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BATMAN

Plunge the pinball to collect the 1it Skill Shot feature. K
Shoot the op Target and the Stand- Targets to start 1tiba11.ﬁ%
ing Joker Multiball collect Jackpots and battle the J or Super ,g
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Shoot the Center Ramp to collect Bat Gadgets on the i-plyafield and 7 a
light Extra Ball. Every 3rd shot to the Center Ram ill activate the
Tumbler Ramp for Tumbler awards and start Bat-Pod Hurry-Up.

Shoot the Scarecrow Hole to activate the Crane and battle the
Scarecrow. Hit the moving Crane Ball to start Scarecrow Multiball.
During Scarecrow Multiball, hit the Crane Ball to defeat the

2 ht Super Jackpot at the Scarecrow Hole.
Complete the Bottom Lanes to light the Mystery Feature at the Bat
g (Upper rig ct hole via left loop)

A-N Stand-Up Targets to light the Bat Missions
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