First of all, I’d like to thank you for opening this file. I plan to put everything I want to say here. Perhaps you’ll find something helpful, too.

Some help on my levels: I’m doing a guide on all the levels on the file group page, where I post my levels and where you must’ve acquired this. I seriously doubt that this guide will be over in the nearby years, just because there certainly are ten thousand (I counted myself) levels on the Internet and each needs at least three minutes, count it out yourself. Write to nickolayer@mail.ru if you want to help. I’ll include full help on my levels some time after I stop publishing them. But here’s what you need:

Set 1

Levels 1-31: I give really little time. Learn to work fast.

Level 27: Clear up the maximum amount of dirt, and use the bombs at the right. Below is something like Vanishing Act.

Level 30: There’re a lot of hidden bombs. Uncover as many as possible.

Level 33: Yes, it’s just luck.

Level 36: I didn’t make all tricky levels divisible by 3, but doesn’t it seem like? Anyway, if you have a key and a door is blocking another one – use it.

Level 39: Make sure you look everywhere. Miss one at the beginning and it’s restart.

Level 42: The divisibility continues. If you swim over the exit, it’ll disappear.

Levels 48-50: It’s a loooooong wait.

Level 53: Go clockwise.

Set 2

Level 1: Work carefully.

Level 5: You can beat the walker machine. Get lucky.

Levels 6, 10, 13, 31, 39, 43: A progressively increasing-difficult series of levels.

Level 7: Look everywhere.

Level 11: There are a lot of keys and little time.

Level 15: Hope you found how to beat the buttons. Can be done the fair way.

Level 19: If you go down very quickly and make it out alive, you can cut off some time if you get all chips. Or you may avoid risks.

Level 21: The rightmost button isn’t connected. The password helps.

Level 26: Just luck.

Level 27: The glider will kill the exit. So where is it?

Level 29: Work really fast and don’t let the blobs eat too much.

Level 30: Count, count.

Level 33: Luck and patience.

Level 34: Wait again.

Level 40: Can you actually do this?

Level 41: Little margin for error.

Level 42: Should’ve called this “crash”.

Level 44: You can just slide, but do you want a time record?

Levels 45, 46: How lucky can you go?

Level 47: Possible.

Levels 49, 50: Hard but possible.

Level 54: The name doesn’t lie.

CCLP1_B

It’s CC1, but I have the bold times placed into the levels. Might be off by 2, I’ve done the whole set in one evening.

Set 3

Level 8: Who had such a silhouette for the level, and what’s the level set?

Level 10: Calculate from top to bottom, add up the numbers of the results, then code them A-1, B-2 and so on. You should get a four-letter password.

These two levels are for the contest. Write another letter to nickolayer@mail.ru and mention the password you’ve received, or the level set I took level 8 from, and you will be able to win a little prize – CCLP2_B, the sequel, one month before I publish it on the group page. There’s just one condition you should be able to meet, it’s pretty simple. Write a letter if you want details, though!

The quest for the six million:

I’ve been playing the original game trying to perfect my score for a long time. I believed this game was old enough to disappear from all gaming sites on the Web. I tried to search, and I sure wasn’t disappointed. First, I found Richard Field’s museum, and it helped me very much. Some time later I learned that there are other level sets. I downloaded the first ones at Chip’s Challenge Cybercafe. It took a while to find out that they should be named “chips”, and some more time to find a better way. That was CCLM, the best manager ever done for this game. After I got it I found Mike L.’s page, and the file group, of course. Now I take every level set that appears – I monitor this all the time. And I also got the editors together with an advanced project – Challengo. Today I make my own levels.

The main thing I find at the old pages is the quest for six million points. It’s the attempt to win 6,000,000 points while playing CC1. Its other goal is to approach the sum by trying to do some inhuman time records where it’s possible. I’d like to put the first problem to its end, like Richard Field did this. It’s simple:

The level bonus grows up by 500 points with each level. We could add it up: 500+1,000+1,500+…+74,500=(75,000x149):2=5,587,500. So there’s 412,500 points to gain by time, otherwise it’s 41,250 seconds. Average for the level is 344 seconds to save, if we forget about the 29 non-timed levels. There are only 46 levels which have bold times beating this average. The first 15 levels don’t reach this sum by about 3,000 seconds, and the other 105 don’t give an advantage, too. It cannot be compensated by current bolds.

Even more, the coolest known score is 5,977,400 (might be a bit bigger now) and it still lacks about forty minutes. That’s the end to it.

Special: I’d like to ask you to do one more thing for me. I can’t tell you right here, so please, write a letter, you know where it should be sent, and I’ll tell you what’s the matter.

Contact info: Please write to nickolayer@mail.ru or nickolayer@rambler.ru in case you want to enter the contest, ask for some more help, or whatever else. If you cannot reach me this way (who knows what might happen?), post a text file on the Yahoo file group (you should be a member if you can read this). Name it “VOID” or something like that, wait a week and download this archive again. You should see some other ideas from me about reaching you.
