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TECH SUPPORT

Phone: (415) 655-5683

Fax: (415) 655-8031

Technical support representatives are available at the above numbers
Monday – Friday, 9 am – 5 pm, Pacific Standard Time. You may also
send your questions or technical problems via e-mail to: 
helpline@psygnosis.com or by writing:

Psygnosis, Inc.
Technical Support
919 East Hillsdale Blvd.
Foster City, CA 94404

Customer Sales Orders:
1-800-438-7794

Psygnosis On-line:
http://www.psygnosis.com

Check out our website to find out all the latest on our games,
including up-to-the-minute release info, contests, giveaways and
more.

Windows is eit her a t rademark or regist ered t rademark of  Microsof t  Corporat ion
in t he Unit ed St at es and/ or ot her count ries. Psygnosis and t he Psygnosis logos
are t rademarks of  Psygnosis Lt d. Lemmings and Lemmings Paint ball are
t rademarks of  Psygnosis Lt d. ©1996 Psygnosis Lt d. Dist ribut ed by Psygnosis Inc.
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STARTING THE GAME

Load Windows ‘95 in t he usual way.

Insert  t he ‘Lemmings Paintball’ CD-ROM int o t he CD drive making
sure t he printed side faces upwards.

The installat ion program will t hen be launched.

This program will present  you wit h t he opt ion to inst all Lemmings
Paint ball. Lef t  click on t he Install but t on and follow t he inst ruct ions.

Once t he game is installed, you can lef t  click on t he St art  icon t o
access t he Lemmings Paint ball short cut  and run t he game.
Alt ernat ively, t he same box used t o inst all t he game will appear
giving you t he opt ion t o play. Lef t  click t he Play but t on to st art
Lemmings Paint ball.

The next  t ime you insert  t he CD, t he same box will appear but  it  will
give you t he opt ion t o Play Lemmings Paint ball rat her t han inst all it .

NOTE: You must  have the CD in a local CD drive t o able to play
Lemmings Paint ball.

3

INTRODUCTION

Everyone knows t he Lemmings. Green, furry, t ot ally harmless...

Oh yeah?

Tool ‘em up wit h a pump-act ion paint  gun and before you can sing,
“ Who wanna be a paint er man?”  t hey’ ll be spraying t he t own whit e
wit h a hint  of  plum and covering you in a variet y of hard-wearing
f inishes. Gloss? No problem. Eggshell? You got  it . Woodchip?
What ever you like sir, so long as it  doesn’t  clash wit h t he curt ains.

Lemmings Paint ball put s you in cont rol of  up t o four helpless
Lemmings. They’ll fall f rom t he sky int o a cuddly isomet ric
landscape, then you’ve got  t o do t he point  ‘n’  click unt il t hey’ve
found t he f lag(s)  t hat  are t heir passport  t o t he next  level. Each level
is harder t han t he last , and along the way you’ ll have t o solve no
end of  t ricky puzzles involving levers, gat es, sliding blocks, blazing
f ires, huge balloons and gallons and gallons of  paint . Not  t o ment ion
t he enemy Lemmings who have paint  guns of  t heir own, a bad case
of t rigger paw, and an overwhelming urge t o cover you in more paint
t han t he Sist ine Chapel ceiling.

2
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OPTIONS SCREEN

5

Zoom: When viewing t he game in a window as opposed t o full-
screen, it  is possible to alt er t he window size using t he Zoom opt ion.
Lef t  click here t o t oggle Zoom on or of f . Zoom on views t he game
t hrough a large window. Zoom of f  views t he game t hrough a
reduced size window.

FX: Lef t  click here t o toggle sound ef fect s on or of f .

Film: Lef t  click here t o t oggle movie sequences on or of f .

Music : Lef t  click here t o t oggle in-game music on or of f.

Re t urn: Lef t  click here t o ret urn t o t he Main Menu

Zoom

FX

Film

Music

Return

One - Play e r : Lef t  click here t o play t he one-player game.

Ne t work Play : Left  click here t o play the net work game.

Full Scre e n V iew/ Window  V ie w:
The game can be viewed full-screen or cont ained wit hin a window.
Lef t  click here t o t oggle bet ween t he t wo views.

Opt ions: Lef t  click here t o access t he Opt ions Screen.

Ski ll: Lef t  click here t o cycle t hrough t he four skill set t ings of  Fun,
Tricky, Taxing and Mayhem.

Pa ssword: Lef t  click here t o access t he Password Screen. This
allows you t o skip levels you have already completed.

4

MAIN MENU

One Player

Network Play

Full Screen/Window View

Skill

Password

Options
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You will see t he Object ive Screen before each level of  t he game. 

Skill: Tells you which skill category t he up-coming level is in.

Lev el Name : Tells you t he name of  t he up-coming level.

Number  Of  Le mmings: Tells you how many Lemmings will st art
t he level.

Number  Of  Fla gs: Tells you how many f lags you need t o
complet e the level.

T ime Ava ilab le: Tells you how much t ime you have to complet e
t he level.

7

OBJECTIVE SCREEN

Return Previous
Level

Next
Level

Time
Available

Number of
Flags

Number
of Lemmings

Skill

Level
Name

OK

PASSWORD SCREEN

6

When you complet e a level of  Lemmings Paint ball, you will be given
a password so t hat  you don’t  have t o replay levels you’ve already
finished. You can t hen ent er t he password on t he Password Screen
t o skip complet ed levels in t he fut ure.

Passwords in Lemmings
Paintball are made up of
numbers. To ent er a
password, move t he
point er t o each number
in t urn and left  click. To
delet e t he last  number
you ent ered, lef t  click on
t he arrow but t on. To
ent er t he complet e
password, lef t  click on
‘OK’.

If  you have ent ered a
valid password, the t able

on the left  of  t he screen will show you t he last  level on each
dif f icult y t hat  can be played. You will be ret urned t o t he Main Menu.

If  you ent er an invalid password it  will be ignored, t he old one will be
rest ored and you will be returned to t he Main Menu.

Every t ime a new level on each skill cat egory is complet ed, your
password will change. You can ret urn t o t his screen t o view your
current  password. Remember t hat  your current  password is also
displayed on t he Complet ion Screen.

In the t wo-player game, passwords are unnecessary as all t he t wo-
player levels are accessible. Your one-player password will be
unaf fect ed.
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9

Score : Indicat es your current  score. If  you fail t he level, your score
will revert  t o what  it  was when you st arted t he level. However, if
you succeed, your score will be ret ained bet ween levels.

T imer: Count s downwards and indicat es how long you have lef t  t o
complet e the level.

Paw s: Lef t  click here t o pause t he game.

Panel Icons: Each Lemming on the level is represent ed by one of
t he icons on t his panel. Keys being carried by t he Lemming are
shown in t he 3  small boxes. When the box is f illed wit h a colour, t he
Lemming is carrying a key of t hat  colour. The gauge underneat h
shows how much paint  t he Lemming has lef t  in it s gun. The colour
of this gauge represent s t he Lemming; it  is t he same as t he
highlighter underneat h t he Lemming’s feet .

When you st art  a level, one or more f loat ing t rap doors will open and
t he Lemmings will fall t hrough ont o t he landscape below.

PLAYING THE GAME

Score

Pause Yellow
Lemming

Icon

Blue
Lemming

Icon

Purple
Lemming

Icon

Red
Lemming

Icon

Timer

Along t he bot t om of  t he Object ive Screen are four but t ons. These
are:

OK: Lef t  click here t o play the level.

Ret urn: Lef t  click here t o ret urn t o t he Main Menu.

Pre vious Le ve l: Lef t  click here t o select  t he previous level. If  you
are current ly on t he f irst  level of  t he game, the but t on will be
marked wit h a red cross and you won’t  be able t o select  it .

Ne xt  Le ve l: Lef t  click here t o select  t he next  level. If  you have
not  yet  complet ed t he current  level successfully, t he but t on will be
marked wit h a red cross and you won’t  be able t o select  it .

8
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MOVING LEMMINGS YOU CAN’T SEE

If  you cannot  see a Lemming, you can use t he panel t o select  or
focus on a single Lemming or group of Lemmings. Right  click on t he
appropriat e panel icon t o focus on a Lemming and make it  t he leader
of  it s group. If  you left  click on t he panel icon while t he Lemming is
of f screen, t he screen will again focus on t he Lemming and t he
rot at ing arrow will appear above it s head t o indicat e you are forming
a group.

To complet e a level, your Lemmings need t o collect  all
t he f lags locat ed on t he level. There can be up t o four
f lags on any one level.

To collect  a f lag, make sure t here are no obst acles
bet ween the selected Lemmings and t he f lag. Move t he

pointer over t he f lag unt il it  t urns int o a thumbs-up sign, t hen left
click. The Lemmings will walk t o t he f lag and t he lead Lemming will
t ake it . Remember, each Lemming can only collect  one f lag, so you
may need t o change t he leader of  t he group using t he right  mouse
but ton.

If  it ’s t he last  f lag on t he level, you can award yourself  a brief  period
of  rejoicing because t hat  means t he level’s complet e! Now for t he
next  one...

Each Lemming is equipped with a paint  gun loaded wit h paint . Each
of  t he panel icons carries a gauge showing how much paint  is in
each Lemming’s gun.

You will somet imes f ind your Lemmings coming under a paint  at t ack
f rom enemy Lemmings pat rolling t he level. To engage them in a
bout  of  paint  bat t ling, select  one or more of  your Lemmings and
right  click t he mouse t o f ire. Move t he mouse around t o aim shot s.
Enemy Lemmings only  have t o be hit  once t o be paint ed out  of  t he
level, but  it  only t akes one splat  t o knock out  your Lemmings t oo.
So beware...

11

COLLECTING FLAGS

USING THE PAINT GUNS

STARTING A LEVEL

Each Lemming is marked by a coloured highlight er which
corresponds t o one of  t he four panel icons. One Lemming will be
highlight ed wit h a st ar, while t he ot hers will be highlight ed wit h small
circles. The Lemming marked by a st ar is t he lead Lemming. When
t he st ar is f illed, you are in cont rol of  t hat  lead Lemming and t he
ot her Lemmings in it s group.

Your aim is t o help t he Lemmings collect  t he f lags dot t ed around
t he landscape. There can be up t o four f lags on any one level. If
t here is more than one f lag, all of  t hem have t o be collect ed to
complet e t he level. Remember t hat  each Lemming can only collect
one f lag. When a Lemming has collected a f lag, t he appropriat e
panel icon will indicat e t his.

Once t he Lemmings have fallen out  of  t he t rapdoor, you will see a
paw-shaped point er somewhere on t he screen. When you move t he
mouse, t he point er moves t oo. As you move t he point er around t he
screen, it  will indicat e whet her or not  t he Lemmings can move t o
t hat  area. An out st ret ched paw means t he area is accessible. A
waggling f inger means t he area cannot  be reached.

To select  t he Lemmings you want  t o move, simply lef t  click on t hem
individually, or lef t  click on t heir appropriat e panel icon. The lead
Lemming will be t he one you select  f irst .

When you select  a Lemming, a rot at ing arrow will appear above it s
head. When you have select ed all t he Lemmings you want  t o move,
lef t  click on an area of  t he screen which t he point er indicat es is
accessible (shown by an outst ret ched paw). This will form t he
Lemmings int o a group and move t hem in format ion t o t hat  point .

When a Lemming bumps int o an obst acle, af t er a short  pause for
t hought , it  will at t empt  t o f ind a pat h t o t he point  indicat ed.
Somet imes, however, t he Lemming will not  be able t o work out  a
pat h, and you will have to move it  around t he obst acle by clicking a
direct  pat h f rom where it  is standing.

NOTE: If  you right  click on a Lemming, t he screen will focus on t hat
Lemming and it  will become the leader of  it s group. This can be
useful for collect ing cert ain object s as it  is t he leader of  a group
t hat  will pick up an object .

10

MOVING THE LEMMINGS
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Somet imes you will come across a large balloon
f loat ing above t he ground

This can be used by a Lemming t o f ly t o anot her part
of  t he level. Again, make sure there are no obst acles
bet ween t he select ed Lemmings and t he balloon. Move
the point er t o t he balloon unt il it  t urns int o a t humbs-
up sign, t hen lef t  click. The Lemmings will walk t o t he
balloon and t he lead Lemming will t ake it . If  you look at
the appropriat e panel icon at  t he bot t om of  t he
screen, you will see t hat  it  shows t he balloon. NOTE: It

is possible for a Lemming to collect  more than one balloon - in fact ,
t hey can collect  one balloon of  each colour. The balloon last
collected is shown on t he appropriat e panel icon. When you have
used it , t he balloon previously collect ed is shown, and so on.

To use t he balloon, move t he point er t o t he panel icon and lef t  click
on t he balloon. The Lemming will f loat  across t he screen unt il it
reaches a barber’s pole of  t he same colour where it  will fall back t o
earth.

Around t he landscape you will encounter lif t s. These are sect ions of
landscape t hat  can move up or down and are somet imes t riggered
by levers. To use a lif t , just  make sure t here is a Lemming st anding
on t he ground t hat  will move.

Around t he landscape you will encounter moving plat forms. These
are blocks that  move bet ween sect ions t hat  would ot herwise be
inaccessible. To use a moving plat form, f irst  make sure you have
only one Lemming in t he group and move the point er over t he
st at ionary plat form unt il it  changes t o a t humbs-up, t hen lef t  click. If
t he plat form moves before t he Lemming reaches it , t he Lemming
may fall of f .

USING BALLOONS

13

LIFTS

MOVING PLATFORMS

USING LEVERS

Dot t ed around many of  t he levels are levers which operat e lif t s or
ot her it ems of  machinery.

To operat e a lever, you will need t o make sure t here are no
obst acles bet ween t he select ed Lemmings and t he lever. Move t he
point er t o t he lever unt il it  t urns into a t humbs-up sign, t hen lef t
click. The Lemmings will walk t o t he lever and t he lead Lemming will
push it  down. This will operat e t he feat ure connect ed t o t hat  lever.

On some levels you will come across barriers t hat  have t o be
unlocked using a key before a Lemming can pass t hrough. Therefore,
t he Lemming needs t o collect  a key before it  can raise the barrier.

Keys are hidden inside exploding boxes.

When you come across a box like t his, make sure t here are
no obstacles between t he box and the selected Lemmings.
Move t he point er over t he box unt il it  t urns int o a t humbs up
sign, t hen lef t  click. The Lemmings will walk to t he box, t he
lead Lemming will squeeze it  unt il it  pops, and t he key will be
revealed. Lef t  click on the key and it  will be t aken by the

lead Lemming. If  you now look at  t he lead Lemming’s panel icon, one
of  t he t hree small boxes will be shaded. This shows t hat  t he
Lemming is carrying a key of t hat  part icular colour.

Once t he Lemming has a key, it  will be able t o raise a barrier t hat
was previously locked.

If  a Lemming carrying a key is hit  by a paint  ball, t he key will ret urn
t o it s original posit ion.

12

COLLECTING KEYS
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When one of  your Lemmings has been
eliminat ed, you can duplicate one of  your
remaining Lemmings using a duplicat or. To use
a duplicat or, you must  have fewer t han 4
Lemmings available. Select  one Lemming and
move t he point er over the duplicat or unt il it
changes t o a t humbs-up. Lef t  click and af t er a
short  while, t wo Lemmings will appear at  t he
back of  t he duplicat or.

Add some paint  t o a Lemming’s gun by
get t ing it  t o collect  a paint  ball bonus. These

are yellow balls which bounce on t he ground. 

To get  a Lemming t o pick up a paint  ball, make sure
t here are no obst acles bet ween t he select ed
Lemmings and t he paint  ball. Move t he point er over
t he paint  ball and lef t  click. The select ed Lemmings
will walk t o t he paint  ball and t he lead Lemming will

t ake it . The Lemming’s paint  gun gauge will regist er t he ext ra
ammunit ion. If  your lead Lemming already has a full paint  gun, it  will
not  be able to pick up any more paint  balls.

Give yourself  some ext ra t ime t o complet e a level by get t ing a
Lemming t o collect  a t ime bonus. These are st opwat ches which f loat

above t he ground.

To get  a Lemming t o pick up a t ime bonus, make sure
t here are no obst acles bet ween t he select ed
Lemmings and t he bonus. Move t he point er over t he
bonus and lef t  click. The select ed Lemmings will walk
t o t he bonus and t he lead Lemming will t ake it . The
t imer in t he t op right  corner of  t he screen will regist er

t he ext ra t ime.

DUPLICATORS

15

TIME BONUSES

Hidden around t he landscape are blocks t hat  t rigger object s t o do
t hings. For example, a lif t  can be made t o move up or down by
st anding on a block near it . On more dif f icult  levels, you may not  be
able t o see t he ef fect  of  st anding on a pressure pad.

On some of  the levels t here are slippery blocks. Once a Lemming has
st epped ont o a slippery block, it  will slide across unt il it  reaches a
normal non-slippery block. NOTE: Some slippery blocks are
connect ed t o pressure pads hidden around t he landscape.

If a Lemming falls ont o a t rampoline while at t empt ing
t o reach an area where you have lef t  clicked, it  will
bounce forwards in t he direct ion it  was heading,
hopefully clearing any obst acles in it s path. If  you are
on a plat form above a t rampoline, you can use t he
t rampoline by lef t  clicking on it .

To use a cat apult , move t he point er over it
unt il it  changes t o a t humbs-up t hen lef t  click.
The group of Lemmings will form a line and
use t he catapult  in turn. NOTE: Somet imes
cat apult s are hidden inside exploding boxes.

PRESSURE PADS

14

SLIPPERY BLOCKS

TRAMPOLINES

CATAPULTS

PAINT BONUSES
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FAILURE

You will have failed t o complet e a level if
all your Lemmings are killed, or if  t he
t imer reaches zero before you have
collect ed all t he f lags.

Lef t  clicking on ‘OK’ will allow you t o play
t he level again.Lef t  clicking on ‘Ret urn’
will t ake you back t o t he Main Menu.

MENU SCREEN

UP, DOWN, LEFT, RIGHT CURSOR ARROWS

Navigat e round opt ion screens

ENTER or SPACE

Select  opt ions or skip t hrough int ro screensANY TIM

F4 - Toggle bet ween full-screen and window view

DURING GAME

P - Pause game

LEFT/ RIGHT CURSOR ARROWS

Select  Lemming groups

1, 2 , 3, 4  - Select  Lemming 1, 2 , 3 or 4  as lead Lemming

7, 8 , 9, 0  - Use balloon wit h Lemming 1 , 2, 3  or 4.

17

KEYBOARD COMMANDS

Score some ext ra point s by get t ing a Lemming t o
collect  a point s bonus. These are bronze-coloured
pot s.

To get  the Lemmings t o pick up a points bonus, make
sure t here are no obst acles bet ween the select ed
Lemmings and t he bonus. Move t he pointer BEYOND
t he bonus and lef t  click. The selected Lemmings will
walk t hrough t he bonus and t he point s will be added
t o your t ot al score.

Lef t  click on t he ‘Paws’ icon t o pause the game. You will t hen be
of fered t he in-game menu. Move t he mouse t o highlight  t he opt ion
you require, t hen lef t  click to select  it .

SUCCESS

You will have complet ed a level successfully if  you collect  all t he
f lags on t he level before t he allot ted t ime runs out .

Left  click on OK t o ret urn t o t he Object ive Screen. The next  level
will be selected and available t o play.

Take a not e of  your password t o access t his level when you play t he
game anot her day.

POINTS BONUSES

16

PAUSING THE GAME

COMPLETION SCREENS
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To play a t wo-player game of  Paint ball via t he Int ernet , you must
f irst  connect  your comput er t o your Int ernet  service provider in t he
usual way. You may wish t o use t he Microsoft  Net work service which
is easily accessible t hrough Windows® 95 , or purchase t hird part y
sof t ware. If  Paint ball appears not  to work properly once you have
connect ed t o your provider, see TROUBLE SHOOTING furt her on in
t his sect ion, ot herwise follow t he inst ruct ions for STARTING A TWO-
PLAYER GAME. Not e, you need only connect  your provider before
you press t he START SPEC but t on in the Net work Opt ions Screen;
you do not  need t o rest art  t he Paint ball applicat ion.

Note, if  your comput er already has t he TCP/ IP prot ocol inst alled, the set t ings may already be
set  and you will not  need to follow these inst ruct ions.

Open t he NETWORK set t ings dialogue box, if  it  is not  already. To do this,  click START, SETTINGS,

CONTROL PANEL. Double click on NETWORK. Now follow these steps to conf igure your prot ocol:

In t he components inst alled list ing, click on TCP/ IP.  If  t here is more t han one TCP/ IP  list ed, click

on the one t hat  is list ed wit h t he name of  your net work hardware (if  you are playing over t he

LAN) , or t he wit h DIAL-UP ADAPTER ( if  you are playing over t he Int ernet ) .

Click Propert ies. Select  t he IP ADDRESS (Int ernet  Prot ocol Address)  t ab. If  you are not  sure what

your IP address is, click on OBTAIN AN IP ADDRESS AUTOMATICALLY.  For connect ing t o t he

Internet , your service provider will eit her g ive you an IP address, or t ell you t hat  you will be given

one automat ically, but  for a local area net work, you must  have access t o a DHCP (Dynamic Host

Conf igurat ion Prot ocol) .  If you dont , you must  obt ain a unique IP address.  If  you dont  know

what  your IP address is and you are just  connect ed to a local network, you can just  specify  any

address e.g. 1 .2 .3 .4 .  If  your opponent  also doesnt  have an address, he could use 1.2 .3 .5 .

If  you know what  your IP address is, click on SPECIFY AN IP ADDRESS, ent er your address and

subnet  mask. The subnet  mask is normally 255 .255 .255.0 . If you know the IP address of  t he

comput er t hat  is used t o link computer names with IP addresses, click on the DNS

CONFIGURATION (Domain Name Server Configurat ion) t ab.  Click on ENABLE DNS and ent er t he

name of  your comput er in t he HOST box.  Ent er t he IP address of  t he DNS comput er in DNS

SERVER SEARCH ORDER and click ADD.

Click t he ADVANCED t ab and click on SET THIS PROTOCOL TO BE THE DEFAULT PROTOCOL. Click

t he OK but t on. You have now conf igured the TCP/ IP prot ocol suf ficient ly  for use wit h Paint ball.

Click t he OK but ton in t he NETWORK set t ings dialogue box.  Windows may need to restart  in

order for t he changes t o t ake eff ect , and will prompt  you to do so.

CONNECTING VIA THE
INTERNET

SETTING UP YOUR TCP/IP PROTOCOL

Here is a descript ion of  how t o make Windows 95 ready for a t wo-
player game of  Paint ball and t hen how t o start  a game against  your
opponent .  Do not  worry if  it  seems dif f icult  t o set  up.  Once
Windows is prepared for Paint ball, you can subsequent ly st art  a new
net worked game at  any t ime wit h t he great est  of  ease. You may
also f ind t hat  you already have Windows ready for Paint ball t o st art
a t wo-player game immediat ely.

Note, a LAN can comprise just  t wo comput ers connected t oget her
by t heir respect ive network cards. If  your comput er is not  already
connect ed to t he net work. Make sure you have Windows 95
compat ible net work hardware.

Follow t he Windows Help guidelines:

Cont ent s Tab /  How To /  Use a Net work

Set t ing up your comput er t o connect  t o t he Net work

Windows may require access t o t he inst allat ion disk during t he
process

If  your comput er is connect ed t o the net work

Have you got  a TCP/ IP prot ocol inst alled?  To f ind out , look in the
NETWORK PROPERTIES.  To do t his, click START, SETTINGS,
CONTROL PANEL.  Double click on NETWORK.  You are present ed
wit h a dialogue box wit h informat ion about  your net work set t ings.
Do you see TCP/ IP in t he inst alled component s list ing?  If  you do
have a TCP/ IP prot ocol inst alled, see SETTING UP YOUR TCP/ IP
PROTOCOL below.  If  you do not , follow t he Windows Help guidelines
for inst alling t he TCP/ IP prot ocol using t he index below.  Do not  click
OK on t he NETWORK set t ings dialogue box unt il you have conf igured
your TCP/ IP prot ocol as described in SETTING UP YOUR TCP/ IP
PROTOCOL FOR A LOCAL AREA NETWORK.

Index Tab /  Inst alling /  Prot ocols

Windows may require access t o t he inst allat ion disk during t his
process.  If  your version of  Windows was inst alled over t he net work,
you may need t o f ind out  the locat ion of t he installat ion sof t ware on
t he net work.
Not e: Now see SETTING UP YOUR TCP/ IP PROTOCOL on next  page.

SETTING UP A TWO PLAYER

18

CONNECTING VIA A LOCAL AREA NETWORK (LAN)
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Af t er clicking on t he START LAN but t on, enter your name in t he
bot t om window, as prompt ed, and press ent er.  At  t his st age,
Paint ball will at tempt  t o st art  t he net working syst em. This will only
succeed if  you have successfully followed t he inst ruct ions above t o
prepare Windows f irst .  Your name will appear in t he cent ral window
along wit h your IP address and comput er name.  Paint ball will now
look on t he LAN for opponent s who have followed t he same st eps.

When opponents have been found, t heir det ails will be list ed in t he
t op window.  The det ails of  opponent s who wish t o play a game wit h
you will f lash red.  You can choose t o play any of  t he opponent s in
t he list  by clicking on their det ails.  Once you have both agreed t o
play  each ot her, you will bot h be t aken t o t he Object ive Screen.

Once you have agreed wit h your opponent  to play a game you will
be t aken t o t he Object ive Screen.  You may select  a level f rom t he
bat ch designed specif ically t o be played wit h t wo players.  Eit her
player can select  a level; t he opponent  will see your select ion on his
Object ive Screen.  When one player presses t he OK but t on, the
game will begin.

PLAYING WITH A COMPUTER ON THE LAN

21

SELECTING A NETWORK LEVEL

St art  t he Lemmings Paint ball applicat ion as normal.  Once you have
arrived at  t he f irst  Opt ions Screen, click on t he but t on wit h t wo
lemming heads.  This brings you t o the Opt ions Screen for st art ing a
t wo-player net worked game.  You have t wo choices.  You can either
st art  a game wit h a specif ic comput er, or st art  Paint ball looking for
ot her comput ers on t he local net work t hat  are ready t o play a t wo-
player game.  If  you know the IP address of  t he comput er you wish
t o play wit h, click on START SPEC, and follow the inst ruct ions for
PLAYING WITH A SPECIFIC COMPUTER below.  If  you do not  know t he
IP address, click on START LAN and follow t he inst ruct ions for
PLAYING WITH A COMPUTER ON THE LAN. 
Not e: Paint ball requires a minimum dat a t ransfer rat e t o be maint ained. Dat a
t ransfer rat es below t his will cause t he link t o fail. Int ernet  play, especially via
t wo independent  service providers, may cause such a failure and is therefore not
t he responsibilit y of Psygnosis Lt d.

Af t er clicking on the START SPEC but t on, ent er your name in t he
bot t om window, as prompt ed, and press ent er.  At  t his stage,
Paint ball will at t empt  t o st art  t he net working syst em.  This will only
succeed if  you have successfully fo llowed t he inst ruct ions above t o
prepare Windows f irst .  Your name will appear in t he cent ral window
along wit h your IP address and comput er name.  At  t his st age you
could inform your opponent  of  your IP address if  he does not  already
know.  Similarly  your opponent  could do t he same.

Now ent er t he IP address of  t he comput er you wish to play wit h and
press enter.  Alt ernat ively, if  you have set  up a DNS (Domain Name
Server - see SETTING UP YOUR TCP/ IP PROTOCOL FOR A LOCAL
AREA NETWORK) , you can ent er t he name of  t he computer at  t his
prompt .  Your opponent ’s det ails should now appear in t he t op
window.  If  t hey do not , you may have ent ered t he wrong IP address
or computer name, check wit h your opponent .

Click on your opponent ’s det ails.  They will change colour t o red.
When your opponent  has done t he same, you will both be taken to
t he Object ive Screen.  See SELECTING A NETWORK LEVEL.  If  your
opponent  select s f irst , his det ails will st art  t o f lash red, indicat ing he
is ready to play wit h you.  Just  click on his det ails as before and you
will bot h be t aken t o t he Object ive Screen.

STARTING A TWO-PLAYER GAME

20

PLAYING WITH A SPECIFIC COMPUTER
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NOTESTROUBLE SHOOTING

The START LAN met hod of  f inding opponent s will only work if  your
IP address has t he same f irst  3  numbers as t he ot hers on t he LAN,
and if your subnet  mask is set  to 255.255.25 5.0 .  See SETTING UP
YOUR TCP/ IP PROTOCOL FOR A LOCAL AREA NETWORK.

If  you are connect ing via t he Int ernet , but  in t he Net work Opt ions
Screen, your local area net work I.P. address appears next  to your
name, you may have ent ered your name before connect ing t o your
service provider.  Ret urn to the main Opt ions Screen, connect  t o
your provider, t hen press t he two-player game but t on again.  If  t his
does not  work, you may not  have set  t he TCP/ IP prot ocol for t he
Dial-Up Adapt er t o be t he default  prot ocol, see SETTING UP YOUR
TCP/ IP PROTOCOL for det ails.

Paint ball’s net working syst em uses t he Windows 95 library WinSock.
Somet imes, t hird part y Int ernet  sof t ware will override t he original
inst allat ion of  Windows 9 5 WinSock wit h an older version t hat  will
not  work wit h Paint ball.  To allow Paint ball t o work, you must
remove any references t o WinSock in your conf ig.sys f ile ( usually in
t he root  direct ory of  your c:\  drive)  and install t he TCP/ IP protocol
f rom t he Windows 95 inst allat ion disk.  See Windows Help t opic
below for more informat ion:    

Index Tab

Inst alling

Prot ocols

22
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CREDITS

GAME DEVELOPED BY  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Visual Sciences

GAME BASED ON ORIGINAL CHARACTERS CREATED BY  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .DMA Design

GAME PROGRAMMING  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .David Lees, David Cowan, Richard Swinfen

ViSOS PROGRAMMING  . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Russell Kay, Richard Swinfen, David Lees, Brian Marshal

LEVEL DESIGN . . . . . . . . . .Gregor Maltman, Geoff Gunning, Mark Ireland, David Cowan, Mark Grossi, Richard Baxter

MUSIC AND SOUND EFFECTS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Mike Clarke

MUSIC MANAGER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Philip Morris

PRODUCER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Richard Biltcliffe

PRODUCT MANAGER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Laura McLeod, David Dyett (UK)

PUBLIC RELATIONS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Dana Oertell, Mark Day

QUALITY ASSURANCE  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Paul Evason, Chris Graham, Lee O’Connor

MANUAL DESIGN  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Keith Hopwood

PACKAGING DESIGN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Beeline Group

MANUAL EDITORS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Damon Fairclough, Richard Swinfen

IN-HOUSE DANCERS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Steed Higgins and Top Division

STUNT DOG . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Ben

TEA BOY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Gareth Ashe

GRANDAD  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Charlie Smith

LIMITED WARRANTY

PSYGNOSIS LTD. warrant s t his disket te and/ or  compact  disc t o be f ree f rom defect s in mat erials

and workmanship under normal use for a period of  ninet y (90)  days f rom t he date of  delivery t o

you as evidenced by a copy of  your receipt . PSYGNOSIS LTD.’S SOLE LIABILITY IN EVENT OF A

DEFECTIVE DISKETTE AND/ OR COMPACT DISC SHALL BE TO GIVE YOU A REPLACEMENT DISC. To

obtain warrant y replacement , you must  t ake t he disket te and/ or compact  disc, or deliver it

prepaid, t oget her wit h a copy of  your receipt , t o an aut horized facilit y of  PSYGNOSIS, LTD.

EXCEPT TO THE EXTENT PROHIBITED BY APPLICABLE LAW, ANY IMPLIED WARRANTY OF

MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE ON THE DISC IS LIMITED IN

DURATION TO THE DURATION OF THIS LIMITED WARRANTY. ANY WARRANTIES AND REMEDIES

ARE FOR YOUR EXCLUSIVE BENEFIT AND ARE NON-TRANSFERABLE. THIS WARRANTY GIVES YOU

SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY BY JURISDICTION. 

THE LICENSED SOFTWARE AND RELATED DOCUMENTATION ARE PROVIDED “AS IS”  AND WITHOUT

WARRANTY OF ANY KIND, AND PSYGNOSIS LTD. AND PSYGNOSIS LTD.’S LICENSORS EXPRESSLY

DISCLAIM ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED

WARRANTIES OR MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. PSYGNOSIS LTD.

DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE LICENSED SOFTWARE WILL BE

UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN THE LICENSED SOFTWARE AND RELATED

DOCUMENTATION WILL BE CORRECTED. FURTHERMORE, PSYGNOSIS LTD. DOES NOT WARRANT OR

MAKE ANY REPRESENTATIONS REGARDING THE USE, OR THE RESULT OF THE USE, OF THE

LICENSED SOFTWARE OR RELATED DOCUMENTATION IN TERMS OF THEIR CORRECTNESS,

ACCURACY, RELIABILITY, OR OTHERWISE. NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN

BY PSYGNOSIS LTD. OR A PSYGNOSIS LTD. AUTHORIZED REPRESENTATIVE SHALL CREATE A

WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SHOULD THE LICENSED

SOFTWARE PROVE DEFECTIVE, YOU (AND NOT PSYGNOSIS LTD. OR AN PSYGNOSIS LTD.

AUTHORIZED REPRESENTATIVE)  ASSUME THE ENTIRE COST OF ALL NECESSARY SERVICING,

REPAIR OR CORRECTION.

UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE, SHALL PSYGNOSIS LTD. BE LIABLE FOR ANY

INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT RESULT FROM THE USE OR INABILITY

TO USE THE LICENSED SOFTWARE OR RELATED DOCUMENTATION, EVEN IF PSYGNOSIS LTD. OR

AN PSYGNOSIS LTD. AUTHORIZED REPRESENTATIVE HAS BEEN ADVISED OF THE POSSIBILITY OF

SUCH DAMAGES.

IN NO EVENT SHALL PSYGNOSIS LTD.’S TOTAL LIABILITY TO YOU FOR ALL DAMAGES, LOSSES,

AND CAUSES OF ACTION (WHETHER IN CONTRACT, TORT ( INCLUDING NEGLIGENCE)  OR

OTHERWISE)  EXCEED THE AMOUNT PAID BY YOU FOR THE LICENSED SOFTWARE. SOME

JURISDICTIONS MAY NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR

CONSEQUENTIAL DAMAGES, OR ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY

LASTS, SO THE ABOVE LIMITATIONS OR EXCLUSIONS MAY NOT APPLY TO YOU.
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