Any Way You Want:
1) You can do this with one blocker, builder, basher, miner, or digger, in some way.
2) Or just floaters or climbers.
3) Or even bombers, but that’s the hard way. If your first inclination was to use bombers, I’d recommend psychiatric help.
4) Or even take a literal scenic route. Because it’s not like that’s going to be used in any future levels or anything.
5) If you’re still stuck, I can’t really tell you anything else but to go back to the tutorials and study how each task works. They don’t get easier than this >_<
Tribute to Benny Hill:
1) What’s the point of giving the player 60 minutes when most levels don’t have a time limit? Yes, this is a hint, believe it or not.
2) A recurring scene from Benny Hill is a chase scene presented in fast forward. Crank up your fast forward, and perhaps play Yakety Sax in the background for effect.
3) For as outside of the box as this level’s solution is, most of it happens inside the box.
4) To the untrained player, your builders will appear to be wasted. To the untrained player, it makes no sense to even give you floaters. But you are not an untrained player, right?
To Destroy is to Construct:
1) To destroy is to destroy. To construct is to destroy.
2) To construct is to construct. To destroy is to construct.
3) Ok, enough of this philosophical junk. Using a skill critical to halt progress in its obvious place is bad. Using a skill critical to remove terrain in its obvious place is just as bad.
4) So, you must use a skill normally for destruction to build your path. And one for construction to do so also, in a way that doesn’t much make sense.
5) Fine, I’ll be totally direct. Postpone using your blocker in the obvious place at all costs. Said costs will actually build your path for you. Your blocker goes somewhere that makes no sense until you comprehend the entire riddle.
Laser Deathroom (Part 1):
1) You have to find some way to build a bridge up to the exit.
2) And no, you can’t use blockers to turn Lix, even though your bridge has to zigzag.
3) You’ll need to find a way to alternate between left and right facing Lix building this bridge.
4) Sometimes, the best way to enter a room guarded by lasers is from above. You know, Mission: Impossible style. You can hum the theme for it if you’d like.
Laser Deathroom (Part 2):
1) Looks like they shifted the laser grid a bit. You’ll need a new way across.
2) And I mean that literally. The solution is very different from part 1.
3) In moving the lasers you no longer have a laser ceiling to worry about. Too bad you don’t get any platformers…
4) Maybe you can use an interaction of other tasks to emulate a platformer? It won’t be efficient, but it’ll get the job done.
A Matter of Perspective:
1) You probably aren’t going to get to the left side fast enough with just one Lix.
2) The main trick involves an unorthodox interaction between three Lix.
3) You know, two different people can look at an obstacle, and one might turn away and the next attempt to pass it. Lix are the same way – it’s all a matter of perspective.
Bipolar Maniac:
1) This level requires a bit of tricky timing. Perhaps moreso than you realize. Good thing for replay and fast forward.
2) What, you think that bar at the top of the level is there for decoration?
3) What else is there to do to stop the crowd but place a blocker and use a bomber to remove it?
4) No, not like that. You think this would be in the last set if you did it the easy way?
Love is Over
1) The title of this level is originally the caption of a picture of a cute creature about to get decapitated by a giant pair of scissors. …This isn’t a hint, but might describe what you feel trying this level.
2) It was later used in the game over screen of a really weird puzzle game called Catherine, which requires very clever manipulation of cubes to win. More fittingly, exactly where you manipulate Lix into cubes is critical for solving this level.
3) You really don’t get many terrain addition skills. You’re going to have to bend your thinking substantially to get everyone to the top.
4) Which non-building skill can also be used to climb vertically? Just saying, I was being merciful by making this in the Abstract set – your precision must be top notch.
5) Sorry, this level is meant to be a complete pain to solve. I don’t love you enough to help you anymore. If you want to earn my love again, try passing it with a skill to spare. It can be done (CHALLENGE). ^_^
Merde…
1) The order you take the exits is very important. There’s a bit of room for error in this one, but not enough to take the exits the wrong way.
2) Remember that jumpers travel faster than walkers. This effect is amplified for runners.
3) And, that climbers are so slow compared to jumping to as high a place as possible.
3.1.1.1
`1) Most of the difficulty in the beginning is timing your Lix to plug the hole.
2) Walkers and jumpers are used near the beginning, mostly.
3) Look carefully at the terrain: Where on earth can you use as a way to reach the exit?
4) There’s no room for error with the platformers, so don’t consider using them where other skills might suffice.
We’re In This One Together
1) You’re really looking to minimise causalities on the left. Do you think the trap cares what direction the Lix face when they cross it?
2) Bombers, for as much as their horizontal terrain removal abilities are used, sure do have a surprisingly tall vertical terrain removal ability.
3) You really need the Lix facing right once the platform under the entrance has been breached.
This is Too Much Stepping Stones
1) The title tells the truth. This is, simply put, too much stepping stones to cross in the Mayhem 17 sense.
2) Good thing there’s more terrain than that, no?
3) The solution to this level forces a backroute to the original Mayhem 17 that I personally vastly prefer to use over the intended route.
4) Don’t worry about being forced into a weird backroute here, though. You’ll Get Over It. 
Alternative Methods Recommended
1) Miners and Diggers stop when they reach a gap in terrain. Maybe they aren’t what you need here?
2) You don’t need 100%, and bombers can clear out multiple tiers of the top part at once.
3) Or, if you really want to try an alternative method, save 100% and don’t use your vertical terrain destruction skills. (CHALLENGE)
Building Block Maze
1) Lix that escape the screen from the left or right are lost. Use the blocks to keep them in bounds.
2) 20 builders evaporate faster than you might think, so make sure to plan ahead.
3) This is also a good playground level  for experimenting with advanced strategies if you’re looking ahead to later sets. It’s not like this level isn’t going to make a particularly nasty appearance in the last set, or anything :3
You’ll Get Over It
1) Did you notice you only have 10 Lix? Given this skillset, this is necessary to know. It’s okay, though, You’ll Get Over It.
2) Did you know a climber timed to bomb near the top of this structure leaves a nice hole to build from? No? Eh, You’ll Get Over It.
3) Given that you only need 8/10, you realise you can use a blocker you don’t need to save to deal with your builder shortage? Whatever; You’ll Get Over It.
The Razor’s Edge
1) There’s not much to your skillset, and you can only lose one. Yes, the blocker goes in the obvious place.
2) This level requires a trick that’s not at all intuitive. Not much to try, considering you need that wall intact to hold the crowd while your worker builds to the exit.
3) Yes. Your trailblazer is building to the exit with the wall intact. How can this be?
4) Builder steps have more pixels then that wall, you know. Try doing the builder equivalent of smashing your head into a wall. You might be surprised.
A Towering Proposition
1) This is inspired by a bizarre way to solve Fun 12. Playing easy levels in weird ways is an excellent inspiration for level design, you know!
2) Ok, serious hints. If you are thinking of using a climber-bomb to solve this, then, well, You WON’T Get Over It.
3) Have you played Havoc 5 (There’s Madness to the Method) in Oh No! More Lemmings? The same trick is applied here.
4) Yea, a level very heavily inspired by a Havoc level is in the 3rd to last set. Think of this as a warning for the difficulty in Vicious and Hopeless ;D
Flugtag
1) The puzzle is inspired by the Red Bull Flugtag contest in Chicago.
2) Which is to say, if you let an early Lix try to fly off the platform, you’ll fail at clearing the stage about as frequently as Flugtag entrants fail to fly.
3) Also, a lot of the time, the last performer tends to be selected specifically to do well. One of the last Lix will be the only one helping another “fly” off the top platform here.
I TOLD YOU ABOUT STAIRS BRO
1) I can’t wait to be a piece of s$#& and tell you to think about where to build to get to the exit.
2) IT KEEPS HAPPENING (you failing, that is) if you try to build from left to right off the stairs.
3) I TOLD YOU, DOG! I WARNED YOU TO WORK THIS LEVEL FROM RIGHT TO LEFT!
4) Also, Problem Sleuth > Homestuck. Bye
5) [bookmark: _GoBack]Equius <3/<3< Gamzee. ByexInfinity combo
Chasm
1) You have to consider how permanent skills might affect how a Lix jumps across the chasm.
2) Specifically, a lix from the right can’t cross as a floater. How might you get one (or more) down from the right entrance?
3) And a Lix from the left would need some kind of platform to get to the right to free the majority of the crowd there. How might the floater skill help you here?
4) Yea. Brush up on your fling bomber knowledge. And make sure to not overwrite your in-progress replay, as there’s a LOT of precision required. It’s like doing surgery with dynamite! Doesn’t that sound like a fun challenge?
