Short Description

Welcome to the Enigma Puzzle — a game as difficult as the Rubik's cube. This puzzle was inven-
ted by Douglas A. Engel and it consisted of two intersecting disks in a plastic holder. This is an
adaptation for computers running a windows OS (XP, Vista, Windows 7).

Overview

In the middle of the screen you see the actual playing area. It consists of two circular disks that
are intersecting each other. On each disk, there are six stones alternating with six bones. The
stones look like overweight triangles, the bones as malnourished rectangles.

Since the disks are intersecting, they share two stones and a bone. If a disk, let's say the upper
one, is rotated by 60 degrees, then one stone and one bone that had previously also belonged to
the lower disk are replaced by a new stone and new bone.

Right next to the playing area there are four buttons arranged with little arrows. With these but-
tons, the two disks may be rotated. & means, for example, that the upper disk shall be rotated
60 degrees to the left (anticlockwise). More information is available in the next section.

The rotations can also be initiated with an intuitive mouse movements (or on a touch screen with
a finger gesture). This requires a mouse click on the appropriate disk and then a mouse move
while holding the mouse button pressed. When you release the mouse button, the rotation is ex-
ecuted. With a touch screen you can do that with the finger.

On the right side of the screen you will find a series of buttons with which the game can be con-
trolled. The functions of the buttons are described in detail below.

When you first start the game the level is set so that the playing area looks like the original
puzzle by Douglas A. Engel (this is the second highest level). It is however recommended to start
with simpler levels. Click on the button Lever - to reduce the game level. Just above the button,
the current level is displayed. The active level is stored and during the subsequent launch of En-
igma restored.

Click on the button Mew to start a new game. Right next to the buttons for the setting of the
game level you will find the original configuration of the currently selected level. There you can
see how the disks have to look to solve the puzzle.

You may pause a running game by just closing the programm. The next time you start it the
game will be restored and continued.
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The buttons

This starts a new game. The disks are randomly rotated a few times. How many
times the disks are rotated, and whether the rotations are displayed, you can set in
the configuration dialog.

Before turning the disks are brought into the starting position of the actual game
level.

Brings the playing area back to the original state of the current game level.
A started game will be canceled.
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This feature allows you to save the current state of a game, so you can play later
on. You get a Savr Asdialog and you can specify a file name for the current score.
The file type must be set to EmGmA.

You can also save just the image as a JPEG file. Then select the Save As dialog with
the file type (Image).
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This loads a saved game. You'll get a Fite Open dialog where you can select the file
with the saved game.
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This increases the difficulty of the playing area. The playing area is brought into the
starting position of the level.

5
2
[:3
¥
N

This reduces the difficulty of the playing area. The playing area is brought into the
starting position of the level.
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With this button you can print out the playing area. It prints only the actual playing
area on one sheet. The print uses the default printer.
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A small dialog is started which provides some information about the program.
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Here you find the instructions to the program. It appears this instructions as a PDF
document. This of course only works if a PDF viewer is installed.
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Clicking on this button launches the configuration dialog.
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Quits the program.
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Playing

When you start a game (Mew button), the computer rotates the two disks randomly to the left or
to the right so that the parts come to lie at other positions. How often the computer should turn
and if the rotations are displayed can be specified in the configuration. Goal of the game is of
course to bring the disks back to the original positions by turning the disks. How you can rotate
the disks is explained in the following section. The frame is always fixed and sets the target posi-
tion of the colors.

Turning the disks

The two disks in the playing area can be easily turned by clicking on one of the buttons with the
little arrows on it. The buttons have the following meanings:

- 7 rotate the upper disk 60 degrees to the left (anticlockwise)
. K rotate the lower disk 60 degrees to the left (anticlockwise)
- K rotate the upper disk 60 degrees to the right (clockwise)
- N rotate the lower disk 60 degrees to the right (clockwise)

Turning with the mouse

The rotations can also be initiated with an intuitive mouse movement (or on a touch screen with
a finger gesture). This requires a mouse click on the appropriate disk and then a mouse move
while holding the mouse button pressed. When you release the mouse button, the rotation is ex-
ecuted. With a touch screen you can do that with the finger. The program takes the starting
point and the direction of the mouse movement to calculate the rotation. Try it out.

In the center of the playing area, where the disks overlap, everything above the center line of the
playing area belongs to the upper disk and everything below that line to the lower disk.

License

Permission is hereby granted, free of charge, to any person obtaining a copy of this software and
associated documentation files (the "Software"), to deal in the Software without restriction, in-
cluding without limitation the rights to use and copy of the Software, and to permit persons to
whom the Software is furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all copies or substantial
portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR IMPLIED, INCLUD-
ING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE
AND NONINFRINGEMENT. IN NO EVENT SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY
CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE,
ARISING FROM, OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN
THE SOFTWARE.
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