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BACKSTAGE PASS- PAGE 1

Select Your Song - Use Flippers to select soundtrack at game start.

SKILL SHOT - Skill Shot is lit at the Skill Shot Target.

Skill Shot awards:

= 1 Million Plus 5 Seconds of Ball Save

= Plus 1/Million|for. each successful Skill Shot during the game
= Plus'Spot EDDIE' Letter

SUPER SKILL SHOT = HOLD!Left Elipper Button while plunging ball.
- Regular, SKILL SHOT: is nnw,ghtl15§hled
= SUPER!SKILL SHOT, is, Awan:le:l lat'the SUPER JACKPOT Target

—l. e |

- Plunge the ball hard Enuughntnea:h Upper Flipper
- =/Aim|for. the Super; ]a:l-:pnt ‘ _

“Super. Skill'Shot awards: i
=15 Hllllnn Plus' 10 EE:nnds of Ball EEVE )
- Plus 5! Million for each successful 5uper EI-uI
= Plus ADUAHEE PLAYFIELD X7 Value'

%
MUMMY - Shoot Sarcophagus Captive Ball to 5|::Ell. M-U- M-M-Y
= EumpLEtlng M-U-M-M-Y lights the F’HAHADH‘TAHEEI’ un back panel
- Shooting PHAHAEIH TARGET opens PHAHADH 5 TOMB to Lock Ball

='Spell' M-L-M-M-=Y agaln to start MUMM‘I"’ MLILTIEAL

lSh :Iurmg the game

L
o

During MUMMY, MULHM udl

.~ Lollect;switch hits tojlight! EAHEDPHAEUS tn cnllEEt nE:!t MUMMY
LETTEH ElndFJAEHPET award

= Collect 5‘|M: LII‘H"I; l'-"I: \"'; ZJAEI{PEITE (Spell MUHM‘\"] ta llght SUPER JACKPOT
at PH#H&E]H Tal!lnFEI'_%IEI"'*\'E.5

- MUMM?#ELIPEH JACKPOT'scores 1Xiat RED outer ring, zx at BLUE
1nner nng and 3X atjl:enter EuLIEEyE |

- Eul.len‘:tlng :ﬁH UHMV SUIﬂg_Ij_! ]AEHPUT awards MUMM\" EDDIE CARD
and IJEQmE PhEIEE“ELgfLMUHHY HULHEALL1 f

= During Phase E.ithE‘HUMMY LENGTERS wﬂ.l Er:r'n[l. clurmg collect and
a Jackpot will ONLY be awarded when the Sarcophagus is hit on an
available MUMM‘F‘LETTEH 3

- ALL Jackpots in PhElSE E ElrE IZIIJUELED
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BALKSTAGE PASS- PAGE 2

TROOPER - Drop Targets light Trooper Lock an Orbits
- Lock 3 Balls to begin TROOPER MULTIBALL

TROOPER MULTIBALL

ALL arrow shots light to represent Enemy Soldiers

- Shooting a lit arrow scores a Jackpot

- Collect 3 Jackpotsito light Super. Jackpot at Super Jackpot Target

=/ Collect SUPER JACKPOT, to,re-light enemy arrows at the next
Multiplier, Level (Up to 5x]ﬁand award Trooper Eddie Card

- Hnnl:!-nng downithe Drop Targets will light the CANNON

—~'Now/shoot the EuL15E1.rE stﬂget to,take out multiple enemies

- ‘The|first. CANNON| shotiwill'also/ADD-A-BALL

- Eleanng out all Enemy Soldiers will re-hght all shots at the next

Hult:pher Level :

LOOP EEATURE . :

Use Upper thners toshoot!LOOPS tu build and| 11ghtll___[11_[]P JACKPOT

- LOOP Awards are displayed in the Big Loop

= Values range from 250K to' 2.5/ Million by /!

= 5hnntmgs:nnsecutwe Loops will build-up j_Ll:n:u:I \ralue

= Eachloop scores Lit Value plus ADDS that ualue to’ L[]DP JACKPOT

- Shots;to/the Mrm-Lnnp lights thE 2X Lnnp hght

- When|the required number of; Eunpsﬂf. reached thE LE!EIF' JACKPOT,
lamps will: light Euhd

LUDF’ JAEI{F'DT
= LUUF" JAEHPEIT: !lamp!hghts solid until the first, I._IEBIT.:IFI JAEI{F’DT 15

:ullected th15_;nn$*5tart5 a 12 Second. Timer::
- Each ‘consecutive Lunﬁ'rﬁhnt during, this periodiwill score
1X, zxvsa’ifetc the value of tggjmnp JACKPOT

R aNe A L 1| /
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BACKSTAGE PASS- PAGE 3

POWER PYRAMID
- Shoot POPS, SPINNERS, RAMPS, TARGETS, and ORBITS to power-up
the Pyramid and travel in time

POWER JACKPOT

- Collecting POWER PYRAMID features builds POWER JACKPOT

- Shoot ORB to collect POWER JACKPOT

- ' When completing a segment of the POWER PYRAMID that segment
will PULSE to indicate the; PEIWEH JACKPOT is Multiplied

= Once collected, that' sﬂgment unll light solid

- POWER JAEI{PDT and) Hu[trpher‘.falue will reset at end of ball

- Lights,CYBORG|EDDIE/MULTIBALL] é'ﬁ'he LlndErgruund

- 3-Ball Multiball Dem,

- Shooting|each of the|lit PYRAMID segments lights|SURER/JACKPOT

- Shoot the DHE to collect SUPER JACKPOT and ADB'A‘EALL (Firet two collects)
= Each ELIHEI' ]EIEI(l'.'!Dt collection boosts value,of; I"IE]{t EI.IDEI" ]E’IEH]‘.’IDI

= Bops, Spinners, Ramps, Targets, and DrbltE al_ldgurltl 5uper Jackpot

- Starting CYBORG EDDIE MULTIBALL awards GYBORG|EDDIE Card

N
CLAIRVOYANT'S H?STEH‘:" ORE
Shoot‘Drop Targets to lightiMYSTERY" ERE FEaturE
= Collecting multiple “Il-'lght EIF!E ‘awards from Drup TargEtE will
boost) HyEtery LE'uFEl 4
- ThE highEr thE | Trg_evel the better thF.- award._

F'HAHADHL%:.BLI LLEE"{EJTAHEET
Ehuut upftheimlddle when prnmpted to hit|PHARADH'S BULLSEYE TARGET
= Eullseye andﬂnnem”ﬁLUE thg n1ul1:1|:ll.1_l,.|r shut value 3X am:l 2X
- Quter FIEIJ}Hlng 5|:an5 1mme l\ [
- Drop'Targets I.1ghtrﬁﬁlseye Target to/boost Puw&r Jackpot value
N ~_ \ I\I} A
T LA e N
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BALKSTAGE PASS- PAGE 4

PLAYFIELD X

There are four stand-up targets with an orange “X” insert

- Completing these once lights the 2X Playfield Multiplier solid
and lights the “Activate X" lamp on the inlanes

- Completing these again lights 3X Playfield Multiplier

- Additional completions add 10 Seconds to the Playfield Multiplier

= Rolling over 'the it inlane will activate the Playfield Multiphier
(flashing) for a short/period of time

= During active Piayﬁeld“}{xaddttmna[ mts to the "X~ targets adds
5'Seconds to/the timer,

SUM HDN E[.'IDIE

BATTLE MODES ~ay

FEAR THE|DARK/- Four/ PURPLE arrows) il l1gh1: /\

- Shoot ANY,/ of the arrows to light both 5|:|=|nn|=.-r5 fnr‘l:ng |payoff

= Thedifficulty of the arrow/shot and difficulty ufi.ithe splnner shot
itself {LEFt Spinner. scores 2X) determines thefspinner. paynff value
perispin® . /

- Mode ends when sequence is repeatedithree times EIF! timer. runs
out,(default 40 EEcnnl:ls] { a 'y

afte

—=/HINT:!Shooting the thht Ramp r-m'mrr lighting Spinnersiboosts the

51:||nner payoff value %

AEEErHIEH TwojBall Mulhhal‘.l featuring 3 EtagEE /

= Stage 1- Dgfmnemy Fighters to aduan:e.tn Bomber. Phase

= EtagE 2 Ehnnt E1ther.,namp to lock-on to'a’Bomber then shoot
thE#BLIH.SEyE ¥Target tnTI-]EEtrny Bomber,

- Accuracy on, the Eullseye Targetadeterrnmes Eomber, Jackpnt

- EtagE 3= ThE.&thhter Ace w:[l dodge left: and r1ght as rEprEEEntEd
hyr lit arrow;on playﬁeldM I\ f

- Shoot.arrow toj lm:k-uﬁ‘tn Fighter; Ace for'5 EEt:nnds.

- Shoot EUILEEyE‘nTErgEt tn'EIEI_-'.trny Fighter'lA:E £

- Accuracy on.the ELIHEE':JE Target determmes Fighter Ace Jackpo

- After 5 Seconds th ‘ \celwill break lock and resume dodging

- HINT: ADD-A-BALL avatlahlg'ifrum Clairvoyant’s ORB

o ——




BACLKSTAGE PASS- PAGE 5

BATTLE MUODES (continvuen)

HALLOWED BE THY NAME - Dodge the Hangman by Escaping Prison

= Shoot any of the Orange arrows to start Breaking Your Chains

= Shoot any of the remaining Orange arrows to start breaking
through the Cell Window Bars

= Complete DropiTargets to bust through Cell Window

= Shoot any of the remaining EIFEII!"IQE arrows to make a break for
the Prison Wall

- Shoot!the Center, Ramp to; ]ump the Wall to Freedom

- Mode ends,when time /expires|(default 40 Seconds) OR Prison
Break was successful| . 'ﬁ.‘:ﬁ,‘

— HINT: The faster this) rnul:IE'15"'::nmpletE:| the more it 1s worth

-The nppnslng Ramp will light for ajshort t1mgfgl_5Ea COMBO

- Shoot thE opposing Ramp as a EDMBEI to score! multlphed award

- The longer, the COMBO the bigger the Multmher ‘3

- Dnce the COMBO timer expires both Ramps re- l1ght at 1X value

- Mode ends\when!time expires (default 40 EEcnnds} _

— HINT: Ehnntmg the UNLIT RAMP will boost't thE 5hnt value but not
collect’it

RIME{OE THE AHL‘[ENT MARINER ¢ %
-JAlbatross Hurry-Upmeng at Eenter’HampIEcnnp g

- Collect Hurn.r-Up tobeginiTwo Ball Multiball

- Navigatethe Ship North by lit Starboard or Purt arrow,arrays
- Each 5ucc255ful shotimoves the Arrow Array Nnrth

— EULIEEIF]EIEHIJDmY h1ttmg Center HEII"I!'IFI WI'IEI”I ‘at lEEEt one of the

arrowsjis ﬁi‘ North® !“\

- Wind and Waue,r. W‘IlerI.JEI'I yuuﬂr;}g-h:p off-course|(further/away
from Hurth] if too mur:h timelbetween| shotsjelapses|

- HINT: Hnue thE entu:g Ehnﬂarray North DEFIJI"E r:ul.leq:tmg for
bigger: .'Iar:l-:pnt A | \ /

m \.\__ 1

" !t]':"'-“".ﬂ

FLIEHT OF ICARUS -sTake to the skies hyzshuntlng Either Ramp

s
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BALKSTAGE PASS- PAGE b6

BATTLE MUODES (contmnvuen)

2 MINUTES TO MIDNIGHT

= Complete ALL 5 Eddie Battle Modes to light 2 MINUTES TO MIDNIGHT
Wizard Mode at the Underworld Scoop (Bullseye Target on PRO)

= Each main playfield shot represents one of the 5 Eddie mode
bonuses (20% of the Mode total) which score and add to Jackpot

= Each Stand-Up Target will be lit to Add Time to the clock one
time only

= Completing ALL S5tand: UpE}EtEFtE a single Roving Shot to Add Time

= Mode ends/when clock| strikes|| Midmight

- Ball/leaving the pla_',rflel.d fast-forwards the clock “5 Seconds”
during Ball!Save y %

= Collect ALL shotsito llght 5up&r Jackpot anMe-l1ght all shots

= Eul.le:tmg ALL shots AGAIN mthuut :uller:tlng Super Jackpot

IJDLIELEE the Super’/Jackpot }—\
B 5 1

Performing,well'during a BATTLE MODE willlenable...

SOUL|SHARD HURRY-UP ]

- Shoot the Eullﬁeye Target to collect Hurw-uf ue EII‘II.‘I ADD that
mode’s Soul Shard toyour. cnllechun

- HINT:Soul 5hard5 E:ght TOMB THEAEUFIE Awnnna an build bonus

J
S

COMBOS AND; DEATHBLDWS 2
- Combos consist of Z to E'WEI]F Combos that cannot reneat a shot
= Enmhus hag_! no ttrnEr but any other switch \nnll. cancel’ a Combo
= Deathh uw'.-‘. are waj.r tn finish a Combo with a, Eunu'.-‘.
= As‘ilnng as thEI"E‘ﬂE at least an active E-Way CombojtheDeathblow
Bnnus mll I:IE Enahled
- HEgularJDEchthWE are av&rlahle un the following/shots:
- Skill ShDﬁTarget ElrI:l" EIthE‘l‘ EuI.IEEyE Hlng and Sarcuphagus
d 5u|:||=_-r Deathhluwﬂiwugth morejas the! f|n15h1ng shot'is harder:
= Left Spinner: A{E{; Sup}Erﬁackput Targelt elmd Eulls&ye Center
PR . X /




BALKSTAGE PASS- PAGE 7

PHARAOH'S TOME TREASURE

Light the TOME TREASURE by completing tasks during the game

- There are 8 Treasures to be unearthed

- Shoot the TOMB (Left Ramp on Premium/LE, Right Orbit on PRO)
to collect Tomb Treasure award

CAN/I'PLAY WITH MADNESS?
Available as a Tomb Treasure awar:l once per game
- Two|RGB/Arrows light RED) [ranr:ll:lrrll'.'_lmlr selected)
= Flippers.move the shots LEftiand Right
- 'Shooting'a| RED arrow; :hangEE itito GREEN
='Shooting/a GREEN| arrow, changes it to RED

= Tn beatieach/Stage! make all lit'arrows EEEEH

"H.

- Enmpletmg a Stage/scores a Madness Jacl{pnt}
- And re-actwate5 Ball Save for annther ‘IIJEEEt:nnds

- And ADDS: another, shot to the mix {mammur:ﬁ\? shnts 111:}

- And ADDS 20 Seconds back to/the Made Timer, {EEI Seconds Max)

J
SUPER/SLINGS \ /? /

- Started(via Pharaoh's Tomb Treasure awarr.:l X
-'Slings, scare 50K + 2K for. each additional hit for rest{ofithe|ball

REVIVE ™ ( ! ‘%
- REVIVE inserts in thEIEI tlanesilight for Ball Save™
- R=E;V-I-V-E letterg are l:nllEttEd from Left SPIHHEI‘

- Spellout R- E-EUHIHUEE%':D light REVIVE an I::nth“ ElutlEII'IEE (adjustable)

DF!EP TAHEETS Ecure SOK each

- Value ::i":':“‘ﬁsts ﬁ'ﬁ: per( ~ORB'hit (max;100K)

= Ual.:.ie EEII‘FIEE'D'U'EI" frnm ball-to=ball

- Bank EnmpletmanEDH (& ~ | :
- Value boosts! 25K per cnmplenun (max ?SUH}
- Value carnEE-nverﬁJaEl-tn -ball’ - 11 ;

- HINT: SWEEP = Exiﬂank cumpletmn plus Spnt 2 Awards
- 3 Awards can beiobtaified from, the! Drop Targets:

= Bia
Bonus X, nght_gﬁ ‘and Light Trooper. Lock

—_— .._\_:. i ! T
—
% ——




BALKSTAGE PASS- PAGE 8

EDDIE CARD COLLECTS

There are four Eddie Cards on the playfield...

- Trooper, Cyborg, Soldier, and Mummy

= Collect Mummy Card by earning a Mummy Super Jackpot

= Trooper. Card lights with a Trooper. Super Jackpot collection

- Soldier. Cardis earned by reaching 2 Minutes Ta Midnight
MinizWizard Mode

= Cyborg Card lights when, completing the POWER PYRAMID

= Collected Cards add to Bonus and unlock...
NUMBERIOEATHE{BEAST, ‘z—'*“gijfi Maode

= HINT Each|Card! has a2nd Lev fl‘.‘IF achievement - Collect all &

Level 2 Eddie Cards) tn unl.q;:'l-t"::ret Tomb Treasure Award
~NUMBERI{OESTHE{BE AST '

= Ltghts at the Scoop!(Bullseye Targetun F'HEI}‘@uhen ALL 4 Eddie
Cards light'solid

- Mode starts withia 30 Secand Ball Ea\.re ' :

- THE BEAST, thrnws his' Trident :reatmg a spreatl nﬁ.3-l1t RED Arrows

= Shoot ANY' of the 3 shots to parry his attack to’ light Eullseye Target

= Shoot the Bullseye Target within'5 EF_-I:um:Is fur,:a Euunter Attack

= If ' 5'Seconds Elapses without hitting Eullseygﬁarget

-:The Beast thrnw_'s his Trident again and the sequen_:E]Tpeats

!

A successful Euunter Attack t .thE BI.IlllEE}"E Targ:ﬂh
=Lights’/ALL,RGB shots 1'i“ELLIII'«"-‘f:I:I damage thE EEﬁ;ﬁEfPr 10 Seconds
- Defeat the BEAST, mth;‘lE’Enunter Attack Ehnts }
= M|:||:IE ends whenjball drains or Beast is defeated /
s i

EH.&UEETE!MEETAREET;. Uocated above the Left'‘Returnjlane
= Thl'.-‘:,rnyEtermusgtargE tiwhen shot via the,l'eft/Inlane will aid you

in your, Battles, Mult1hali§"and other,times|of/opportunity

= If no MndE ‘or Multﬂ:rall = runnmg the Erauestnne Target will spot
one of tthfnuer {hght;_f. thE pl.ayﬁeld \

EXTRABALL = : ', l
- Extra Ball awardedtat 2 iner’:nmpl‘.ehnns [adju':-table from 1-4)
- Extra Ball awar:led ati4th Tomb Treasure (not adjustable)
- Extra Ball at ran:lnm EIHE Award {percentage adjustment)
- Extra Ball awards'5 M1ll1|:|nt{whﬂn turned off) or.in
Tournament Mode

\

-- _..___ﬁ




