
Evolve New File Journal 
 

Run 1 - Giant species (got Ogre)   06/17/2026 
 
Notes - dang, i knew research would be slow but its slower than i even remember!  3500 game 
days from start to iron mining. Dont think i did any major things wrong.  Went with oligarchy, but i 
think that if I was scripting more heavily i’d do autocracy for the soldier boost. 
 
15000 days - We’re in the nuclear age but this age is taking longer than i thought. Manually 
clicking some assaults here and there - I have the script set to be very minimal on combat to 
better simulate what someone could accomplish manually. 
 
I made a mistake and lost a ton of citizens due to tax riots.  It took me like an hour for them to 
come back!  That sucked!  Guess we gotta keep morale above 100 if we’re going to crank the 
taxes up to 40%+ on technocracy. 
 
Run finished at just over 18000 days. 
 

Run 2 - Avian Species (Arraak) 
 
Holy shit between plasmids and temples this is going so much faster. Even though the plasmid 
bonus only started at 30% and went to 100%, that also frees me from having to have so many 
farmers (even with Giant giving a 2x multiplier to farmers/lumberjacks/quarries, i needed like 20 
farmers at nearly all times last run!) 
 
Run took less than half the time, and i even had to wait for crispr to unlock so i could pick up 
Hardened Genes.  Setting star level to 2.  Gonna snag a bunch of achievements this time. 
 

Run 3-8 - More MADs 
Runs steadily improving time (as expected) - picking up the basic crisprs and have Ancients 
now.  Gearing up to do a bioseed soon.  Probably as Avian, because cement sucks. 
After that, we’ll be playing on 3 star since we should have enough to get Crafty as well as 
Governor.  
 
I turned on 3 star when doing Ents, as the 8th MAD.  It still went smoothly. 
 



Bioseed 1 - Dracnid - 25k days. 
This run went pretty smoothly.  I picked up the last level of Crafty when i got crispr. I think i 
messed something up early on because genetics didnt get done until 6k days which was longer 
than the ent MAD.  
 
Went to Trashed Unstable Tundra. 
 
3 more mads - 2 polar species and Kobolds, then Wendigo Bioseed.  This time we have 
Governors (spiritualist for the bioseed) 
 
I did a few more standard MADs, one more bioseed, then went onto the black hole run on a 
volcano world.   
 

Black Hole 1 - Salamander - 3 
 
At this point, I had the CRISPRs for Priests, Cost Creep level 3, Spatial level 2, Crafty 3, 
Replication, Queue: 2, and Governor​
​
I did the MAD for Phoenix, and then did Capybara as a setup run before diving into a 3 star T3 
run to be my Salamander extinction. 
 
 

Heavy gravity trip 
 
Loop: 2-4 MADs, 1 bioseed.​
Pick up all three unification achievements, Doomed, and other stuff like that.​
I did this until i got heavyweight champ.​
 

Challenge: Genetic Dead End 
I initially thought i would do this on a hot world, with Heat Genus valdi. Note that I’m playing 
without the script’s auto-clicker.​
​
Even with ~40% mastery and getting to the point where i had some temples boosting me further 
with faith, my valdi were starving like crazy.  I chose to soft reset when Steel Hoes didnt stop the 
starvation.​
​
I bioseeded off, found a reasonable oceanic world and started the valdi challenge there instead, 



this time as Giant genus. It went much more smoothly.  Fungus might still be best, though.  It’s 
close.  12,000 day run in the end. It appeared to knock off about 200 days from my MAD 
lengths, compared to 1 silver star of mastery appearing to knock off about 50 days.   
 

Challenge: Joyless/Steelen 
I decided to inherit Kindling Kindred onto an avian race (I had yet to bioseed an avian race) for 
this one.  My PB for bioseeds up til this point was down to 7507 days, this one turned out to be 
14471 days, with a fair bit of micro-optimizations throughout the run.  The planetary phase 
wasn’t that bad but the push from Launch Facility to Red Planet (biodome and thus completing 
joyless) was like 3 times longer than most of the runs prior to that. 
 
Then just 6000 days to finish out the rest of the run, never unifying.  Prior bioseeds took like 
4000 days for that. 

​
Challenge: Decay (3 star)  07/13/2026 
​
Time to leave heavy gravity for antimatter.  I was sitting on 90% Standard mastery (100 heavy 
grav mastery) and ran the numbers - it was correct for me to spend the 2500 plasmids on 
Standard before leaving  
 

Antimatter Trip (07/14/2026 - 07/22/2026) 
Not much to write about here.  I did a bunch of mads, one bioseed (god the bioseed was a lot 
slower than expected.  You really start eating the penalties for “0.5 faith per temple instead of 
8% plasmids).  The MADs werent that slow though - once i got my bleeding effect active, they 
were in the 2.5k day range. 
​
I left with 4444 antiplasmids, staying for an extra 10 minutes to go from 4441 to 4444. 
 

Evil Trip (07/22/2026 - 07/29/2026) 
 
My goal here was twofold: ​
4 star the angels & eden planet bioseed as I cant get that standard mastery any other way for a 
long time. 
4 star vigilante. 
 



With Synchronicity (Bleed 2) the 4 star MADs were about as fast as the 3 star Antimatter MADs. 
The 4 star bioseed was actually faster. 
 
Once doing that, I did a black hole 4 star to depart and go back to heavy. 
 
Return to Heavy  
 

Ascension 1 (07/29/2014), 14k days 
 
The planet I found was a forest - was hoping for either forest or hot world.  On forest, I went with 
Dryads + Cyclops / Capybara inherits for a 1 star ascension.  The run went mostly smooth, to be 
honest.  The forst also happened to be unstable, although I’m actually thinking I WONT do failed 
history just yet, to be honest. 
 
The Run took 14000 game days.  Faster than I thought it would be, actually!  I have 130% 
mastery in Heavy Grav now, which is actually more than my first file despite playing my first file 
almost entirely on 4 star. Dropping junk gene and no manual crafting is so powerful holy shit. 
 
The custom I made (Coyotes) was specifically tuned to do MADs quickly and pass on its trait.  
The 4* MAD only took 1200 days! 
 
Pillar 1 was 10,000 days inheriting Kobold Minions, as cyclops, pillar 2 is dryad and I’m currently 
on that now.  I think I’ll do 5 pillars and then cataclysm? 
 
Followup pillars trended to around 9,000 days as i made some minor adjustments and also 
gained harmonic energy. 
 

Pillars 
​
Pillar runs started off taking 10,000 days and dropped to around 8,000 days after doing 11 of 
them. Doing 1 star, making script adjustments (mainly to attractor beacon stuff) 
 

Cataclysm - only 25,000 days? 
I went with the following custom:  



 
 
Astrologer was really beneficial during the power star-sign (Leo, August) 
 
After cata, i landed on a volcano world and did a few more pillars.  Then, it was time for: 

Banana/EMF - 35000 Days 
This run was a bit bumpier than I expected.  I went in with 1700 phage / 4444 antiplasmids, and 
I was really feeling the lack of spatial reasoning.  35k days is the longest single run I’ve done so 
far.  On the other hand, during this run I got ALL of these achievements for mastery:​
4* Neutralized​
4* Resonance 
4* Black Hole No Hole 
4* Trade Federation 
4* Scrooge 
4* Blacken the Sun 
4* Galactic Landfill 
4* Illuminati (Otherwise obnoxious because of how much longer annexing takes, but since i 
wasnt unifying for a long time anyway, was a good time to pick this one up!) 
4* Ascended 
And of course 
4* Banana Smoothie (but not banana split feat) 
4* Technophobe 
 
For 166% heavy grav universe mastery, 149.5 
 

More Pillars 
 
1 star Pillar runs are now down to 4200 days and trending downwards.  We’re just collecting 
them and not worrying about the fact that we’ll later have to “fix” the Enlightenment feat.  I had 
thought about whether I wanted to save one species from each genus, but I already didnt do 
that for Fey.  So, just not gonna worry about it, we’ll have to wait for all 63 pillars in order to 4 
star enlightenment. 
 
Upcoming plan, I think I actually want to branch my file - one branch, going for TP3, the other, 
for T5 and T6, to see which one feels better to do first.   
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