QGOL



(note: 299 is not the bold anymore; 302 set by Ruben Spaans on 29 January 1999 is the bold)



There are two possible "hints" I can offer which might help. First, the chips located in the area under the second bug should be left until you return w/ the flippers. Second, concerning the water/ice area just left to the second bug You don't need to push blocks all the way across. You only need to get to the first land strip (about two blocks), then take the ice. The ice was so obvious that I didn't notice it for awhile.



From Ruben Spaans:



At the end of this level (the ice slide section), step on the ice and ride all the way and get the flippers. To go back, you can use the ice slide again (hold the down key to bypass the force floor), but it's much faster to swim back.



�



Level 30 – Mishmesh

Password: BQZP



(note: 452 is not bold anymore; 454 set by Michael Beck is the bold)



Solution Route (from Kathy LaPier)



D, R 2D, 3L, 2D, 9R, 4D, 2L, 2D, 2R, 2D, 2R, 2L, 2U, 4L, 4U, 4D, 3L, 2D, 3R, 5L, 2R, 2U, 5R, 2U, 2R, 4U, 11L, 4D, 5R, 2U, 3L, 3R, 2D, 5L, 2U, 2L, 2U, 4L, 2D, 4L, 4R, 2U, 2R, 2D, 2D, 4L, 4D, 2L, 2R, 2U, 2R, 2D, 2R, 2L, 2U, 2L, 2U, 4R, 4U, 2R, 2U, 2R, 5U, 2R, 3D, 3U, 2L, 4U, 2R, 2U, 3R, 2U, 3L, 3R, 2D, 3L, 4D, 2U, 6L, 2D, 2U, 2L, 4D, 2R, 3D, 2D, 6L, 2U, 2D, 6R, 5U, 2L, 3D, 2L, 2U, 2L, 3U, 3D, 2R, 5U, 2L, 4U, 4D, 2R, 2U, 2R, 2U, 2L, 2U, 2L, 4U, 4D, 2R, 2D, 2R, 2U, 4R, 2U, 2L, 2U, 2D, 2R, 4D, 2R, 2D, 4L, 2U, 2D, 4R, 6U, 4R, 2D, 3R, 2D, 2U, 3L, 2U, R, 2U, 3L, 3R, 2D, 4R, 6D, 2R, 2U, 2R, 2R, 4U, 4L, 2U, 4L, 4R, 2D, 4R, 4D, 4L, 2D, 2L, 2D, 4R, 2D, 4U, 2R, 4D, 4R, 2L, 2U, 2R, 4U, 2L, 2U, 2R, 4U, 4D, 2L, 4U, 4L, 4R, 6D, 2R, 4D, 2L, 2D, 2L, 4U, 2L, 2D, 4L, 7D, 2R, 2D, 4L, 2U, 2D, 4R, 2U, 2L, 2U, 2L, 3U, 3D, 2R, 3U, 2R, 3D, 2R, U, 2R, 5D, 2L, 2U, 2D, 2R, 2U, 2R, 3U, 2R, 3D, 3U, 2L, 5D, 2R, 2D, 2L, 2D, 2R, 2D, 2L, 2D, 2R, 2D, 4L, 2U, 2L, 4U, 4D, 2R, 2D, 4R, 2U, 2L, 2U, 2R, 2U, 2L, 2U, 2R, 2U, 2L, 2U, 2L, 3U, 2L, D, 2L, 3U, 2L, 4U, 2L, 2D, 3L, 2D, R, 2D



�



Level 31 – Knot

Password: RYMS



(5 is not bold anymore; 6 set by Jimmy Vermeer in 1996/7; confirmed by LimoJohn on 19 October 1997 is the bold)



From LimoJohn:



(August 16, 1996):

If there was a level that almost got me to quit the Challenge it was this one. I wouldn't even be able to figure out the whole path let alone finish it before the OUT OF TIME bell would ring. (I hate that tone). Anyway....after many,many tries I finally figured out the pattern of chips. Now all I had to do was finish before the time expired, right? Well, I ranted and raved and stomped around the house that this was one level they just didn't give us enough time to do! I would slide off the zip floor or run into fire bush, just bad form. Anyway after lots of practice I can finish "KNOT" and have 3 seconds left. My fastest though is 4 seconds remaining. I only did it once but it shows on my best times window so what the hey, you take em as you can.



September 21, 1996:



Down to zip/ Right to second set of fire bushes/ Down to zip/ Left to zip/ Up to second set of fire bushes/ Left to chip intersection/ up to zip/ Right to zip/ Down to next fire bushes/ Right to next fire bushes/ Down to next fire bushes/ Right to zip/ Up to zip/ Left to next fire bushes/ Up to zip/ Right to zip/ Down for last chips and exit.



Alternative route:



Up to zip/ Right to zip/ Down to first set of fire bushes/ Right to next set of fire bushes/ Up to zip/ Right to zip/ Down to zip/ Left to next set of fire bushes/ Down thru next set of fire bushes to zip/ Left to zip/ up to second set of fire bushes/ Left to chip intersection/ Down to zip/ Right thru two sets of fire bushes to zip/ Up to get last chips & exit.



These are the paths I used and may not be the fastest possible.



�



Level 32 – Scavenger Hunt

Password: PEFS



(note: 369 is not bold anymore; 379 set by Luc Longpré on 4 November 1998 is the bold)



From Andrew Smith:

The Fire boots are in the bottom left of the maze

The Suction boots are in the middle right

The Flippers are in the top right

The Fire is in the top left

The Forceway is in the middle left

The Water is in the bottom right

Home/Exit is just to the right and down from the start



There is a track to follow. It is roughly {accent on roughly} in the shape of an hourglass, with the start at the left middle of the hourglass and the finish at the right middle. In order to complete the level you will have to go completely around the track and then do another half circuit.





For those who want the details, read on:-





At the start, when you leave the center go Down, this will lead you to the Fire Boots. P/U the boots and return to the track, continue along the bottom going past the water and up the right side. Now you can see the force boots, take the path upwards to get them, then return to this point and take the other path. When you can see the chip at the bottom take the path that leads to the middle. This will lead you to the Exit, just keep on going past the exit and you will end up in the top right corner. You will go by the Flippers, take the next opening left to get them, return to the track and continue up the right side and then across the top. This will lead you to the top left where you can find the fire, continuing along will take you to the force square. Having picked up these two chips you will travel onwards going back to the start position. Retrace your route down and across the bottom of the maze past the water and up the right side. At the first junction take the route down to the water. After picking up this chip you can come back to the track and make your way to the middle and the Exit.



�



Level 33 – On The Rocks

Password: BQSN



(record is 654 t-chip)



From Jake:

On Level 33, I just Filled As much Of the water as I could, it is time consuming, but not costly to your score unless you die several times.



�



Level 34 – Cypher

Password: NQFI



Well, seeing the map finally allowed me to figure out what it was saying.

LLIO : Password for level 82

HPPX : PW for level 137

JHEN : PW for level 146

Sly little Chip programmers!





�



Level 35 – Lemmings

Password: VDTM



(note: 569 is not bold anymore; 576 set by Kevin Gordon on 21 August 1998 is the bold)



From Christina Carrera:

What I do for lvl 35 may vary with the way other Chipsters do it. I take one block and push it up on in the middle where the fireballs are. Then, when safe, push it one to the right. Then, when safe, push it again to the right one. Sometimes, I put a second block on top of that, and sometimes, I don't. But, I always take a block inside with me to push to the left. I hope this helps.



From Maybelle Poole:

When you push the 1st block just past the end of the wall, the fireballs will either come out in a nice little row with the rest forming a line inside OR after the first little row, a more rowdy group will come piling out. The 2nd option is preferable ~ no way to tell which will occure. Either way scoot down and get another block. You can then wait right there next to that exiting row with your block. IF the remaining fireballs are marching in a line you can push your block up one and two to the left of the first block. This will break up the line and they will soon exit, so scoot back down and get another block if you think you'll need it. By the time you're ready to enter most will have cleared except for a group to the left by the chips and you can most likely use that 2nd block to push to the lower left area. Jump underneath the fireballs with your block 2nd row out from the Chips. Carefully move the block up one tile at a time and the fire balls will exit to the right. Keep going up till you reach the top protruding wall tile. Stop there. Collect Chips and your home! ~~~OR if you're lucky at the beginning and most of the fireballs poured out , you can go straight up and push that 2nd block just under the protruding wall block and when it seems reasonably clear bravely push the block straight to the left and you'll have placed the block just where you want it to make the fireballs depart. Of course you'll have to be on the lookout to dodge danger! BTW is there another term for "protruding wall block"!? Sorry to be so long winded but maybe some of this will help~hope so.



From Alice Voith:



(9/17/96 3:38 am):

Here's my trick: Take three blocks, and use them to close off the opening (place them so they are even with the rest of the wall). Then, starting at the left, push each block up one. Then, going back to the left, push the left most block up one. Push the center block up two, and push the right hand block two spaces to the left. Be quick, and get out of there fast!





While the fireballs come pouring out (and they will!) go back and get another block. At first the fireballs come out in bunches, but in a few seconds, you will see that they form a line and head right for the water. As soon as this happens, it's pretty safe to go in with your 4th block. Push it up through the rightmost square of the opening all the way until you are one square below the wall jut-out, then push left. 





If there are fireballs in the center section, wait for an opening, and push your block into the middle of the circle. Then, as soon as you have the chance, push it into the line of fireballs that are coming up on the left half of the fireball circle. You should be able to go above and pick up those chips. Then, push the block to the left.





This is the trickiest part for me...you have to wait for a little opening in the fireballs on the letmost wall. When you get one, push your block all the way to the wall. The fireballs should hit it and start across the room, never to be seen again. I pick up the chips above my block, then (if there are still fireballs coming) begin pushing the block down, picking up chips on the way. You should run out of fireballs before you get to the bottom.





Picking up the last few chips is easy, if you've gotten this far.



9/17/96 pm:

OOPS!

(That's a great big oops, by the way.) You are absolutely correct. Two spaces to the RIGHT! 

Sorry if i got you killed a few times trying the wrong way.



1996/1997:

Well, i've been playing this level for DAYS, trying to get my score up there, and trying all of the various combinations. Finally decided to check the bbs again, and realized that <gulp> i have the high score on this level! 563! I did manage to figure out a few things, and my way is a combination of almost everything everyone recommends.

In answer to John's question about why the third group of fireballs sometimes goes away, i believe it is as follows: when you put the block under the column of descending fireballs in the center group, the fireballs shoot left (which is what enables you to go to the bottom and get that chip). For the most part, the fireballs shooting left from the block you placed hit each other, and tend to stay in their cluster, but the chip on the bottom is also protecting the third set of fireballs from interference by the second group. Any fireballs which make it back to the bottom will caroom into the third group of fireballs and distrupt it.

Now...for how i managed to get the 263 (sort of a fluke, but..what the heck, i'll take it). I can get 260 pretty reliably with this method.

Begin with Maybelle's method, pushing your first block into the leftmost square of the opening into the room, and up two, exiting quickly (D, R) to get out of the way before the fireballs come out.

Immediately get your second block and wait just until the fireballs clear before pushing it up through the center opening in the wall. Using John's method, push it up to about the middle and head left. Crash through the line of descending fireballs, and push the chip until just before the line of fireballs going up. What you will probably see is a fireball sort of "riding" on top of the block as you push it. More on this later.

Push the block up until you reach the row just below the wall jut-out then left one space. (The upper left corner of the block and the lower right corner of the wall jut-out will be touching.) Now, collect the three chips above you. Remember that fireball that was "riding" on top of the block as you pushed it through to the left hand side? Probably happened is, it keeps hitting other fireballs and traveling on the inside of the circle. This one could give you trouble, since it won't hit the block, but will come into your "work area" while you are collecting your three chips. It shouldn't give you much trouble, as eventually the fireballs below it will clear out, and it will procede on it's way to the exit, but i've gotten killed a few times not watching for it. You are safe above the block while thie maverick circles the work area a few times.

Finally, when it is safe, push the block two spaces to the left. This will cause the fireballs in the third group to exit in a big way. As soon as they have cleared out of the upper section, push the block one more to the left (so it is touching the wall) and collect the chips, pushing the block down as you go, to direct any straggling fireballs to the exit.

I still get caught sometimes, if i don't wait long enough for the fireballs to clear out, generally this works for me, and is the way i got the 563. also, many, many 561's and 562's. I'm sure there's a 570 in here for somebody, when everything goes perfectly!

As you can see, i've used nearly everyone's ideas.





From Kathy LaPier:

I have a question though. In the first paragraph you describe how to move the 1st 3 blocks. After moving the one on the left up one, and the one in the center up two, are you sure you mean to move the right tile two spaces to the left ? I find it impossible to get around to the right of it to make that move. Is it possible you meant to type move it two spaces to the right? I sure hope so. I'm going back to try it some more times...both ways.



Unknown:

I finally figured out where I was going wrong following your directions! The first sentence of your instructions.. "When you push the 1st block just past the end of the wall,..." didn't specify which wall, and for reasons I can't explain I always assumed you meant the right wall!. Well, (duh) the lightbulb finally went off and I pushed it just past the left wall, and while I couldn't manage your next set, which was to go to lower left, I was able to go up, left & down.



From LimoJohn



(September 1996):

Actually I went both ways. Sometimes I would use the block at the top left and sometimes at the bottom left. The lemmers would seem to exit fast and smooth though when I was using the block at the bottom near the exit. What I was really trying to do though and was never quite successful at was while the lemmers were exiting, to go up through them (no block) and get those three chips at the top and the one at the bottom. (dodging fire balls most of the way) I came close a couple of times. I think there was 575 or so on the clock when I was doing that. If (and it is a big if) I could have gotten back down and put the block into position (on the lower) no telling what the score could have been. But anyway in answer to your question, what seemed best for me was using the block in the lower left. But the top didn't give to bad of results either.



October 10, 1996:

There is another way on Level 35. Use Maybelle's method to get thru first batch of fireballs. Then place the second block about half way up into the second batch of fireballs. Now go down and take bottom chip then go up just to the right of the third batch of fireballs. A path will clear for you. Take the top three chips and for some reason I haven't figured out yet the fireballs near the chips on the left side ARE EXITING. Get the last 6 chips there on the left and exit. Just did it. 562 on Level 35.



Mid-October 1996:



I was thinking of posting a message to the fact that If one is wasting a lot of time trying for the surreal experience there is even another way. (oh no not another way. Oh no) Yes. In general, place the first block as normal. ( I have tried many ways without it but that is sort of an insurance that the firballs will exit and won't come back at you. Anyway onward...lets see place the first block as always then go get a second block then go strait up about half way then push the block hard left thru the line of fireballs going down then in about the center of the larger fireball circle go strait up with the block. Place the block two below the left chip of the three top chips. Hook around the block and take the first chip, wait for it to clear or form a pattern of fireballs so you can get the last two chips of the three. The fireballs are exiting while you are doing this. Now when it is clear push the block one to the left of the protruding wall block (the one facing down) Then go on about the business of collecting the chips on the left and the bottom one. This is not the exotic way but you'll get times quite often of 560. With a little luck probably more. I know what you mean about the other way. Horrible waste of time for just a few points. However the way I just described may help you catch a few more points without waiting for "the miracle".



Late October 1996:

Second post about the surreal way: You only worked on it for an hour and an half? I spent almost four hours on it yesterday trying to figure out the why's and what fors about it. Anyway the lane will open for you just to the right of the fireballs guarding the chips on the left. I wait for the lane to open just at the point where I take the bottom chip. Above that is the lane up to the top chips. Now when I say I wait there, it is a general statement because you are dodging fireballs coming from the right. However you will know if you have it right because if I rembember right........It's like recalling a dream (no I didn't just dream this way) all of a sudden the fireballs on the left depart. You can almost stroll up to the 3 chips at the top. And what is even more weird all the fireballs are gone....when you come down the left side collecting the last chips. The cruel thing about this level is even after you defeat the outside fireballs you still have one lurking behind the chip socket. Oh never let me have a 570 or so and have that fireball get me. Anyway have some fun with it.



September 3, 1997:

(12:19 am)

Ok you have the second block. Just as the last fireball is moving under the first block go by it with the second block (just to the right of course) and go strait up till you get one tile below the little wall pointing down from the top. Go left with the block and insert block into the next bunch of fireballs. The block will be one tile to the left of the little wall that comes down. The fireballs will flow down and away. Now move the block over to just right of the little wall that comes down on the other side. You will be inserting block into fire balls on that side now. If you have done it right the fireballs will be flowing to the right in a nice neat row and you can get the chips at the top. To be continued.......get that far and we will talk some more. If fact you may see what needs to be done from there but if not give a shout.



(9:01 pm)

Ok......you have the block just to the right of the little wall coming down on the left side and you have collected the top chips. Stay just above the block until the last couple of fireballs come up and hit it and move on to the right. 

Next........DON'T push the block all the way left just yet. Just move it over just to the left of the little wall. You will see the fireballs bunch up in that little area (top left corner) and then they will go away. 

THEN.... PUSH THE BLOCK left AGAINST THE WALL AND BEGIN TAKING CHIPS ABOVE BLOCK



(9:21 pm)

OK....you have the block at the left wall and you have taken the chips above the block now move the block down as you take the other chips along the left wall. You may choose to leave the block behind but I take it with me. OK now were moving the block down and taking the chips as we go. 

Collect chips and stop the block just above the last row (or to put it another way just above the exit row) Now go right and take the last chip then go over and clear the chip socket and then tuck up under the block waiting for the fireball in the exit area to clear and then go on home. 

This is the basic route but there are things to do on the way that help increase time. Such as: When you insert a block into row of fireballs make it in between fireballs without having to try two or more times. Move as soon as it is safe to do so when moving block. Try and move the second block into play just as the last fireball is going by the first block.

Don't let the fireballs distract you. I think the best thing is to know not to try and move the second block left until those last two or sometimes 3 fireballs hit the block and move right.



From Kevin Gordon:

(10/7/97)

I just got a 565 on level 35. I used the hints from your page along with a little boldness and timing. Here are the basics: After placing second block at top of board, I wait for a single fireball to enter the small chamber, then a "double" fireball before pushing straight left. I clear the three chips above, then watch for two fireballs to hit the block. After the second one, I begin moving the block left two spaces. After the fireballs fill the chamber I've created, they back up and leave. I clear the top two chips, move the block down as I clear the next chip, then go around the block to get the remaining chips from the left side. Finally, I get the chip at the bottom and open the socket. Then I step aside and run in after the last fireball comes out. But the biggest tip is probably this one. I watch the clock as I begin the level. If the first "second" ticks off the clock too quickly, I restart with a Ctrl-P, Ctrl-N combination. On this level, you should get down to the first corner before the clock strikes 599.



(11/5/97):

I was a little more fearless in the upper left corner and didn't wait for the two fireballs to bounce before shoving the block to the left. 



11/24/97:

I had been running around the block to get the next to last chip, now I just keep pushing it down and then push it back up one when I sidestep the fireball guarding the exit. Or has LIMOJOHN beaten me to it again? ;-)

�



Level 36 – Ladder

Password: NXIS



(note: 229 is not bold anymore; 232 set by Michael Beck is the bold)



From Andrew Smith:

Grab the blue key

P/U the chips in the top section

Get the line of chips at the bottom and the 2nd blue key

Go up and thru the blue key door, toggle the first tank out of the way

------ignore the green button {for now}

Go past the brown trap and go left

You have to turn off the brown traps by pushing the blocks onto the small brown buttons, but you can only do one at a time, so you have to keep running back up to toggle the blocks.

P/U the chip at the bottom, go back to the tanks.

Toggle the green dot you ignored before, move the 2nd tank out of the way.

Go to the left and do the trap and block and toggle thing again.

Move the rest of the tanks out of the way, go thru the blue door, then scoot to the red door and Home at the bottom.



From Alice Voith:



You should be picking up the red key after you get the last chip, because you will need that to open the last lock on the southern end of the playing field. The order I do things is this:



First, I get the blue key that you can see beside Chip’s starting position. I do not go across

the pop-up wall and get the red key yet. Instead, I go back to the right and down, and pick up the first chip I see. Then I get all the chips in that section by going back and forth, and stepping on the pop-up walls in the middle of those long walls. When I get to the end of that section, I go back out to the right wall and down until I am even with the line of chips and pop-up walls in the lower section. I go straight left, getting the chips and also pick up another blue key. When I hit the wall at the end of the chip line, I go north, then back out to the right wall of the maze. I go north for a step or two, go left, and go through the blue lock. I set off the first tank, then do the line of bear traps to get the chip on the south. Then I do the other line of the bear traps, and get the chip on the north. Then I go through all of the tanks and get the chip by the last tank. That lets me get through the blue door at the top. I go through there, grab the red key, and head for the right wall again. I go all the way to the bottom, and then left, through the red door and home.



From Ruben Spaans:

A little time saver: In the second ladder area (top left), don't push the bottom block on the trap button. Instead, go for the 2nd block. When leaving this section, press on the green button one extra time and leave via the toggle door instead of the trap. This should give you one or two seconds extra.



�



Level 37 – Seeing Stars

Password: VQNK



(note: 586 is not bold anymore; 597 set by Luc Longpré on 1 January 1999 is the bold)



From Scott Feeney:

You don't need to use two blocks for two spots of water. You just need to push in one, go in, and you can go up or down to get chips behind the water



From Ruben Spaans:

�

Hello! While trying to improve my level 37 score I found a different approach. There are many areas where you need to push 2 blocks to get the 4 chips. Instead of getting one block, push it, getting the 2nd one and pushing it, you can prepare both blocks at once, push the first one, and grab the second one on the way back and push it too. Perhaps not too well explained, so I made a little example of the lower right section how I do it.



There are a couple of places you can use this technique. Also, in the lower left section, you can push the blocks all the way to the water, but don't get the chips yet; instead, you get a second block and do this "double maneuver". You can do this on the top and bottom line in the lower left section. I immediately kicked up my score by 5 seconds with this technique.





�



Level 38 – Sampler

Password: BIFA



(note: 460 is not bold anymore; 462 set by Ruben Spaans on 11 February 1998 is the bold)



From Andrew Smith:

A straightforward level. A good one to score time points on. 

There is a definite order in which to pick up the objects:�Green Key, Suction Boots, Chip, Red Key, Blue Key, Fire Boots, Flippers, toggle the green dot, Yellow Key, Home. 

You will notice that there are two distinct loops of travel, the vertical access teleports and the horizontal access teleports. Needless to say you have to keep jumping back and forth between the two to reach your next objective. 

If it's points you want, here's the teleport sequence. A single digit means that many jumps on that travel loop only. A double digit means do the first number of jumps to get back to the central cross, switch to the other loop and then do the second number of jumps. This will bring you to the next location in the chain. 

pick up�# of jumps�notes��Green Key�4�Enter teleport from bottom��Suction Boots�1 - 4���Chip�1 - 2���Red Key�4���Blue Key�4 - 2���Fire Boots�1���Flippers�2 - 3�go go go, you can beat the teeth��Toggle the dot�2 - 1���Yellow Key�4���Exit����

From Eric Reiter:



Here's how I do it:



With no hesitation in the following order:

-go around to get green key, go U/D through teleport 4 times to walker room, get suction boots

-(U through teleport 1 time, then:) L/R through teleport 4 times to blob room, get chip

-(L through teleport 1 time, then:) U/D through teleport 2 times to bee room, get red key

-U/D through teleport 4 times to star room (should be ahead of star going down), get blue key

-(U/D through teleport 4 times, then:) L/R through teleport 2 times to paramecium room, get fire boots

-R through teleport 1 time to tank room, get flippers (avoid tank by running down and up path between tank and ball instead of waiting--this gained me about 2 seconds)

-(L/R through teleport 2 times, then:) D/U through teleport 3 times to teeth room (outrun), toggle button

-(U/D through teleport 2 times, then:) R through teleport 1 time to glider room, get yellow key

-L/R through teleport 4 times to ball room, go to exit



�



Level 39 – Glut

Password: ICXY



(note: 16 is not bold anymore; 17 set by Pekka Lassila on 4 February 1999 is the bold)



From LimoJohn:



Christina,

Looking back at these scores is kind of fun.

RE: Level 39

We're even on this level. Did you notice how if you take a straight shot for the exit on this level that your denied because your 2 chips short? After wading thru all those chips. Pretty clever on the part of the programmer.



From Alice Voith (7:27 pm CDT 7/15/97):

Interesting you should mention that Barbara. One thing i noticed about this level....there is no chip socket to go through. It is actually possible to lure a monster out from the pack and enter a goal without going to the "safe" middle. I've done it a couple of times, but i can't remember if i got my "15" that way or not. The other option is to just make sure that you are taking the shortest possible path which picks up all the chips and deposits you at a chip socket just as you pick up the last chip.



(8:38 pm CDT 7/15/97):

hehe...guess what, guys? (and gals, of course)



A 16 is possible! What i did was go 6R, 3D, then a quick 1D and 2U and 2R. Now, here's the trick...you have to be a little patient, and wait until > the monster chasing you is right beside you, then go 1D and wait again, until it's right on top of you, the go 2L and down to the goal. I've done it twice now, so i know it's possible. Good Luck!



From Kathy LaPier:

and here's the weird part..while I was able to make it to 15 a couple of times no prob..going the route you described..everytime I tried to put my pedal to the metal I'd miss it and get eaten up! then..in my haste..instead of going U2 - R2 -D1 - L2...I accidentally went U2 - R3 - D1 - L3 - down to chip. and that's the one I got 16 on!!!!! Go figure!

Of course that made me think there was a possible 17 oput there..so kept tryin with the r2 D L2..but couldn't do it! became lunch every time. 

hey..I'm not to proud to take a fluke score! Lol



from Liu:

I think you may find it interesting how I did this level. I played it well over a hundred times. You see, I couldn't seem to get even 15 going straight to the exit square in the middle. I always got 14. I just missed it. So, I tried something else. I can actually get into the exit square guarded by the teeth in 4 seconds! The only problem is it only works 1 out of 5 times. The other times you get eaten. So, let me tell you how I do it. Hold on, let me open up Chip's...

     Okay got it. Obviously, this must be done very quickly. First I go down six squares, and to the right four squares. Right now, you should be right next to the second teeth from the top on the left. Now, as soon as you get to that square, you need to turn around immediately. If the timing is just right, you should be able to escape. As I said, you die 4 out of 5 times, but hey, it's worth it to knock off that extra second. 

So, you turn around immediately and go back three spaces and up one. The teeth should be coming toward you. As soon as he gets to the square right below yours, go RRDRRR very quickly. You should be able to manage to get into the exit square safely without getting eaten by any of the teeth on the side or the loose one. And that is how you get 16 seconds.

Just thought you might be interested.



From T-Bone:

OK, you totally don't need to bother with the monsters. there's an unguarded exit farther down! just go 15D, 12R, 1U, AND 2R. This really makes life easier!



�



Level 40 – Floorgasborg

Password: YWFH



(note: 194 is not bold anymore; 195 set by Luc Longpré on 25 February 1999 is the bold)



From Maybelle Poole:

Have you discovered the alternative route for this level? Collect the fire boots in the usual way. After you collect the swim fins go 1L, 1U, 1L, 1D. You will slide across the ice and land in the water 2 steps from the suction boots. Before you know it, Yowser! Your home! :)



From Clint Givens:

I'm writing to confirm Michael Beck's high score of 194 on level 40, "FLOORGASBORG." It took me many tries to get it, and I'm almost positive the only way is to go like Maybelle said in tips, but skip the suction shoes altogether. Then you have to enter the goal just like you do in "SCOUNDREL." It takes some luck, but it is doable.



�



Level 41 – I. C. You

Password: GKWD



From Andrew Smith:

The (?) hint is the key to this level.

You have to enter the teleports travelling in the directions given.

RDUL in the first sequence and LULU in the second sequence.



Enter the teleport, this takes you to the teleport on the left, which is the one you use to get to the chips

Remember the clue {RDUL}

Enter the teleport by moving in the specified direction, Right

Move the block 1 square, go and get the chips

Teleport as per entry sequence, move blocks, grab chips 3 more times to complete the 1st sequence

Do the 2nd teleport sequence {LULU}, again starting at the left teleport

Go up and wait for the space in the bug parade, then go go go, pick up all the chips and exit.



From LimoJohn (August 22, 1997 1:05 am)

Try doing the bees first and go into the left teleport from the left and go from there for a while.



(1:16 am):

from there you will take 16 chips. when you get that last chip of group you will go thru the teleport from the left and then go into the teleport on the right side from the right and take the rest of the chips......more to follow



1:22 am:

Then when you take the last chip from the second group enter the teleport from the left and you will come out heading for the exit.



1:34 am:

When you put Chip into teleport from the left side you will come out of teleport on the right side just simply key back into the teleport and you will be set to take the second series of chips.



From Maybelle Poole:

I assume you are doing the RDUL sequence from the LEFT teleport . To start that sequence Chip stands to the left of the teleport and heads thru to the right...but you probably already knew that! <S=



OK...now to do the LULU sequence ..you must go again to the LEFT teleport I go up and down to get back to the left teleport after completing RDUL...Have Chip stand to the right of it this time ..and head Left to start the LULU part....as you go thru the teleports, if you need to push a block aside, just push it one step out of the way.. no need to do more...





NOW on the second Left of th LULU sequence just push the block one step down as you come thru the teleport...no farther..then loop around left and around and collect all 16 chips....returning the way you came.. (on that little circle path you can collect the top on your way and the bottom on your return) NO NEED TO GO THRU THE ICE at all..the block will not be a problem!! 



Level 42 – Beware of Bug

Password: LMFU



From Andrew Smith:



Level 42 - an easy level



There are 5 killers that come at you: a paramecium, a fireball, a bug, an arrowhead (a glider; that is) and another paramecium.





Here's how to beat em-





Go 1 straight run, p/u the chip and wait in the Outside corner until the paramecium passes.

Go 1 straight run, p/u the chip and wait in the Inside corner until the fireball passes.

Go 3* straight runs, p/u the chips and wait in the Inside corner until the bug passes.

Go 1 straight run, p/u the chip and wait in the Inside corner until the arrowhead passes.

Go 1 straight run, p/u the chip and wait in the Outside corner until the paramecium passes.

Run like ____ to the center, p/u all the chips as you go.



(* - 2 or 3 runs depending on how fast your fingers are)



(p/u = pick up)



�



Level 43 – Lock Block

Password: UJDP



From Monitor Lizard:

Go east to get the red key. (It would save quite a few seconds if I could, but as many times as I've tried I can't beat the pink ball, going up or back, so I think you have to wait for it in that little recess to the right). Watch out for the block coming back at you across the ice, then push the 3rd block to avoid hidden fires. Get the boots and blue key. Build a bridge across the water, go up and then west. Get the next key by going across the line of recessed walls, and come back on the moving sidewalk. Build the next bridge and cross. To get the next key, take the moving sidewalk past the pink ball, then come back through the recessed wall. It's pretty obvious from there on.



From Kevin Gordon:

The key thought here is that once you have opened the lock and pushed the first block into the water, you should get the block furthest from the water next by going to the side wall, pushing the far block into line with the water, then get behind it and shove it in. The last block is done in a similar manner. This saves you from the long trip around the blocks. You'll get 125 if you beat the pink ball halfway through the level.





Level 44 – Refraction

Password: TXHL



From Alice Voith (March 29, 1997):

Anyway, this is really hard to describe but i'll do my best. This doesn't work n every case, because it depends on where you are in relation to the ball in the fourplex room, but in general, you make much better time if you can FOLLOW the pink ball instead of getting in front of it. What happens is, if you follow the ball, say to the left, you can pick up the chips in the upper and lower rooms and be back at the passage just in time to jump in front of the pink ball on your way to the right. But the very best position to be in is to be in one of the four-plex rooms and follow the ball to the other side, picking up the two chips there, then follow the ball back and pick up the remaining chip on the side where you started. I know this doesn't make a lot of sense, because you are covering more territory, but it has to do with waiting less time for the pink ball. If you can get in the situation i just described, you can exit after picking up the final chip before the pink ball comes back to your side.



March 30, 1997:

In most places, I do the same kind of move. I'll call it "divide and conquer" and just explain it once. When you enter one of the four main rooms, there is a point where the entry passage meets the horizontal passage with the ball in it. Frequently, you and the pink ball arrive at this place at the same time. If the ball is a little late, wait for it to pass you, then head in the opposite direction. (That's the "divide" part ... you go one way, the pink ball goes the other. <G>) Grab a chip in one of the sub rooms and slip across to the other one when the ball is in that small section between where you have to cross and the closest wall. Get your chip and then immediately head toward the center passages (where you came in). Duck into a vertical passage to let the ball go by, then repeat the same maneuver in the two rooms on the other side.





That said, here is the route I followed. (The timing is very close for this level. There really isn't much slack for making a misstep):





Go down the start passage, and follow the two pink balls (I don't think you can beat them) to the right. Enter the Southeast room and "divide and conquer", with Chip going West first. Get four chips as described above and exit this room. Hit the closest green button in the main passage and enter the Northeast room. "Divide and conquer with Chip going East first. After you pick up the first four chips, instead of exiting, hit a blue button and "divide and conquer," again with Chip heading East first. You should now have all the chips in this room.





When you get to the main passage, hit the closest green button and return to the southeast room. If you're "on schedule" the pink ball should pass the intersection heading East a little before you arrive. Go West. You should be able to pick up one chip before the pink ball gets there. Now, instead of crossing the passage (I never have time) follow the pink ball East, and get the two chips on that side. You can just finish picking up the second chip in time to get in front of the pink ball as it heads West again. Get the last chip on the west side, and immediately exit the Southeast room (for the last time).





As you reach the main passage, you should see the two balls heading West in front of you. Follow them, hitting one green button on the way to open up the Northwest room. When you get there, "divide and conquer" again, with Chip going East first. Exit this room. 





Hit the closest green button in the main passage, and enter the Southwest room. The ball will be heading West. Go East, and pick up one chip. There is no way you can beat the ball here with a crossing, so follow it West and pick up the two chips on that side, finishing just in time to hop in front of the pink ball as it heads East again so you can get your fourth chip in this room. As soon as you have the chip, head for the intersecting passages and hit a blue button. Now you can "divide and conquer" again, sending Chip West as the ball goes East. When you've got all the chips, head for the main passage, give the closest green button a stomp and go into the Northwest room for the last time. I use "divide and conquer" for this last segment too, sending Chip West first.





After that, it's head for home! With this route, the two pink balls in the center passage won't give you any trouble!



Level 45 – Monster Lab

Password: OVPZ



(note: 196 is not the bold anymore; 292 set by Warwick Anderson on 9 November 2000 is the bold)



From LimoJohn:

what you are trying to do is stop random activation of the green dots. Try and stop creatures from switching them. You will need the fire boot and suction shoe however to get into various rooms where creatures are switching the wall openings. (suction shoe is to get out of one room after you have done the work in that room.) (fire boot is used when you move block down into room that has the fireballs activating green switches). Once work is done in upper rooms don't worry about going thru bandit because in the lower section you won't need suction shoe or fire boot.



From Christina Carrera:

First I go where the bees are, I use one block to stop the bees, I merely but the block at the exact spot to stop them, without pushing it all the way down. Then, I use three block to get both boots. Next, I go to the upper left, where you need to get to the blue button to stop the tanks. Only using the necessary blocks. Then, I head to the area where the balls are being produced. I use the necessary blocks to push a block up to stop the balls production. Again, don't push the block all the way down, it's not necessary. Then, I head to the room just above the fire room. I get one block and then push it all the way up against the fire maker "block". Then, I step on the green button once before leaving, and head to the block room just right to the "goal room". I take one block with me and push it into the water in order to get to the goal, since Chip can't swim w/o flippers. Then, I quickly, and carefully, head for the goal. I hope this helps. It not, let me know and I'll get more detailed.

�From Ruben Spaans:

Here's a little time saver which gave me 2-3 seconds extra. When doing the right section (the one where you can enter the pink ball room, fireball room and block cloner room. First go to the block cloner room and get a block, place it in the middle of the intersection room, go up and do the fireball room, and then go directly down to the fireball room, taking the block with you and continue as usual. Somehow when doing it this way the toggle doors were flashing in my favour, and it gained me more seconds than it could look like.



�

Level 46 – Three Doors

Password: HDQJ



From Linda:

Get the red key and go down from that square. You will arrive on the fire boot. Get the green key and go left. You will land on the flipper. Get the blue key and the chip and go up. This will open the red door above the pink ball. Go left. Go left once more and then up. You will land on the trap door release and the pink ball wil go. Get the red key and go back down. Go right and then up three times. You will arrive at another chip and a yellow key. Go right from the lower of the three squares and get the chip. Go up from the higher square and get the other chip. Go back down until you reach the fire again. DO NOT GO DOWN!! You will land on the thief if you do. Go left twice. When you get to the inverted L-shaped squares, go L L U R. Go D L. When you get back to the top, go over to the far right and go down. Open the three doors that you have keys for, but try not to land on the green toggle switch. Once you have gotten the chips and the shoes and replaced your keys, go back across the zip floor and over/up the ice. Go through all four doors, and through the teleport. Go to the far left opening and go up. You will see the exit.



From John:

You don't need any yellow key. Go in through the "back door"…the room with all the creatures in it. Let's you skip the chip socket, so you don't have to collect any chips.



Level 47 – Pier Seven

Password: LXPP



(note: 228 is not bold anymore; 231 set by Pekka Lassila on 24 November 1998 is the bold)



From Wendy Steiger:

Start building your bridge on the lower portion of the screen, starting on the 15th square from the left side. The four chips are in the middle of the water. Use the ice in between the other squares to make the blocks move more quickly. Wait until you get to level 48. Here's an advance tip. Remember to keep a pair of flippers for the very end.



From Alice Voith:

To answer your question, you should be able to build the bridge with only 7 blocks if you start where the tip indicates (building north from the 15th tile from the left of the bottom). It is the only spot in the entire maze where you will only need 7 blocks.

      Another way to find this "special" place is as follows: go to the bottom section of the maze, below the water. You will see that there are three patches of ice, one on the left, one on the right and one in the middle. Get above the middle patch of ice, right next to the water, sort of on the left hand side of it. From there, you should be able to see two separate blocks like tiny islands in the middle of the water. Start to build your bridge toward that one-tile "island" that you can see on the left. It will take you three blocks to get to the island. When you add the fourth block, you should see two chips in the middle of the lake. By the time you add the sixth block, you will see that that patch of ice in front of you ends with a "safe" tile, and you will be able to get the chips. Use the seventh and final block to complete your mission to the chip-island in the center of the lake. After that, head for the goal!





�



Level 48 – Mugger Square

Password: JYSF



From LimoJohn:

First time on Ice leave flipper. Don't go thru spys after you get suction shoe.

You will need to go to ice a second time to get flipper and then thru teleport to water and swim

to exit. You will get your ice skate last in the large tiled area also pickup last chip there.



From Maybelle Poole:

Here are a couple of other ways to go on these levels that worked for me:

Level 48

1. To begin with, collect just the chip-you won't need the skates. Enter the force floor using the bottom lane.

2. Teleport to ice (you can manipulate the teleports by continuously pressing on the primary direction key and tapping alternate keys at the same time. You want to avoid returning to the original tile room-start over if you do!) Slide over and back to pick up chip. Take one step down and sail over for the flippers.

3. Teleport to water. Swim straight out to collect 2 chips then take a right and enter the force floor right thru the "bad guy". The fire boots are right there for the taking.

4. Teleport to fire room. Pick up chip and suction shoes.

5. Walk on down into the force floor. Collect chip and then go down and pick up flipper. proceed left and down to goal. (avoiding gliders, of course.)



From Richard Prentice:

Likewise, I just found this morning that it is quicker to skip the suction boots as I near the end of the level. After I pick up the fire boots and go through the fire room, I pick up the second- to-the-last chip and go over to just left of the suction boot. Then I go straight down through the thief and the last chip, right into the teleport. After entering the teleport, I immediately go back up to get the flipper. (You can get back from the flipper across the force field without the suction boot.) Then back down through the teleport. If you immediately hit the left arrow after entering the teleport you come out in the water room and can head for the exit. I picked up a couple seconds that way over what I had been able to achieve with the suction boots.



Level 49 – Problems

Password: PPXI



Notes concerning this level:

If you are playing this level, be careful because if you get a key and got stepped by a pink ball, it will crash.



From Kathy LaPier:

Chips bug : level 49 :



Chip Challenge: Bear Trap Won't Release Paramecia in Level 49

Article ID: Q110887

Revision Date: 14-DEC-1995





  The information in this article applies to:





  - Microsoft Windows Entertainment Pack, Volume 4





SUMMARY 





When Chip runs over a brown button near the middle right side of the maze in level 49, a bear trap should release a paramecia. However, the paramecia is not released, thereby allowing Chip to collect the computer chips without having to dodge the pink balls. 



MORE INFORMATION 





In level 49 there are two separate areas where Chip must venture. In the first area, Chip must collect 18 red keys to unlock 18 red doors. In the second area, Chip must collect the 23 available computer chips before exiting through the exit square. 





While Chip is collecting the keys in the first area, a paramecia is moving through a labyrinth. Once the paramecia nears the end of the first part of this labyrinth, it runs over two green buttons. These green buttons open two sets of walls harboring pink balls, which Chip must dodge to obtain all of the keys. After the paramecia runs over the two green buttons, it is stopped by a bear trap. 





Once Chip gets the keys and opens all of the doors, he will venture into the second area. In the beginning of the second area, Chip runs over a brown button that releases the paramecia into the second part of the labyrinth. While Chip collects the computer chips in the second area, the paramecia will pass over a second set of green buttons, thus releasing a second set of pink balls, which Chip will again have to dodge to obtain all of the computer chips. 





However, when Chip runs over the brown button, the paramecia is not released from the bear trap as expected. As a result, Chip will be able to collect all of the computer chips without having to dodge the pink balls. 



From Ruben Spaans:



In the upper section, get the red keys in a circle. Go left and grab the keys at the bottom (also get the 2 keys which are in the middle), then go up and right, taking the rest of the keys with you. In the lower section, grab all the chips, and when you're approaching the exit, step on the leftward force floor to gain an extra boost on your way home.



�



Level 50 – Digdirt

Password: QBDH



(note: 317 is not bold anymore; 318 set by Ruben Spaans on 7 August 1998 is the bold)



From LimoJohn:

Don't enter each island until bug is going away from you. You will notice that the bug will go out the way you came in...Pick up chip and go for next island. I do the outside islands first so that when I come up to the first outside island with no chip I know its time to go up and get the last three chips on islands around exit. In the corner islands it is sometimes best to pause in center to be sure bug has exited so you don't run into it.



From Kevin Gordon:

I was playing around with this level, and I knew that the "H" pattern was the most efficient way to get to all the islands and back home. So I wondered if it mattered whether you went DOWN (like the current solution) or UP from the beginning. I worked out a pattern around each bug that got me, and arrived at the pattern in the bitmap here. The short story is: If you go up first, you don't have to wait on any paramecia and by doing a little dance with two of the bees, you don't have to stop at all! I knocked off a whole second!



�



Level 51 – I Slide

Password: IGGJ



Heres how I do the real level 51 



DRD, L, U, U, LD, U, L, L, LL, D, D, L, UUL, U, L, LLU, U, R, D, RRDDR, D, D, U, R, U, LUUU, U





The commas separate slides, meaning you have to wait til you hit tile before you can take next step. The together letters are key strokes that can be made as fast as your lightening fingers can make them!



Level 52 – The Last Laugh

Password: PPHT



From Monitor Lizard:

The way to start is to trick the monster into crossing over the button twice. To do this, go to the moving sidewalk just above the bees. You have to step on, then step sideways & down immediately (without colliding with the bees) and head back the other way. You should find this opens the gates on the side you want to be in.



Once you have this technique of tricking the monster, you should be able to do it again and complete the level.



From Maybelle Poole (August 25, 1996):

In the upper right area, after you collect your chip, proceed up and to your left. Go under the three blocks and continue around them just half way at the top. Then proceed back around the way you came. This mimics the first reverse move you made with the bees. The fireballs should have stopped.



September 16, 1996:

Run left under the 3 blocks, push the block up into the water and return exactly the way you came. The balls WILL have stopped.



March 11, 1997:

To begin with, you want to go Right through the force floor. Then, avoiding the bees, loop back left thru the smaller force floor just below and then again go Right through the larger one. Try to do this in a smooth continuous way. As you do this, the green monster will move back and forth over the trigger button , stopping the fireballs up above to the right, and allow you to procede up to continue the level. This maneuver takes practice and the willingness to jump right in with the bees.



From Christina Carrera:

First, go to the zip floor which goes right, then go down and across the small zip floor to the left. Then, go up one, and the zip floor will take you right. All of this should be done fast, to avoid the bugs. Then head up, going around the water, get the chip, and then (Maybelle told me this.) go just under the water in the upper ection. Now, run (carefully) until you reach the small patch of water (under the three blocks). Go up two and right two. Now, push the block up until it falls into the water. There is no need to step on it. This will stop the fireballs. Now, go down, and across the zip floor to the left side, the fireballs will stop. Go to the moveable block, and push it one left, and then into the water, but don't step on it, yet. Now, get the chip, and exit over the dirt, and go to the goal. You're done.



From Alice Voith:

First, practice the green slide below the monster, so you can get through this without any wasted time: right, down, left, up...all in one slick move. (By the way, don't wait for the bees to get out of the way...if you go there immediately, without any wasted time, you will be going "down" just behind the last bee...trust me, you will have time to do it!) Head for the chip on the right, and go through the pop-up blocks to grab it...then go immediately to the left above the line of four wall-blocks and and three green force floor blocks. Stand chip above the red button for a millisecond, then return right and down, and go through the green force floor above the monster to the left side. The next part is psychological...head directly for those fire balls....trust that they will stop before you get there! Go up around the water and down, and push the movable brown chip into the water, but don't step on it! (You will have to step on it to get out anyway, so don't waste that extra second now.) Go through the pop-up blocks and grab the chip, then head for home!



Level 53 – Traffic Cop

Password: CGNX



From Andrew Smith:



Move D2 L3 then push down, make a bridge and keep going.

Go all the way down to the 2nd row above the water.

Go right until you can see the forceway.

Do the jump in and bully out move

Head back to the starting position.

After crossing the bridge you made earlier, move as far to the left as you can, then boogie up to Home.





Level 54 – Grail

Password: ZMGC



From Christina Carrera:

This level has several ways of passing it. I'll tell you the quickest for me. Go eight to the right, from your starting position. Now, this may take awhile for you to do. I died a few times, before I finally got it. Step on the zip floor, and just as you reach that part of the zip floor that looks like a whirlpool, go down. (You should be going down the zip floor now, surrounded by fire. Remember, you don't have fireboots, so be careful.) The green key is to the left, so when the time is right, go left and get it. After you get the green key, step right, back onto the zip floor. At the bottom, you zip right (passing the fireboots. Ignore them, you don't need them.) When, you get to the very right had corner, BEFORE you zip up... QUICKLY, run down. Now you can, CAREFULLY, collect all the chips. Then, proceed to the left side and, again, CAREFULLY, collect all the chips. Now, you're ready to head for the goal. There is a teleport at the very bottom, center (in the middle of the left and right section of chips). This is where you need to go, after collecting all the chips. On each side of the teleport are zip floors going into the teleport. You want to step onto the one, on YOUR right. Now, you'll be zipping around, where the door for the yellow key is, but you have the green key. Head for the teleport. After you enter it. You'll be zipping around by the green door. Head for it, go thru it, and run to the goal. That's it.



Level 55 – Potpourri

Password: SJES



From LimoJohn (August 3, 1996):

Forget chip behind bomb. You don't need it. You need to take free block up into chamber with tanks and block tank so you will have more time to get fire boot which you do need. Also you need the blue key. Then go out and down to area with blocks to get 1st chip. Under some of those blocks are spies which will steal your fire boot…



August 4, 1996:

The tank part is the hard part of this level. Now it is kind of trial and error while you get the rest of it. There is a chip under the block in the fire area so don't forget that one. The chip up in that chamber with the red balls and fire boot and I forget what else forget it...you don't need it. (I just took a look.... the other thing in that chamber I'm reffering to is a blue key.)



From Kevin Gordon:

The secret seems to be at the end before the run across the top of the vertical bouncing balls. If you are quick, you can get past the first one before they reach the top, and that gives you a two-step head start for the run to the finish. It's enough to get there before the clock ticks from 69 to 68. The other key is to get the first chip before entering the tank area. You can still enter before the tanks return, and you don't have to wait on them.



Level 56 – Deepfreeze

Password: FCJE



(note: 161 is not bold anymore; 162 set by Ruben Spaans on 11 November 1998 is the bold)



From Kathy LaPier:

From start I dash right for that top chip and then left again to center and straight down. If I'm really fast I get to the safety area above the lower path just as the pink ball is starting its' descent. I chase it down and hang a quick right at the lowest possible opening and then enter that lower right area and do that part. You have to be really fast to get down to the safety area in time. Once I've done the lower right thing' when i slide back into the same opening from which I entered, if I was fast enough, the pink ball is just passing me on me left, completeing its' descent. I run up ahead of it's return and take my second possilbe left. That takes me to the green toggle button from which I leave by going up and then up thru the wrongway forcefloor. The rest is academic.



From Alice Voith (April 8, 1997 12:06 am cdt):

A level of hair raising thrills intermixed with long periods of boring ice slides. This level has four ice rooms separated by two intersecting hallways with bouncing balls in them. Chip starts at the north end of the north/south hallway.





Start by going one down, then right to pick up the first chip, immediately reversing and going left to the center column of the hallway and straight down to the gravel patch. When you start, It will look like you are going to hit the pink ball going down, but you won't. This is the trickiest part of the "speed" solution, because if Chip loses even a half a second in picking up the chip and beginning his downward run, you won't make it. When you get to the gravel patch, if you don't see the pink ball in the southward continuation of the north/south hallway, you can't make it. You might as well start over.





If you do see the pink ball heading away south of you, keep your finger to the arrow key and go all the way down to the second opening on the right. You will just have time to duck into this opening and get on the ice in the southeast room before the pink ball creams you. Keep you finger on the up arrow key as Chip slides around, as this will enable you to pop through the teleport to the northeast room, get the chip and return through the teleport with no lost seconds. Now, stop pressing the arrow key, because chip will land back at the wall opening just as the pink ball passes it. You will have to wait a fraction of a second until the ball passes going south, then hop into the passage and go north.





There are three force field slides entering the southwest room from this passage. The first is directly across from the entrance you just used for the southeast room. Skip that. Also skip the second one you pass, and go left at the third and top force field into the southwest room. Keep pressing your left arrow key, so you lose no time after hitting the green toggle button in the center of this room. Once you hit the toggle and reverse direction, begin pressing your right arrow key. This will enable you to cross over the force field from the "wrong" direction and exit this room.





When you have exited the southwest room, immediately go north and turn into the eastern arm of the east/west passage, ducking into the first wall recess you come to in order allow the pink ball to pass you going west. (No need to pick up the chip just above you. It might throw your timing off, and you'll be stopping here on the way out anyway.) As soon as the pink ball passes you going west, head east to the next wall recess and use it to enter the southeast room. Keep your down arrow key depressed, because Chip is going to hop through the teleport again, into the northeast room for another chip. Having the down arrow pressed ensures that he will return with no delay. After Chip returns, he will finish his ice slide at about the same time the pink ball is passing his doorway.





Wait until the pink ball passes heading west, then enter the northeast room at the door which is just across the hallway and one to the right. You will do some more sliding until you land on a chip square. From here, you can pick up two additional chips by stepping on the toggle wall (which is now in the open position) and going up and down. Return to the square on the right of the toggle wall and step up to get on the ice slide that will take you back to the door.





Immediately go east along the passage and up to get the chip in the lower right corner of the northeast room. Wait at this door until the pick ball hits the east wall of the passage, and follow it back, stepping up to get the last chip in the northeast room as you approach the end of the passage. From this chip square, go west until you are at the wall of the northwest room. Then go up to the second (middle) entrance and through the chip socket.





You will begin (yet another) ice slide, this time toward an ice skate. Keep your right arrow key pressed so you'll waste no time after getting the skates. Exit the northwest room by passing through the top chip socket in the east wall of the room and keep that arrow key pressed as you shoot in front of the pink ball that's heading up. You're going to go directly into the northeast room again, only making a one square downward detour as you run east to put yourself directly under the goal.



6:50 pm:

On the first chip, it really is all timing . I used to be able to do it about one in twenty tries. Now, it's about one in three. The trick seems to be mostly in getting the chip. You've got to hit the right and left arrow keys practically (but not exactly) together to get Chip to grab that chip and return to the passage with no delays. Then, I use the fact that the game seems to remember one keystroke and I press the down key just as Chip is sliding into the center row, so there's not delay there either. I know it's really tough, but keep trying! The thrill of finally seeing that pink ball retreating in front of you is worth if! (Of course, i was so heady with success that first time that i messed up the plunge into the teleport room, but i won't mention that.



�



Level 57 – Strange Maze

Password: UBXU



From Monitor Lizard:

Whenever you come to an intersection, always turn LEFT! 

(something to do with the side of the road we each drive on, perhaps?)

....And then I discovered something which may just shave a second off, if you want to get fussy (although I can't get my head around the "keep right" rule without brain strain)....

If you start off to the WEST, and follow the maze hugging the RIGHT wall, you take the last chip in a part of the maze surrounded by chip sockets...and because you've collected all the chips, they let you THROUGH them so you don't have to back track around the corner. 



Level 58 – Loop Around

Password: YBLT



From Kevin Gordon:

I numbered the Rooms 1, 2, 3 and 4 in the normal order you would encounter them riding the floors (Upper Left, Lower Left, Lower Right, Upper Right). Go RULU and enter teleport from the bottom. This saves you from the pointless trip around Room 1. To avoid same pointless journey around Room 2, there is a breakaway wall to the Right as you go down the Force floor between Rooms 2 & 3.



You will enter Room 3 right above a pink ball. Go immediately UP to the top of the room then R2 and D7 to the Flippers. Go back U7 to the top and all the way to the right (R9). Then move D5 (until you are level with the chip). Go L4 to get the chip then R6 to exit the room.





After turning the corner, Go UP through the breakaway wall into Room 4. Then (U) L4 to get on the Ice/Force floors. The entrance to Room 4 is to the LEFT as you come down the right side of the room. Go (L) U4 L7 and wait for the pink ball to bounce. Jump in behind it and follow it D6 then R into the chip chamber. Collect the chips and go back out of the chamber. Avoid the pink ball by going UP the left wall, then RIGHT across the top and DOWN to the exit of Room 4. Go R2 to get on the Force/Ice, then L3 D2, ride the floor, L3 U2 L2 D.





Now you are riding around Room 1. The entrance is at the top of the Room. If you have been quick about the rest, you should arrive in Room 1 ahead of the pink ball. After stepping Down into its path, go L4 D5 R4 U D L4 U4 to get the chips. Jump in behind the pink ball as it travels right and exit the room (U R4 U2). Ride the floor down, through the teleport and enter Room 2 (Hold L). Go U3 L2 D4 L3 R3 U4 R2 D3 R2 to get the chips and exit Room 2. Then hold the Left arrow until the level is complete!



From Ruben Spaans:

This tip might be too obvious, but it was worth its weight in gold for me... I follow a solution similator to the one in Kevin Gordon's tip. However, I found out that when I entered the lower left room as my last room, I actually still had the flippers, so I could swim (!) instead of zig-zag to get the last chips. It took me ages to discover, and to chipsters in the same situation, I hereby submitted by tip....



Level 59 – Hidden Danger

Password: BLDM



(note: 367 is not bold anymore, 368 set by Luc Longpré on 28 October 1998 is the bold)



From Maybelle Poole:

Here's another of those clever CHIPS CHEATS which should be recorded for all to see. No need to collect the chips or struggle through the line of fireballs to reach home. Instead, go straight down through the break-away blocks; after you run through the shoes continue on the path and follow around along the bottom path to the right. When the coast is clear, break through the break away block and scoot up the second path and down the third through the teleport.



From Kathy LaPier:

I also go to goal sans chips, but I get there by sliding back up the ice with the red key and going thru the warp tunnel. I have to wait for the kites to come back & trap them before I can make my slide though.



�



Level 60 – Scoundrel

Password: ZYVI



From Kathy LaPier:

(route first)

D11, R2, D6, L2, D9, L2, D2

Now keep keying right into the force field. When you get kicked out, go back to the same spot & force key right again until it finally takes you to exit.



�



Level 61 – Rink

Password: RMOW



(record is 950 t-chip)



From Andrew Smith:

Not too difficult if you map it out. If you can't be bothered mapping here are the

moves needed to beat it:



URUDDLDLRRUURUURRURRUDRDDUURURLDDRRLDLRURRDDDLLDDLLDDUL U

LLDLDRDDLDRDRRRRUDLLDUUDRRRUULULULULLRRUULLDLDDLDULUURUR 

RUDDRDRDRDDLLLDDLUULLDURRRRUULUDDR





�



Level 62 – Slo Mo

Password: TIGW



From Kevin Gordon:

To do this level well, you need to know where six keys are on your keyboard. The right & up arrows to move, the spacebar to answer "OK" when Chips says "Ooops! Look out for creatures!" and the CTRL, P, and N keys! The best time can be reached (after MANY tries) by ignoring the monsters altogether. It's very difficult to describe these moves, because sometimes you will be going "Oof, Oof, Oof, Move" and other times you will be running full speed down a hallway. But if you map out the level, the actual squares you move are as follows:

R3 U8 R6 U9 R16 U R4 U <- - - Looks simple, doesn't it?

The thing that makes these directions difficult to follow is that you can't always tell how far you've gone while waiting on a series of green walls to change. What you're shooting for is to hit as many of the uninterrupted hallways as possible so you can pick up some ground on the approaching enemies.

�



Level 63 – Block Factory

Password: GOHX



(note: 476 is not bold anymore; 477 set by Pekka Lassila on 6 December 1998 is the bold)



From Andrew Smith:

The only blocks you need are 3 from the top blockmaker.

Push them to the right to span the water.

You now have access to 6 chips, 2 at the top and 4 by jumping off the forceway.

The last chip and the Exit is in the bottom left corner of the grid.



�



Level 64 – Spooks

Password: IJPQ



From Monitor Lizard:

The safe way is for Chip's tunnels to zigzag around the monster's tunnels, being careful to only ever touch adjacent squares corner-to-corner, never edgeways. Then the pathways never intersect. The faster times come from deciding when to risk charging straight through. I usually start to the SW and go clockwise up, around to the SE, ending with a quick dash across the bottom to home.





�



Level 65 – Amsterdam

Password: UPUN



From Andrew Smith:

There is a main skating track, roughly in the shape of a "2". You start at the top middle of the "2" and Home/Exit is at the bottom right.

You can pick up all the chips by following the main track, jumping off at each intersection and picking up the available chips, then return to the main track and continue onward. There are a couple of quirks to watch out for - of course!



For those who want more details, here's my sequence:



Start by going to the beginning of the "2" {Slide LLDR}

From this square you p/u 1 chip to the North, 1 to the South & 2 to the East,

Return to track and slide once Left - p/u 1 N

Slide Left (around the corner) and slide Right

----- p/u 1 N and 1 E and return to outside track {LL}

Slide Up (around the corner) - p/u 2 S

Slide Right and slide Down - p/u 1 W, 1 S and 2 E

Slide Right and slide Down, p/u 1 W, 1 E, slide Down, p/u 2 E and 3S

Return to outside track

Slide Right (around the corner) - p/u 3 W

Slide Down and slide Left - p/u 1 S and 1 W - return to outside track

Slide Down and slide Left - p/u 1 S and 1 W - return to outside track

Slide Down (around the corner) - p/u 1 N and 3 S

-----{after the 1st S, you have a choice - go East, leave the 1 below alone}

Slide Left - p/u 1 N and 1 S

Slide Left - p/u 2 S, slide Up - p/u 1 W, 2 N and 2 E, Return to main track

Slide Left - p/u 1 N

Slide Down - p/u 1 E

Slide Down (around the corner) and slide up - p/u 1 W, 2 N and 2 E,

-----return to outside track

Slide Right and slide Up - p/u 1 E, slide up - p/u 1 E and 1 N,

-----return to outside track

Slide Right - p/u 1 N

Exit



Level 66 – Victim

Password: ZIKZ



(291 is not bold anymore; 292 set by Brad McCleary on 1 May 1998 is the bold)



From LimoJohn:

Don't worry about getting chips until after you are inside upper chamber. After you hook out and around monsters you will go thru teleport which gives you your fire shoe, go back thru teleport and then go back thru teleport from right or left whichever one you can get to without getting caught by monster. This puts you inside upper chamber. You will probably be standing in fire when you first enter. The rest is easy. Just open needed wall openings with green switches, take chips and move block out of the way. It is not neede.

Go thru wall opening and go to exit which is up and to the right.



From Maybelle Poole:

Stay on disappearing block for a moment as "Teeth" close in around you. For some reason this gives you the extra time you'll need at the next step. Teleport down and just as quickly back up again. This will put you in the upper room-no problem. You wont need the fire boots nor will you need to fiddle with the block up there. Just collect the 2 chips in there and proceed out to collect the rest of the chips. The Teeth wont bother you as they are trapped below the two chips on either side of the exits. (DON'T collect those chips) You are in no further danger, relax!

From Kevin Gordon:

Basic pattern is the same: D2 U L U R2 D for the first two chips and the button is what worked for me. Then I gathered the chips up the right side and down the left before going through the socket to the exit. Another key was the clock-setting method I told you about in an earlier e-mail [see "GENERAL" on tips page]. You have to get the "full" use of the first "second".



�



Level 67 – Chipmine



From Christina Carrera:

Memorized where you're going, it helps to increase your speed. If this helps, you'll have to go upwards first (zigzagging). Then, you have to get the chips in the left hand side of the screen. Then go to the upper right hand side. And, finally the lower right hand side of the screen.



Level 68 – Eeny Miny Moe

Password: RTDI



(483 is not bold anymore; 489 set by Luc Longpré on September 11 1998 is the bold)





From Christina Carrera (September 4, 1996):

I've done it several different ways. You need to put the block in a spot where the flying objects get trapped in the traps. Try to use only one block. If you're still having problems, let me know and I'll redo it to let you know exactly where I put the block.



September 19, 1996:

First go and get a block. Now that you've got one. Let's make sure we're taking about the same block. The first block on the very top, left. Good. Now push it all the way to the left wall. Now step under it, and push it up three. Now, quickly, and very carefully, collect all of the chips. When done, go back to the block and get on the left side of the block and push it right one. Now, when you're sure the it's safe, go for the goal. Some people may do this differently, but this works really well for me. Just remember, trap the bug, if you let him out, he messes everything out. And, get the chips by the water before going for those by the kites.



From Alice Voith (February 12, 1997 8:11 pm):



�You're welcome for the maps, but...what happened to all the numbers in your post? You must have played until late in the night! <G> On level 68, i continued to play it after i sent out the maps. You may hate me for this, but...I've got my score up to 474 now. I've been playing with the quickest way to move the blocks in the water room, and i found that i can get there just fast enough to push the blocks labeled 2 and 3 up before the bug gets there. I back up and let him go around block 4, which i then quickly push to the left. I then push block 3 all the way to the left, just a few paces behind the bug. I'm sure i picked up several seconds with this trick. Happy chipping!



9:53 pm:

I've tried a lot of different things, but for some inexplicable reason, the fastest way [to build bridges in the water room] seems to be what i've shown in the map below.





�



The map picks up after the first four blocks are in place. Place chip 6, then 5, and repeat the pattern. Essentially, i skip an odd numbered chip, push the even numbered chip straight down, then go up 3, left 3, pushing the odd numbered chip into position over it's intended destination. I can't figure out why this should be faster than some of the other patterns i've tried, but...it seems to work.



10:25 pm:

And...here's a further thought. (Hmmm....i'm really in Chip's mode tonight.) To pick up those few extra seconds, it might be helpful to know when other people are finishing portions of the puzzle, so you know where to concentate. In that vein, for Level 068, the approximate seconds remaining at critical times in the game are:



622 as i pick up the first chip inside the first maze

600 as i exit the first maze

527 as i place the last block INSIDE the water room

502 as i exit the small room after getting the last chip and pushing up the block on the right wall. (By the way, i forget which brilliant chipster discovered it, but that move with the last block was a tip i got here as a way to contain the sharks that you release from the shark room later.)





Hope this helps anyone who is interested to zero in on places where they can pick up points.



October 1997:

Here's a few block hints for you ...in the small (six block) room, as you leave, push the block on the right hand wall up one from it's starting position. This will trap the sharks in that area and they won't come back to bother you when you clear out the shark room chips. In the shark room itself, just push the upper left hand block straight left, until it hits the wall. It's then easy sailing to clear out the chips...no shark interference at all!



March 24, 1998:



[*Editor's note: the word "chip," when marked with an asterisk, should read "block." This one must have been written really late at night. Thanks for the catch, Kevin!]



Yes, there is a way to get behind those blocks above the chips* in the water chamber. Just go to one of the ends. Usually, I push a chip* from the entry room all the way down to the end on the left side and push it into the water. 



When you are at the end, think of the chips* above you as being numbered starting with 1 (the chip* next to the wall). Push up chip* 1, then step down and push up chip* 3. Step down again, and go to the left of chip* 2. Push chip* 2 to the right, and viola! You're in!



From Richard Prentice (10/21/97 3:01 pm):

I got through level 68 with a time remaining of 478. Key to this was an efficient path through the top portion of the level.



To start with, go through the spiral in the lower right picking up chips and the green key. I like to hug the inside of the spiral going in and the outside of the spiral coming out. I ignore the block and just let the bugs get cloned and come out. I avoid them pretty well later. I push the block out of my way as I go, such that it ends up left in the lower left corner of this section.



I hit the green door to the upper portion just as the time clock shows 600 seconds left. If I'm doing well, I pass back through this spot again with 512 seconds left.



A verbal description of this will be difficult, but I'll try: There is a small room with 6 blocks in it, and the larger room with 23 blocks in it. Let's name the six blocks from left to right, starting with block 'a' on the left and block 'f' on the right. In the larger room lets number the blocks from left to right, so block 1 is on the left.



First, push block 'a' up one, step left to open the path to the larger room, come back and push block 'c' up one. Then push block 'b' just far enough into the larger room to be able to come around it and push it right one and down to make half the bridge to the rightmost chip. Then back into the small room to get block 'a' and push it into the large room and all the way to the left to make half the bridge for the leftmost chip. You'll see a bug coming along towards you along the blocks above you now.



As soon as the bug goes by, push block 3 up one, step down and left two and push block 1 up, and push block 2 right. Now go above block 2 and push it down to form half a bridge to the chip below it. Go back up to the top wall, right two, and push block 5 down into the water. Repeat - pushing all the odd number blocks down into the water. You'll now have all the bridges half built.



Go up and push block 22 down two, right one, and down to get the rightmost chip. Go back in the small room and push block 'd' into the large room. If you're fast, you'll be pushing this block right behind a bug. Push the block into the water to get the next rightmost chip. Then go up and push block 20 left one, and down into the water to get a chip. Repeat - pushing all the even number chips left one and down. Now you'll have all the chips but the leftmost chip. Go back to get block 'c' from the small room, push it all the way left, get the chip, and run for the exit. I exit the small room with 512 on the clock, and go to the lower left portion of the layout.



If I'm fast enough, I get into the lower left room just in time to go down and get in line with the sharks. After going down about 6 steps, I step right and go around the upper left block. I push it left two and up three to disrupt the sharks path. Then starting with the upper left chips, I make a fast counter clockwise circle through the level picing up chips, pausing briefly twice to dodge sharks, and run for the exit. The last chip I pick up is the one just to the right of where I entered this section. 

10/27/97 1:26 pm

The problem I had with pushing that last block up was that I was thinking it meant all the way to the top right corner. I realized that if I push that last block up ONE space, (like you said) it would direct the monsters into the upper left room. But still, the time it took me to push the block up one was the same as I had to spend dodging monsters if I didn't try this trick - same score.



BUT, if I am fast enough in the lower right level, I have to wait a second anyway in the top level, so I thought to push that block up one space before I do anything else. That worked, but I had to rearrange my path through the top level. Turns out that pushing that block up one space makes the bugs that crawl through take longer, and it threw off my timing. What I do now is this:



I use the same moves to push 20 of the blocks in the upper left room down into the water. This leaves four blocks that must come out of the little room to go into the water. Upon entering the top, I push that rightmost block up one. Then I push the left most block up one and open the door to the big room. Then I push the second leftmost block inside three places and leave it there. Then I push the leftmost block down and left up against the block I just left. Then I come around and push that first block down into the water, and the next block right one and down into the water. Then back into the little room to get the third leftmost block and push it all the way left and into the water. Then push the blocks in the big room into the water the same way as in my last tip. Then back to get one more block from the little room and push it all the way left into the water. Then run for the lower left room. I get there just in time to get in line with the monsters, down 6, right and up around that upper left block. Push it all the way left. Run through counterclockwise getting chips. Run to the exit. Time left: 481.



�



Level 69 – Bounce City

Password: NLLY



From LimoJohn (March 7, 1997):

the top ball is going right and you have to wait for the other two to go by and bounce back before you can go......Here is the way around that......LET THE TOP BALL GO BY THEN KEY UP TO THAT ROW AND KEY LEFT 3 TIMES. AS SOON AS THE SECOND LOWER BALL HAS PASSED KEY DOWN ONE. LET THE TOP BALL PASS TO THE LEFT THEN KEY UP THEN YOU ARE ON YOUR WAY TO DO MORE OF THE LEVEL.



March 8, 1997:

Hint: Your end game will make or break you on this level....You must be quick in the last section so that you can ride that string of balls down to second notch, there you only have to wait for them to go up and your on your way over to where you pick up the other keys. Get in that first notch on the way up in the second channel, when balls pass get up to the keys, when balls pass go for the yellow lock and that last key. The bug and ball will not be a problem in the lower channel on the way to the exit.



Level 70 – Nightmare

Password: GCCG



From Kathy LaPier (September 19, 1996):



Chips bug : level 70

Chip's Challenge: Two Bear Traps Won't Release in Level 70 

The information in this article applies to:

- Microsoft Entertainment Pack for Windows, Volume 4

- Microsoft Best of Entertainment Pack for Windows, version 1.0

SUMMARY 

In level 70 of Chip's Challenge, Chip must pass over several brown buttons that release different monsters from bear traps. The monsters chase Chip as he makes his way through the maze. 



However, two of the brown buttons, one on the lower-left part of the maze and one on the lower-right part of the maze, do not activate the bear traps associated with them. As a result, Chip can pass around two of the monsters without being hindered.





MORE INFORMATION 





In this level, titled Nightmare, Chip has 199 seconds to complete the maze. Chip does not have to pick up any computer chips, but he does have to be quick to avoid capture by any monsters. Several brown buttons along the route of the maze release a monster from a bear trap. Chip must avoid these monsters to finish. 





In separate areas of the maze, two of the bear traps, one holding a paramecia and the other holding a tooth monster do not get activated when Chip passes over the associated brown buttons. As a result, Chip has easy passage through these parts of the maze. 



March 1, 1997 (10:18 pm):

Now, as for level 70, I'm not sure where you're stuck, so you may need to be more specific,but I'll take a stab at this. 

Once you've gotten past the blue tank : Run all the way to the right. UR (up one, right one) fast (fast to avoid the tile sliding back onto you); RU fast; U, LU fast; UR fast; L (pushes tiles to left. You'll need this later to get home) 2R; UR fast; L; R; 4U; 5U; 2U (puts you on fireball toggle). Now quickly : 2D; R; D (wait here for the fireball to pass you )

Follow path up to un-trod brown tile that's keeping the bee in. When safe, step on the brown tile and quickly move one step beneath it. The bee will exit and turn right. Once he's done so, run up and grab the red key. Now follow path down to the safety block. Push down tile beneath you and move quickly down and to the right to the next safety block, avoiding bees that will come after you. Now you're on your way home.

2R; D; 2R: U (If you didn't push those 2 brown tiles to the left per the instructions above, you can't do this!). Now go through the red lock, around and up to home!



11:41 pm:

That one fireball you speak of gave me pause while responding to Carole. I used to tuck in that little safe niche in the wall and wait for it to pass me and then to come back. I would then follow it up, safe in the knowledge that while running ahead of me, it would make a suicidal leap into the water. I think it was Alice who then posted that it wasn't necessary to wait for it's return..that you could make your dash for it as soon as it passed you by the first time. And indeed, it does work that way. But he who hesitates is lost!



From Alice Voith:

I noticed something interesting on this level. (Like everyone else, when a question pops up, i replay it a few times <G>). It involves the glider and the parimecium. I've found two ways to get past the glider. In the first, i push the moveable block down but don't step on it, and the glider bounces off of it and detonates on a bomb. In the second, i just go for it, pushing the moveable block all the way down and making a run across the gravel. If i can get to the gravel before the glider does, i'm safe. The second way is also quicker, of course. <G>

      Now, here's the interesting thing. If i use the first method on the glider, i've noticed that when i step on the paramecium button the little guy just makes a circle and winds up back in the bear trap. If i use the second method, the creature follows me down, then i have to use the moveable block to foil it.

      Also, i've notice that sometimes, the bee just circles and winds up back in the bear trap.



Level 71 – Corridor





From Andrew Smith:

Go down, push the block and p/u the Red Key.

Go thru the Red Door on the left.

Push the block 3 squares to the left.

Go down, push block squares 2 down.

You are now between two blocks, push them apart 1 square each.

p/u the 4 chips in the 3 by 3 square.

push the block still in that 3 by 3 square to the left into the corner.

(at this point you should have a walled square with an exit at the top, Chip has a block to his left which is now "locked" into a corner and a chip below his feet)

Go out and around to the bottom of this block, push it up 2 squares so it's in the middle of the 3 by 3 square.

You can now work 2 blocks into the waterway in the middle to get another Red Key.

Start by pushing the rightmost block to the right, work it into the waterway.

Use the same route to get the block in the middle of the square to the waterway.

When you get the next Red Key, repeat the above process on the right side.

This will let you move 2 more blocks into the central waterway and get the Green Key.

Go left to get 4 chips and a Blue Key.

Go thru the Blue door, go up and get the Yellow Key.

This frees up 2 more blocks that can be worked into the waterway, that gives you access to 4 more chips and a Red Key.

Open the Yellow door, go up and get another red key.

Move 2 more blocks into the waterway.

Go thru the Red Door to get a Blue Key, and work the block into the waterway.

Go thru the Blue Door, get the Yellow key and work the block into the waterway.

Go thru a Red door to get Blue Key.

Head to the exit.



From Kathy LaPier:

For me it was economizing on steps in the little side rooms. here's kinda what I do. from the outer top edge of the box, I push that tile all the way down. next (and it changes depending on which side you're doing), I bop left to the outer wall and down to collect that chip. then I go U1 and 2 steps sideways to innerwall. Down 1 pick up that chip and then push that block in the middle to the outer wall. I then run straight up and out and around to enter from the bottom.





Notice..I don't pick up the top 2 chips before I exit. that's where I'm economizing my steps. From the bottom of the box, I push that middle block up 2 spaces, push the inner wall block out into the path, run back down thru bottom, turn the corner and push that block up into push position. I back up and enter thru the middle opening. on my way up and out, I pick up the top chip near the inner wall. The 4th chip waits to be picked up after I've placed the 1st block in the water and come back for the next.



Level 72 – Reverse Alley





From Kevin Gordon:

Let's start with the basics. The tanks are controlled by a paramecium stepping on the control buttons in a path that rings around the entire board. The buttons are sequenced in groups of 3, then 2, then 1, then 1 on each of the four sides. Now for the terms. When a tank jumps away from the wall, then turns back to that same wall, I call that a "wiggle". When a tank moves from one side of the alley to the other, I call that a "run". The button sequence causes this tank behavior:



wiggle-run <pause> wiggle <pause> run <pause> run <pause>





By standing in either of the center two lanes (NOT against the walls of the alley), you can cross the tanks safely during ANY pause. You have unlimited time, so be patient. Also, when the tank sets get closer to each other, be careful to press the keys only three times to cross the tanks to safety. Gather all the chips on your way into the spiral, and you'll be on your way to another 36,000 points!



Level 73 – Morton





From LimoJohn (August 3, 1996):

You are really close when you say you can get all the chips but the last four. What you need to do is draw the creature out and find an area that you can get around him and then trap him so that you can go in and get the last four chips without him getting you. The area that I use to get by the monster after I have lured it out is on the far right. Remember Chip can move faster than the creature can follow.



September 19, 1996:

Draw the bug out of center chamber and then go in and get four chips. If the bug is there outside of the Chamber blocking your path draw the bug inside the chamber with you. Trap it in that center G wall formation. Then hook up and to the right and down past the bug to get the rest of your chips and head for the exit.



September 21, 1996:

Draw the frog out of the center chamber but be to the right and over about two rows. There is two verticle paths there. One goes up to a dead end where a chip used to be and there is another just to the right of it. When you draw the frog out of the center chamber it will try and get to you through the one opening in the wall between the two paths just mentioned. The frog will go up the dead end path and Chip goes up the one to the right. Now just go fast down and left through that opening. The frog will try and catch you but it can't move as fast as Chip so you get to the center chamber and it will wait outside blocking your path after you get the four chips. Now you draw the frog into the center chamber with you...but manuver Chip so that the frog goes inside the wall formation like a G or C. You'll see how to do this. Ok once the frog is inside the C formation you go the upper right corner (actually one tile to the left and draw the frog out of the C as if to let it get you. Move quickly just as he is about to get you to the right and key down and away from the frog and then out of the Chamber and pickup the rest of your chips on the lower right side and go to the exit.



September 22, 1996:

A real good place to pass the frog so you can get into the center chamber is just to the right of the right wall of the center chamber. You will see an opening between four wall blocks on top & I think five on the bottom. (vertical row). Go left thru this opening and down to the entrance of the center chamber. Draw the frog out and let it follow you. When you get back to the opening move Chip right and then up. The frog will keep going up. Now when the frog reaches the top block it will stop. All you have to do is key down (rapidly) and left thru the opening then down and to the opening of the center chamber where the four chips are. Wait for the frog and let him follow you into the chamber.



September 4, 1997:

As of this time I have not been able to figure out how to enter the room with the bug so I still have to lure him out and then have him follow me back in. However there is an easy and almost 100% way past him. Simply, after you get the last chip in the room (lower left) just go to the upper right corner tile of the room. The bug will come out of the little G area and then go up. When it gets to the left of Chip you key down and out out of the room. The bug will stand there wondering what happened.



September 7, 1997:

OK here is a good way to get around bug and save lots of time.

When you get to the bug room leave the chip just outside the door. Lure the bug out and you stand just to the right of the chip just outside the door of the bug room. Now the bug will go to the corner just below where you are standing. When the bug gets to the corner you take the chip and key down and head for the door of the bug room. Do it so that the bug follows you back into the room. Collect chips and get by the bug as we have already talked about. Exit the bug room and continue collecting chips as before to the exit.



Level 74 – Playtime





From Monitor Lizard:

Go straight up and slide left. (Hint, while you slide around the perimeter, check out where the chips are on that side.)

Step into the bear trap, and be ready for the pink ball to release you. You gotta be quick and jump north, or it'll get you. Bummer.

The chip under the bees is straightforward. Don't follow them, but come back and slide across the ice.

The paramecium chip is easy to enter Downwards from the Top Right corner, and skip sideways to the chip as you pass.

For the third chip, it's easier if you chase the pink ball up in the furthest Left column - you can avoid the tanks that way.

Push the blocks down directly above the last tank (having sound on will help with tank timing).

Approach the chip on the island from due West, when you grab it, race back to the gravel to avoid the gliders.

The exit is on the northeast side of the pond.





Pretty easy level...the hardest part is timing the exit off the beartrap.



From Barbara Lemmond:

I [...] have found one little hint that may help some. I could never get off the beartrap--hit every time by the pink ball. However, I found that if I took my left hand and moved Chip to the bear trap, while grabbing the mouse with my right hand and positioning the cross of the cursor a few spaces above Chip, I could "click" him onto the ice and get my right hand back to the directional keys before he hit solid land! That may be where I am losing time, but it is the only way I could get him off the beartrap!



From Alice Voith:

I find, though, that i don't have too much trouble with the pink ball if i keep my eye on the second grey square to the left of Chip when he's trapped. I hit the up arrow just as the pink ball comes even with that square, and I get it about 80-90% of the time.



From Julia:

Here's a tip to avoid getting killed straight out of the mark. When you have headed left around the ice from the start, step on the bear trap but rather than use the cursor keys to move up when the ball springs the trap, use the mouse. A per other suggestions on this site, clicking on the ice above the bear trap rather than using the up arrow key seems to pretty much guarantee that the ball will release the trap without squashing you.



From LimoJohn (August 17, 1997):

Yes, I found the way through the force field which was fast and also did not get hit by bugs. Also I found that the quickest way to do the blocks was the bottom one first then go get the chip up by the tanks and then do the second block coming back. Works pretty neat. I spent saturday trying to figure out where that last second was. I was up to 355 but had a heck of a time getting that last one for the 356. The time is really in how you handle the blocks and avoid the pink balls getting the chip up by the tanks.



August 19, 1997:

Force floor on Level 74: Come off the ice and then go down to the 3rd row down of force field and key left holding key until chip bumps wall on left and release. Chip will go to the chip then all you have to do is key up and you are out of the force field. Works every time.(almost ) You will know if you are on time because when chip is going left it will look like he is chasing a bug across the force field. Slick no fuss no muss. 

Hope this helps. Like Maybelle said it happens fast. But this will get you through the force field.



August 21, 1997:

Anyway....the method I use on the blocks is move the bottom one right then push the top block up to the top opening then push the lower one and place in water then come back thru the bottom opening up to the safe zone over to the chip by the tanks then go right thru the top opening and take the block down and around the wall and place in water. That is the way I do it. I am glad my way thru the force field worked for you. I found it a lot less confusing that way than suddenly being startled that I had made it thru the force field which will cost a chipster time.



From Maybelle Poole:

I've had awfully good luck entering the force floor 3 blocks down. The whole sequence from start to finish is L--U-L. It all happens quicker than the blink of a cats eye (extra speedy)!!



From Kathy LaPier:

re the 2nd block : what worked for me on the 357 run, was pushing it up to the top entrance on my way back from placing the 1st block in... then I ran back down and out the lower exit to go up and get the chip at the pink ball/tank area. I had also tried pushing it down to lower exit and using top exit to go after chip.



Level 75 – Steam



From Andrew Smith:

The basic path to follow is up the right side, across the top to the middle, down to the bottom (changing between fire boots and flippers as needed). At the bottom you will be able to get fire boots and keep the flippers. Now you can boogie to the exit, just avoid the pickpockets.



For those among you who want the details:-

U D L5 U L2 D L4 U4 R U R2 D R2 U2 R U R2 U R U5 L3 U3 L4 U2 L6 D L4 D4 L D L2 D7 L2 D2 R D3 L2 U18 L4 





Level 76 – Four Plex





From Christina Carrera (July 17, 1996):

I finally figured out to get the chips on the green bridges, but I have a new problem now. When you get to end, there are four different doors, all needing keys, but I've used all my keys in the beginning. Then there is the path to the goal, and 3 blocks on each side of Chip, but I can't figure out to "arrange" the blocks in order to get the keys, or push them into the water so I can get to the goal.



July 27, 1996:

To get the chips on the "zip bridges"... First get rid of the balls, then go to the bottom "zip bridge". Get on the "zip bridge", but stop in the middle. Now you've got to be very careful & fast. As you zip across the second half of the bridge, right after you move the block, QUICKLY, go down. Now, you're in position to move the block to get rid of the first bomb. (To get rid of the bomb, just push the block onto it.) BUT, remember, DO NOT push the block all the way to the bottom. Now, you have to go back around to the same bridge. Be careful for the ball. BEFORE you hit the red botton (which causes another ball to come), wait until a ball is close to you (this will keep the balls closer together, so you can out run them). Now, go to the same "zip bridge" and go to the middle again. This time when you zip across the second half of the bridge, QUICKLY, go UP. Now, you can push the block down & use it on the bomb. Repeat this on the upper "zip bridge", using the blocks on the bombs.



From LimoJohn (July 19, 1996):

At this point in level 76 you only have the two chips to get. Push top block on each side in, take chips then push bottom blocks in and then push center block on each side up. Take keys and get fire boots and flipper where the keys will work. Then go to exit (you will swim to end). Try it. If this helps let me know. If you still can't get it post message and will work on it.



July 26, 1996:

You probably stepped on recessed wall blocks before you got the yellow key in your search to get out of center area. I'm not sure but you will only step on one recessed wall block just after you open the red key lock, where you go thru to get the blue key. Then when you come back to yellow lock in upper left corner those wall blocks will still be open for you.



July 27, 1996:



1. ignore right yellow lock. 

2. you know how to get to red key, ok now go up and teleport once.

3. go through red lock and get blue key and keep going down to the teleport.

4. teleport three times , you will go thru blue lock, get yellow key. 

5. go back and teleport three times. Stop

6. chip will be just below the two recessed wall blocks. Walk over them, go thru the yellow lock and you will be at the next exciting phase of level 76.



From Kathy LaPier (July 26, 1996 10:29 am):

but my troubles begin at the very start. Initially the only direction which lets me do anything other than slide and bang my head repeatedly, is by exiting right from center start block. This gets me the red key, but causes me to step on recessed block which bars future access to upper right yellow lock. After that, the only way I can get through Red lock to get blue key, is by leaving center block from the right again. This however, brings me out above the upper right warp spot...which also blocks the left yellow lock. I've tried frantically to to make anything else happen..furiously clicking in circles etc.



11:03 am:

can get the yellow key easy enough...but in doing so I can't manage to NOT block the yellow locks..I'de love to get out of this dizzy icy center.



From Barbara Lemmond:

Starting as you say you did--going right and landing in the upper right corner, step right, then down, and go through the wall and around to get the red key. Go back around to the teleporter in the upper right corner. It will take you over to the red key lock. Go through the red key lock and get the blue key, and go on to that teleporter. It will take you back to the upper right corner. Teleport again, to the upper left corner, then again to the lower right. Get the yellow key. Teleport again to the lower left corner, then upper right corner, then upper left corner. Walk over the two recessed blocks and through the yellow key lock.



From David Frankel:

This one was giving me fits! Here's the story...I was trying to build a bridge down the ice. That was stopping me every time. "Four" Plex or four seperate areas. Each one has to be done in sequence. Once I figured out the second area, the rest fell into place. Trying to build a bridge on the ice separated the sequence and made it impossible to get the blocks and chips from the bridges. Get one block at a time and use them to blow up the bombs on the far right. You can slip between the balls and get around to the bridge again to get the chips and blocks. Then go up the far right to the next area. Use the blobs to blow up the bombs in front of the chips. Release a blob, then open and close doors to lead them around. Then, find the path to the next area that will allow you to pick up all the chips without getting stuck. In the last area, get the two keys behind the blocks. Follow those around to get the fire boots and flippers and you're home!



From Alice Voith (April 9, 1997):

Yes indeed, there were some points hidden in this level! (And i suspect that a score of 400 might be possible. I'm not sure what i'm doing differently, but one trick I may have found is in the section just after the cloning button for the pink balls. I don't go back up to the top and wait for the second ball to clear. If you time it right, you can grab the chip and make it onto the the force field while that second ball is bouncing south after hitting the chip. I'm not done with this one yet....i really think i'm still losing points in the glider/bear trap room too.



April 10, 1997:

This is a wierd level. Usually unless there's something random involved like blobs or blue walkers, you can pretty much count on being able to have things in the same place at the same times when you've got the section figured out. I'm starting to get some consistancies, but not enough to make me think i've got this thing on tape yet. For those who want to give it a whirl, here are the approximate times i'm arriving at various key points:





I get out of the first ice room at between 532 and 530. Usually i am exiting just as the clock flips from 532 to 531.





I am pushing the first block down to it's resting spot between the bee room and the wall block at about 521 or 520, and I start pushing that block up toward the bombs at about 517.





I am exploding the second bomb with a block at about 500.





I start pushing my last block up the passage at about 470.





The best i have done is to finish exploding the last bomb in the shark room at 441, but usually it's more like 439.





The most glaring inconsistancy is apparant in the number of pink balls i set off. If you can get right behind a pink ball, and follow up one square behind it, you won't clone another pink ball. Sometimes, i hit that rhythem, and i'm not cloning pink balls. sometimes i hit that section and follow the pink ball by two, or even three squares. Then, of course, i have more pink balls to watch out for the next time through.





Anyway, that inconsisntacy makes me think there are still a few more points left in this level, although i really think they lie in the shark room. I still haven't figured out the best pattern for setting off those bombs yet <G>.

April 13, 1997:

Start with the bomb on top. after you step on the clone button, just go straight up, until you get to the side-by-side green buttons. Hit the first one as normal, then do a left, up right (hitting the second green button and reopening the walls) and head for the north wall. Get the chip right away as soon as the shark destroys the bomb. This is the only chip i grab before finishing off the rest of the bombs. After getting the chip, follow the right wall back down to the bottom. You will have stepped on enough green buttons to open the walls again.





Then, release the shark once more and go straight north. This will relase it from the first bear trap, set the walls closed and release the shark from the second bear trap, where it will cross in front of you and be heading for the west wall. Go behind the shark, hit a green button to open the wall, and step on the bear trap button.





Go back, doing a double hit on the green button on your way to open the walls, and set off another shark. Repeat as above, but this time, don't open the wall when the shark is facing west. He'll make that little right angle turn and take out the middle bomb on the west wall.





Now, go back and do a double hit on the green button to close the walls, create another shark and release it from the first bear trap. It will cross in front of you. Go behind it, open the walls, and release it to get the last bomb on the west wall.





Step on a green button again to close the walls and you are ready for your last bomb. Create another shark, release it from the first bear trap and from teh second. Follow it down to pick up the bottom chip, then go up the left wall, picking up chips as you go.





I haven't walked myself through this as i typed the above, so change anything that doesn't jive with reality. I'm still experimenting as well. After the first chip on the north wall, there are two situations that require the walls be closed and two situations that require them to be open. i'm sort of playing around with skipping some of the double steps on green buttons so that I can take advantage of that pattern but so far, i haven't settled into the best way.



August 10, 1997:

That first teleport sequence is really tough.



Here’s how you do it. You can’t avoid teleporting completely, but if you do it in the right order, you can get out of that room and on to the rest of the puzzle:



1. Go right from the starting square. You will wind up on a pop-up wall above the teleporter.

2. Go right, down, right, and you’ll find you have stepped through a blue breakaway wall.

3. Continue right, then go down and left, until you are below the small room with the red and yellow keys in it. Keep going left until you break through the blue breakaway wall and can’t go left any further.

4. Now, go up, and get the red key. 

5. Retrace your steps, until you are at the teleport again, and jump straight left. You will find yourself on the left side of the ice room, just above a blue breakaway wall.

6. Go straight down, through the breakaway wall and through the pop-up walls, grabbing the blue key on your way, until you are right beside the teleport.

7. Jump right (through the teleport), then left (through the teleport), then right (through another teleport) and you will find that you have jumped through the blue lock that was guarding the yellow key.

8. Grab the yellow key, and return the way you came: left (through the teleport), right (through the teleport), and left (through the teleport). You should wind up on the left side of the room, below two pop-up walls.

9. Step up and then go right, through the yellow lock and on to the force field.



Ta da! You are out of the ice room, and ready for the rest of the level!



From Kevin Gordon:

I've also been fast enough to move the first block in the second area before the bee comes, but I lose anything I gained waiting on pink balls or the bee later. The fastest time still seems to be 570 as you push the block up to explode the last bomb. In the Glider Room is where most people can make up the time by having a plan. I use the previous hints to get the first chip up top, then I come back down and make two "loops" around the left column of bear traps. I do the top one first, passing under it and moving around clockwise. Don't step on the actual trap, of course. Then create another glider and loop around the lower left trap, again passing under it first, then proceeding clockwise. Next, repeat the loop around the left top trap, but at the upper left corner of your path, continue up one, right, and down, to step on an extra green button. Then make a side-step to get another green button on your way back down. The walls should be closed as you create the last glider.



Level 77 – Invincible Champion

Password: FHIC



From Andrew Smith:

All you need to equal the best time for this level is nimble fingers.

Ignore the shields.



Go R4 [next to the water]

Go U17 [3rd brown row from the top]

Go L12 [So you can go straight down into bug track]

Jump into the space in bug train, you will need a space between chip and the bug, follow and p/u chips.

When you've got the last chip, exit left to Home.



If you're having trouble getting to the bold, try turning the color off and do it in black and white.



�



Level 78 – Force Square

Password: GRMO



(479 is not bold anymore; 480 set by Luc Longpré on 12 December 1998 is the bold)



From Monitor Lizard:

I'm afraid there must be a typo in Andrew's instructions...on about the eighth move he tries to run up a one way street, and it's all stuffed up from there. Here is my route:



D R - U3 L U R - D R U R -D2 L - D R D2 - L D - L4 - U2 R - D L2 U2 - R2 U3 - L2 - D R D - and then L2 to catch the train ride.

The exit is two false wall panels about four or five squares up from the southwest corner. Hit your left arrow as you approach, and once through keep going left until you hit the west wall. Then go south through the teleport.



Get the yellow key, then go either U or R to the next room. (D or L just put you back in the maze.) I always go UP.



Now you're above the door, but you need a red key. Any direction will take you there. I go UP again.



Get the red key, and then any direction will take you back to the first room again, where you got the yellow key. Go LEFT or DOWN, whichever's quicker! 



Again, either U or R to the next room.



Down through the doors, watch the monsters, hug the right wall and you're HOME.



From Ruben Spaans:

I took a somewhat different path in the force maze. My route goes D R U U U L U R D R U R D D L D R D D D L L L L L U U R D L L U U R R U U U L L D R D L U R U U. My path is different after getting the last chip and before stepping onto the looping force floor. Instead of going L L (as the existing solution), I go L U R U U. It is faster if you move quickly enough.



�



Level 79 – Drawn and Quartered

Password: JINU







Level 96 – Paranoia

Password: BIFQ

�





Level 132 – Mix Up

Password: ZYFA

�



Level 146 – Cake Walk

Password: JHEN

�

chip’s challenge level pack 2 (not complete at this time)



Level 1 – A Fleeting Memory (by Drew Thomas)

Password: JNMD



Level 2 – Naomi’s Bug Collection (by Paul Hobden)



Level 3 – Bea’s Den (by Paul Hobden)

Password: HYGJ



Hint and Map



�



Level 4 – Force World (by Dave Borgman)

Password: CUSU



�



Level 5 – Suction Ride (by Mike Lask)

Password: LTFX



�



Level 6 – Fixing The Toggle Switch (by Drew Thomas)

Password: COGB



Map

�



Level 9 – Maze of One Way (by Eric Schmidt)

Password: GLIK



Map

�



Level 15 – Debug File (by Dave Borgman)

Password: YONE



�



Level 20 – Ranger Denmark (by Anne Olsen)

Password: AIQF



�



Level 44 – Fun House Rink (by Eric Schmidt)

Password: RIOA



�



Level 45 – Breaking The Rules (by Eric Schmidt)

Password: EPYR



Map

�



Level 58 – Reversi (by Kyle Wightman)

Password: NQQS



�



Level 60 – Internal Clock (by Eric Schmidt)

Password: JRJQ



�



Level 80 – Frost Swirl (by Tyrethali Ansrath)

Password: MEWB



�



Level 88 – Don’t Get Lost (by Eric Schmidt)

Password: SLXW



(note: 316 is not bold anymore; 317 set by Luc Longpré on 10 May 2002 is the bold)



�



Level 90 – Marjolaine’s Maze (by Christian Ståhl)

Password: TDGB



(note: 203 is not bold anymore; 204 set by Luc Longpré on 4 June 2002 is the bold)



�



Level 114 – Joyride II (by Christian Ståhl)

Password: NPCP



(note: 80 is not bold anymore; 81 set by Jimmy Vermeer on 22 September 2002 is the bold)



�



Level 117 – CircleMaze (by David Stanley)

Password: XCNR



�



Level 129 – Miscellaneous (by Tyrethali Ansrath)

Password: CNVO



�



appendixes



chip’s challenge utilities



	Here are some Chip’s Challenge utilities that are under development:



Chip’s Center – Mike Lask

Chip’s Adventures (Chris Elsby)



And are some utilities that are here:



Chipedit (John Elion)

http://jke.stage62.com/chipedit/chipedit.htm



ChipCap (AVI capture, Anders Kaseorg)

http://chips.kaseorg.com/avi/ (download chipcap.zip under all files)



MyChips (Dale Bryan)

http://home22.inet.tele.dk/a-olsen/MyChips.zip



T-chip, Mapmaker – Ruben Spaans

http://home.no.net/rspaans/chip/



ChipEnd – Mike Lask (MyChips required)

http://wave.prohosting.com/~mlpc2001/chips/chipend.exe



CCTools – Michael Hansen (Mathwiz)

http://www.freewebs.com/cctools/



how to get the AVI’s





To get the AVI’s you need to be connected to the Internet. Here is the website where you can get all of the avi’s for both cc1 and cclp2: http://chips.kaseorg.com/avi/.  





how to reach us at the newsgroup



By the way, if something required is not here, you can contact us at the newsgroup. Here is the address if you have any mail/news or news application: news://news.annexcafe.com/annexcafe.chips.challenge. Or if you don’t have enough time to setup or you don’t have a newsreader, here is the newsportal site, hosted by Anders Kaseorg: http://chips.kaseorg.com/newsgroup (note: registration is required as of September 9, 2003). 



some of our favorite links…



Anders Kaseorg’s Chip’s Challenge Resources (newsgroup web interface, AVI library and FAQ pages are included in this web site)

http://chips.kaseorg.com/



Anne Olsen’s site (another unique site)

http://home22.inet.tele.dk/a-olsen/	



Chris’s Chip’s Challenge Club (where can you find some CCLP2 maps if you’re a member)

http://groups.yahoo.com/group/chrisschipschallengeclub/



Chip’s Challenge Forum

http://members.boardhost.com/chipschallenge/



Chip’s Plus Site (not updated since 1998, where did I get most of CC1 maps)

http://www.geocities.com/fishofgold/



Chip’s Challenge Yahoo Group (as of August 7, 2003, Yahoo ID is required to access this site)

http://groups.yahoo.com/group/chips_challenge/



Our File Repository of Level Sets (where can you find most of the level sets)

http://groups.yahoo.com/group/chips_challenge/files/



Jimmy’s score page (most current, where did I get the bolds for CC1 and CCLP2)

http://www.geocities.com/purpletentacle1977ca/



Mike’s CC page

http://wave.prohosting.com/~mlpc2001/index/



The Newsgroup

News://news.annexcafe.com/annexcafe.chips.challenge



Ruben’s Chips Page (has official score and evolution pages)

http://home.no.net/rspaans/chip/



Richard Field’s Chips Page (a unique site)

http://www.agt.net/public/nfield/ChipChallenge/chip.htm



Tile World (developers, look at this first)

http://www.muppetlabs.com/~breadbox/software/tworld/ 
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