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A,B,C, contacts: When the fouf contacts are ON, the left
scape gate is opened and bonus multlplier is in "per 2"
position. In the second time the "extra ball" lights are
ON, and bonus multiplier is in "per 3" position.
Screen Change : When you drop the blus tafgets and you
“introduce the ball into the white hole, the game changes
to the "PAST SCREEN". When you drop the red targets and
you introduce .the ball into the blue hole, the game conv-
erts to the "FUTURE SCREEN".
FUTURE SCREEN (Space Ship)
Spinner : The movement of spinner:lights the "add bonus"
lights (1 to 7) and when the ball is in the superior hole,
the bonus is increased as bonus lights are ON.
A,B.C, CONTACTS. <. = ouno ¢
y When A B.C, lights are ON:
First Time: Left gate is opened
. 2nd Time: right gate is opened
3rd Time: Extra ball lights are ON.
SCREEN CHANGE ;
Nhen you drop the right targets and you introduce the ball
into the right hole, the game will change to the "PAST
SCREEN". When you drop the left targets and.you introduce
“the ball:into the left hole, the game will change to the

| - "PRESENT SCREEN:. 55 \,
RECOMMENDATION ’ T v
i If the ball start button is connected, connect the start
/c%fn-'; button of the board to a fl:pper contact.
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SPEED BALL

Game Description

EXTRA BALL

1/. You can obtain extra ball, if you win more than the
score value, adjusted in the switches.
2/. In each screen you can obtain extra ball taking the
. necessary steps explained as follows.
LOTTERY _
Free credit possibility in the lottery screen at the
_ end of the game.
SCREENS

When you insert coins you have the possibilty of
choosing the initial screen composed of the PAST,
PRSESENT and FUTURE.

Extra Ball: You can obtain extra ball if you drop the
SR | targets and pyramids and introducing the ball into the
superior hole, when lights are in the "special" pesit-
ion. : .
Screen Change : You have to put the ball into the sup-
erior hole when light is in the "2" or "3" position,
then the gate is opened and you have to put the ball
in the change screen hole. , ‘
Stop Flippers: When you introduce the ball into the
‘superior hole and light is in the "up posxtlon“ the
stopper goes up.
Bonus : You accumulate "bonus" pa551ng the ball
through the indicated lights "“add bonus" corridors.
‘Stars dcwh‘ mutiplies. the bonus per 2 (fxrst txme) and
per 3 (2nd tlme) : g

PRESENT SCREEN

Sbinner The movement of spinner lights up the "add
bonus" lights, (1 to 9) and when the ball is in the
supernor hole. the bonus are xncreased as bonus lights
are ON i




