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Advisory

READ BEFORE USING YOUR NES/SUPER NES

A Very smak porticn ol the populalion may experience epilaptic seizures when viewing cartain
kinds of lashing lights or patterns that are commoaly present in our daily enviroament, These
PErSONS may experience secizures ‘whie watching some knds of televison pictures or playing
certain video games. Players who have nol had any previous sezures may nonetheless have an
undetected epilepte conditon, We suggest that you consult your physician If you have an
epileplic condiion or if you experience any af the faliowing symploms while playing videa games:
allered vision, muscle twiching, other invoiuntary movements, loss of awarenass of your
surroundings, mental confusan and’oe convulsions.

WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV

0o not use a lront or rear projection lelevision with your Ninfendo Entertainment System®
|"NES™) and this video game. Your projection 1elevision screen may be permanently

damaged if video games wilh stationary scenes or patterns are played on your projection
television. Similar damage may occur if you place a video game on hold or pause. Il you use

your projection television with 1his viden game, neither Sunsolt® nor Nintendo of America,
Inc. will be liable lor any damage. This silualion is not caused by a defect in the NES or 1his
game; olher lixed or repetitive images may cause similar damage to a projection television.
Please contact your TV manulacturer lor further information.
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‘ Let’s Go! ‘How to Start the Game
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Lemmings may be mindiess but are luckily equipped with special skills that you must The number of Lemmings you will have to save in order to progress to the nexe level
#5ign to them so that they can travel safely through many dangerous terrains. An vill vary depending on the level You must assign skills to particular Lemmings to guide
experienced player will know precisety where and when to assign these skils to the the others to safety within the time Emit

token Lemmings who will build a safe path cowards an exit and save the rest of their

buddies. Your success i measured by the percentage you save. As 5001 a5 the Lemmings begin to £l from the trap door, they will proceed to the

right. If they hit an costacle, they will turn in the opposite direction. All they know is

It will take all your brain power to rescue & many Lemmings as possible from £0 keep marching forwand even if it means their demise. Use the skills provkied o save
Impending doony As you see hordes of these cute kttle fellows march to their sad fate, all you possibly can

a Quilty consclence Is not the only thing you will develop — it's sure to become an INSEre the game pak then tum on the system. You will see a short demo and then the
addictive obsession! Following title screen.

Move the controd pad left or right TO MOVe cursor over option boxes
Start: Press any button to begin

_ ({Lr W B New Level (passwords, Press A, B or Select Buttons
- I’_H,_,_l e g Rating: Press control pad up or down Lo sefect one
e s Woe by Of four ratings.
, v iy FUN TRKKY TAXING MAYHEM
SR e o DOVIOUSTY, IEvels Of FUN are the easiest and game play
prspLsRenel  becomes more difficult if you select MAYHEN.

Music or F/X: Press A, B or Select to set music or
sound effecee a»
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One Player Game
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IF you have selected the “Start Option®” you will s2e the following SCreen mesage.

1) Name and number of the level you are

<> about to play. In some instances, the name of
— the level may hint as to what may lie ahead,
1 L2, Just Dig — Diggers must be used,

—a-

—— et b Erag 2) How many Lemmings will drop from the

NITEEH OF - LEmINGS )

'-:_-%-_"‘h ;r : PtH |:l HI *-.*'lll.ll'l'* III trap docr,

- FLENGE - FATI 50 . _

> o TS 50 The number you must save In order o

proceed onco the next level
4) The speed at which the Lemmings will fall from the trap door.

5) Time kmit you have to complete the level

o) Whnat level of dificulty you have already selected.

7 Level Map.

Clearing the Level

A W "'ﬁ“‘“.ﬂ-‘.ﬂ - o™ o™ _o"™u o

Regardiess of whether or not you have gefeated a
level, a scoring screen will appear once game play has
ceased. This screen will tell you what number of
Lemmings you needed to save and how many you
actually save, If you have not defeated the level you
will be given the opticn to play the same level again.
If you have defeated the level, you will proceed onto
the next by pressing the "A Button®.

All Lemmings must be cleared off of the playing
screen before moving on to the next level Those
remaining as Blockers or trapped must be exterminated.

There are 100 levels In this game.

T

HLL LEMITINGS ACCOUNTED FO&

YOU TUTRLLY STORRED THAT LEVE
Ul CHN YO ConPLETE THE HEXT

YO WEFEDET -1

YOLI SPNED o0
YOUR BCOESS CO0E FOR LEVEL 2
[5. TYRNV

PLESH BUITTON fi FDE MEXT LEVEL
FEH BUTTON: B FOR: TENY




Password
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The password for the following level will be given to you once you have completed the
level before it. When you have completed a level, the scoring screen will appear
containing a password for the next level Write your passwords down and keep them
In a safe place so that when you want to resume game play you do not have to stare

from tﬁe beginning of the game. (A password log has been provided in the back of this
manual.

Toresume game play select *NEW LEVEL" on the title screen and press the A, B or Select
Buttons. The Password Screen will appear. Select the letters that make up the
passward by using the control pad up or down to select che letters and lefe or right to
MOoVvE spaces. Once the password is inserted, the title screen will appear again and
simply hit the start button to resume game play at that level,

_:»

“How to°Use the Controller

ﬂ-.‘--‘ “'ﬁ:"-‘-"‘_'-‘-“‘_“‘_‘“

B —~ |- A Button
Control ) e
Pad &t ‘O [O ++ B Button
start o
4
CONTROL PAD:
Moves cursor in all directions .
SCrolls scregn to the lefe or right when curser is placed at the very edge of the play
SCreen.
B Button + CONTROL PAD:
Moves "sesection box" over Lemming tasks at the bottom of the play screen to the
left or to the right,
A Button:

Gives a Lemming the selected task when the cursor Is placed directly over him.
START Button;
Starcs and pauses game play. (Gives you time to think g




“Task Menu
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‘Bomber

When selected, this Lemming will explode, destroying “scructurally weak®
obstacles and portions of the playing field. However, he will not harm
other Lemmings while doing 50 Once commanded he will count down from
five and after reaching one, he will exploge.

Skills and/or Tasks

skills and tasks may be limited in some levels, For example, Bullders may not be
avallable or only a certain number avallable for use. You must conserve skills and use
them wisely in your plan to save the Lemmings.

e e ™ o™ o™ o™ o™ o o™

5 Climber

when selected, this Lemming will scale anything cthat stands vercically In
ns path, Once you have commanded him to do 5o he will continue to be a
Climber the entire time you play the level For example, even if he is
selected to dig at a later time, when the aigging task is over he will
become a Chmber again.

= e™S " o™ TS ™™ S ™S ™

‘Blocker

When selected, this Lemming will stop other Lemmings from walking
Past em.

i-.-
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‘Builder

ﬂ‘,’“".“"ﬂﬁ.—ﬂ‘%,ﬁ"ﬁ'ﬂ#“-ﬂﬁﬁ - .
“F] oatEP Wnen selected, this Lemming will busid a bridge upward diagenally. He will
build in the direction he is facing. However, he will only lay down 16 steps
When sefected, this Lemming will be able to safely float down from before he gives up and walks off of It.
neights that a normal Lemming could not survive, Once selecced, he will

remain a Foater for the duracion of the level. 1See Climber)
aF>» 13
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‘Basher

« Wnen selected, this Lemming will axg horizontally through obstacles that
Diock s way Forward. After bashing through the obstacie he no longer
remains a basher. Also, some obstacles cannot be penetrated. He can be
commancied to do another task during bashing However, he will scop
0ashing once commanded to do another task

_‘.-‘-’-"‘H.‘-‘J“J-‘,’-‘-‘-‘“’

Miner

When selected, this Lemming will pick downward creating a sloping tunnel
In the direction he is facing. Some obstacles cannot be penetrated. He can
also be commanded during mining to do another task. (See Basher)

When selected, this Lemming will dig a tunnel straight down through
Obstacles. Some obstacles cannot be penetrated. He can also be
commanded during digaing to do another task (See Basher)

Other “Points to Note:

W m " o " " TN TN ™

Metal Shown as square plates and usually used to contain ligukis) cannot be

dug through. A

Bullders stop constructing bridges:
1. When they run out of bricks

2 If the bridge nits a solid object ;
3. If the Lemming hits his head while building

Miners and Diggers keep digging uncil they dig chrough an earth kayer, after which
they fall through the bottom of the earth layer.

Bashers keep digging until there IS no more material in front of them to dig.

A Lemming designated as a Climber or Floater retains these <kills until the current
level Is ended or until he perishes.

All other tasks take effect as soon as a Lemming is selected — make sure there Is
something to aig in front of a Basher or he will give up right away and you will have
wasted a skill.

A biocker will scop other Lemmings fram passing only if they bump into his hands.

15




Basic Command Guidelines

- Sl LT ™S ™. o™ o™ o™ o™
Examples: situation 2: wall biocking the Lemmings' pach
Situation 1: Steep Cliff Solution 1. command a Basher to dig across through the wall

Solution 1. Command a Blocker to keep Lemmings from qoing over the cliff solution 2. Command the Lemmings to Climb cver the wall,

solution 2. Command Lemmings to Float safely down, SOMEa: Build a bridge Up 10 the £0f Of the Wl

gu:u:!m 3. H;um a bridge to che other side. OR Use a Combination of Commanas;

oluticn 4: Mine downwar \
_ d buikding a sioping pathway to safecy. Solution 4: command two Lemmings to cimb up the wall. Then command the first

OR Use a Combination of Commands.

to béock the next from passing by, When the second Lemming tums
Solution 5 laHE d BIDE:EF to keep Lemmings from falling while @ Miner tunnels back, command him to Ming down to where the remaining Lemmings
ownward.

are trapped.
Situation 3: A trap blocks the pathway forward
solution 1: Command a Builder to build a bridge over the trap.
. OR Lxse a Combination of Commands;

solution 2. Command a Miner to mine down towards the trap then turn the Miner
into a Basher and tunnel out across under the trap.

16 _
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Passwords
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Level 1
Level 2
Level 3
Level 4
level 5
Level b
Level 7
Level 8
Level §
Level 10
Level 11
Level 12
Level 13

FUN

TRICKY

TAXING

MAYHEM

L

tevel 14
Level 15
Level 16
Level 17
Level 1B
Level 19
Level 20
Level 21
Level 22
level 23
Level 24
Level 25

FUN

TRICKY

TAXING

MAYHEM




Tips and Hints
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Keep watching your timer, Sometimes your time may run cut before all Lemmings
have been saved.

If you make an error In your planning and do not want to walc for time o run out
before making a second attempt, simply select the Lemming 8omb to eliminate all
Lemmings from the play screen.

some obstacles have arrows that paint in a specific direction. This means that they
can only be penetrated in that direction. To tackle this obstacle command a Climber
0 scale the obstacle, then turn him into a Floater so he will arrive safely on the
ground. Then when he turns around, command him to Bash In the direction the
arrows are pointing.

Bullders do not build as Fast as the other Lemmings walk. S0, command a Blocker to
stop the other Lemmings from walking off the Incomplete bricsge. When the bridge i
complete, turn the Blocker into a Bomber but be careful bacause if he is too close to
the bridge, he may blow part of It up when he explodes, OR dig under him so he l0ses
his footing and begins walking again. Remember, If you dig too close to the bridge
YOUu may ruin it. A,

FCC Regulations

TR N e "m T TS TS T T ™

'his EQuUIpmMent generates anc uses radio fraquancy enargy and if nat installed and Lsad properly,
hat is, 9 8tect accordance wilth the manulaciurer's ingtructions, may cause inlerference 1o radio
and television reception. It has baen type lested and founc ta comply with the limits for a Class B
computing device in 2ccordance with the specifications in Suapart J of Part 15 of FCC Rules,
which are designed 1o pravide reasenable proteéction against such inlerlerence = a residental
instzlation. However, there is no guarantee thal interference will not pecur o 2 parlicular
Astallabion. If this equipment does cause interference 10 racio or 1elevisian receplion, ‘which can
be determined by turning the equipment off and on, e user & encouraged Lo try Lo correct the

nterference by ane or more of the following measures:

— Hearient 1he receiving aatenna

— Relocale the NES with rezpect 1o the réceiver.

— Move the NES away from the receiver.

— Plug the NES into a diterent outlet so that the NES anc receiver are on dilferent circuits.
I necessary, e user should consult the deadler or an expenencad radio/telewsion 1echnician for
addibonal suggestions. The usar may find the iodowing booklet prepared by the Federal
Communications Commission helplul:

How to ldentify and Resolve Radio-TV Interference Problams

This booklet is avaizble from the U.S. Government Printng Dffice, Washington D.C. 20402, Stock
No. O04-000-00345-4,
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