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To mast-er'ﬂ'{fhattenge you miust 'ﬁ:lluw three basic steps:

1. Constritct — To start, review the. Destgn Brief. Then gather the PLEI‘_'EE'
you need td meet the Challenge and start building,

2. Program - Once your robot is built) uou ‘can pragram it using the
simple, but powerful, programming langudge included on the CD-ROM.
Your program will determine how your creature redcts to its environment.

3| Test ~ Now IS time to test your program and design, | Once you have
.dmwnlﬂaded your program from your PC to Your RCX' using the infrared
transmitter, Your robof can | rln independent. uf your computer. Now let

it loose and watch what happens!
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Wha.t_fnl[aws are basic instructions for building
the six subassemblies associated with the Extreme =3 Ly
Creatures™ CD-ROM Challenges. The same instructions :
can be used for building your own Creatures.
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CREATURE MOVER 1

* Slowly moves back  ¢AGe

and forth. o

* Requires one motor.

CREATURE MOVER 2

* Uses gears to slowly
turn left and right.
* Requires two motors.
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CREATURE MOVER 3

* Uses pulleys to slowly onee
turn left and right.
* Requires two motors,
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PINCER -

* Grabbing mechanism gpgs
opens and closes.
* Reqguires one motor.
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* Grabbing mechanism is opge
activated by a trigger.
* Requires no motor.

* Tail pieces move quickly enGs

* Requires one motor.

from side to side.
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BEFORE YOU GET STARTED...
Make sure there are batteries in your RCX. For help installing batteries, turn to page 35,

For this step, you need:

8-tooth gear

4x means  Motar
you need
4 of these.

For this step, you need:

T ] a3

2x2 plate 1x2 plate

Put the 2x2 plate here.

Put the 1x2 plate here.

To get started on Creature Mover 1, follow these 5 steps.

Put the 8-tooth gear
onto the motor,
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. 1 % 2 beam

Ta measurs
an axle, see
page 34,

Put the 1 x 2 beams here:

4 For this step, you need:
T e

Put the 1x2
bricks here.

== — Bushing 12

Put a bushing
onto the axle.

1%2 brick




5 For this step, you need;

Do this first!
Put the T x 2 bricks here.

HINT: Try these wheels,

IF YOU NEED HELP COMPLETING YOUR ROBOT...
+ Check out “Special Features” on page 24.
* Turn to “Tips and Tricks” on page 30,

TO PROGRAM YOUR CREATURE...

- Go to one of the following challenges on the CD-ROM;
Trapdragon, Bomberfly, Hammerphist, Stegoclubber
or Tyrannolifter.
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To get started on Creature Mover 2, follow these 6 steps.

BEFORE YOU GET STARTED...
Make sure there are batteries in your RCX. For help installing batteries, turn to page 35.

1 For this step, you need:
F——

1 4x means you
need & of these,

2xb plate

with holes
Do this first!
Put the beams onto the
2x6 plate with holes,

To measure an
axle, see page 34.

—— 1x2 heam

Put the 1x2
beams here,
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+— 8-tooth gear

Put the 8-tooth
gears here.

Connectar peg

Put a connector pe
with axle Peg

with axle here.

—— Axle extender

Do this first!

Put the axle extenders onto
the connector peg with axle.




For this step, uou need:
e e P — ..._,_..-"""'-F.'Motor

Put the
2x4 brick here:

Crown gear 24-tooth gear

IF YOU NEED HELP COMPLETING
YOUR ROEBOT...

= Check out "Special Features” on page 24,
* Turn to “Tips and Tricks” on page 30.

TO PROGRAM YOUR CREATURE...

* Go to one of the following challenges on the CD-ROM:

Touchmale, Glyptotank or Triceradozer.

e

f 2x4 brick

The gears also
go on this side.

onte the motor.

S| HINT: Try
" | this wheel

Put an 3-tooth gear

Put the crown
gear here.
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To get started on Creature Mover 3, follow these 6 steps.

BEFORE YOU GET STARTED...
Make sure there are batteries in your RCX. For help installing batteries, turn to page 35,

1 Faor this step, you need:

=+ Long black connector peg

| 8x means you need
2 of these.

Ee——— L1 beam.

These are the long
black connector pegs.

Do this first!
Build this, then ottach
it to-the 1 x 16 beam,




2

For this step, you need:

To measure an axle,
see page 34,

Put a 1x2
plate here,

3

For this step, you need:

Large pulley

Put a large pulley
onto each axle.




For this step, you need:

110 plate

For this step; you need:

Put the 1%70
plates here.

Electrical wire

Put the electrical wire
onto the motors,




6 For this step, you need:

Put the 1x12 beams anto
the black connector pegs.

112 heam

HINT: Try this,

HINT: Try these
wheels.

IF YOU NEED HELP COMPLETING YOUR ROBOT...

* Check out “Special Features” on page 24.
* Turn to “Tips and Tricks” on page 30.

TO PROGRAM YOUR CREATURE...
* Go to one of the following challenges on the CD-ROM:;
Touchmole or Triceradozer.
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To get started on the Pincer, follow these 3 steps.

BEFORE YOU GET STARTED...
Make sure there are batteries in your RCX. For help installing batteries, turn to page 35.

1

For this step, you need:

— Motor

4% means you

Electrical wire

For this step, you need:

2%6 plate
with holes

need 4 of these.

Push the electrical
wire into the grove,

Put the Zx6
plate with
holes here.




Far this step, you need;
: T rme Put the 1&-tooth gears onto the axles.

.HHEH""““ 16-tooth gear
T To mieasiiré ari axle,

see page 34,
|b.

RN

Put the gray
connector pegs
here.

Gray connector peg

Far this step, you need: Build this first, then
attach it to the gray
- connector pegs,

Attach this to the previos step.

4

PINCER
* Use the Pincer on your own creature, or together
with Creature Mover 1, Z or 3.

HINT:
* Try one of the following challenges:
Bomberfly, Skorpion or Tyrannolifter.
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Claw

To get started on the Claw, follow these 6 steps.

BEFORE YOU GET STARTED...
Make sure there are batteries in your RCX, For help installing batteries, turn to page 35.

For this step, you need;
P RS ————=——— %2 plate

To measure an axle,
segpage 34.

'""H-q. 2x means you
need 2 of these.

Put the 1x2
plates here.

2 For this step, you need:

2x2 round brick

) Put the
28 plate 2x2 round
| with hales bricks here.

This is a 2x8
plate with holes,




3 Put a connector peg

. with axle here. 1'
For this step, gc:u need: - Long black
== ] - connector peg

Put a long black
connector peqg here.

Connector peg with axle

4

For this step, you need:

Fut the connector peg *
with axles here.




5 For this step, you need:

2 e
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1/2 bushing

6 For this ste

CLAW

* Use the Claw on your own creature, or together with

Creature Mover 1, 2 or 3.

/\ ﬁk@ﬁ/c/

Bl A AT

| Rubber

band

= =
= = i
o et = : o
e i s
= = =
a =

— Put a
1/2 bushing
here,

Put the rubber
band here,

HINT:
Try this.




To get started on the Wagger, follow these 5 steps.

BEFORE YOU GET STARTED...

Make sure there are batteries in your RCX. For help installing batteries, turn to page 35.

1 For this step, you need:

2x means you Black.
need 2 of these.  connector peg

2 For this step, you need:

1x2 plate

Put the 1x2
plates here

Fut the black
connector
peqs here.
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For this step, you need:

£ ‘ R T ..-E"f.::___:.-—-']XTU beam
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For this step, you need: Attach the 1x10 beams to
the black connector pegs.

f~-_To measure an
' axle, see page 34

e -- Thoich
o R j\ 2x2 round
T PR e aa g EanS St Faiias e s bt toons brick




For this step, you need:

Half beam

WAGGER
* Use the Wagger on your own creature, or together
with Creature Mover 1, 2 or 3.

HINT )

* Try one of the following challenges:
Pitcher Critter, Skorpion, Hammerphist or
Stegoclubber.

Put the half beam here.

HINT: Try this.

[
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There's more than one way to get things
moving. Here are a few ideas to get your
mind in gear.

To make your creature limp, To make your creature hop,
attach a foot to the wheel, use these lopsided feet.

You can use more than one-sized wheel to make
your creature move. Try this combination. Mow try this one,
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This chassis wobbles as it moves




Sensors make it possible for your creature to
respond to its environment. Here are a few ideas
on how to use light sensors and touch sensors.

Touch Sensors

Light Sensors These eyes are just
for decoration

Use a bumper to activate your touch sensors,

This eye is the one
For help, turn to Tips & Tricks on page 32. 1 that really “sees " 2

Try a light sensor
facing down.

Use antennae to activate your touch sensors, 3

Try a light sensor
facing up.

Use feelers to activate your touch sensars,
For help, turn to Tips & Tricks on page 32. 5 G




Attachments

#_';'!Itr ——

|

These can be
used as antennae. 7

This can also be used
as an antenndae,

See what your creature looks
like with big eyes like these.

Try these wings on
HL’HJF creatire.

Try making both one-eyed
and two-eyed creatures,

These can also be
used as wings.




Special Feafurés _

GRABBER ATTACHMENTS

Attachments for the pincer

§

Add teeth to make a jaw. Add these pieces to make a claw.

Attachments for the elaw

E
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This is another trigger-activated hand.




Tails

Here are some ideas of tails to buiid.

[

Here is a long tall

Try this on the Skorpion.

Try this on the Stegoclubber.

7
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If you want to make your invention bigger, stronger, faster,

or work even better, try using these tips and tricks.

| =
Adding length Attaching a tube
2
Adding pieces
to arim
3
Attaching a tube Making angies
=
x“\x_:“'“*-_h,q__
“‘*-C:.::a.ﬁ:g
Use the short gray connector peg to
attach the yellow tube to a brick. 4 5

Attaching a
pully wheel

Making angles /

Use the angle pieces
ta make the motor
point up.




Making a hinge Making a hinge

Using a turntable

Adding pieces
to a tube

10

Making a crank shaft Adding bricks

to a beam

Use these pleces to
make o “hump” in the axle.

12 13
Adding hubs for 5 Adding a lift arm
caterpillar treads * : to a beam
Use gears to attach the
wheels for the track.
15
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Attaching a wing

Adding eyes

Adding eyes
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Using gears to turn
corners

This is how you can get an axle to
spin at a right angle to another, 21

Linking gears

Connecting the gears this way
links one axle to another. 22

Linking gears

These gears will spin in
oppasite directions, 23

Changing speeds
using different-sized
pulley wheels

Using the 24-tooth
crown gear

Right angle gears 24




Changing speeds
using different-
sized gears

Using one motor
to drive two axles

Using different-sized
pulley wheels

Covering the wire

How to Measure

an Axle

Use this chart to
measure the length
of an axle.
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Battery Installation
for the RCX

“AA [LR6] batteries

Instructions tor use of battery bax
Huwer mix differ=nt tyoes of battenas o old and new battaries
In.ong Datlary bax, Mwiys remave the batteries from 1ha
babtery biox (o lorg-Term storage ar if they have reached the -
erut af their lite. Liguid faking from dead bartenes will damage Remove the
the Battery box. Aechargeable fatlenes can ba used bul peesr bottom g_f the RCX.
ity be reduced. 10 nol rechange e batteries in he Batory

s, Rechargeable batinrics are only o be chared mmier adull

SEHPETVE

g

Insert & AA (LE&) batteries, Put the bottom

back on the RCX

Battery Installation for
the Infrared Transmitter

Slide the cover back.

Insert the 9V battery. Close the cover.




Top SecretPlans

Fiber Optics
Use fiber optic strands to create How fiber optics work.
creatures with flashing lights. Fiber optics are thin transparent plastic fibers
that transmit light throughout their length
Light unit

The light unit has one
“light bulb” and must be
rotated to get light into
all the different fiber optics.

Fut the fiber optics
Into the light unit.

Use the gray half-connector
peg to hold the fibre optics
in place.

Attach the fiber optics unit to the motor. Use a motor to power the wheels

and the fiher optics.




Attach the fiber optic light unit to a
motor. Then attach the motor to RCX,
port A Turn on the RCX and press
run, watch the lights turn on,

Here's one example of how to
use the set's fiber optic strands,
Mow let's see what you can create,

Using hinges for action

A catapult

The jaws of
the Trapdragaen.
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Testing a Triceradozer
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