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INTRODUCTION

Lemmings 1s a truly unique game in which a crowd of hilarious little rodents
appear on your screen, and your job is to get them home, despite their inclinations
otherwise. In its original incarnation, the game consisted of 120 increasingly difficult
levels. However, as the Lemmings legend has grown, people have added levels in
various computer and console formats.

What’s a Lemming?

A lemming is a type of arctic rodent which, every few
years, feels the need to thin out the population by
running into the Arctic Ocean.

Psygnosis and DMA Design have joined forces to
bring you this hilarious depiction of lemming life,
creating one of the most popular games in years. Oodles
of individuality and expressiveness are packed into the
tiny figures on your screen, from their hair to the tips of
their little paws. There’s nothing like a trip to
Lemmingland!




Lemmings: The Official Companion

The History of Lemmings

Lemmings was developed by
DMA Design in Scotland,
originally appearing on the
Amiga platform in February
1991 and on the Atari ST 1n
March 1991. Universally
positive response led to the
release of Lemmings on MS-
DOS platforms in May 1991.
The year 1992 saw the release
of many other versions of
Lemmings, including Super
Nintendo and Genesis. In October 1992, Psygnosis released Lemmings for the
Macintosh. Portable Lemmings, including Sega Game Gear, Atari Lynx, and Nintendo
Gameboy are also scheduled.

Over two years in the making, Lemmings features the talents of many dedicated
programmers, animators, graphic artists, musicians, sound experts, and level
designers. The little critters have captured the hearts of many people, including
those who wouldn’t ordinarily touch a video game with a 10-foot-pole.

Expressive animations, hilarious sound effects, engaging soundtracks, and mind-
bending puzzles have come together to form an incredibly addictive pastime equaled
only by such game legends as Tetris and the Mario series.

A Guide to Lemmingland

The basic game is played with a viewport into the lemmings’ environment. Without
the benefit of your expert tutelage, the lemmings will wander about aimlessly,
stumbling over cliffs, into traps, off the screen, into whatever 1s in front of them.
Your job, as the overseer of the lemmings, is to preserve the species as well as
possible, by guiding them from lemming hatch to exit.



Introduction

How to Use This Book:

We recommend that you take a look at Chapter 1 before plunging into the game. If
you're already a seasoned Lemmings player, then you're probably well beyond the
need for the general strategies mentioned at the beginning of the chapter, but the
“Super Hints and Tips” section may provide some information that you have not
noticed or thought of yet, so it’s worth at least skimming through them!

The level solutions are made up of four parts:

* Astatistics section, containing the code to access the level quickly. This section
also includes the information from the Objective screen. The MS-DOS and
Macintosh information is often different from the Amiga information, so read
carefully!

* An overview section, containing general information about the level, and
special things to look out for.

* The solution to the level, containing a step-by-step solution telling you exactly
what to do . . . and where!

* A picture of the level, with markings to show you where to do the steps listed
in the solution.

And, sometimes, as an added bonus, there will be a paragraph at the end of the
solution with an interesting note about the level, or about the game.

Of course, we encourage you to give the level your best shot before breaking
down and reading the step-by-step solution, but keep this book close at hand for
those really tough levels!

‘In addition, Psygnosis and Prima Publishing have provided 16 levels designed
especially for this book! These levels use some of the concepts and strategies
Introduced in this companion guide, so they are a great place to practice your newly
acquired abilities!

By the way, if you own a cartridge version of Lemmings, the solutions provided in
this book are the same for most of the levels on the cartridge. However, many of the
cartridge versions have different, or extra, levels. This book is written primarily for
the computer versions of Lemmings.



GENERAL STRATEGIES

Take a good look at the Objective screen, as
shown in the top screen. Pay special attention
to how many lemmings you're going to need to
save, as this information is not accessible when
you're actually in the game. Also, read the title
of the level, as there may be a clue embedded
within it.

Once in the game, pause the level so that
you can take a look around. Pay special
attention to the mini-map in the lower-right
corner, as shown in the bottom screen, so that
you can get an idea of how large the level is.
Scroll back and forth in the level, looking for
extra exits and entrances, as sometimes there can
be as many as four of each!

Then, take a look at the icon bar, taking
inventory of how many of each kind of lemming
you have available. Then, plan your route: Are
you going to need to block the majority of the lemmings while one goes ahead to prepare
the route? Can you afford to lose that blocker?

Don’t forget: You can also pause the game to change lemming attributes, when you
don’t have enough time to move your pointer down to the bottom of the screen and
back.

Keep track of your lemmings! Don’t forget that a climber can get to the top of an
object, hit his head, and fall back down . . . sometimes plummetting to a fatal splat on
the ground.

Don’t get discouraged. All levels are solvable —it’s just that some require split-
second timing. If you're really, really stuck on a level, use the passwords provided to get
you by it. At least you can take a look at all the levels that way!

Lemmings Level Access Codes

There’s no real cheat mode built into Lemmings, but we can provide you with all the
codes to the levels, so that you can take a look at all of them!

4
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LFLGAJOFHW
FLGIKMLGHO
LGEOMLFHHP
FONNNOLIGU
GEKJOGJJHM
MJIMGLGKHT

Mayhem

NKMFLGALHN
KONJGONMHU
OOJGGKMNHN
FLGKINMOH)J
LGANNMGPHV
GKONMOHQHV
GAJJLEOBIQ
[IJKLDMGCIX
OHLDMGCDIU
ILDMGMOEIQ
LMIGAKLF1J
DMGKJOLGIR
MGCNNLDHIN
GKNNLEOIIJ
GEJIMDMIJIJ
MJIMDMGKIS
NJMDOGALIO
HMEOGKNMIY
OLIGCJONIX
LIGIJNOOIN
MGANOMEPIW
GINOMDOQIQ
GAKILGMBJR
KKJLOKGCIJT
NJLFOGADJY
ILFMOKOEJR
NOKGCKMFIT
GOGKJINLGJW
OGANOLGHJS
GMNONOKDV



Lemmings: The Official Companion

We have heard of a few patches that have been released which allow you to add
more attributes when you run out. These are not built into the original program. We
cannot recommend them, as unauthorized modifications may damage your

Lemmings program!

Super Hints and Tips

Here are a couple of specific things to keep in mind as you play a level:

A blocker is not a permanent attribute, as you can remove him by digging out the
ground underneath him. Be careful, though, as a blocker standing on steel must be
blown up! Also, if you need to save a blocker, don’t make him block on a thin piece of
ground. When another lemming starts digging, both may fall to their doom!

A lemming will always walk in the same direction, unless there’s a wall to turn
him around. For instance, if you make a lemming who is facing towards the right dig
straight downwards, and he falls through his hole, he will start walking to the right
again. This may seem trivial, but it’s one of the most commonly overlooked facts of
lemming life.

A bridge builder will turn around when he builds into a wall. This technique can
save you precious seconds on a time-intensive level. A lemming can simply build a
bridge instead of walking until he runs into a wall. Make the lemming dig vertically
for about 3 or 4 digs (watch his arms!), and then build a bridge.

A single pixel can mean the difference between life and death for a falling
lemming! By simply building a bridge at the bottom of a fall to shorten his falling
distance, you can have a lemming walk away from an otherwise fatal plunge.

Lemmings can squeeze through unbelievably tiny gaps. You can make use of this
fact, but it can also be a major problem. Look carefully at the route you plan for tiny
spaces in the floor.

When a bridge builder encounters a blocker, he’ll turn around but continue
building! This is great for gaining additional height in tight spots.

A blocker’s arms are the key to his ability. If a lemming lands between a blocker’s
arms, he will continue on his way, disregarding the blocker completely. An example
of this detail put to good use is when you want lemmings who are landing from a clift



General Strategies

to continue walking, but not turn around. If you make a blocker immediately after a
lemming lands on the ground, the remaining lemmings will walk past him, unable to
turn around and dump themselves into the ocean, or whatever hazard needs to be
avoided.

When you press the right mouse button (or Option key on the Macintosh), the
game will only allow you to select lemmings who are walking (and not doing
anything else). This way, you can pick a lemming out of a crowd, without affecting
the ones who are already working (digging, for example).

To select a lemming who is facing a certain direction, place the pointer in the
opposite direction that you want the lemming to walk. For instance, if you want to
choose a lemming who is walking to the right, put your pointer just a tiny bit to the
left of the lemming crowd. Move your pointer back and forth until you find a point
where the cursor flickers between a box and a crosshair, and then click. You will get a
lemming walking to the right!

The solutions to many levels hinge on your ability to separate one or more
lemmings from the crowd so that you can clear or set up a route to the exit without
the others doing themselves in. Here are some basic methodologies that may help:

* The most obvious way is simply to use two blockers. If you need to save the
blocker, consider using the dig-underneath-him method previously mentioned.

e Use the landscape! If you can get all the lemmings trapped in a pre-existing pit,
and have one climb out, then you've had the game do your work for you!

e [f there’s no pit to get the lemmings trapped in, make one! Have a vertical
digger dig a pit just deep enough to trap the lemmings. Then have him build a
bridge to stop him from digging into oblivion. Sometimes, if you have the first
lemming out of the hatch dig, a lemming will escape the pit. Voila! You now
have a worker lemming!

e If you build a bridge and lemmings start walking all over it, it may be difficult
to see what your builder lemming is doing. In this case, destroy the bridge
behind your builder, either with a bomber or some sort of digging attribute.
You will have to rebuild the bridge later, but you’ll have a clear view of the
builder, since the remainder of the lemmings will be busy falling through the
gap in the bridge.
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Fun Level




Welcome to the fun category of Lemmings! In this group of 30
levels, the cast of lemming characters is introduced to you one at
a time, and then you're introduced to a few basic strategies. These

levels are relatively easy, but they'll teach you valuable techniques
that will come in handy in the more difficult categories!
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Fun 1 — Just dig!

Access Code: None

Statistics
10 lemmings

10 percent to be saved
Release rate 50
5 minutes

Welcome to the first level of the game! If you need help here, it would probably be
wise to review the sections describing the icon panel and the play screen. Once you've
done that, the title says it all; just make one of the lemmings dig straight down, and they
will all fall into the lower section. Once there, they can walk straight to the exit. Don’t

make them dig from this level, or they will dig straight through the bottom of the screen
and fall off the level!

Solution

Move the pointer down to the digger attribute and click the left mouse button (on
the Mac, click the mouse button). A box should now appear around this icon. This
box means that the icon is selected.




Fun Level

Now that you have selected an attribute (in this case, the digger), you need to select a
lemming to perform this action. Move the pointer back up to the top of the screen
(roughly around point @), where the lemmings are walking back and forth. Upon
contact with a lemming, the pointer changes from crosshairs into a box. Click the
left mouse button. The lemming under your pointer should start digging. He will dig
all the way through to the lower level and drop to the ground. The other lemmings
will fall into his hole and drop to the bottom. From here they can walk right to the
exit.

Notice that on this level, when the lemmings break through the second layer, half of
them walk towards the right, and the other half wander to the left. On some of the
higher levels, these straggler lemmings can cost you the time between completing a
level and having to do it all over again.

If you make ALL of the lemmings dig and fall through to the bottom level, you can
control the direction in which they walk. For instance, if you make all 10 dig while
they’re walking towards the right, they’ll all land and walk towards the exit! See the
“Hints and Tips” section for more details.
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Fun 2 — Only floaters can survive this

Access Code: [JJLDNCCCN

Statistics
10 lemmings

10 percent to be saved
Release rate 50
5 minutes

Here you learn another type of lemming — the floater. When
you make a lemming a floater, he gets a multi-colored umbrella.
Every time he drops off a cliff (as lemmings are wont to do), he
opens up this umbrella and uses it as a parachute. When he lands,
he hides the umbrella but keeps it around in case he drops oft
another cliff. In this level, you save the lemmings from the large
drop after the third pillar by making them all float to safety.
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Solution

Click on the Floater icon. A box will appear around this icon to let you know it has
been selected.

Bl Move your pointer up to @. Upon contact with a lemming, the pointer will change
Into a box. When this happens, click the left mouse button to make each lemming a
tloater. When a lemming drops off the edge at @, he will open his umbrella and float
safely down.

See the section on the lemming attributes (“Meet the Lemmings!”) for further details
on the floater ability.
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Fun 3 — Tailor-made for blockers

Access Code: NJLDNCADCK

Statistics
50 lemmings

10 percent to be saved
Release rate 50
5 minutes

Here, we meet the blocker, a traffic-control lemming, who allows you to turn the tide
of lemmings around. Without your help, the lemmings will walk over the edges of the
thin platforms on this level and plummet to their messy deaths at the bottom of the
screen. However, with the judicious use of a few blockers, you can guide them safely to
the exit.
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Solution

Select the blocker from the icon panel. When the first lemming gets to @), make him
a blocker. The lemmings will hit this blocker and turn around.

Fd When a lemming reaches &, make him a blocker. The lemmings will turn around.
The lemmings can drop safely from point ®, so do not put another blocker there.

EJ The lemmings are now on the exit level, but heading in the wrong direction! Make a
blocker at @® so they turn around and head for home.

Here’s another trick: The lemmings still are coming out of the entrance hatch. To
make them come out more quickly, you need to increase the release rate. Move your
pointer to the (+) key on the icon bar, and hold down the mouse button until the
number reads “99.” Note how quickly the lemmings are coming out of the hatch
now! You can also decrease the release rate by holding down the (-] key, but you

cannot lower the rate below the initial value. The initial release rate always is
displayed above the -] key.

[d Once all the lemmings are through the exit, double-click on the Armageddon button
to remove your blockers. Don’t worry: they’ll be back in another level!.



Lemmings: The Official Companion

Fun 4 — Now use miners and climbers

Access Code: HNLHCIOECW

Statistics
10 lemmings

100 percent to be saved

Release rate 1
5 minutes

This level introduces two new learning attributes at once — the miner and the
climber. The miner will dig a diagonal shaft, going downwards and in the direction he
was last walking. He will continue digging until he reaches open space. The climber gets
sticky gloves and shoes, so he can climb up any vertical surface. Once the surface levels
out, he starts walking again. The climber is a permanent attribute, so once you make a
lemming a climber, he will always be able to climb. To save the lemmings on this level,
you first need to mine them down to the bottom level, then make them climb to the exit.
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Solution

Bl Select the Miner icon at @. Make one of the
lemmings mine at (. (At this point, it does
not matter in which direction he mines.

Make each lemming a climber so they all
climb the wall at ¢ and head to the exit.

See the description of the attributes (“Meet
e Lemmings!”) for more details on both the
iner and the climber.
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Fun 5 — You need bashers this time

Access Code: LDLCAJNFCK

Statistics
50 lemmings

10 percent to be saved
Release rate 50
5 minutes

Bashing is more complicated than any of the attributes we
have seen so far. The basher will make a tunnel horizontally
through any kind of ground (except steel and one-way
obstacles — you’ll see these later). In order to make him bash,
though, you need to click on him when the wall is directly in
front of him. When you make a basher, he takes a test swing. If
there is ground in front of him, he will keep bashing,
otherwise, he will start walking again. On this level you’ll have
lots of practice using bashers.
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This is the first time that you’ll actually need to scroll the screen back and forth to
complete the level. You can scroll the screen many ways. Take a look at the description of
the play screen for further details.

Solution

Select the basher on the icon bar. Just before a lemming reaches @, click on him
and make him a basher. He should bash a tunnel straight through the pole.

Bash again at @, so your basher goes straight through the rock.

You need to bash a path through the net for the lemmings to reach the exit. Just
keep using bashers in the area around ® so the lemmings get closer to the exit.
Eventually you will bash a path to the exit. Be careful that you don’t have the
lemmings bash while they’re too high, though, or they will take a fatal tumble.
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Fun 6 — A task for blockers and bombers

Access Code: DLCIJNLGCT

Statistics

50 lemmings
20 percent to be saved

Release rate 50
5 minutes

Do you remember the blockers from level 3? Here you get to use them again, in
combination with the bomber. When you make a lemming a bomber, you activate his
self-destruct mechanism. He will count down from five; when he gets to zero, the bomb
will go off, taking out the bomber lemming and anything in the immediate vicinity
(except other lemmings). In this level you need to use bombers to make a path to the
exit. Use the blockers to keep the bombers still, so you can place them where you want

them.
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Solution

Place a blocker at €). Once he has stopped, turn him into a bomber. He should make
a hole down to the lower level.

EA Place a blocker at @. Ideally, you want him as close to the wall as possible.

Make this blocker a bomber. He
will blow a hole through the wall,

so the other lemmings can reach
the exit.

Bl Increase your release rate to 99, so the lemmings come out quickly. If you don’t
remember how to do this, see the solution to level 3 of Fun.

See the section on lemming attributes (“Meet the Lemmings!”) for further
information on the bombers.
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Fun 7 — Builders will help you here

Access Code: HCAONNLHCX

Statistics

50 lemmings

o0 percent to be saved
Release rate 50

5 minutes

[t's time to introduce you to the last type of lemming,
the builder. When you make a lemming a builder, he pulls
tiles out of his knapsack and stacks them on top of each
other, making a bridge that goes up in the direction he was
last heading. After he lays down 12 tiles— clicking with
the last 3 to let you know that he is running out — he will
shrug at you before walking again. While he is shrugging,
you can make him build again to extend the bridge. On
this level you need to use builders to get the lemmings
over the first step and past the pit to the exit.
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Solution

Make a lemming begin to build at €). The bridge should get the lemmings up the
first step.

When the first lemming reaches ¢), make him build over the gap. A few lemmings
will drop into the pit below, but the rest should continue to the exit.

To free the lemmings from the pit, simply build bridges from one side to the other
until the lemmings can walk out of the pit. If you have trouble with this, see the
“Hints and Tips” section.

It's not necessary to save the few lemmings that fall into the pit to successfully solve
the level. It’s good practice for the later levels, though. Besides, the more lemmings you
save, the better they feel.
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Fun 8 — Not as complicated as it looks

Access Code: CINNLDLICJ

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
95 percent to be saved 95 percent to be saved
Release rate 88 Release rate 88
5 minutes 5 minutes

Don’t be misled by the many distractions all over this level. The level is as wide as it
can be, with pillars and pipes across its entirety. Also, you have 20 of every attribute
available. This can make things confusing, but all you really need to do is make the

lemmings turn around so they head to the exit.

Solution

Pause the game and look around. Most of the level is made up of pipes and pillars
that serve no function. You only need to worry about the area near the entrance and

exit. Un-pause the game.
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1 Make the first lemming a blocker at €). The rest of the lemmings will turn around
and head to the exit.

Once the rest of the lemmings are through the exit, bomb your blocker to end the
level.

For an Additional Challenge

Note that it is possible to do this level without losing a lemming to a bomber. All you
need to do is make the second lemming a blocker. He will turn the remainder of the
lemmings around, but one will escape. If you do this, the one lemming who is walking
out towards the right of the level can bridge over the gap in the ground, go over to the
other side, and build a bridge back. Once this is done, have the lemming dig underneath
the blocker, freeing him. The first lemming will go through the exit, and the ex-blocker
lemming will head out towards the right. You’ll have to make him build a bridge over
the gap as well.
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Fun 9 — As long as you try your best

ccess Code: GKHMDLJCQ

tatistics:
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
90 percent to be saved 90 percent to be saved
Release rate 99 Release rate 99
5 minutes 5 minutes

The only obstacle keeping your lemmings from the exit of this level is a thin pillar.
The danger is the trap to the left. When the lemmings hit the pillar and turn around,
they will walk right into the spinning trap and be turned into lemmincemeat. Your job 1s
to keep them from walking into this trap. The easiest way to do this is to use a blocker.
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Fun Level

Solution

Make the first lemming a blocker at @), as soon as he lands. The other lemmings will
fall right on top of him and head to the right. When they try to head back to the left,

however, they will run into his hand and turn around. (See the “Hints and Tips”
section for details on blocker technology.)

Bash through the pillar at @ to get the lemmings to the exit.
Bomb your blocker to end the level.
You'll see this level again later, but with fewer attributes! On Tricky Level 26, you'll

see the same set-up, but you’ll need to save 100 percent of your lemmings (i.e. no
blockers allowed!).
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Fun 10 — Smile if you love lemmings

Access Code: MKHMDLCKCX

Statistics
20 lemmings

50 percent to be saved
Release rate 50
5 minutes

From here on, the solutions start to get more complicated. The next few levels often
have several solutions, so we will describe the easiest ways to save the required number
of lemmings. Quite often you can save more lemmings with an alternate solution. In this
level, you need to get the lemmings down safely and turn them around. The easiest way
to do this is to use floaters and a blocker.




Fun Level

Solution
Make each lemming a floater before he drops off the edge at @.

When the first lemming reaches & make him a blocker, so the others turn around
and head to the exit.

Don’t forget to bomb your blocker!

This is another level that you’ll be seeing again as Taxing Level 9, only next time,
you’ll need 100 percent!

e

[ 5

"
NN R A ST RN

®




Lemmings: The Official Companion

Fun 11 — Keep your hair on Mr. Lemming

Access Code: OHOLHCCLCY

Statistics
60 lemmings

83 percent to be saved
Release rate 50
5 minutes

Here you are introduced to two new types of objects— steel and one-way ground.
The ground on this level is made of steel. Lemmings can't dig, bash, or mine through
steel. If you make a lemming a bomber above steel, he will take out everything but the
steel. In short, you can’t go through steel. One-way ground is slightly different. You can
bash or mine through it, but only in the direction of the arrows. If you try to go the
other direction, the lemmings will treat it like steel. You can always dig through one-way
sround, however. In this level you need to make a lemming bash through the hill in the
direction of the arrows. To do this he needs to turn around.




Fun Level

Solution
Send two athletes (climber/floater combinations) over the one-way ground.

Make the first athlete a blocker at €). The second one will hit the blocker and turn
around.

Bash to the left at ) to open a path to the other lemmings. Your basher will climb
up the left-hand wall but float back down and head to the exit.

Ed Bomb your blocker at @ to free the lemmings.

For an Additional Challenge

Note that there’s a 100 percent solution for this level, as well. If you only make one
athlete, you can have him build a bridge over the exit (twice— once in each direction).
Then he’ll climb the pole on the right side of the screen and head back. Have him bash
through the one-way barrier to free the remainder of the lemmings and dig through the
bridges to let them into the exit.

This level makes another appearance as Taxing Level 18.
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Fun 12 — Patience

Access Code: HMDLCINMCY

Statistics
80 lemmings

50 percent to be saved
Release rate 99
5 minutes

The lemmings come out fast and furious here! If you don’t take quick action, they
will all fall off the drop to the left. You need to block this fall, and build a path to the exit.

Solution
Make the first lemming a blocker at @ as soon as he lands. The rest of the lemmings

should continue walking to the right.
Bl Bash through the block at @. The lemmings will gather in the pit at CJ
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One bridge is not enough to free them from the pit. Build from @ to the left, then
from @ back to the right so the lemmings can walk to the exit.

This is another level which reappears, in a far more difficult form, as Tricky Level 23.
You're not required to save 100 percent there, but you may be hard-pressed to come up
with the required amount.




Lemmings: The Official Companion

Fun 13 — We all fall down

Access Code: MDLCAKLNCS

Statistics
20 lemmings
100 percent to be saved
Release rate 1
3 minutes

This is the first of four similar levels. (The other three are in the other categories.)
Once again, all you have are diggers. If the lemmings walk to the edge of the platform
and drop, they will not survive the fall. However, if they dig through the platform so that

they fall from the bottom edge, they will land safely.

Solution

EB As each lemming reaches the end of the pier,
make him dig. He will land safely and walk to

the exit.
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If you wish, you can increase the release rate so the lemmings come out more
quickly.

For an Additional Challenge

Try doing this level at a 99 release rate!
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Fun 14 — Origins and Lemmings

Access Code: DLCIJOMOCN

Statistics
80 lemmings

75 percent to be saved
Release rate 20
6 minutes

This level gives you some more practice at mining, building, and bashing. All you
need to do is dig through the various pillars to the exit, without digging down too low

(or the lemmings will fall and die!).

Solution
Make the first lemming mine at @.
Build to the right at @. You may need two bridges.




Fun Level

.

Once the bridge touches the wall at ®, bash straight through to (.
¥ Build a bridge at Q. Again, you may need two bridges.
E Bash at @ to the exit. All the lemmings will (eventually) walk to the exit.

This level reappears as “The Crankshaft” later on in the game. Again, the difficulty
Increases quite a bit in its later incarnation.
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Fun 15 — Don’t let your eyes deceive you

Access Code: LCANOMDPCK

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
80 percent to be saved 50 percent to be saved
Release rate 40 Release rate 40
8 minutes 8 minutes

On this level you need to build some bridges to get the lemmings to the exit. Because
bridge-building takes time, you want to send one lemming ahead of the rest to make the
path. You can do this by placing a blocker behind the first lemming.

Solution
Bash through the pillar at @.
Bash through the pillar at ©.

Bash through the pillar at ®. Place a blocker behind the basher so that none of the
other lemmings can walk through the tunnel.
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B} Build a bridge at (® over the gap. This will take five bridges.
Build at @ to bridge the gap over the trap.
@ Bomb your blocker at ® to free the other lemmings.

Beware of this level’s second appearance as Taxing Level 1!
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Fun 16 — Don’t do anything too hasty

Access Code: CMOLMDLQCV

Statistics
80 lemmings

62 percent to be saved
Release rate 1
8 minutes

On this level, all you need to do is build to the exit. Your bridge builder needs time,
so you need to block the other lemmings to prevent them from tumbling into the abyss

at the bottom of the screen.




Fun Level

Solution

Let the first lemming walk to @), and make him build here. Eventually you must
make him build seven complete bridges to the exit.

Ed While he is building, place blockers at @ and @® so that the other lemmings are all
trapped between the blockers.

Once your builder is finished, bomb the blocker at @ to free the lemmings.

Bl Increase the release rate to 99 so the lemmings come out quickly and walk to the
exit.

The word “Heaven” spray-painted on the wall is a reference to this level’s second
appearance: “Heaven can wait” (Taxing Level 3).
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Fun 17 — Easy when you know how

Access Code: CAJHLFLBDT

Statistics
50 lemmings

40 percent to be saved

Release Rate 99
5 minutes

Beware the hidden traps on this level! If a lemming walks across the bottom, one of
four stompers will come down and crush him. However, the stompers can only crush
one lemming at a time. If you send all the lemmings through in one bunch, you will
only lose four as they walk past the stompers. To do this, you need blockers to get them
tightly packed.

Solution
Place a blocker at @. This blocker should trap the lemmings against the wall.

F Bash at © to the right, then bash at @ and ®. This will free all the lemmings, so
that they fall between your blocker and the wall.
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Bomb the blocker at €). The lemmings will walk in a tightly packed group past the
stompers. Since the stompers only catch one lemming at a time, most of the
lemmings will walk safely to the exit.

This is not actually the way you’re supposed to do this level; you’re supposed to
make a bridge network to the right of the exit that will make the fall just short enough
so that the lemmings can fall safely. This level makes another appearance as
“Compression Method I,” which requires this solution. However, this way’s a lot
easier — and quicker — than building the bridge network.
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Fun 18 — Let’s block and blow

Access Code: [JHNFLBCDN

Statistics
70 lemmings

71 percent to be saved
Release rate 80
5 minutes

This level is littered with fire pits. Lemmings and fire don’t get along too well. To get
the lemmings to the exit you need to make a path that avoids the fire pits. All you need

to do this are blockers and bombers.

Solution
Place a blocker at @ and bomb him.




Fun Level

B Place a blocker at ® and bomb him. Do the same at ®, 0, and . Be careful

placing your blockers, however—you can easily make a drop that is too far for the
lemmings.

Increase your release rate to 99.

Gee, can you imagine doing this level without blockers? Well, you’ll get your chance,
as “Bomboozal” on Taxing Level 19!
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Fun 19 — Take good care of my lemmings

Access Code: NJNNHCADDR

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
70 percent to be saved 70 percent to be saved
Release rate 20 Release rate 20
5 minutes 5 minutes

This level is relatively straightforward. Just send a lemming on ahead to build the
long bridge at the end of the level, and delay the rest between a pair of blockers.




Fun Level

Solution
Place a blocker at @, so the rest of the lemmings continue to the right.

Let one lemming walk past ), then place a blocker there.
Build from @ up to the exit. This will take several bridges.
1 Bomb the blocker at @ to free the other lemmings.

Increase the release rate to 99.
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Fun 20 — We are now at LEMCON ONE

Access Code: HNNHCINEDY

Statistics
50 lemmings

60 percent to be saved
Release rate 10
5 minutes

The first platform here is small, so you have a limited amount of space to block your
lemmings. This shouldn’t be a problem for you at this point. The problem comes when
you need to free the lemmings. If you bomb the blocker, he will take out the bridge, so
your lemmings will fall. This time, you need to build over the blocker’s head to get out.

Solution
Kl Build a bridge at ©).
B1 Place blockers at @ and ©.




Fun Level

Bash through the polesat @, ®, @, @, ®, @, and ©.
Build to the exit at (3.

Build from @ to the right, so the lemmings go over the blocker’s head and walk to
the exit.

This level appears again as “Poles Apart” (Mayhem Level 7). With a serious deficit of
attributes, it’s one of the most difficult levels in the entire game.
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Fun 21 — You Live and Lem

Access Code: LFLCCJLFDN

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
60 percent to be saved 60 percent to be saved
Release rate 50 Release rate 50
8 minutes 8 minutes

This level has a lemming trap near the exit. A lemming trap is like a bear trap, but
it’s sized for lemmings. You need to build over this trap for the lemmings to make it to

the exit.




Fun Level

Solution
Bl Make the first lemming bash at ©.

Place a blocker at (. The lemmings will be trapped between the blocker and the well
to the left.

Build at . It will take two bridges to span the gap.
Ed Mine at .

Build at @. (Macintosh users may need to build over or bash through the roots to
get to .)
@ Bomb the blocker at @ to free the lemmings.

This level also makes an appearance as Mayhem Level 26: “The Steel Mines of
Kessel,” where attributes are in very short supply.
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Fun 22 — A Beast of a level

Access Code: FLCMKLLGDJ

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
80 percent to be saved 80 percent to be saved
Release rate 50 Release rate 50
5 minutes 5 minutes

This is the first of four levels based on earlier Psygnosis games. Both the picture and
music for this level were adapted from Shadow of the Beast. This level takes a while to
finish, but it’s not particularly difficult. You just need to do a lot of bashing and building.

Solution
Place a blocker at ©).

H Bash through the treesat @, ©, ©, @, @, 0, @, 0, and ©.




Fun Level

Build at (3. When the builder hits the wall at @, build to @, then back to.
1 Bash through the tree at ® to the exit.

Beware! In some versions of this level, there is a bug in which can trap lemmings at
the top of the tree over the exit! If this happens to you, just bomb one of the lemmings
up there to blow them out (or you can have one of the trapped lemmings mine, if you
wish to save as many as possible).
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Fun 23 — I've lost that Lemming feeling

Access Code: LCENLLFHDV

Statistics
80 lemmings

25 percent to be saved
Release rate 50
8 minutes

There are two exits on this level. You can use either, but we suggest heading for the
lower exit, as it’s easier to reach. The real tricks here are keeping the lemmings away
from the flame jets and building bridges over the narrow gaps.

Solution

Block at ©.

Bl Bash at @, and block behind the basher.
Bash at ®.

3 Bash at @®.




Fun Level

Build at @. The builder will turn around, so build again when he’s in the tunnel to
turn him back toward the exit.

I3 Bash at .

If necessary, bash or mine at ® (depending on how you bashed at @, your lemming
may head straight for the exit).

E1 Bomb the blocker at @ to free the others.

This level reappears as Taxing Level 17: “X marks the Spot.” Strangely enough, X
really doesn’t mark any spot on that level!
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Access Code: CMNNLNHIDU

Statistics
30 lemmings

66 percent to be saved

Release rate 99
5 minutes

The question here is: How do you get the lemmings to the bottom? The answer 1s
that they can fall safely from the platform to the left of the one-way block. The problem
is getting them to the left of the one-way block! There is also a stomper trap in the gap

above the exit, so beware!




Fun Level

Solution

Let the lemmings walk to the end of the platform and drop. When they reach point
() (heading left), make one build over the one-way block.

Some lemmings will walk into the block and turn around. Place a blocker at ® to
stop them from falling into the water.

The lemmings will walk over the block and drop down to the lower platform. Mine at
©® to get them to the exit (if you let them keep walking here, they will be caught by
the stomper!).

This level shows up again as Mayhem Level 3: “It’s Hero Time!” And you’ll be a hero
iIf you can make it through that version of this level! The solution given above is the
easiest way to solve this level, but in the Mayhem version, you’ll need 100 percent of the
lemmings to continue!
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Fun 25 — Lemmings Lemmings everywhere

Access Code: CEKHMNHJDV

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
50 percent to be saved 50 percent to be saved
Release rate 99 Release rate 99
5 minutes 5 minutes

This level has the same type of mesh you saw earlier. This time, however, if the
lemmings keep walking up the mesh, they will climb so high that they will fall to their
deaths. To stop them from leaping, mine towards the big gaps in the net. This will help
keep them low.

Solution

Use the miner to bring the lemmings lower in the net. Mining at points @-@ will
get them safely to the exit.




Fun Level

Are you starting to get a good feel for exactly how far a lemming can tumble before
he becomes lemming-mush? That fall from the left-most diagonal pole (just above the

exit) is just far enough to splat the lemmings. Just a couple of pixels can make the
difference between a whole lemming and a flat lemming!
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Fun 26 — Nightmare on Lem Street

Access Code: [KHMFLCKDW

Statistics
2 lemmings

100 percent to be saved
Release rate 30
5 minutes

You only have two lemmings on this level. You also have more than enough of any
attributes you might need. The easiest way to complete this level is to make one
lemming imitate the other, so they both take the same path to the exit.

Solution
Kl Make both lemmings build at €).
A Make both lemmings build at ©.
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Fun Level

What a cute name this level has, a reference to a certain horror movie, of course. But
you never know when a sequel will appear . . .
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Fun 27 — Let’s be careful out there

Access Code: NJMFLCALDU

Statistics
50 lemmings

50 percent to be saved
Release rate 1
5 minutes

The big problem with this level is a large drop. Too large, in fact, for the lemmings to
navigate safely. You need to float a lemming down to help make this drop shorter for the
rest.

Solution

Make the first two lemmings floaters, and let them drop off the edge.
Block at @ and .

Make your first floater block at ®.

1 Once the second floater turns around, build from ® to @, then to @.




Fun Level

B - —

E Build over the blocker at @, so the lemmings drop onto the bridge.
I3 Build over the blocker at ® to the exit.

Another really neat solution for this level involves sending the lemmings to the left,
and then building up to the top of the screen, so that the lemmings can loop around the
top of the exit, down the right side, and then across the gap. This method is a bit more
costly as far as lemming-life is concerned though, since you’ve got to blow up a lot more
blockers.
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Fun 28 —If only they could fly

Access Code: HMNHCIOMDQ

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
60 percent to be saved 60 percent to be saved
Release rate 80 Release rate 80
5 minutes 5 minutes

Here your problem is opposite that of the last level. Rather than getting the
lemmings down a large drop, you need to get them up a large rise. The easiest way to do
this is to build a bridge. Simply find the right place to build the bridge and keep the
lemmings out of the lava.

Solution
Send an athlete over the right-hand wall, and make him block at €).
Bl Send another athlete over the wall, and make him build at ©.




Fun Level

Dig at @, ®, and Q.
Ed When the builder finishes, dig at @ to free the lemmings.

Of course, what you've done here is move the lemmings Down, Along, and Up, in that
order.
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Fun 29 — Worra lorra lemmings

Access Code: OFHCGEKNNDL

Statistics
Amiga: PC and Macintosh:

100 lemmings 80 lemmings

60 percent to be saved 60 percent to be saved
Release rate 90 Release rate 90

8 minutes 8 minutes

The levels are starting to get more difficult. In this one, you need to navigate the
lemmings across the entire game screen to the exit. Fortunately, all you really need here
are bashers and builders, and a single blocker.

Solution
EB Block at €).
H Bash through @, @, (®, and 3.
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Fun Level

Build from @ to @ to get the lemmings up the step.

K1 Bash at ®. You can place a blocker behind the basher to isolate him from the other
lemmings, but this isn’t really necessary.

Build from @ back and forth to the exit.

“Worra Lorra” is the phrase “What a lot of” pronounced with a thick Scottish burr.
“Whatta lotta” probably looks just as strange when it’s spelled out!
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Fun 30 — Lock up your Lemmings

Access Code: FLCMKMMODT

Statistics
60 lemmings

66 percent to be saved
Release rate 10
5 minutes

Unless you're a trained Lemmings expert, you're likely to make the lemmings bash
the wrong way at some point during this level. Don’t worry, because you have a long
runway on the other side in case you do just that. If you do, simply block off the platform
and bash the other way.

Solution

When the first lemming falls into @, bash. If he goes to the right, make him block at
®, then bash to the left at ).
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Fun Level

When a lemming falls into ®, bash. If he goes to the left, make him block at ®, then
bash to the right at ®.

When a lemming falls into @, bash. If he goes to the right, make him block at @,
then bash to the left (and the exit) at (.

E¥ Increase your release rate to 99.

This level will also appear as “All or None” later in the game. You'll need to take a
look at the “Hints and Tips” section to master the latter version without a lot of hair-
pulling!

Congratulations on finishing the Fun category of levels! You're now 25 percent of the
way through the game, and on your way to becoming a Lemmings master. At this point,
you're probably well acquainted with all the lemming’s skills and abilities. Ready to put
all that knowledge to good use? Good luck!



)

et T

>

R
-

)

Tricky Level
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Welcome to the Tricky category of Lemmings! Now, we’re going to take a
guided tour through the second set of 30 levels.

In this category, you'll be learning about some of the combinations of
attributes which will make the lemmings do your bidding. Some of the
tricks mentioned in the “Hints and Tips” section will start coming into play,
and the levels will start to get a bit more difficult. Not to worry! With this
book at your side, you'll be able to breeze through these levels without a
problem! Good luck, and we’ll see you at the end of the Tricky category!
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Tricky 1 — This should be a doddle!

Access Code: LCANOMFPDN

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
50 percent to be saved 50 percent to be saved
Release rate 50 Release rate 50
4 minutes 4 minutes

Welcome to the first level of Tricky! This level is relatively simple, there’s just a gap
to bridge over and a wall to bash through. This one should be a doddle!

Solution
Make the second lemming to pass @) a blocker.

Build at ® with the one lemming who didn’t get blocked. This can be done with one
bridge, but if you are worried, use two.
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Tricky Level

Bash through the dirt at ®.
E1 Blow up the blocker at @ to release the lemmings.

There’s another way to do this level, which is sort of neat. If you have the first
lemming dig vertically at @), one will escape and head towards the yawning abyss. You
should have this lemming build a bridge just before he falls into the hole. Then, if you
have the first vertically-digging lemming start bashing when he’s about a centimeter
under the surface of the ground, he will break through the ground above the bridge, far
enough behind the first worker lemming to allow time to bash through the pillar.
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Tricky 2 — We all fall down

Access Code: CMOMMFLQDJ

Statistics:
40 lemmings
100 percent to be saved
Release rate 1
3 minutes

On this level, the lemmings will fall to their deaths from the
top of the platform. However, if you have them all vertically dig,
falling from the botfom edge of the platform is just enough to
make the difference between a walking lemming and a splatting
[lemming.

Solution

Increase your release rate to 70. This way, if you miss a lemming, he will walk onto
the half-dug pit of the next lemming and fall safely.

Make each lemming dig when he reaches the edge of the platform.
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Tricky Level

If you need to scroll the screen, pause the game. Use the keyboard shortcut, so you
won’t have to move your mouse away from the lemmings.

One way to make this level a bit easier on yourself is by holding down the right
mouse button (or holding the Option key down on the Macintosh). This way, the
program’ll only choose lemmings who are not digging for you to assign attributes to.

For additional challenge, try doing this level at a 99 release rate!
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Tricky 3 —A ladder would be handy

Access Code: CAJKLDMBEW

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
50 percent to be saved 50 percent to be saved
Release rate 50 Release rate 50
6 minutes 6 minutes

Indeed, a ladder would be handy to scale these heights! There’s no way to dig
upwards. It’s up to you to prepare the path. There're three things to beware of on this
level: Lemmings will tend to get trapped on the left side of the initial mound of dirt. The
fall from the right edge of the left mound is fatal without your intervention. The water In
the middle of the bridge between the mountains will drown the lemmings if they fall in.

Solution
Make the second lemming block at @.




Tricky Level

B Block at @ to trap the lemmings between blockers.
Make the first lemming dig vertically at ®.

Ed When the digger reaches ®, mine.

B Build from @ to the top of the hill.

(4 Bomb the blocker at @ to free the other lemmings.
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Tricky 4 — Here’s one I prepared earlier

Access Code: MKJINMICCEK

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
20 percent to be saved 20 percent to be saved
Release rate 55 Release rate 55
8 minutes 8 minutes

This level has such an odd name because it is really an embodiment of the way
Lemmings is played. One lemming goes ahead and sets up the path while the other
lemmings mill about and wait. Also, we make use of the landscape to trap the lemmings,
on this level, between the one-way obstacle and the large mountain immediately to the
right of the lemming hatch.

Solution
Make the first lemming a climber. He will go over the one-way rock.
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- Tricky Level

Start a bridge at €). Continue building this bridge until it almost touches the one-
way obstacle.

. Make the climber build at @ to go over the stump.
Build twice at @ to the next rock.
Build twice at ® to the next rock.
Build one bridge at @ to the exit.

Finish the bridge at @). The lemmings will go over the one-way obstacle and walk to
the exit.

~ ol ol > e

This 1s a 100 percent solution for this level!
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Tricky 5 — Careless clicking costs lives

Access Code: OJNLICGDEY

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
20 percent to be saved 20 percent to be saved
Release rate 20 Release rate 20
5 minutes 5 minutes

We use an interesting technique here: a basher and bridge combination is used to
stem the tide of lemmings. One lemming becomes separated and does a quick bashing
and bridging combination to go from suspended ball to suspended ball and, finally,
across the gap to the exit.

Solution

Make the second lemming bash at @. After he bashes a few times, make him build to
stop bashing. This will hold back the other lemmings.

Make the first lemming bash at @, then build at @®. If your lemming drops between
the balls, bash across the bottom, then go to step 6.




Tricky Level

Bash at ® and build at .

Ed Bash at @ and build at @®.

Bash at (.

[@ Build from @ to the top of the crystal at @.

Drop onto the crystal and build from @ to the exit.

1 Bash the rest of the way through the arc of balls at @ to free the other lemmings.

This level reappears later in the game as “The Art Gallery,” Taxing Level 8.
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Tricky 6 — Lemmingology
Access Code: HLDMCMNEEW

Statistics
5 lemmings

80 percent to be saved
Release rate 50
5 minutes

Here we use some floating pits as stepping stones to get the lemmings to their goal.
In step 2, we separate a single lemming by making an athlete, while the remainder of the

lemmings mill around in the depression.

Solution

Build at @ to get the lemmings to the second pit.

Send an athlete up the wall to build at (. This will take two bridges.
Build from @ over the third pit.

1 When your athlete floats down, build from @ to the far side of the last pit.

Build from @ to the exit.




Tricky Level

[@ Make all your lemmings floaters, then build at @ to free them.

By now, you should be getting a good feel for exactly how much elevation and width
a lemming bridge provides you with. You’re on your way to becoming a lemming expert!

This level reappears as level 10 of Taxing: “Izzie Wizzie Lemmings Get Busy” where
the lemmings become more than a handful!
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Tricky 7 — Been there, seen it, done it

Access Code: LLICCJLFER

Statistics
75 lemmings

73 percent to be saved
Release rate 20
5 minutes

On this level, there are six pillars of increasing height separating your lemmings
from the exit. The only problem is, by the time the lemmings get to the highest pillar,
the fall will kill them! You’ll have to do some fancy lemming-work to get them safely
down from the sixth pillar!

Solution
Make the second lemming to pass at @ into a blocker.
Bl Make the one isolated lemming into a builder at ©.

Block at ® to prevent the other lemmings from spilling into the sea.




Tricky Level

El Buildat ®, @, @, ©, and @, from one pillar to the next.
H Dig at ©.
@ When the digger reaches @, mine.

When the miner reaches the edge of
the pillar, make him build. This should
happen roughly around (3. The bridge
will reach the exit platform.

El Bomb the blocker at @ to free the other lemmings. If your blocker is too close to the
bridge at @, build a bridge over him rather than bombing him. Be careful that your

miner doesn’t dump himself into the ocean!

This level also appears as level 11 of Taxing: “The Ascending Pillar Scenario,” where a
100 percent solution is required!
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Tricky 8 — Lemming sanctuary in sight

Access Code: MKCKIJMNGEQ

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
60 percent to be saved 60 percent to be saved
Release rate 40 Release rate 40
8 minutes 8 minutes

This level requires quick work to prevent any of the lemmings from tumbling into
the gap on the bottom platform. Other than that little problem, there are really very few
dangers to lemming life on this level. Most of the level just involves some creative use of
bridges to get the lemmings up the various levels.

Solution
Make the second lemming to go by point @ into a blocker.
Build 2 bridges at ® to span the gap with the one lemming who wasn't trapped.
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Tricky Level

Build two bridges at ® after the lemming goes all the way to the left wall and turns
around. Your bridges will go up and to the right.

E1 Build a bridge from @ into the wall on the right side, to cover the small hole at the
end of the platform. Then, have the busy worker lemming build back to the left after
he runs into the wall to continue his upwards climb.

At @, have the lemming build towards the left. This may take two bridges before he
runs into the wall. When he turns around, have him build towards the right, and up
to the next level.

[@ At @, have the lemming build to cover the small hole at the end of the platform.

At @®, have the lemming build two bridges upwards, and to the left, to complete the
path to the exit.

E] Build a bridge at @ to go over the blocker at @.

This level also appears as level 23 of Taxing: “King of the Castle.” Only in that level,
you don’t have any blockers available. Uh-oh . ..
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Tricky 9 — They just keep on coming

Access Code: [CEOONLHEP

Statistics

75 lemmings

93 percent to be saved
Release rate 50

5 minutes

On this level, you have two choices on which way you'd like to go. Either is possible,
but we’ve given the solution to what we think is the easiest route. This solution provides
a relatively quick and easy way around the left side of the steel platform, and down to
safety.

Solution

Make the first lemming block at @).
Let one lemming walk past ®, then block there.
Build over the gap at ®.
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Tricky Level

Bl Build several bridges at ®. Just before the builder hits the wall, make him bash to
stop him. He will land safely and walk to the bottom.

E Bash through the mound at .
[@ Build at @ to span the gap to the exit.
Bomb the blocker at ©®.

Another way of delaying the lemmings while one lemming does the work is by using
the small steel bin to the right side of the lemming hatch. If you have one of the
lemmings start to build just before he falls into the bin, he will hit his head on the
outcropping, and turn back towards the left, while the remainder will tumble into the
bin. When you're ready, just have one of the lemmings in the bin build twice to release
them all! This will provide you with a 100 percent solution.
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Tricky 10 — There’s a lot of them about

Access Code: CONMLDMIER

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
94 percent to be saved 92 percent to be saved
Release rate 60 Release rate 60
8 minutes 8 minutes

This is the first level where lemmings come out of more than one entrance! This is
an important reason to scroll back and forth on the level before you start playing the
same. Otherwise, you could lose half of your lemmings off of one side, and never know
it! This level is almost perfectly symmetrical. We recommend that you do one side of this
level first, and then go back and do the other.




Tricky Level

Solution

Bl Block at ©).

Block at ©.

Bash at ®, and block behind the basher.

I} Build from @ to Q.

Build from @ to the exit. When your builder reaches the exit level, make him bash to
stop building.

[@ Bash at ®, and block behind the basher.

Build from @ to @.

Bl Build from @ to the exit. Bash when the builder reaches the exit level.

El Bomb your blockers at @ and .

Remember: On the right side of this level, the lemmings will head towards the right,
and toward oblivion, while on the left side, the lemmings will head towards the exit. In
other words, the lemmings on the right are in more imminent danger than the
lemmings on the left. Both sides will need your attention, though.
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Tricky 11 — Lemmings in the attic

Access Code: CAKKOLKIJEY

Statistics
50 lemmings

84 percent to be saved
Release rate 20
8 minutes

The only major problem in this level is that the exit is so far above the lemming
hatch. To build the massive bridge necessary, though, you'll need to take some

precautions. Any lemmings falling off of the bridge near the end of the game could take a
fatal fall!

Solution

Make the first lemming to pass @ build, while he’s heading towards the left. If you'd
like, you can make the next two lemmings build to slow them down. This 1s not
absolutely necessary, since the level only requires an 34 percent solution.




Tricky Level

F Build from @ to the right. Continue building until you reach ®.

While you are building the long bridge, build from ® to the wall. This way, the
lemmings who fall from the top of your other bridge will land safely.

Bash at ® and .

Another way you could do this level is by having the first lemming build at @, and
then have a lemming dig to destroy the bridge behind the builder. This way, the builder
1s separated from the other lemmings, and no lemmings will fall off of the partially
completed bridge. When the bridge is finished, have a lemming bridge to fill in the hole,
and they’ll walk up the bridge as usual.

Mayhem Level 19, “Time to Get Up!”, is the more difficult version of this level.
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Tricky 12 — Bitter Lemming

Access Code: [JHMDMCKEV

Statistics
50 lemmings

80 percent to be saved
Release rate 1
8 minutes

At the beginning of this level, the lemmings will splat unless you give them all
umbrellas. We suggest that you accelerate the release, but you may need the aid of the
right mouse button (or Option key on the Macintosh) at the faster release rates. Just for
fun, you could try accelerating the release rate up to 99, and then try to give all the
lemmings umbrellas!

Solution

Increase the release rate to about 50, and make each lemming a floater before he
lands.




Tricky Level

(-@9’ t\\ e

FA Send a climber up the right-hand wall. When he gets to @, build until he hits his
head and turns around.

Mine to the left at @ to free the other lemmings.

After a few rounds with this level, Mayhem 21 may look strangely familiar . . .
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Tricky 13 — Lemming Drops

Access Code: NIMDMCCLEV

Statistics
Amiga: PC and Macintosh:
100 lemmings 80 lemmings
70 percent to be saved 70 percent to be saved
Release rate 1 Release rate 1
8 minutes 8 minutes

Don’t be distracted by all the columns on this level. They have very little to do with
the solution, and are just there to distract you. They're sort of interesting to look at,
though, since you don’t often see stone columns twisted into knots!

Solution
Kl Build at .




Tricky Level

Bl Make the second lemming out of the hatch into a

blocker the instant he hits the ground at ® (for
further details, see tip number 8 in the Hints and Tips
chapter).

Send a climber over the wall to build from @® to ().

E1 When the builder hits the wall at ® and turns around,
build from @ back to the left.

B Build into the wall at ® to turn the lemming around
(otherwise he’ll climb the wall).

[d Build from (® to @, then from @ to @.
Build at @ to the exit.
Bl Dig vertically just to the right of @ to free the other lemmings.

This is certainly not the only way to win this level! There are quite a few other
solutions! Only the most dedicated Lemmings player will be able to save 100 percent,
though!
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Tricky 14 — MENACING !!
Access Code: HOMICKOMEV

Statistics
80 lemmings

87 percent to be saved
Release rate 50
6 minutes

Here’s another game which borrows graphics and music from a previous Psygnosis
release: Menace. Menace is a horizontally-scrolling shoot-em-up which runs with the
best of the breed, and was available for the Amiga, MS-DOS compatibles, and for the
Atari ST Menace was also written by the same team who wrote Lemmings, which i1s
obviously a very different game, both in flavor and in gameplay. Enjoy the walk through

spooky Draconial!

Solution
Block at @ as soon as a lemming falls out of the trap door.




Tricky Level

K Bash at @, and block behind the basher.
Bashat ®, ®, @, @, ®, and Q.
E3 Build at @ over the gap.

Build from @ to the exit.
[d Bomb the blocker at @ to release the lemmings from captivity.




100 ) %@ Lemmings: The Official Companion

Tricky 15 — Ozone friendly Lemmings

Access Code: OLICAJNNEM

Statistics

10 lemmings
60 percent to be saved

Release rate 50
5 minutes

Here, we use some lemming bombs to do a bit of excavation. The easiest way to solve
this level is to activate the bomber icon, and then hold the pointer in one place. As the
lemmings walk by, click on them to start the countdown.




Tricky Level

Solution
Bl Turn 4 lemmings into bombers at @), one right after another.

They will blow a hole to the exit level right around .

For additional challenge: If you experiment with placing the pointer where you click
the lemmings to start the countdown, you can do this level and save 70 percent of the

lemmings (only losing 3 lemmings!).
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Tricky 16 — Luvly Jubly
Access Code: LMBKJNOOEK

Statistics
50 lemmings

80 percent to be saved<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>