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To master a Chaollenge, you must _'_Fuliuw three bosic steps:
I,/ Construct - To start, review the Design Brief. Then gather the pigces
You need to meet the Challengs and start building, |

2\ Program - Once yous robot s built) wou ‘can program it using the
mﬂpe but pewerful, programming |ﬂnquuge- included on the CD-ROM.
Yaur program will getermine hew uour creature redcts to its enviroament,

3 Test — Mow! (15 ime to lest ygur program and design. Onge you hove

Lluerl-rude-:i yaur pregram from your PC 2o olr RCX' | lusing the infrared
. itter, your rabet can run independent of Yaur computer. | Now let
31t loose and watch what ha prens!
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What follows are basic instructions for building

the six subassemblies associated with the Extreme g
Creatures™ CD-ROM Challenges. The same instructions : :
can be used for building your own Creatures.

CREATURE MOVER 1

* Slowly moves back  gAGe
and forth,

* Requires one molor,

CREATURE MOVER 2

2 ¥ -I.- ! i e 1 I
* Uses gears to slowly  onde 4 : il e __'II
turn left and right. o . s .
- Requires two motors,

CREATURE MOVER 2 .4.x*’ﬂﬁ%

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

* Grabbing mechanism ohGe
opens and closes.
* Requires one motor.

* Grabbing mechanism is gpag
activated by a trigger.
* Requires ne motor.

* Tail pteces move quickly qace
frorm side to side.
* Eequires one motor,




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

EEFORE 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:

m——t— 3.tooth gear

4K means Motar
you need
4 of these.

Put the 8-tooth gear
onto the motor,

2 For this step, you need:
| | )
242 plate 1%2 plate -

Put the 252 plate here, —

Put the 1x2 plate here. —




3 For this step, you need:

4 1 x2 bheam

To measure
an axle, see
page 34,

Put the 1 x 2 beams hers. —

4 Far this step, you need:

Put the 1x2
hricks heré

I— Bushing

Put a busming
grito the axle.

12 brick

7.




5 For this step, you nesd:
o el

i

Do this firstl

Put the ! % 2 bricks here. =

HINT: Try these wheesls

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

TO FROGRAM YOUR CREATURE...

* Go te one of the following chollenges en the CD-ROM:
Trapdragon, Bomberfly, Hammerphist, Stegoclubber
or Tyrannolifter

TESHET T L b fr . f
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Creature Mover2

To get started on Creature Maver 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;

4% Means you

rieecd 4 |.?_f these,

2t olote

with holes
Do this first!
Put the heams onto the
2xg plate with holes.

[0 menasure an
axle, see page 34.

2 For this step, you need:

—— 1x2 heam

Put the 12 =
beams here.

S L7 iy X
e




Far this step, you need:

—— E-tooth gear

Connectar peg
with axle

For this step, you nesd:

—~ Put the B-tooth
gears hera.

Put a cgnneéctor peg
with axle here.

—— Axle extender

Do this first!

Put the mxle exteriders onto
the comnector peg vrith axle




For this step, you need:
ais o] T - ___._,_,.-'-,h’]Etljr
e il

- 2xd) brick
.--""'_f

Pt the
Zed hrick here

6 For this step, you need

The gears alse
go an this side.

T =

Crown gear 24-tooth gedr

IF YOU NEED HELF COMFLETING
YOUR ROBOT...

* Check put “Specinl Fegtures” opn page 24,
*» Turn to *Tips and Tricks” on page 30.

TO PROGRAM YOUR CREATURE...
* Go to one of the following challenges on the CO-ROM:
Teuchmole, Glyptotank or Triceradozer.

gedr here.

LA e R
x”\wws

Fut an d-teoth gear
onto the motor.

HINT; Try
this whesl,

© But the crown

HINT: Try

| this wheel
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To get started on Creature Mover 3, follow these 6 steps.

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

1 For this step, you need:

'LFELJ-F'- ...... _M ____ Long black connector peg

1

B 5 8x medns GO megd

8 of these.

— | ¥ 16 heam

— These are the long
black connector pegs,

Do this ﬁ,rﬁt!
Build this, then attach
it to the 1 x 146 heam




For this step, you need:

i 2] To measure an axie,
see page 34,

\

T1x2 :_i-|u|+:

7

Put a 1x2
plate here,

3

For this step, you need:

Large pulley

Put a large pulley
onto each axle.




For this step, you nead:

For this step, you nead:

Electrical wire

Put the slectrical wire
onig the motors.

B el

Put the 110
plates here




Z

For this step, you need:

Put the 'x712 beams onto
the hlack ronnector pegs

112 heam

HINT: Try this

NENEN

e s

HINT: Try these
wheels

IF YOU NEED HELP COMPLETING YOUR ROBOT...
* Check sut “Special Features” on page 24.
* furm 0 “Tlps and Tricks” on page 30

TO PROGEAM YOUR CREATURE...
+» Go to.one of the following challenges an the CD-ROM;
Tauchmole or Triceradozer

TIPS & TRICKS > TOP'SECREY
/& ;"ﬁ * z\'\ /f"‘*F S
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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.

For this s1ep, youw nesd:
) = —— Motor

4% means you
need 4 of these.

Pugh the clactrical
wire inito the grove,

Electrical wire

2 For this step, you need:

Put the 2x6
plate with
holes here

216 plate

with huoles




Far this step, you need;

i e

ar this step, you need:

Put the 1&-tooth gears onto the axles

= l&toatn gear Put the gray
connector pegs

here

T To measure an axle,

526 poge 34.
b.

~ Gray conagctor peg

Build this first, then
attach [t to the gray : 1‘

CONMECTOr PTg5 pmm i

C.

Altach this to the previos step.

4

PINCER

with Creature Mover 1, 2 or 3.

HINT:
* Try one of the following challenges:

* Use the Pincer on your own ereature or together

Eomberfly, Storpion or Tyrannolifter.




Claw

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

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

For this step, you need;
e e mEA R LT R T — 1x2 plate

To measure an axle,
see page 34

i 2k means you
need 2 uf Liese,

Put the 152
plates here.

e round brick

2 For this step, you need:

Fur the

_ 2¥8 plare 248 raurid L : This i5 @ 2x8

wiith, holes bricks here plate with holes.




3

For this step, you need:

Put.a connector peg

- Long black

conrector peg

Put a long black
connectar peg here

Coniertor peg with axle

4

For this step, uou nged:

Axle with stop

Pur the connector peg
with axles here.




5 For this step, you need:
— Putin
] I B 1/2 bushing

nere.

o |

| | e

il “'%N

F(.‘l
—

112 bushing

8 °

Pur the rubiber
hand hers,

HINT:
Try this

cLaw
* Use the Claw on your own Creature, or together with
Creature Mover 1, 2 0r 3.
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To get started on the Wagger, follow these 5 steps.

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

1 For this step, you nead:
£ |

2x means you Black
nezd 2 of thess. connector peq

Fut the black
connector
pegs here,

For this step, youl need:

Put the 152
plates here




For this step, wou need:

1— 1x10 beam

For this step, you need: Attach the %10 beams to
the black connector pegs.

.To measure an
axla, see page 34

| T :';1\ 252 round
S mEIREE B brick




For this step, you need;

Haif haam

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

HINT

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

R;/'//
b/

A S
U TIPS & TRIGKS T
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Fut the half beam here.




 Special Features

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

To make yaour Freature limp, To make your creature hop,
attoch o foot to the wheel, us? these [opsided feet

Youw.con use more than one-sized wheel 10 make
your creature mowve, Try this combinotion Mow try this one,




Use Lhis trend to moke uour creature move;

This chessis wabhles ac it mowves

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

Touch Sensors Light Sensors

Thase eyes are just
Jor decoration

Use a bumper to activate your touch sensars,

1

This gue is the one

For help, turn to 7ips & Tricks on page 32

that really

‘sees

Try a light sensor
facing down:

Use antennae to activate your touch sensors, 3

Try & light senser
focing up.

Use feelers to aetivate your touch sensaors,
For help, turn to Tips: & Tricks on page 32 .1 6

‘/\/

/




Attachmentis
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These can be This can also be used
used as antennae, 7 a% an ontennoe

See what your ereature ionks
like with big eyes like these.

Try making both one-eyed
and twe-eyed creatures.

Try these wings on
I_.!'L?!JF creature,

[Mese can also he
used as wings,




Special Features

GRABBER ATTACHMENTS

Attachments for the pincer ‘

Add teeth to make a jow

Attachments for the claw

Add thesa pieces toe make a clow




Tails

Hers nre same ideas of tails to buiid

Here is a ong tall

[riy this an the Skorpion

Try this on the Stegoclubber.

7 8
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Tips & Tricks

I_f you want to make your invention bigger, stronger, faster,
or work even better, try using these tips and tricks.

Adding length

| Attaching a tube

|
@5

Adding pieces
to arim

3

Attaching a tube

“"‘-: e
'\-u.,_\_\_ e
= e -\-\""'w.
S
=8
Use the short gray connector peg o
attach the yellow tube to o brick. 4

Attaching a
pully wheel

Making angles

Use the angle pieces
ta rmake the motor
paint up

Making angles




Making a hinge

Making a hinge

-

Adding hubs for
caterpillar treads

= | Use gears to attach the
" wheels for the track.

AR A A A A T

oP

8 9
Using a turntable o Adding pieces
I to a tube
i E =i
i }%}"ﬁ
10 11
. |
Making a crank shaft Adding bricks
to a beam
" Use these pieces o
mage 0 “nurmp” in the axie,
12 13

Adding a lift arm
to a beam




Tips & Tricks

Attaching a wing Adding eyes Adding eyes




Using gears to turn
corners

This is how you con get an axle ta
spin at a-right angle to another,

21

Linking gears

Connecting the gears this woy
links one axle to another

Linking gears

These gears will tpin in
opposite directions,

Changing speeds
using different-sized
pulley wheels

A L i
A xm«z-f;%/
s

L e ST

25

Using the 24-tooth
crown gear

a.

Right angle gears

24




Tips & Tricks

Changing speeds Using one motor
to drive two axles

using different-
sized gears

Using different-sized Covering the wire
pulley wheels ‘

How to Measure
an Axle

Use this chort to R0
L — 1
of an axie .
e—=——————

————— 1=
E=————
! i
_—

! |
ﬁ_z Wil
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Battery Installation
for the RCX

AR {LR@ hpﬂér[e%:- :

(15Y %

Tl

Instructines for nss of hattan kay

Nty fioe diffarant bygos of baltenos o oid end new battornie
N ene DAy box, Metige tsnave the batieres Troon (e
batery b Tor lorg-fermn stsfage anif ey Rave reached e
crrd e el Ifg. il feabing from Oezd Dateses will danas
(e saitery b, Rechiageabie (ofenes can ba used bl powar
by bee redacacd. (0 fil sachasge e babieries 1 s betny
o, Redrengeatia balltres are oly 10 e Clanes i il
SRR

Battery Installation for
the Infrared Transmitter

.
Remove the
bottom of the RCX.

-H\"-\.

Put the bottam
back on the BCX,

"9y baitery

o

6LRB1).
9 V ="
11 [

Insert the 9V hattery.

slide the cover back.

Close the cover,




Top Sgcret Plans

Fiber Optics

Use fiber optie strands to create How fiber optics work.
creatures with flashing lights. Fiber optizs are thin transparent plastic fibers
that transmit light thr aughout their length

Light wnit —_
The light unit has one
“ight bulb™ and must he
rotated to get light into
all the different fiber ppiics.

Put the fiber aptics
Lo the tight unit

" Use the gray holfconnector
peg to hold the fibre optics
in place.

Attach the fiber optics unit to the motor Use @ motor to power the wheels

and the fiber cptics

/ / ' _"

ﬂ'-i.l

2R A ! 2

. ﬁ}amémﬁﬁko\
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Attach the fiber optic light unit to a
mator, Then attach the motor to RCX i \
port A Turn on the RCX and press _ iz

rur, watch the lights turn an,

Here's one example of how to
wse the set’s fiber aptie strands
Mow let’s see what ol can credte,

Using hinges for action

The jaws of
the Trapdragon.







Parts Identification
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