CAN PLAY FLASH GORDON a2 e

ONLY
1 REPLAY FOR EACH SCORE OF ~ 800,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,300,000 POINTS.

5 BALLS 5 BALLS
PER PER
GAME GAME

M-1508-96-A
o o
Cl:\lNTPL‘;\Y FLASH GORDON AMUgEmENT
ONLY
1 REPLAY FOR EACH SCORE OF ~ 600,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.

3 BALLS 3 BALLS

PER PER

GAME GAME

M-1508-96-B
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ONLY

X LIGHTING 1-2-3 FLASHING ARROWS LITES MINI BONUS FOR 50,000 AND SAUCER FOR 2X
AND TOP BUMPER.

* DROPPING 1-2-3 TARGETS 2ND AND 3RD TIME LITES AND ADVANCES TOP TARGET
VALUE.

* BALL SHOOTER LANE ROLLOVER SCORES SUPER RING BONUS WHEN SINGLE TARGET
IS DROPPED.

X LIGHTING FLASHING AMBER, YELLOW, BLUE AND WHITE BUTTONS NEXT TO THE
4 DROP TARGETS, 2 RIGHT TARGETS AND FLIPPER RETURN LANES LITES SUPER
BONUS FOR 100,000 AND SAUCER FOR 3X.

* DROPPING 4 DROP TARGETS FOUR TIMES ADVANCES SAUCER VALUE AND LITES
SPINNERS. 5TH TIME LITES OUTLANES FOR SPECIAL.

% BALL IN SAUCER WHEN 2X OR 3X ARE LIT LITES 15 CLOCK SECONDS TO INCREASE
PLAYFIELD SCORES 2X OR 3X. WHEN BOTH ARE LIT 5X VALUE IS SCORED.

% BONUS MULTIPLIER 2X AND 3X ARE LIT BY DROPPING INLINE TARGETS.

* DROPPING TOP 1-2-3 TARGETS LITES 4X, AFTER 3X IS LIT.

* DROPPING 4 LOWER TARGETS LITES 5X, AFTER 4X IS LIT.

* SUPER AND MINI BONUS SCORES ARE COLLECTED IN QUTHOLE ONLY.

* MAXIMUM — 1 EXTRA BALL PER BALL IN PLAY.

X TILT PENALTY — BALL IN PLAY.
M-1508-96-E

CI:\LNTgL‘;\Y I N ST R U CT I 0 N S AM UE%&ENT

ONLY

X LIGHTING 1-2-3 FLASHING ARROWS LITES MINI BONUS FOR 50,000 AND SAUCER FOR 2X
AND TOP BUMPER.

* DROPPING 1-2-3 TARGETS 2ND AND 3RD TIME LITES AND ADVANCES TOP TARGET
VALUE. TARGET SPECIAL SCORES EXTRA BALL OR 50,000.

% BALL SHOOTER LANE ROLLOVER SCORES SUPER RING BONUS WHEN SINGLE TARGET
IS DROPPED.

X LIGHTING FLASHING AMBER, YELLOW, BLUE AND WHITE BUTTONS NEXT TO THE
4 DROP TARGETS, 2 RIGHT TARGETS AND FLIPPER RETURN LANES LITES SUPER
BONUS FOR 100,000 AND SAUCER FOR 3X.

* DROPPING 4 DROP TARGETS FOUR TIMES ADVANCES SAUCER VALUE AND LITES
SPINNERS. 5TH TIME LITES OUTLANES FOR SPECIAL TO SCORE EXTRA BALL OR 50,000.

% BALL IN SAUCER WHEN 2X OR 3X ARE LIT LITES 15 CLOCK SECONDS TO INCREASE
PLAYFIELD SCORES 2X OR 3X. WHEN BOTH ARE LIT 5X VALUE IS SCORED.

* BONUS MULTIPLIER 2X AND 3X ARE LIT BY DROPPING INLINE TARGETS.

* DROPPING TOP 1-2-3 TARGETS LITES 4X, AFTER 3X IS LIT.

* DROPPING 4 LOWER TARGETS LITES 5X, AFTER 4X IS LIT.

* SUPER AND MINI BONUS SCORES ARE COLLECTED IN QUTHOLE ONLY.

* MAXIMUM — 1 EXTRA BALL PER BALL IN PLAY.

X TILT PENALTY — BALL IN PLAY.
M-1508-96-F
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ONLY

X LIGHTING 1-2-3 FLASHING ARROWS LITES MINI BONUS FOR 50,000 AND SAUCER FOR 2X
AND TOP BUMPER.

* DROPPING 1-2-3 TARGETS 2ND AND 3RD TIME LITES AND ADVANCES TOP TARGET
VALUE.

% BALL SHOOTER LANE ROLLOVER SCORES SUPER RING BONUS WHEN SINGLE TARGET
IS DROPPED.

X LIGHTING FLASHING AMBER, YELLOW, BLUE AND WHITE BUTTONS NEXT TO THE
4 DROP TARGETS, 2 RIGHT TARGETS AND FLIPPER RETURN LANES LITES SUPER
BONUS FOR 100,000 AND SAUCER FOR 3X.

* DROPPING 4 DROP TARGETS FOUR TIMES ADVANCES SAUCER VALUE AND LITES
SPINNERS. BALL IN SAUCER WHEN EXTRA BALL IS LIT SCORES 25,000. 5™ TIME
LITES OUTLANES FOR SPECIAL TO SCORE 50,000.

% BALL IN SAUCER WHEN 2X OR 3X ARE LIT LITES 15 CLOCK SECONDS TO INCREASE
PLAYFIELD SCORES 2X OR 3X. WHEN BOTH ARE LIT 5X VALUE IS SCORED.

* BONUS MULTIPLIER 2X AND 3X ARE LIT BY DROPPING INLINE TARGETS.

* DROPPING TOP 1-2-3 TARGETS LITES 4X, AFTER 3X IS LIT.

* DROPPING 4 LOWER TARGETS LITES 5X, AFTER 4X IS LIT.

* SUPER AND MINI BONUS SCORES ARE COLLECTED IN QUTHOLE ONLY.

X TILT PENALTY — BALL IN PLAY.
M-1508-96-G




JOUEURlséP4EUVENT FLASH GORDON

JEUDE

DIVERTISSEMENT
Y JOUER
800,000 POINTS 1 PARTIE GRATUITE
1,300,000 POINTS 1 PARTIE GRATUITE
UNE UNE
PARTIE PARTIE
CINQ CINQ
BILLES BILLES
JOUEURlséP4EUVENT FLAS H GO R DO N DIVERJ'IEI%gEMENT
Y JOUER
600,000 POINTS 1 PARTIE GRATUITE
1,100,000 POINTS 1 PARTIE GRATUITE
UNE UNE
PARTIE PARTIE
TROIS TROIS
BILLES BILLES

M-1508-96-B




1a4 JEUDE
JOUEURS PEUVENT R EG LE D U J E U DIVERTISSEMENT

Y JOUER

* EN ALLUMANT LES FLECHES CLIGNOTANTES 1-2-3 ON ALLUME LE MINI-BONUS DE 50.000

POINTS, LA FLECHE 2X POUR DOUBLER LE SCORE ET LE BUMPER SUPERIEUR.

EN FAISANT TOMBER LES CIBLES 1-2-3 ALLUMEES LA DEUXIEME ET TROISIEME FOIS ON

ALLUME ET ON FAIT AVANCER ET AUGMENTER LA MARQUE DE LA CIBLE SUPERIEURE.

LES ROLLOVERS EN FORME D’ETOILE DU COULOIR DE TIR MARQUENT LE SUPER BONUS

QUAND L’UNIQUE CIBLE EST TOMBEE.

X EN ALLUMANT LES BOUTONS DE CONTACT CLIGNOTANTS AMBRES, JAUNES, BLEUS ET
BLANCS PRES DES 4 CIBLES TOMBANTES, LES 2 CIBLES DE DROITE ET LES COULOIRS DE
RENVOI DU FLIPPER, ON ALLUME LE SUPER BONUS DE 100.000 POINTS ET 3X.

X EN FAISANT TOMBER 4 FOIS LES 4 CIBLES TOMBANTES ON AUGMENTE LA VALEUR DES

POINTS DU TROU ET ON ALLUME LES SPINNERS. LA 5EME FOIS ON ALLUME LES COULOIRS

EXTERIEURS DU SPECIAL.

QUAND LES 2X OU 3X SONT ALLUMES LA MINUTERIE DE 15 SECONDES S’ALLUME DES

QUE LA BILLE EST PRISONNIERE DANS LE TROU ET L’ON PEUT DOUBLER ET TRIPLER LE

SCORE DU PLATEAU DE JEU. QUAND LES DEUX SONT ALLUMES ENSEMBLE LA MARQUE

EST MULTIPLIEE PAR 5X.

*

*

* L'ON ALLUME LES MULTIPLICATEURS 2X ET 3X EN FAISANT TOMBER LES CIBLES EN LIGNE.

* EN FAISANT TOMBER LES CIBLES 1-2-3 ON ALLUME 4X.

* EN FAISANT TOMBER LES 4 CIBLES INFERIEURES ON ALLUME 5X.

* LES SCORES SUPER ET MINI BONUS SONT ENREGISTRES EN FIN DE JEU DE LA BILLE.

* MAXIMUM — 1 BILLE SUPPLEMENTAIRE PAR BILLE EN JEU.

% PENALITE TILT — BILLE EN JEU. M-1508-96-E

1a4 JEU DE
JOUEURS PEUVENT REGLE DU JEU DIVERTISSEMENT
Y JOUER

X EN ALLUMANT LES FLECHES CLIGNOTANTES 1-2-3 ON ALLUME LE MINI-BONUS DE 50.000
POINTS, LA FLECHE 2X POUR DOUBLER LE SCORE ET LE BUMPER SUPERIEUR.

EN FAISANT TOMBER LES CIBLES 1-2-3 ALLUMEES LA DEUXIEME ET TROISIEME FOIS ON
ALLUME ET ON FAIT AVANCER ET AUGMENTER LA MARQUE DE LA CIBLE SUPERIEURE.
LA CIBLE SPECIALE MARQUE 50.000 POINTS.

X LES ROLLOVERS EN FORME D’ETOILE DU COULOIR DE TIR MARQUENT LE SUPER BONUS
QUAND L’UNIQUE CIBLE EST TOMBEE.

X EN ALLUMANT LES BOUTONS DE CONTACT CLIGNOTANTS AMBRES, JAUNES, BLEUS ET
BLANCS PRES DES 4 CIBLES TOMBANTES, LES 2 CIBLES DE DROITE ET LES COULOIRS DE
RENVOI DU FLIPPER, ON ALLUME LE SUPER BONUS DE 100.000 POINTS ET 3X.

X EN FAISANT TOMBER 4 FOIS LES 4 CIBLES TOMBANTES ON AUGMENTE LA VALEUR DES

POINTS DU TROU ET ON ALLUME LES SPINNERS. LA 5EME FOIS ON ALLUME LES COULOIRS

EXTERIEURS DU SPECIAL POUR MARQUER 50.000 POINTS.

QUAND LES 2X OU 3X DU PLATEAU DE JEU SONT ALLUMES LA MINUTERIE DE 15 SECONDES

S’ALLUME DES QUE LA BILLE EST PRISONNIERE DANS LE TROU ET L’ON PEUT DOUBLER

ET TRIPLER LE SCORE. QUAND LES DEUX SONT ALLUMES ENSEMBLE LA MARQUE EST

MULTIPLIEE PAR 5X.

*

X |'ON ALLUME LES MULTIPLICATEURS 2X ET 3X EN FAISANT TOMBER LES CIBLES EN LIGNE.
X EN FAISANT TOMBER LES CIBLES 1-2-3 ON ALLUME 4X.

X EN FAISANT TOMBER LES 4 CIBLES INFERIEURES ON ALLUME 5X.

X |ES SCORES SUPER ET MINI BONUS SONT ENREGISTRES EN FIN DE JEU DE LA BILLE.

* CHAQUE BILLE SUPPLEMENTAIRE MARQUE 25.000 POINTS.

X PENALITE TILT — BILLE EN JEU. M-1508-96-G

Es kdnnen 1 - 4 Spieler spielen

Miinze einwerfen.
Werden die 1-2-3 Pfeile beleuchtet, beleuchtet dies den 50.000 Mini-Bonus und am Kugelauswurfloch 2 X.

Nach Beleuchten der bernsteinfarbenen, gelben, weien und blauen Lampen an der Fallzieleinheit, den
beiden rechten Zielscheiben und den beiden Flipperkugelbahnen wird der Super-Bonus und am Kugel-
auswurfloch 3 X beleuchtet.

Das Treffen aller 4 Fallziele der Fallzieleinheit erhéht die Wertung der Fallzieleinheit und beleuchtet die
Spinner und nach dem 5. Treffen Special an den Kugelauslaufbahnen.

Féllt die Kugel bei beleuchtetem 2 X oder 3 X Pfeil in das Kugelauswurfloch, z&hlt wéhrend 15 Sekunden
jede Betédtigung eines Spielflachenkontaktes den doppelten oder dreifachen Wert.

Die Bonuswertung des oberen Bonussystems wird durch den oberen Teil der Spielfliche ausgebaut.
Bonuswertung des unteren Bonussystems durch unteren Spielflachenteil.

3 Freispiele fiir das Ubertreffen von 10.000.000 Punkten oder des bisherigen Héchstergebnisses.
1 Freispiel bei Ubereinstimmung der beiden letzten Zahlen auf dem Z&hlwerk mit der bei Spielende

aufleuchtenden Endzahl. S
il

o . o Tilt"
1 Freispiel bei Punkten schaltet die Ergebniszéhlung

1 Freispiel bei Punkten aUtom:tE%' ab.
e

o @y o




1 REPLAY FOR EACH SCORE OF 400,000 POINTS.
1 REPLAY FOR EACH SCORE OF 950,000 POINTS.

M-1508-H-1

1 REPLAY FOR EACH SCORE OF 450,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,000,000 POINTS.

M-1508-I-1

1 REPLAY FOR EACH SCORE OF 500,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,000,000 POINTS.

M-1508-J-1

1 REPLAY FOR EACH SCORE OF 500,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.

M-1508-K-1

1 REPLAY FOR EACH SCORE OF 550,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.

M-1508-L-1

1 REPLAY FOR EACH SCORE OF 600,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.

M-1508-M-1

1 REPLAY FOR EACH SCORE OF 650,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,200,000 POINTS.

M-1508-N-1

1 REPLAY FOR EACH SCORE OF 700,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,200,000 POINTS.

M-1508-0-1

1 REPLAY FOR EACH SCORE OF 800,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,300,000 POINTS.

M-1508-P-1

1 REPLAY FOR EACH SCORE OF 800,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,400,000 POINTS.

M-1508-Q-1




1 REPLAY FOR EACH SCORE OF 900,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,400,000 POINTS.

M-1508-R-1

1 REPLAY FOR EACH SCORE OF 900,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,500,000 POINTS.

M-1508-S-1

1 REPLAY FOR EACH SCORE OF 1,000,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,500,000 POINTS.

M-1508-T-1

1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,600,000 POINTS.

M-1508-U-1

1 REPLAY FOR EACH SCORE OF 1,200,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,600,000 POINTS.

M-1508-V-1

1 REPLAY FOR EACH SCORE OF 500,000 POINTS.
1 REPLAY FOR EACH SCORE OF 800,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.

M-1508-FF-1

1 REPLAY FOR EACH SCORE OF 600,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,100,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,300,000 POINTS.

M-1508-GG-1

1 REPLAY FOR EACH SCORE OF 700,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,400,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,600,000 POINTS.

M-1508-HH-1

1 REPLAY FOR EACH SCORE OF 800,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,300,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,600,000 POINTS.

M-1508-II-1

1 REPLAY FOR EACH SCORE OF 900,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,400,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,600,000 POINTS.

M-1508-JJ-1




1 REPLAY FOR EACH SCORE OF 1,000,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,500,000 POINTS.
1 REPLAY FOR EACH SCORE OF 1,800,000 POINTS.

M-1508-KK-1

1 EXTRA BALL FOR EACH SCORE OF 600,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 900,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,200,000 POINTS.

M-1508-NN-1

1 EXTRA BALL FOR EACH SCORE OF 800,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,100,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,400,000 POINTS.

M-1508-00-1

1 EXTRA BALL FOR EACH SCORE OF 900,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,200,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,400,000 POINTS.

M-1508-PP-1

1 EXTRA BALL FOR EACH SCORE OF 1,000,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,400,000 POINTS.
1 EXTRA BALL FOR EACH SCORE OF 1,800,000 POINTS.

M-1508-00-1

Cards status English:
M1508-96-A confirmed.
M1508-96-B confirmed.
M1508-96-E confirmed.
M1508-96-F confirmed.
M1508-96-G confirmed.

Cards status French:
M1508-96-A confirmed.
M1508-96-B confirmed.
M1508-96-E confirmed.
M1508-96-F needed.
M1508-96-G confirmed.

German card confirmed.

All score inserts M-1508-H-1 thru M-1508-QQ-1 confirmed.

High Game to Date insert is available in a separate file.

Recommended “High Score to Date” levels:
(reset periodically)

3 ball 1,300,000 points

5 ball 1,500,000 points

Look for High Score/Match insert label in the red part of the Bally section.
If you have any other information about these cards, please send a readable picture or scan to me.

Enjoy and have fun,
Peter
www.inkochnito.nl

If you like my work, please send me a donation via PayPal.



