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THE MICRO SCOUT / THE M
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GETTING STARTED
INSTALLING BATTERIES

o The Micro Scout requires two AA/LRS batteries (not included). Alkaline batteries are recommended.

1. To install, slide the battery cover off (follow the arrows on back).
2. Put the two batteries in (make sure the “+" signs match).
3. Slide the cover back on.

Important: When the Micro Scout’s batteries are low, a battery icon &3 appears on the Display.
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r2rm storage, or if they i recefed e end o1

e of Barteres or ofd and new bot
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USING THE BUTTONS )

ON-OFF i SELECT
Turns the Micro Scout b Switches betweon the 7 built-in
on-and off. [ programs, as well-as the P program.®

* Check out www:legarmindstorms, com/darkside
for mare infermation on the 2 program,

Wher an, the Micro Scout i=
ready far your commands. =

AUN
Starts and stops the Micro Scout's programs,

When o program is running, its number flashes in the Display:




LIGHT SENSOR )

Light Sensor
A Light Sensor is built into the front of the
Micro Scout, It lets the Micro Scout see
changes in light.

The Light Sensor is ploced
af @ 45 degree angle,

When using @ light te conirol your Robof, be sure
to aimy your lght directly at the Light Sensar,

A3LHVYLS DNILLID

CHECKPOINT: LIGHT SENSOR )

1. Make sure the Micro Scout is turned on,

2. Press Select until the display shows Program &.
This is the Alarm progrim.

3. Press Run,
The Micro Scout plays o sound while it measures
the light level,

4, Cover the Light Sensor with your hand
or flash a light at it to trigger the alarm.
Thie glorm should sound and the motor should spin.




PROGRAMS )

To run the program Motor direction, L-HGD0 Tralner Rabat,
1]  Make sure the Micro Scout is up.

2)  Press Select until the program you
want is in the Display.

3) Press Run to start the program.

The Rabor goes in this direction. \l Flashlight.

Sound fhat the Micro Scout mokes.

ONE DIRECTION

| S0 erbaes forwoss.

Q TWO DIRECTIONS
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. AVOID LIGHT
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LIGHT CONTROL
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To find more about the P Program, go to www.legomindstorms.com/darkside
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L-8GO Navigator

This is L-8G0 Navigator. Build this
Robot to see your Micro Scout In action
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GETTING STARTED
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GETTING STARTED
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GETTING STARTED
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GETTING STARTED

Check out special Features ideas to customize you Robots




30

' ONE DIRECTION

Exploration 1 - 2

‘Press the On button on your Micro Scout. Use the Select button to choose Program 1
(One Direction). Press Run. L-8G0 goes forwards and stops three times.

TWO DIRECTIONS

P A

53

Saieio
LU VCRT L



Exploration 3

AVOID LIGHT

Select and Run Program 3 (Avoid Light). L-8GO drives forwards.
When it sees a bright light, it moves backwards and turns.

A3 LHVLS DNILLID



OVERVIEW OF SITH APPRENTICE LEVEL

In the Sith Apprentice level, you will create
Robots that walk. Start by building the Micro
Frame. Then add the altachments to the frame
to make the Micro Walker, the Droid Starfizhter,
or the Stomper.

The Mieso Walker
paga 34

The Droid Starfighter
page 38

The Micro Frame
The core-of 2ll Robois
on this page page 34

L

The Stomper
age 52

After you have buill the Micro Walker e

and the Droid Starfighter, test your

skills by building the Stomper.
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Challenges, page 52
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Expiuratiﬂh 4 -5

LIGHT CONTROL

Select and ﬁﬁ_a:;ﬁhm-g,wﬁﬁimﬂ.Tﬁe.:uicrq Frame moves forwards when you
shine a light at the Light Sensor. Two flashes makes it change direction.

KEEP ALIVE

SNINIYHL

Select and Run Program 5 [Iﬁ_égp Alive). Fla_sh.il_-[i_ﬁt:af‘tjh.éﬂ[bﬁ_ Frametomaltu
it move. Flash it several times to make it move faster,




The Droid Starfighter
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TRAINING
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To add a different head, go

to Special Features (page 54)
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Exploration 6

Select and Run Program 6 (Manp_ﬁ_.; A change in light makes the Drﬁ_i:d.s_tarﬂghter ¥
move and sound an alarm, Ly sk el
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If you have not yet
built the Y-Frame

go to page 10
il i

Well Sith Apprentice you have
trained well. Test your new
skills by using these plans to
build the Stomper

1)

Stomper Legs
(Attach these to the
rear of the Micro
Walker frame to
build a Robot
that can stand)




Stomper Head

Stomper Arms 4-%’& e e e 3

A i R

i

If you require more assistance,
you may find useful information at
www.legomindstorms.comdarkside




Special Features

Maniis

Hammer Head

IL-Blasters

Scorpio Twin Stinger

W01 Maparizer

Dugial Car P37
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Challenge
The Stepper
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OVERVIEW OF SITH™ LORD LEVEL )

In the Sith Lord level, you will create more advanced Robots.
Start by building the Y-Frame. Then add attachments to the frame
to build the Destroyer Droid, the Stepper, or the X-Walker.

The Destroyer Droid
page 8

The Stepper
page 42

The Y-Frame

The care for all Droids
on this page go to
book 1 page 10

The X-Walker
page 54




Special Features, page 70

Special Features, page 70

Special Features, page 70

Special Features, page 70
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Destroyer Droid
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TRAINING
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TRAINING
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Exploration 1 -2

KEEP ALIVE

III/
] a)
I\ : g 't -
it ; g
~ Select and Run Program 5 (Keep Alive). Flash the Destroyer Droid to make it move. .0
Flash it several times to make it move faster. You can change the Droid's direction L1 !
by flipping the Direction Switch on the back of the model.
ALARM
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The Stepper
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If you have not yet built the Y-Frame, go to book 1 page 10

0
I
>
r
F:
m
Z
)
m
0]







0
I
>
s
E:
m
Z
0
m
)







0
I
P
-
=
m
4
9)
m
0







SIYNITIVHD




50




0
I
>
i
B
m
4
)
m
]




™
ol



To add different attachments, go to Special Features (page 70) or go to the Stepper Challenge (page 6%)
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The X-Wéﬁ(:}‘* |
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To add different attachments, go to Special Features (page 70) or go to the X-Walker Challenge on the next page
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X-Walker Challenge 1 - 2

X-WALKER CHALLENGE 1
Experiment with different programs to find the best one for this Robot.

X-WALKER CHALLENGE 2
Rebuild your X-Walker to change the way it walks. Use the pictures below for help with changing the legs.

Also experiment with the length of the front legs

Change the legs so that they roll

Try changing the legs so that
sideways as the X-Walker moves

they are locked in place

TRY TO ADJUST THE LENGHT OF THE FRONT LEGS TO CHANGE THE WAY THE X-WALKER MOVES

Front leg in low position Front leg in high position




Stepper Challenge 1 - 2

STEPPER CHALLENGE 1
Add a head and arms to your Stepper. Use your own imagination, or go to Special Fea-
tures (page 70) for ideas. Then program your Robot so it can walk backwards.

STEPPER CHALLENGE 2
Madify your Stepper so it turns as it walks backwards, Use the picture below for help.
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Stepper Head

f-Walker Head

Serntey X-11
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Drual Cam P2F

Seorpis Twin Stinger

Viol Vaporizer




Oual Cam P26

Stepier Arms

X-Walker Arms
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Challenges
Swamp Creature

‘Extras




Trade Federation AAT




OVERVIEW OF THE 5ITH™ MASTER LEVEL )

@ In the Sith Master level, you create Transports and

Creatures. Start by building the X-Frame. Then, add &
attachments to the frame to build the AT-AT, the
Trade Federation AAT, or the Swamp Creature.




INTRODUCTION

lrade Federation AAT

page 63

AT-AT
pag
Somamp Creature
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TRAINING
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Tip: Place the frame fiat on a
tabie to line op the sales.

Belore you pot In the red, make sure yaur
maled match the poaltions shown here,
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Chetic point]
e Thetr asles should be palnting ln the sppasite direction
of the picture in step 16 [pointing inwacd]).
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Now that you have built the frame, use it to build the AT-AT {(page 24),
Trade Federation AAT (page 56), and Swamp Creature (page 62).
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TRAINING

If you have not yet built the X-Frame, go to page 8
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Exploration1-2

KEEP ALIVE

S
Select and Run Program 5 (Keep Alive). Flash a light at the AT-AT to make it move. = LA
Flash it several times to make it move faster, '

Shakaly
[ ;h_t'l-pg
aianaie
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LIGHT CONTROL

Cover the Light Sensor with your finger. Select and Run Program 4 (Light Control).

Wait until the sound stops. When you lift your finger, the AT-AT will walk. Cover the
Light Sensor or turn off the lights in your room and the AT-AT will stop.
You can also use flashlight to control the AT-AT. See Book 1 page 8 for more details

-
by
-
Z
2
0




| ..'."-: 1
V 4
V 4
Y,
4
/
»
4
jfy f
— If you have not yet
built the X-Frame
go to page 8
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Are you ready for the ultimate test of
your skills Sith Master? If so, study

—— these plans for the Trade Federation
"ﬂ“ﬁj AAT and see if you can build one of
| T-'I your own.
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Forward Armor Support
( 1 ) (locks into X-Frame)




(2) =
' 3
Tank Turret Drive 1
(attaches to rear power gear) '
&
i
-

Side Armor Panels

—
—

If you require more assistance,
you may find useful information at
www.legomindstorms.com/darkside
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Main Tank Armor and Blasters
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If you have not yet
built the X-Frame

go to page 8

Q73

Sith Master, study these secret
plans to build a walking Swamp
Creature.

Swamp Creature Shell



If you require more assistance,
you may find useful information at
www.legomindstorms.com/darkside

63




(2)

Swamp Creature
head and mouth
(shell upside down)




Head Control ( 4 )
(attach to forward power gear
to make the head and mouth move)

x (attach to forward and rear axle drive
( 3 ) to make your creature walk)
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TIPS & TRICKS )

To understand the way the X-Frame works, look at the picture below.

You can use the Micro Frame, the Y-Frame, and the X-Frame as the core of your own inven-
tiens. Just build your Robots, Transports, and Creatures around one of the frames,

Power Gear
{for operating forward attachments)

Forward Axte Drive
(for attaching wheels
and legs)

Power gear
(for operating rear attachments)




