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hMﬂ::: : ico.n:shou:f: Allows you to select whether icons are displayed in movement mode 2
switch: If this is selected, you must press on a ke )
ot Ll p y once for the controls to change

M H i

v”g;ezz hold: If thIS.IS selected, you must press and hold keys for the controls to change to

! e 2. If the key isn't held, controls will be mode 1.

c:mtrol mode: Toggles between modes 1 and 2 for editing

0 ear c_ontrols: Undefines all buttons in both modes 1 and 2.

- se: Exits back to the previous menu.

‘[:;;)ilc;efme the buttons, move the highlighted option using the up and down arrows on the
or by moving the mouse. Select the one you want by pressing button X.

=
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This will then be allocated to the next button pressec
Important: When defining new controls a minimum of ‘cursor contro: . select” and either
‘move’ or camera controls must be defined to exit this screen

LOADING AND SAVING GAMES

Using Sony PlayStation Memory Caras. you can save curent games ang loac them agair a a later oate

Make sure you instali the card as arrected in the system instructions

Saving: Select the load save option from the maim menu dy using the left anc right joynac arrows or v
moving the mouse left and ngnt unii- the load save icon i displayed Press button X on the joypaa o' clics

on the left mouse button tc: select i Seiect the *Save option from the load save screen oy highkantng it anc
pressing buttor. X on the joypac or clicking the left mouse buttor. You wili then pe gwver a st of fiies alreaov
storec on the card (it anys which you can overwrite, or vou can create a ‘New File

Highlight vour choice using the D-Pad or mouse and then seiect it by pressing butior X or the 1oypac o'
clicking the left mouse buttor:.

You will neec to enter a file name - highlight your cnosen letters using the arrow DUons or by MoVING e
mouse. and select each one oy pressing button X on the joypad or clicking the left mouse button Wher 1
name is complete. select the *End’ option by using the D-Pac or mouse 10 move the cursor over the 'End

\con and then press button X or ciick on the left mouse button to select it Your chosen game will then be
storec

Loading: Select the load-save option from the main menu by UsiNG the left and right joypac arrows or D+
moving the mouse left and nght untii the load save icon s displayec Press button X on the jovpaa or click

on the left mouse button 1o select it Select the ‘Load’ opton from the load save screen by tighlighting it and
pressing buttor X on the joypad or clicking the left mouse nutton If there are fiies stored on the card they
will be nisted on the screen. Highiight the file vou want to load using the D-Pac o~ mouse ana ther select It v
pressing button X ori tne joypac or ciicking the left mouse button Yo will be asked " you are Sure you v
selecting the correct fiic: - choose "Yes' or "No' If vou chose Yes'. the file wili be loadec

Utils: Select the load save icon from the mair menu by using the left and right jovpac arrows or by moving
the mouse feft and rignt untl the load save icon 1s displayed. Press pution X on the ioypac o chck on the left
mouse buttor tc select 11 Seiec: the *Utils” option trom the load save screen by ghkaht.ng it ana pressig,
button X on the joypaa o cicking e left mouse button. You wilt then be able 10 choese betwee

loading saving a game from to Memory Card 1or 2 0 erasingt any games vou may have Dreviously saved i
either Memory Cargs * 0r 2 Tne loading ano saving metnods are aescrbea above







ALLOCATING SKILLS

A Lemming in its natural state can only walk forwards. If it meets an obstacle, it turns round
and walks back the way it came.

The way to interfere with the Lemmings' progress is by choosing instructions and then
gllocating those instructions to a particular Lemming. You do this by referring to the skill
icons which appear on the bottom status bar. There are two status bars. One runs along
the bottom of the screen, the other down the right hand side.

Allocating skills with a joypad: Make sure you are in joypad mode 1. Use the L2 and
R2 buttons to cycle through the skill icons. These are explained in the section headed
'St_atus bars and icons’. To allocate a skill, highlight the one you want then move the pointer
using the arrow buttons to the Lemming you want to give it to. Then press button R1.
Allocating skills with a mouse: Choose the skill icon you require and move the mouse
pointer over it. Click on the left mouse button, then move the pointer to the Lemming you
wish to give the skill to. Another click on the left mouse button will dispense the skill to your
>hosen Lemming.

STATUS BARS AND ICONS

Bottom status bar
3 Arrow icon: Sometimes you will find a lot of Lemmings milling around in a small
space and it will be difficult to pick out the one you want. The arrow icon will help you
o make sure you're choosing the correct one. Selecting this icon by pressing L2 or R2 on
lhe Joypad or moving the pointer to it and clicking on the left mouse button will toggle the
unction on and off. When it is highlighted, move the pointer over your chosen Lemming and
press button R1 on the joypad or click on the left mouse button. The chosen Lemming will
then be marked with a white arrow above its head. If you then find you have selected the
;Nrong one, you can keep pressing button R1 on the joypad or clicking on the left mouse
\?'utt_on on different Lemmings until you get the one you want. Once you're happy with your
choice, sel9c1 the Lemming skill icon you want to allocate by using buttons L2 and R2 on the
ity’l\épa: to h|gh|nght the icon then pressing button R1, or by clicking the left mouse button on
‘]hecar?geq icon and the skill will be given to the specified Lemming straight away.
ke Lw icon also has a_not_her»functloh. although this only applies when you are playing in
ual Lemming mode. Highlighting the icon and pressing button R1 on the joypad or clicking

on the left mouse button will cause the point of view to cycle through all the Lemmings
walking around on the level.
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. Face icon: To enter Virtual Lemming mode, select the face icon and then press button

R1 on the joypad or click on the left mouse button on a Lemming. While you're in
Virtual Lemming mode, selecting a skill causes the current Lemming to take that skill
immediately. Pressing button R1 on the joypad or clicking on the left mouse button on
another Lemming will switch your point of view to that of the newly chosen Lemming. You will
return to normal mode when your Virtual Lemming exits the level, or when you select the face
icon again by using buttons L2 and R2 on the joypad to highlight the icon then pressing
button R1, or by moving the mouse pointer to it and clicking on the left mouse button.

If you want to cycle through all the Lemmings on the level while you're in Virtual Lemming
mode, by using buttons L2 and R2 on the joypad to highlight the icon then pressing button
R1 repeatedly, or by moving the mouse pointer to it and clicking on the left mouse button
repeatedly.

It is possible to turn your Virtual Lemming's head through 90 degrees. You do this by
pressing the joypad arrows while in mode 1, or by holding down the right mouse button and
moving the mouse. The position of the pointer controls the direction in which the head turns.
This will NOT work if your Virtual Lemming is a BASHER, DIGGER, or MINER.

Lemming skill icons: There are nine skill icons - you will notice on the screen that each
one is accompanied by a number. This represents the number of times you can use that
particular skill on the level you are currently playing. If there is no number, that skill cannot be
allocated.

. Blocker: Causes the Lemming to stand still so that no more Lemmings can pass.

Turner: Help the Lemmings turn corners by making one of them into a turner. Allocate

the skill as normal, but once you have pressed button R1 on the joypad or clicked on

the left mouse button to choose the particular Lemming, you will need to press the
same button again to indicate the direction in which the Lemming should turn. An arrow will
appear on the screen to show which direction the Lemmings will turn. Use the arrow buttons
on the joypad or move the mouse until the arrow is pointing in the required direction then
press button R1 on the joypad or click on the left mouse button.
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Bomber: You will usually use this function to get rid of a blocker. Once the skill has
been allocated, a countdown will appear above the chosen Lemming’s head and then...

boom.

Builder: To build a bridge, allocate this skill. Lemmings always build upwards, always
at the same angle, and always in the direction they were heading when they became a

builder. They will stop building when they run out of bricks, when the bridge reaches an
obstacle, or when they bang their heads.

Basher: This skill will cause your chosen Lemming to bash horizontally through any
suitable surface in front of him. Once he emerges through the other side, he’'ll revert to

a walker. Lemmings can't bash through everything - steel causes them particular difficulties.

Lo
i
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Miner: Causes the Lemming to mine diagonally downwards in the direction he was
heading. Miners will carry on mining until they run out of stuff to mine - again, they'll
also stop if they come across material that they can't dig through.

Digger: A digger Lemming will dig vertically downwards. If the Lemming runs out of
material to dig through, he’ll fall through the hole he has created. If he comes across a
material he can't mine through, he won't go any further.

Qlimbgr: Gives Lemmings the ability to climb up vertical surfaces. You won't have to
give this skill to the same Lemming twice because he'll retain the talent until he exits

the level.

Floatgr: This skill enables a Lemming to float safely to the ground from any height.
Lemmings retain this skill until they exit the level.

1"
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Right status bar

In: The number tells you how many Lemmings need to reach the exit. The number will
change from white to green when you have rescued more than the required number of
Lemmings.

Out: Tells you how many Lemmings are currently on the level.

Clock: Counts downwards, and tells you how long you have before the level self-
destructs.

Bomb: When you want to start the level again, press button R1 on the joypad twice or
double click the left mouse button.

Fast forward: This single red arow changes to two green arrows when activated. Press button R1on
the joypad or click the left mouse button here to toggle the game between normal and fast forward mode. If
you are using a joypad, you can also activate fast forward by pressing the select button on the joypad.

Camera: Pressing button R1 on the joypad or clicking the left mouse button here will
cycle the point of view through the 4 camera positions.

Map: Pressing R1 on the joypad or clicking the left mouse button will toggle the map
on/off if the map is available for this level.

Paws: Pressing R1 on the joypad or clicking the left mouse button here will toggle the
pause mode on and off. Once you're in pause mode, you can still move the cameras
around to alter the view, but the Lemmings won't move and the timer won't count
down. Pressing sTART on the joypad will also activate this function

Spin left icon and spin right icon: Pressing R1 on the joypad or clicking the left
mouse button on these icons will spin the current level to the left or right of its centre
point. This is not available on internal levels.

Increase flow icon and decrease flow icon: Pressing R1 on the joypad or clicking
the left mouse button on these icons will increase and decrease the rate at which the Lemmings
enter the level. A slower rate is easier to handle, but you can't slow it below the starting rate.
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EXTRA INFORMATION TO HELP YOU ALLOCATE SKILLS

The levels in 3D Lemmings are built out of blocks and all Lemming actions take place on a
block by block basis. When given a skill, a Lemming will walk to the next block or half block
boundary before performing that action. Which boundary they stop on is dependent upon the
skill given (see below). An understanding of this system will help enormously with playing the
game successfully.

For example, creating a blocker will cause the Lemming to walk to the end of the block
before the action takes place.

Blocker and Turner: Both these will walk to the edge of the
block they are on and then block or turn respectively.

Bomber: A bomber Lemming will walk forward until the timer above their
head reaches zero. They will then damage the block they are standing on and
to a lesser extent will damage the four adjacent blocks.

Builder: When a Lemming is clicked on with this skill it will walk forward to
the next block or half block boundary and then start building.

Basher: When a basher is created, the Lemming will walk forward for up to
one block and will start bashing as soon as they reach anything in front of
them. If after walking a whole block they have not reached anything they can
bash into then they will lose this skill, e.g. become a walker again.

Miner: A miner will walk forward to edge of the current block they are on and
then start mining the block in front.
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Digger: If a digger is selected in the first half of the block then the Lemming
will start digging in the centre of the block they are in. If they are selected in
the second half they will walk to the centre of the next block and then start

digging.

Climbers and Floaters: When either of these skills are
given to a Lemming they will retain the skill for the duration of
the level and will start climbing or floating whenever the
opportunity arrives.

COMPLETION SCREEN

A level will be over if you manage to rescue the required number of Lemmings within the
allotted time.

It will also be over if you run out of time before saving the required number of Lemmings, if all
your Lemmings are killed, or if you abort the level by any other means.

Once the level is over you will be given a resume of your progress. If you completed the level
successfully, you will be given a password so that you can skip the level in the future. Two
icons at the bottom of the screen give you the chance to ‘Retry’-(press button X on the
joypad or click on the left mouse button) or go to the ‘Main menu’ (press button O on the
joypad or click on the right mouse button).

AUTO REPLAY

This function records all your moves as you play a level. If you fail then retry the level
immediately, these moves will be played back up until the last move you made. You can take
manual control of the replay at any time by pressing button X on the joypad or click on the
left mouse button. The O button on the joypad or right mouse button toggle fast forward
on/off
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SPECIAL OBSTACLES

Splitters: These are pagoda-type structures which will split your line of Lemmings into two
separate columns. As they walk through. they will turn 90 degrees and continue moving in
the new direction. The Lemmings turn left and right alternately as each one passes through.

Trampolines: When a Lemming walks or falls onto a trampoline. it will bounce forwards
and upwards in the same direction it was previously moving. RED trampolines increase the
neight and distance the Lemming travels by 1 block each time they bounce. BLUE ones
‘lecrease the height and distance by 1 block each bounce.

Crash mats: Allow Lemmings to fall from any height without being stunned or killed.

Springs: These fling the Lemmings to a predetermined area. any distance and any height
' the spring. in any direction.

Teleports: These occur in pairs. Whenever a Lemming moves across a teleport. it will be
itsported to the other one of the parr.

Stippery blocks: On some of the levels there are slippery blocks. Once a Lemming has
wed onto one. it will slide across until it reaches a normal non-slippery block. The only
5 you can allocate to a Lemming in mid-slide are bomber. climber and floater skills.

Rope slides: When a Lemming crosses a block that contains the start of the rope slide he
" tutomatically be transported across the rope to the end of the slide.

HOTE: Only ONE Lemming at a time can use the following features - SPRINGS.

HPORTS and ROPE SLIDES. If a Lemming is already using the feature. the other
cings will walk past it
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