
The knight is a piece in the game of chess, represented by a horse's head and neck. It moves two squares vertically 
and one square horizontally, or two squares horizontally and one square vertically, jumping over other pieces. Each 
player starts the game with two knights on the b- and g-files, each located between a rook and a bishop. Compared to 
other chess pieces, the knight's movement is unique: it moves two squares vertically and one square horizontally, or 
two squares horizontally and one square vertically (with both forming the shape of a capital L). Consequently, a knight 
alternates between light and dark squares with each move. When moving, the knight can jump over pieces to reach its 
destination. Knights capture in the same way, replacing the enemy piece on the square and removing it from the 
board. A knight can have up to eight available moves at once. Knights and pawns are the only pieces that can be 
moved in the chess starting position. Knights and bishops, also known as minor pieces, have a value of about three 
pawns. Bishops utilize a longer range, but they can move only to squares of one color. The knight's value increases in 
closed positions since it can jump over blockades. Knights and bishops are stronger when supported by other pieces 
(such as pawns) to create outposts and become more powerful when they advance, as long as they remain active. 
Generally, knights are strongest in the center of the board, where they have up to eight moves, and weakest in a 
corner, where they have only two. Enemy pawns are effective at harassing knights because a pawn attacking a knight 
is not itself attacked by the knight and, because a pawn is worth less than a knight, it does not matter if the knight is 
defended. For this reason, a knight is effective when placed in a weakness in the opponent's pawn structure, i.e. a 
square which cannot be attacked by enemy pawns. In the diagram, White's knight on d5 is very powerful – more 
powerful than Black's bishop on g7. Whereas two bishops cover each other's weaknesses, two knights tend not to 
cooperate with each other as efficiently. As such, a pair of bishops is usually considered better than a pair of knights. 
World Champion José Raúl Capablanca considered that a queen and a knight is usually a better combination than a 
queen and a bishop. However, Glenn Flear found no game of Capablanca's that supported his statement; statistics do 
not support the statement, either. In an endgame without other pieces or pawns, two knights generally have a better 
chance of forming a drawing fortress against a queen than do two bishops or a bishop and a knight. Compared to a 
bishop, a knight is often not as good in an endgame. A knight can exert control over only one part of the board at a 
time and often takes multiple moves to reposition to a new location, which often makes it less suitable in endgames 
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Chapter 0
Reintroduction



Exact Move Count

0 Moves: 2



Tile Construction

0 Moves: 3



Wall Destruction

0 Moves: 4



Both Uses

0 Moves: 2



Both Uses 2

0 Moves: 2



Indestructible Walls

0 Moves: 3



Blue Arrow

0 Moves: 3



Multiple Arrows

0 Moves: 3



Wasting Moves

0 Moves: 5



Outside Flag

0 Moves: 5



Knight Stacking

0 Moves: 5



Coin

0 Moves: 6



Chapter 1



RGB Arrows

1 Moves: 2



Bounce

2 Moves: 2



Color Combination

3 Moves: 3



Infinite Loop

4 Moves: 2



Bounce 2

5 Moves: 6



Entrance

6 Moves: 6



Blockage

7 Moves: 4



Custom Distance

8 Moves: 3



Distance Limit

9 Moves: 3



Gravity

10 Moves: 2



Black Hole

11 Moves: 5



Ground Landing

12 Moves: 3



Arrow Maze

13 Moves: 3



Exit

14 Moves: 2



Two Knights

15 Moves: 6



Chapter 2



Undo

16
Moves: 0
Undoes: 1



Alternate Timelines

17
Moves: 1
Undoes: 1



Normal Undo

18
Moves: 1
Undoes: 1



Unable to Undo

19
Moves: 0
Undoes: 3



Two Undoes

20
Moves: 2
Undoes: 2



Fortress

21
Moves: 5
Undoes: 1



Launcher

22
Moves: 9
Undoes: 1



Normal Undo 2

23
Moves: 0
Undoes: 5



Block Placement

24
Moves: 1
Undoes: 3



Increasingly Cursed Move Counters

25

Moves left: 2
Moves right: 2
Moves up: 3
Moves down: 1



Push

26
Moves: 2
Undoes: 0



Nails

27
Moves: 5
Undoes: 0



Infinite Range

28
Moves: 3
Undoes: 0



Infinite Range 2

29
Moves: 2
Undoes: 1



Ride

30
Moves: 5
Undoes: 0



5 Coins

31
Moves: 11
Undoes: 2



Wall Collisions

32
Moves: 2
Undoes: 0



Move Push

33
Moves: 8
Undoes: 0



No Void Push

34
Moves: 2
Undoes: 0



Minimum Range

35
Moves: 7
Undoes: 0

>1>2



Shop

36
Moves: 10
Undoes: 0

1.00 $

2.00 $



Push

37
Moves: 1
Undoes: 0
Pushes: 1



Push 2

38
Moves: 1
Undoes: 0
Pushes: 1



Failed Push

39
Moves: 4
Undoes: 0
Pushes: 1



Wall Disposal

40
Moves: 3
Undoes: 2
Pushes: 2

1.00 $

1.00 $

+1 undo

+2 moves



Tunnels

41
Moves: 18
Undoes: 0
Pushes: 2

1.00 $

8.00 $

1.00 $

1.00 $

+1 undo 5



Chapter e



Wormhole

42.1
Moves: 6
Undoes: 0
Pushes: 0



Wormhole

42.2
Moves: 2
Undoes: 0
Pushes: 0



3-way Portal

43.1
Moves: 4
Undoes: 1
Pushes: 0



3-way Portal

43.2
Moves: 4
Undoes: 0
Pushes: 1



3-way Portal

43.3
Moves: 5
Undoes: 0
Pushes: 0



44.1
Moves: 7
Undoes: 0
Pushes: 0

Boxes



44.2
Moves: 6
Undoes: 0
Pushes: 0

Boxes



Chapter 3



Generator Cell 

45
Moves: 1
Waits: 3

Image Source: CelLua Wiki



Expanding Wall

46
Moves: 3
Undoes: 0
Pushes: 0



Push

47
Moves: 2
Undoes: 0
Pushes: 0



Deactivation

48
Moves: 9
Undoes: 0
Pushes: 1



Explosion

49
Moves: 4
Undoes: 0
Pushes: 0



Blue

50
Moves: 0
Undoes: 0
Pushes: 0



Blue 2

51
Moves: 1
Undoes: 0
Pushes: 0



Timing

52 Moves: 0
Undoes: 0
Pushes: 0



Red

53
Moves: 2
Undoes: 0
Pushes: 0



No Red

54
Moves: 2
Undoes: 0
Pushes: 0



Arrow Interruption

55
Moves: 4
Undoes: 0
Pushes: 0



Moving Flag

56
Moves: 3
Undoes: 0
Pushes: 0



Green

57
Moves: 2
Undoes: 0
Pushes: 0



Green 2

58
Moves: 2
Undoes: 0
Pushes: 0



Sliders

59
Moves: 7
Undoes: 0
Pushes: 0



RGB Tiles

60
Moves: 7
Undoes: 0
Pushes: 0



Normal Puzzle

61
Moves: 2
Undoes: 1
Pushes: 0



Color Combination

62

Moves: 2
Undoes: 1
Pushes: 1



Leap

63

Moves: 0
Undoes: 0
Pushes: 0
Leaps: 2



Leap 2

64

Moves: 0
Undoes: 0
Pushes: 0
Leaps: 6



Leap 3

65

Moves: 1
Undoes: 0
Pushes: 0
Leaps: 1



Colored Wall Tiles

66

Moves: 7
Undoes: 0
Pushes: 0

Leaps: 2



Color Combination 2

67
Moves: 0
Undoes: 0
Pushes: 0

Leaps: 0



Polar ICKP

68
Moves: 2
Undoes: 0
Pushes: 0
Leaps: 0



Warp

69
Moves: 4
Undoes: 0
Pushes: 0
Leaps: 0



Reflection

70
Moves: 1
Undoes: 0
Pushes: 0
Leaps: 0



Wall Landing

71
Moves: 2
Undoes: 0
Pushes: 0
Leaps: 0



Polar Arrows

72
Moves: 3
Undoes: 0
Pushes: 0
Leaps: 0



More Polar Arrows

73
Moves: 2
Undoes: 1
Pushes: 0
Leaps: 0



Even More Polar Arrows

74
Moves: 5
Undoes: 0
Pushes: 0
Leaps: 0



2 Worlds

75
Moves: 3
Undoes: 0
Pushes: 0
Leaps: 0



Crossing

76
Moves: 1
Undoes: 0
Pushes: 0
Leaps: 0



3 Coins

77
Moves: 8
Undoes: 0
Pushes: 0
Leaps: 1



Multiple Worlds

78
Moves: 8
Undoes: 0
Pushes: 0
Leaps: 0



79
Moves: 4
Undoes: 0
Pushes: 1
Leaps: 0

Laser



80
Moves: 3
Undoes: 0
Pushes: 0
Leaps: 0

Turn On Laser



Moves: 5
Undoes: 0
Pushes: 0
Leaps: 0

Turn Off Laser

81



82
Moves: 8
Undoes: 0
Pushes: 0
Leaps: 1

Run



83
Moves: 2
Undoes: 0
Pushes: 2
Leaps: 0

Required Destruction



Moves: 22
Undoes: 1
Pushes: 9
Leaps: 0

Mass Destruction

84



Moves: 15
Undoes: 2
Pushes: 1
Leaps: 1

Object Rotation

85



Assets












