a. i . / d
With sufficient credit, press (& gf :
the Green Start Butfon for 5 S B iy

a normal game. B Press the Red Flipper Buttons
& to keep the pinball in play and

With sufficient credit, press ' i’ to make your shots to collect
the Yellow Start Button* for ing, W'Y vig points and awards.

a Tournament Game.

*Note: Ifit is not flashing, a

This is the pinball plunger.
Tournament has not started Pull-back a’,J,d lot gg whegn INSTALL 8 BALLS 0
or has not been set-up. a pinball s sitting in the 4 BALLS WILL AUTO FEED TO ARK

Skill Shot Lane (the pinball
has now been plunged).
Watch the Dot Matrix Display

For Proper Operation of this Pinball
Game, < 8 > Pinballs must be installed

for hints and other helpful in the front 4-Ball Trough. <4 of 8 >
information during game play. Pinballs will automatically feed into
Flashing lights also alert you the Ark Assembly above the playfield.

on where to strike next!
INDIANA JONES™ ©2008 LUCASFILM LTD. & TM. STERN® PINBALL, INC. ALL RIGHTS RESERVED.



Watch the Backpanel, X2 Scoring When L.i't'.L_ -

Backpanel

Cairo Swordsman
Gate (over the
Map Room)

Crystall Skull
Ramp (Kingdom
of the Crystal

Ball Lock (on the Skull)

Crystal Skull Ramp)

Skill Shot Ram
(Gate pass locks
in lit up choice)

ot

......

PLAYFIELD OVERVIEW



PLAYFIELD OVERVIE

L A e ST i,

(Loop)

Eject (Ball Lock
inside of Map Room)

Captive Balls
(in the Map Room) Magnet (Ball Lock
in front of Ark)
Left Orbit (Loop)
(Super Spinner)
X L | Right Orbit (Loop)
Pop W) . (Super Spinner)
Bumpers YN
p \‘\-, o~ Skill Shot
— Z ‘ L (Advance Scene)
Captive Balls ', Y 1!. ) Skill Shot
Up/Down Scoop Cr) (Light Super Pops)
(Temple of Doom) e’ ]
“ Skill Shot
(Light Myster)
s = Skill Shot
WES-® (Cairo Swordsman)
Holy Grail (Cu .
Sco){)p Ente(r/E% Skill Shot
(Last Crusade) (Indy Jones)

Skill Shot (Shooter)
Lane (5 choices)

Left Return Right Return Lane
Lane (Light Mystery)
Left Outlane ° Right Outlane
(Special) (Special)

Center Drain ®
(Shoot Again)

| Pinball
ii Plunger
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INSTRUCTION CARD [, 2 &3]

2/

Shoot the Ark to start
RAIDERS MULTIBALL.

In RAIDERS MULTIBALL,
collect Jackpots and
return to the Ark to
complete movie scenes.

€ Collect Sankara Stones

to start JEMPLE OF DOOM
MULTIBALL.

HINT: Keep hitting the
lower Captive Balls until

it opens, then shoot the
ball into the hole.

(1] Plun%;e the pinball o collect
i

the it $k/LL SHOT feature.
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$2.00=1=2x3
TOURNAMENT PLAY!
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INSTRUCTION CARD [4, 5 6]
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@ Shoot the Crystal Skull
Ramp to collect CRYSTAL

SKkULL MOVIE AWARDS
(including EXTRA BALL!).

Shoot the Holy Grail (Cu
> Scoop to start LAST (Cup)

CRUSADE. Shoot flashing
shots to collect.

Shoot the Holy Grail Scoo
@ when lit to coII)e,)ct the P

MYSTERY feature.
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RD [7 8 9&/0]

Complete M-A-P for
© BOI‘IIF,I)S Multiplier.

_ o () 2X Scoring is started when

the pinball enters the Eject
Hole in the MAP ROOM
(see the Dot Display for the
required number of shots
needed to start the Round).

i~ @ Shoot upper Captive Balls

TEW

Y

in the Map Room to start
the CA/IRO SWORDSMAN

Hurry-Up. Shoot again to
collect.

Spell out I-N-D-Y or
6 JP'O'N'E'S to relight the

Targets for ZNDY JONES
Scoring.



Propulsez la bille en jeu pour allumer LE 77R DELITE.

Tirez sur 'Arche pour lancer |a MULTIBILLE DES AVENTURIERS. En

mode MULTIBILLE DES AVENTURIERS, remportez les jackpots et

retournez a I'Arche pour terminer les scénes de film.

Ramassez les Pierres de Sankara pour lancer la MULTIBILLE DU

TEMPLE DU PERIL. INDICE : Continuez a viser les billes captives

inférieures jusqu'a l'ouverture, puis propulsez la bille dans le trou.
@ Tirez sur la rampe du crane de cristal pour obtenir le PR/x DE

CINEMA DU CRANE DE CRISTAL (avec la BILLE SUPPLEMENTA/RE!)
@ Tirez sur la coupe du_ Sacré Graal pour lancer le mode de la

(IjJERNIERtE CRO/SADE. Tirez sur les cibles intermittentes pour remporter

es points.

Tirez sur la coupe du Sacré Graal lorsqu'elle s‘allume pour obtenir le
prix MYSTERE.

4| @ Tirez sur les billes captives supérieures de la salle des cartes pour
lancer le mode chrono du CHEVALIER DU CAIRE. Tirez une nouvelle
fois pour obtenir le prix.
© Epelez I-N-D-Y ou J-O-N-E-$ pour rallumer les cibles des
points ZMDY JONES (Mode).

Traduction par : Language Exchange, Inc. www.langx.com

0 Ball schielen, um Punkte flir beleuchteten FALENTSCHUSS zu
sammeln. .
Auf Lade schieRen, um JAGER-MULTIBALL zu starten.Eln JAGER-
MoLrBALL Jackpots sammeln und zur Lade zuriickkehren, um
Filmszenen abzuschlieflen.
Shankara-Steine sammeln, um JEMPEL DES JODES-MULTIBALL zu
starten. HINWEIS: Die unteren Gefangenen Kugeln treffen, bis diese

i sich 6ffnen, dann Kugel ins Loch schief3en.

@ Auf Kristallschidel-Rampe schielien, um KRISTALLSCHADEL

FILMBONUS (inkl. EXTRAKUGEL!) zu erhalten.

E
‘% © Auf Gral-Mulde (Becher) schieBen, um LETZTEN KREUZZUG

s (Modus) zu starten. Aufleuchtende Schiisse bringen Punkte.
ﬁ @ Aug bteleuchtete Gral-Mulde schie3en, um (JBERRASCHUNG Zu
erhalten.
NS @ Auf obere Gefangene Kugeln im Kartenraum schielen, um KA/Ro-
8|~ ScHWERTKAMPFER (Eilmodus) zu starten. Emeut schieBen, um
| Punkte zu sammeln.

I8 @ 1-N-D-Y oder J-O-N-E-$ buchstabieren, um Ziele wieder fiir

1 INDY JONES (Zdhlmodus) zu beleuchten.

Ubersetzung von : Language Exchange, Inc. www.langx.com

Tira la palla per prendere i punti del 77R6 MAESTRO illuminato.
Per avviare MULTIBALL PREDATOR/ colpisci 'Arca. In MULTIBALL
PREDATOR/, colleziona Jackpot e torna sull'Arca per completare le
scene del film.

@ Colleziona le Pietre magiche per iniziare MULTIBALL TEMPIO
MALEDETTO. SUGGERIMENTO: Continua a colpire Palle prigioniere in
basso fino a quando si apre, poi tira la palla nella buca.

i @ Colpisci la Rampa del teschio di cristallo per vincere PREM/
%INEM;’}'OGRAFIC/ TESCHIO DI CRISTALLO (i compreso una PALLA
XTRA!).

@ Colpisci la Buca del Santo Graal (Coppa) per avviare LULTIMA
CRociATA (Modalita). Colpisci i tiri che lampeggiano per fare punti.

@® Colpisci la Buca del Santo Graal quando é accesa per collezionare
punti della funzione M/STERO.

@ Colpisci Palle prigioniere in alto nella Stanza della Mappa per
avviare COMEGGIO ALLA ROVESCIA SCIABOLATORE DEL CAIRO
(Modalita). Colpisci ancora per fare punti.

© Scrivi le lettere I-N-D-Y 0 J-O-N-E-$ per riaccendere i Bersagli

per il punteggio ZMDY JONES (Modalita).

INDIANA JONES™ ©2008 LUCASFILM LTD. & TM. STERN PINBALL, INC. TUTTI I DIRITTI RISERVATI. STAMPATO NEGLI USA. 755-51A4-04-Y italiano
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INDIANA JONES
MOULTI-LANGUAGE
INSTRUCTION CARDS

Shoot the Ark to start RA/DERS MULTIBALL. In RA/DERS
MuoLrBaLL, collect Jackpots and return to the Ark to complete
| movie scenes.
© Collect Sankara Stones to start JEMPLE OF DOOM MULTIBALL.
HINT: Keep hitting the lower Captive Balls until it opens, then
= shoot the ball into the hole.
g @ Shoot the Crystal Skull Ramp to collect CRYSTAL SkuLL MOVIE
|  AWARDS (including EXTRA BALL!).
5] Shoot the Holy Grail (Cup) Scoop to start LAST CRUSADE. Shoot
5 flashing shots 1o collect.
O fSh?ot the Holy Grail Scoop when lit to collect the MYSTERY
eature.

10
,T‘l @ Shoot upper Captive Balls in the Maf) Room to start the CA/RO
] SWORDSMAN Hurry-Up. Shoot again to collect.

1 © Spell out I-N-D-Y or J-O-N-E-$ to relight the Targets for

INDY JONES Scoring.

T@ Lance la bola para ganar los puntos del 77RO DE HABILIDAD
iluminado.

@ Déle al Arca para iniciar la MULTIBOLA DE CAZADORES. Con esta
MULTIBOLA, reuna los premios gordos y regrese al Arca para
completar las escenas de la pelicula.

© Reuna Piedras Sankara para iniciar la MULTIBOLA DEL TEMPLO
MALDITO. CONSEJO: S|?a golpeando las Bolas Cautivas inferiores
hasta que se abra y entonces lance la bola al agujero.

Déle a la Rampa de la Calavera de Cristal para ganar los PREM/OS
DE LA PELICULA LA CALAVERA (jincluyendo la BOLA EXTRA!).

@© Déle al cucharén del Caliz Sagrado para iniciar el modo de GLma
CRUZADA. Déle a los blancos intermitentes para reunir puntos.

Déle al cucharon del Caliz Sagrado cuando se ilumine para ganar
los puntos del M/STER/O.

Déle a las Bolas Cautivas superiores en la Sala de Mapas para
iniciar el modo CUENTA ATRAS DEL E SPADACHIN DE EL CAIRO. Déle de
nuevo para reunir los puntos.

© Reina las letras de I-N-D-Y 0 J-O-N-E-S para volver a iluminar
|las dianas del modo de Puntuacion ZMDY JOMES.

INDIANA JONES™ ©2008 LUCASFILM LTD. & TM. STERN PINBALL, INC. RESERVADOS TODOS LOS DERECHOS. IMPRESO EN EE.UU. 755-51A4-12-Y Espaﬁol
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