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If You Don't Read Manuals...

rart pla ing! Tf ou don 't under 'rand 'omething r Dr to rh
built-in h Ir.' tem. To gain insight into pos 'ibl strategi ,
read th "'wn gy Hints ection.

Minimum Requirements

Darwin . Dil mma . will run on all acs from the Plu on
up in luding Po rB ob. It is full yst m 7. mpatibJ.
You da not need a hard dri to run Darwio's DU mma. lf
YOll do have a han.! clri in -talling Oar-vvin' Dil mma
ea y: ~impl clrag {he appli ation nro )four hard dri
Darwin's DlJemma is n [c p -prot cted.

Darv in'. Dilemma ontains lot' of great sounds. To h ar
th "m, ou n" cl y:;t m v r8ion ..1 or high r. If you ar
u iog an arli r ver 'ion of th sr m 'ofewar, u will not
h a1' any ound a. you pJay.

Getting Started

Darwin's Oil mma 2.0 includes th original garn or tandard
WorJd, plus an option t reate yOUT wo gam s using the
built-in editor. u an er at y ur 0 0 ions and I ls
thus an entir'-'Iy different ame, or as \' e caU it, arld.

""Vhen ou laun h th garn y u will find th opeoing dialog.

Current World: Stondord World

Ploy

lood World

Editor

Darwill'S Dilemma



If you impl wi h to pla the original game presti [j e PICi)
button. If ou v ant to load another r orld that YOLl have re­
ut d and S:1V cl to disk, pr S' Wor/d.

Or, ou eao go right imo th I v land i on ditors by pr s­
ing th Editor button. e suppl' Oll with a ... ample 'J arid lO

g t YOLl start d.

Overview

Dalwin" Dilemma begins ith a variety of ieoo~, represem­
iog arious life form.,;, randomJy dislribut d on a board. Oll

must mov th s ieons horizontaU :lnd vertieally, für ing
rh m to eollide \J irh ather leons. h 0 two iel ntkal ions
m r th m rg into 00 . If ou m rg th earl' t numher
of identical i ans tag ther, they 01 e i.nlo a n wieon.
Eval e enough kom; on one level and the n t I> lappears
wirh ~ n '\ a sortm nt )f i omi. ou gain points for 111 rging.
evol ing, :.ind mo ing ro the n ~ t le 1.

Darwin's Dilemma is a ·trateg game. uec ssful play
depend' on planning al1"a<.l! Lu k:11 0 pby. a signifi <lot 1'01
in th c1ifficl\lty of ach I I.

Controlling the Icons

In this seetion we il1 xplain the 1 asic mechanie' of mov­
ing the lif form ieons using the control piece, wbi h e call
Darwin. To m e an icon, Oll mllst place Dar\vin on the CO[­

reet siel of th ieon :1nd th n use hirn ro kick lh leon.

Moving Darwin

I:·:::

The fir 't sr p in moving a life f )rOl kon is [0 position
Darwin the contral pi ce>. Dan in is the only ie n that
you C:ln maneuv r elire ·rly. H can mov anY\J hen:: on
th board that is not totally blockeel by oth'r i 'ons.
You move Dal'win ith the mouse.

Darwil1' Dilemma



Click on an mp(y pot; Darwin will rnove there. He also
'wraps around"j he ill slide off one side of the board and
reappear on the o(her. In the illustration b low, for xample,
if you li k on th spot marked by the X Darwin will mov
off (h right nd of (h board and reappear on the left.

x - 1),' i·.. -
:~:

-

Darwin alway kick an ic n away from hi.mself 0 to mov
an icon to (h right for xampl , you .must put Darv.'in on
the left sid of d1e ieon. In th illustration b low Darwin i­
poi 'ed to kick th whal (0 th right.

i· -,j, "'X
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Kieking leans

o that Darwin is position d n xt to an i on all you need
to do is kick the icon. The kon will then b kkked in a
straight line up, down 1 ft, or fight away from Darwin.

Pla e Darwin next to [be Hf -form icon that u want to
mov . CUck on th i n. Tb i n will b ki k d away from
Darwin.

r _>o._ _ _.~ ~ >o•• - 0-0 _ _ .

I
i~ I}'~:=. ..•• .- :

=:: h u ....................
.......................

...........................
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Wrapping Around the Board

You hav alr ady seen that Darwin wraps around the board.
Icons also rap around. For example in the diagram below
Darwin i' in p sition to kick th whale to the right. Wh n
kick d, th whale will mov past th dg of the board on
the right rapp ar on th I ft and continue on its journey.

} "' ~ .

i
t
~

i..............................I!.~' lfJt..........................
......................
...........................
•.• u .. u u ..

i·__.._··M.~ ._"" # -- _ •••• '"" __-.""_ _-_...- ........

~
!
l

i
!
~
j
1
;

I
!.~~~~~~~~~~~~~.
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Collisions, Merging & Evolving

When you kick an i on it moves in ::l straight}jn untH it hits
something else. Planning thi oHi ion is th essen e of play­
ing Darwin' Dilemma. Ther ar three different typ S of eol­
lision - ou will encountef: thos in 01 ing tw idenrieal
ieons lWO dissimilar ieons. and an i on anel Da~ in.

Dissimilar leans

~ h n an ieon bits a dift: r nt t P f ieon ie step . 1f you
kick the haI ieon to th right ...

. . .it 'top hen it hits th turtl .

Dmwi17's Dilemma
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Evolution Help Screen

nder th Help menu at each lev I u will find the
Evolution Help creen. Thi i- achart of the neeessary e olu­
tion you mllst make to complere th level.

Euolution Rules - leuel t

,
~

.....
,.~:
-~<

In the ampl abov . th ie n at th top L th goal. ach f
the other ions how· ho many of that ieon you must
merge together to evolv into the icon ab e ie. You will find
it h lpful to ref r to rbis hart when ou tart a new lev 1. If
you h ve a I. rg s r n y u ean mo this window so that
you ean u it for r f r n e.

Swapping

If you are stuck, Da in' Dilemma allows ou to move an
leon ro any spot on the board by using a buHt-in heating
teehnique known a the wap. impl plac Darwin wh re
you would like the kon to be and double-cU k th ie n. The
leon and Darwin will s ltch plac s. nfortunat ly you ar
allowed only a limited numb r of wap' at ach I v 1 and
ead wap ill co t u 0 points. Ta undo a ap, 'imply
select Undo from th Eclit m nu.

12 Dan in's Dilemma



At the beginning of the game (Level 1) you are given eight
Swaps. You earn {WO more with every level you complete.
Remember that YOll lose 40 points when you Swap.

You c.an learn more about using Swaps wisely in the Strategy
Hints scetion.

Multiplicity

Let's say that one level cf Oarwin's Dilemma eom3lns 12 A
ieonsl whieh must be mergecl 10 make three ß ieons. 501
exaetly four A ieons .:Ire needed to lTIake Olle ß kon.

B

~
B

~
B

~

Also aSSlllllC that you have merged three As into one A ieon
(valuc of three) and rtvo A ieons illro one (value of [wo), as
seen below.

A-z/4

(The "3/4" means thar three ieons have been merged rogether
and that four are neeelcd to cvolve). If YOLI wcre tO merge
these two ieons together, rhey will evolve into a B leon, but
yOll will have used five ieens to evolve instead of four, That
extra A ieen was needeel to merge wirh rhrec ethers, so YOll
would find yourself one ican short, anel unable ro campiere
the level.

1'0 avoid such problems cf multiplicily, study the Evolurion
Help Screen anel eompare lt to the number of ieons on the
board. And, :lS always, proceed wirh eare.

D(jrll'ill~ Dilemma 13



The Menus

New Game 3€N
End Game
Go to Editor 3€G

Open... 3€O

Saue 3€S
Saue Rs ...

eu Game Open ave, ave A ,
and Quit and their tandard
Command k y quival n work
in Dar in' Dilemma e ractly a
the do in every other Macintosh
program. ince Darw.in s
Dilemma sa e gam s in a pa­
rat fil you can ha v as rnany
'ayed garn s as Oll want at on
tirhe (but OU may not have mor
than name pen at nc .

Quit 3€Q
Note that the menus are differ­
ent when you are in the editor.

eie ting End GaJne nd' the curr nr game and bring YOll

back to the op ning dial g all wing YOll t go to the diror
Or imply load a c1iff r nt w rld.

i Current World: Standard World i
i ~ lOO:':YO"d J ;;

i (Editor) i
Go to Editorbrings up a dialog box all wing YOll lo select the
wodd YOll wisb to edit. Th tandard World i . fixed and can­
not be edited. Tbi' i so that you can fairly c mpare high
scores with ather pla ers.

14 DClrl/)in~ Dilemma



I ering the ndo item
ornrnand-Z remove the

last mo e ou made.
Darwin" Dilemma allow you
to ntinue to undo moves,
up t the 120 la t mo e you
made at each level. ou ean­
not return to a previous level
how er.

Undo

r ut
[OPlJ
Pas1 (~

[h~IH'

You will not n ed Cut Copy, Paste, and Clear to play
Darwin's Dilemma. Howe er e have provided them for you
to use with your Desk Acessori s.

../ Sounds 3€8
High Scores 3€K

Hide! 3€H

Darwin' Dilemma e nt in a
lot of sounds. If y u (or
om on in the roorn wirh
ou would prefer not to hear

thern, impl make sure that
ounds i not heck d.

High co'res bring up the high core creen.

Hidel purs your Mae into S reen saver mode. Thi i5 handy if
you are playing ar ork and ou ha e creared a orld wher
y ur boss evol e ioto pond s um.

General 3€?
Evolution 3€E
Scoring 3€J

Th r ar thr different top­
ie' und r the Hefp m nu:

nefaI, voluti n, and
ring.

lf you s I cr th fir t General, you will r
abour the basic operati n f the game.

information

eJeeting Ez1olution wiU bring up the E olution Help creen,
explained on page 1~.

The Sco'ring creen list the points lost and gained for each
m ve.

Dal7pil/l~ Dilemma 1'5



The Level and Icon Editors

Darwin"s Dilemma 2,0 allows YOli [Otal cootral! Say, für exarn­
pie, YOll would like ::t ",vorld where youl' boss evolves inro
pond SCUI11 ... i1'S possible \vith the Darwin's 2.0 editor!

1'0 enter thc editor from the opening screcn, dick the Editor
button. from inside the game, choose Go 10 Editor from the
File menu, 01' lIse Command-G. A cli310g box 3ppears.
Chaase the wedel that you woulcllike ro moclify.

o Sampie UIOIld

leSI Darwin'$ Dilemma 2.0 "l
o E:) Sharon

( l:jt'tt )
[ Desktop 1
n Open D
I New 1
I Concel 1

Note: YOll caoner echt the Standard World. This is so that YOLI
can cQl1lpare scores wirh your friends anel be celtain that YOLI
are playing the s::tme game. Howeverj we have included a
S:lmple World on thc <.1isk 10 gel YOLl slaned.

The Level Editor

Thc Window Otle shows the name of the \Vorld that YOll are
editing and the level thar YOll are editing. For eX:lmple
"SampIe Wadd - Level ]" sbows thal YOll are editing level 1
of the wodel ca lied "Sample World ..'

A large part of the winclow is l~tken up by a tree chan that
sbo'-v~ the evolution rules for that level. Evolution moves
upw:rrd, that j~, the lower ieons evolve into the icons above
lhem,

16 DarW;H's Dilemma



Sttmple World - Leuel t

: ;

;-...,._..!

L_.~

~ ~ ~ • rrt1l ~ \~ ~ C [Editlcon)
M & Y L;{J Iß.,~~~ [N~"'lcon)

11A-~---------------------r-Q"[D~l..t~ Icon)

NeH1 U~{H~I

Pn~uious U~IH~1

'~' :::, ,

Th Level menu in [he ditor
i . how YOll contral th'" differ­
ent featur s of [h le 1 c.litor.

Vew Lez'el r ale' th n t
Jev 1.

Delefe Lel'e/... alJm.vs 10U to
cl Jete the CLllT nt le el.

New Leuel
Delete leueI. ..
Moue Leuei ..
Check leuei .

....................................................................... Moue Leu I ... allovvs Oll lO

New Top Icon mov [he urrent level.

ture. lf the I vel b nol s Ivabl
a chane t fix it.

Check Leuel. .. is a safery fea­
Oll 'V ilI be warn d anel given

Veu Top Jcon I ts you add an rh r brancb to th current
1 vel.

Dm'u in's Dilemma 17



Save Changes a€S
Import Icons ...

Th File menu hanges when
ou ar in the editor. ave

Changes will av any change'
you ha mad to th curr nt
World.

EHit Editor a€O
Jmp01'! I ans... aU ou to
import i on' from oth r applica­

rions anel is e1iscuss cl furth r on pag 22.

Exi! Editor t kes ou back t.O the garn,

Changing the number of ieons

Most of the i on ar mark cl wirh the number of icon that
need to be merged to f 1'01 the n xt highe, t Hf form. F r
xample "n cl' 2" inclicat s that t\ 0 f thi i n must b

mergecl to form rh i on imm diat I ab it. t th t P f
ach lev 1, y u \\lill ~e an i<.: n mark cl " ext LvI." This

mean' tllal when thi ie n i. f rm cl th player mo l rh
next I I. The i on that app ar' at the t.Op of th final I 1
L marked ..* in·*. This i . th final icon of lh gam .

~
Needs: I-I":~':.

. ><v,:
."'.

EJStart:

( Delete ) ( Cancel ) € OK »
It is easy to change the numb r of icon . tbat must b merg cl
to reate the n xt ion. CUck on an ieon that i label cl
"needs." dialog box appear.-. You can em r new numbers
for eeds and tart. ed' is th number of ieons that must
b O1erged to cre't[ the ne t ieon in the olutionalY tree.

l3rt is th number of in' that app r wh n th le 1
opens.

18 DarUlin/ Dilemma



Changing the Evolution order

lt is also easy to change thc evolution order. Click on any
icon ~lt thc bonom of the screen. Drag thi1S icon aver the kan
YOli wou!c! Iike 10 replace.You will :see the icon change to
show your modifications. VOll can ,,1150 add to the evolution
(ree by dragging an icon from the boltom or the s(reen !O

one of the empty spots on thc tree Cinclk:~ltcd by an empty
dottcd square.) A di:llog box '\\'111 ~ppetlr. If Ihis new icon is :l

bartom level icon (thai is, one that is not created by the
merging of any Jower icans) be sure lhat ymJ ente,. a number
in the Start fielcL Otherwise, the l1t..'w ican will not appCJf in
the game.

\'1hat if YOll clon"t h~lve all the ieans you need (Q create the
wade! YOli envision? YOli C:ln llse the icon editor 10 duplicate
any of the available ieons by copying and rXisting it inw a
new icon windo\\' whcrc it can bc Illodified. VOll can creme a
new ieon from scratch or import ieons from Darwin'.<; worlds
01' other applicarions_

Editing Icons

At rhe bOttOlll of the ::icrecn, to the right 01" the rO\V of icons,
you will see three burtons: Edil lco17, Nelf) Icon, De/ele Icon.

Edit lcon
• Click on any icon at' the bottom of the screCl1.
• Click on the Hdillcon button
• The Icon Editor appears
• Nore: DOllble-c1icking on any icon also bring:) IIp the icon
editor.

New I(on

• The icon editor appears allowing YOll ro cre:ltc YOllf O\NI1

from scratch.

Darwill's Dill'IIIIIUI 19



Delete I(on

• Cliek on dle ieon that you v uld like to cl let at the bot­
tam of the ser n.
• Cliek on the Delete Icon button.
• A dialog box will app ar asking if you r
the ieon.

The leon Editor

lf you ha e editecl i on in R sEdlt or anoth r ditof: th
Darwin's Dilemma leon Editor should look very famUiar. The
center f th indo ntains an nhrg cl "Fat Bits") r­
sion of th icon that you ar editing. On the right you '\ ill
s four paint tools: epen il to 1 an eraser an e)l dropp r,
and a paint hu k t.

H • • •

§!Ef~:..~... ".~:·.~·":"".·.~~·.'~·".:"";:::·~·':·::::'·'::::. Ico n Editor :'''.:::~..... '':'~:.'''''~:::':'''.~':.::::.:.~:~'::.:::.:::'::::

M
B&'W Icon

Color Icon

@

[I]

20 Darwin's D"ilemma



The Paint TooJs

The paint tOels work JUSl as the :,ame LOols in any Macintosh
painl program. eliek on a wol 10 chaase ir. Move YOUf cursor
aver the luge pierure of the kon in the center cf the Editor.
VOll \Vi!! norke that the cursor changes {O show which 1001
you are llsing, so that if )'Oll are using the pencil wol, the
curSOr will look like a pellci I. Now eliek sOnlt::where in the
pielure.

Tbc pencillOO/ will draw one pixel il,t a time, If you are work­
iog in color, eliek [Q chaDSe a color from the palette at the
bottom cf the window.

Tbe eraser 1001 erases (rums to whilC) any part of thc picture
that il lOuelles when dicked or dr~lgged.

Jf YOll elick !be eyedropper foot on the icon, it will makc [he
color il tOllches the active color.

Use tbe paint buckel 1001 to dump a color (or bbck, in black
allel wbite) onto a large seclion of the icon.

If you ffi3ke amistake whilc you are using thc paint too1s,
simply seket Undo from thc Echt menu, 01' Iype Command-Z,

ßelow the paint lOols, you v,dU :;ce the icon you an:: ~di!ing

in iLS aClual size.

The Mask

On the lef! you ',"il! see the bbck and white version of thc
icon, the color version of the icon, ~md the icon's mask.
Whcn Darwin's Dilemma draws an icon on the sereen, it flrst
uses the ieon's mask to era.se part of the background, and
then dr~lws the icon on top of the mask. The m3sk is general­
cd automatieally, but you can modify it with the pain! rGols.

DanVlI/'S Dilemllla 21



Importing Icons

Ir you have icon~ stored in 3 HyperCard :;;tack, für instance,
01" in anOlher Darwin's Wadel. YOll can import them inlo the
world YOll are cl1I'rently modifying. Choose I1npOrl leons..
from Ihe FUe menu. A dialog box \vill :'l.ppcar. Open the flIe
that contain.s the ieans VOll would likc 10 import. A ncw dia­
log box will appeal' thar contains a row of kans. Selecl the
[eolls YOll would like [0 import. Ir YOLI \vould like 10 cbaase
more lh~1n Olle, simply hold down the Shift key. VOll will
then be abJe to chose af' IlUIOY a~ YOll likc.

Itons in "Swomp Gas"""

Please selett the
itons to import:

~~11~~~
KCant el ) Import!

When you havc chosen all the ieans that VOll wOlild Iike to
import. dick the Import.' button. In amoment, you'll see
d1cse nc\v teons al thc bOtlOlll of the level editor.

Leaving the Editor

SeJecL E.,''\,it Editor from the File menu, or type Command-Q to
return to the game.

22 D{/IlJ'iH~~ Dilemma



Strategy Hints

PLAN HEAD! This i th mo t importanr strategy of Darwin'
Dilemma. If you think ahead you will av id two major prob­
lems: clusters and misused waps.

Avoid Clusters

A cluster is a group of ion. stuek tog th r so that no ieon in
the group ean be pu hed. Two typi al clusters, one with four
ie ns and on with six ar een in th illu tration below.

inee it i impo - ibl to pu 'h any of th clu tered j ns you
must use allea tone wap t br ak up the elu. tel".

Use Swaps Wisely

ometime you will n ed to Swap on or rvviee to campIere
a I vel. If you find that you hav u d up all your ap and
you still baven't compl t d th 1 eI you probably did not
ereate an overall plan of action when you started the level. If
you tudy each level carefully befor you m e you can
avoid overusLng waps.

Darwin's Dilemma 23



Strategy Example One: Using Swaps Wisely

This section contains two possible solutions to a sample
board configuration. The first solution demonstrates how to
use one carefully chosen Swap where more than one might
seem necessaly. In the second solution, you will see that the
same problem can be solved without using any Swaps at all.

The evolution rules for this example: two As merge and
evolve into a B, two Bs make a C and four Cs evolve into the
creature that takes you to the next level.

Solution One - A Single Swap

• I I..... ,,~ ..~ < : < :.- _ ; _ > -: .
; • I I • I • •

......L.~.~. -1-····· -1- -1-···'··· .. ~ t.~~..t .
:A2 ;, .,

...................; : : : ; ~ > > ...
J. ,. ••

· " ..· " ..· " ..· .. ..
• • I l ' ••........- - - - - -" ..
I • I I • • • •

• I I • • • •

; : C2 : : B 1 ; Cl: : :
.' • I I • .. • •
.' • , I • , • •............- - .. .- , , - - , - ..
• • , I • " • •

" J , , • I •

• ., • I •

• • I 1 •

• • I •

• • I •

This is the initial board position for this problem. A smart
move would be to Swap A2 one square up and to the left (as
shown by the arrow.) This aligns Al and A2 with each other,
and with BI. Since Al and A2, when merged, will evolve into
a B, this is the beginning of a good plan.

24 Darwin's Dilemma



C3 82

C2 81 Cl

Al has now been pushed left into A2, and the two icons have
merged and evolved into B2. Since the two Bs are now in
line, now take care of the Cs. C3 can be pushed left, and it
will wrap around ...

, , , . .
." ," ,.. ,. r - - ~ - ' .. :- ~ ~ ~ ..

:82 : C3 ; ; ;, , ,
I , .. •• I

••••••.••••••• , ••• "', •••••••••••••••••••• 1 .

, ," J • ,

I .." • I
I •• I I

; ,:: ~ ~
, , I • • ,

•••••• f' •••••• ,•••• ••• , •••••••••••••••••••• .1 •••••• .1 •••••••••••••

I I • • I , J, ' ,
, '

I , , •

~ 1' 1' ......... • "' .. -I' _ J' , "/,, ~ .,. " ...

, 1C2 1 ~ 81 : Cl 1 1 1
I I I • • ,"

.........." .. I' -I' I' , " " -" .,l ~ ~ ~

I • • I I ,

I • • .. .. ;

r •• ..,, .. ..,
, •• I I, .. ..;

... and stop when it hits B2. All the Cs are now in line, either
vertically or horizontally. From here it is simple to complete
this level. Push C2 left and it will wrap around and merge
with Cl. Push B2 down to merge with BI and it will evolve
into C4. Push C4 right and C3 down, to complete the level.
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Solution Two - No Swaps

,,,,,
#, • r

'''' ~ ; ~ ~ ~ '" ;, ~. l' " ,#: : -. .. ".. :.- $' ...

I , , ~ ,

~ C3 :; ~ : AI :
f " ,.............. ~ ~ ~ ~ :"' , '" "':" : : " ...

: : i ~ A2:
• ( f ; I ,

., .. " '" ~ "' ~ " : : ;- :,. :.- : ..
.. {f ', , ,, , ,, , /
( , f , I
( I , , , f • •

· , ","' ',' "t· .... •••• , ',' ~ ." ...
( , l r , , • •

: : C2 ; i B1 : Cl:
~ : ~ ~ ; ; . .· ';'" ',' ',' "/ '," '/' ~ " ..

, , f ••, ,
/ (, ,
/ ,, ,

tarting with the same initial board position a olution #1
above, move Cl d wn, to wrap around and hit the top of A2,
then 1 ft to merg with C3. Thi maneuver clears the way for
BI to slid right.

,.,,
: • • I • ~ I

.......~ •••••• ':' '.' ••••••:' i' •••••• :. • ••••• ~ .

Cl : ::Al ;
t I • • t ~ I ,

• ; ~ ; " : : ~ •• ~ ~ ~ •••••• ~ A ..

,,. ., I ,:. ~A2~: ~
• ~ ~ , t

• ••• 4> ; ;" ~ : -: -, , r r ..
#. f • • • I I ..'I ~ I , ,

, ' I ,

, ' t ,
, • • • " I I I

_ ""_ ..~ ~ : , > "' ;. ~ " ~ ~ _ ~ ..
, ., "
: C2 : : B1 : :, , ,

, • • • I " I ,
"'~·"''''''''''r''''''·'''-~~-''''··'''~'''·''''''''''''~_·'''~'''''~''-'''''''''''~''''''''''''''':···''' ~ ...

, , I ,
I • I ,

, ", ,.
, "

Push BI fight, to hit C2 from the left, then up to stop below
Cl.
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· .,

Cl : AI
...... ~ ..

,
BI : A2

...... ~- - ~~ .

...... ....n~n •••• .................. ~...... ~__ ." .:......

, '

, C2
." 1 ~ :~ .. ~ .. ~ ..

,

Cl and ß1 now aCl as blocks so that Al and A2 can be
pushed leh, where they will be in line \vilh each other.

•

, ,

: Cl',
., ..

...... /......H;..~•••••;.. ......:- .... _;. ......;..""._;. ......;. ......, . . . .
~Cl~Al; ...

.. ~ ~ ·f .. ····(· .. ··;···n-r 'h"'~"""~"""
; BI; A2: : : :.. ..,

..••••:-. e_' .;.......;. ......;. ..... ;. ......~ ......;. •••••• ~ ......

, : )
, . )

: ; ) .- - - - _., ......, ..... -.. -,,,,,.,
,,,,,,

Merge the As by pushjng Al down. They cvolve into ß2. C2
is then pushed down so that it wraps around the top ancl hits
62.
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•:
· ,...... ~ ~.. ~ ~ ~ ..
i Cl j c21

..; .

...... ~ : {., ~. _ : : : ' .: .
, , ,. . .
, BI : B2 :, :
: : :: : .

.•.... -: ·1··· .. ·':······-:·· : ;.....•.:- ..•...: .
: : : . : : . :
", .

: ::: :
.n.n.:.nn.~ : .I~ u: :- ~ ~ ... "· .· .. .., '"
.......:.......;. I'" • ..:...• ,.~ _.....:- ......;.. ......:- ......;.. ......· ..· ..· ..· ..· ..· ..

From thi,:; point il is simple to complete the level, anti with
the knowledge that nor ~l single Swap was wasred!

Strategy Example Two: Breaking Up Clusters

ßreakjng up clusters requires judicious usc of Swaps. If you
find :l cluster on the board, don't p3nic! One c3refully
plannecl S\vap may be allth:tl YOll need.

Für lhis example, lellls assume that the As evolve into ßs.

,,...... : , : ~ ~ ~ ~ .
, ,

i A2: Y3:.. .. .
•••••• : ...... : •••••• ~ •••••• ~ ••••• ~ .... H~•••••• ~ ••••••

jZ3jV4; jZliAI:
' •••n~•• ' '·1•..... ~...... -:.-- .. -:...... ~...... "':......

• V2 j Z4 i i i VI : Z2 •
n •••• ~ .••. ~ ...... ~•• H • .;... _ .. .; ......'<..... -:......· . . .. ,

, X : B : : 0., .

On thc initial board po.sition no icon can be movecl wilh
Darwin, so YOU lnllSI Swapo There are Croughly) 336 different
Swapping moves you c.ould ll1ake, but with experience YOll

will know where to look. Consider Sw:tpping Al tO thc
square O1arked by a dOL
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· , .••". _.n ,. __ •••~ ._. ••• • .
· ..

A2 V3
......;. _~.. _ :. n." .. _ ..

· ..
: 23 V4, 21

•••••• ;. H ••• ; ;. ••••••••••••

: V2
..•...~

x

24:
... ...... _,

8

VI

AI

22

21 moveS right to merge wirh 23. A2 slides up ro merge with
Al and evolves into 82.

...... , , , , .
· Y3 :

..........

: 21·..........., ": .. " --: -.- .. ":- -. -. -: - .. , .
: V2: 24:· . ..........................

: VI : 22

x 8 82 :

B2 Is now in position to be ('ombined \vith the ether ß. Push
22 upwards then right so that ir can merge wirh 21. Then YI
is pushed fight (Q merge with Y2.
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Z2 Y4

Yl

x

Z4

82

Having busted one cluster you are ready to attack the other.

Towards a Higher Score

There are many opportunities throughout Darwin's Dilemma
to gain extra points. For those of you aiming far the highest
possible score, here is an example. ote that the following
example assumes that this level has spare icons, i.e. that
there are more icons on the board than are necessary to com­
plete the level. CA number of the levels in Darwin's Dilemma
contain these extra icons.)

For this example, assume that As evolve into Bs.

"~"""'''''''-'~''''''''''''''''':''''''''''''''''''''~''''''''''''''''''~''''''''''''''''''','''''''' ........ -:
I • I' •

" .
I .' ,.

.' "
: : Teleswap: : :

,,,--u'1u,~u""'1""''''':

: : : :All2: :
, .' "

...............~ _.~ ~ : ~ :, " ., " .

183/4:
..nn'AI)unnBlI~······Tu"".

, • I ,............... ~ ; ~: ~ :
, ., .

," " ..- .,.' .- . ," .. ~ .. - -.~ ," - " - ~ - :
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The two Bs could be merged right away to get to the next
level, and you would score 50 points. If you take care of the
As first, however, you'll gain more points, even though you
have to Swap! Here's how...

Action

Swap (as shown) to align the As
Merge the two As to evolve into a B
Merge the new B with B 0/4)
Merge the remaining Bs to the next level

Final Score (instead of 50)

This gives you an additional 10 points.

Darwin '5 Dilemma

Points

-40
+30
+20
+50

+60
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