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BACKSTAGE PASS

Welcome to ynurr’ex:luswe PRE-SHOW glimpse of
Stern Pinball’'s IF!EIMHAIDEH LEGACY of the BEAST
- PinballiExperience

_ ; ST o
This|BACKSTAGE|PASS will provide you in-depth, ALL-ACCESS
Game Rules|to make surelyoulare|READY TO ROCK
whenithe lightsicomeup! =
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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; - HOL'D|'eft Flipper Button while plunging ball.
= Regular SKILLISHOT: is nnwa;thsahl.ed
= SUPER!SKILLSHOT is; Awan:le:l at 'the SUPER JACKPOT Target
= Plunge the|ball hard Enuughbtu reach/Upper Flipper
-~ =/Aim|for. the/Super. ]a:kpnt Target

"Super Skill Shot awar:ls
-'5 Hllllnn Plus 10/Seconds of Ball Save ~ O
- Plus 5! Million|for/each/successful'Super: Skill|Shot duringthe. game
= Plus A[.'NAHEE PLAYFIELD “X” Value’ .

N

MUMMY - Shoot Sarcophagus Captive Ball to sn_gleM-U H M-Y
- Completing M-U-M-M-Y lights the F'HAH'A[]H'TAHEE[ un back panel
- Shooting’ FHAHAUH TARGET opens PHAHADH;SFTDMB to Lock Ball
='Spell M-U-M- M—V agaln to start MUMMY, MLILTIBALL

During: MUMMY, MULTIM ol

- Collect;switch hits to[light SARCOPHAGUS to,collect next MUMMY
LETTER andJAGKROT, award /

- Collect 5{MUMMYBIACKROTS (Spell MUMMY) to,light SUPER JACKROT
at/PHARADHTARGET) o

- MUMM?{EUPEH JACKPOT scores 1X(at,RED outer/ring, 2X{at/BLUE
'II"'II"IEI" I"'Ing -Eln[-l 3X atiEEHtEr' Bullseye

- Collecting a/MUMMY SUPERTJACKPOT, awards| MUMMY/ EDDIECARD
and begins|Phase 2lofMUMMY/MULTIBALL | /]

- During Phase 2jthe MUMMY/LETTERS will'scroll during collect and
a Jackpot will ':""".."‘IIIr hE awarﬂEd WhE‘“ thE EErCﬂﬂh‘HHUE 1s it on an
available MUMMY{LETTER

- ALL Jackpots in PhEIEEFE are DDUELED

L
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TROOPER - Drop Targets light Trooper Lock on Drbits
- Lock 3 Balls to begin TROOPER MULTIBALL

TROOPER MULTIBALL

ALL arrow shots light to represent Enemy Soldiers

- Shooting a lit'arrow scores a lJackpot

- Collect 3 Jackpots'to light Super Jackpot at Super Jackpot Target

=/ Collect SUPER JACKPOT;to,re-light enemy arrows at the next

Multiplier, Level (Upito/5X) and award Trooper Eddie Card

- Knocking down|the Drop Targets will light the CANNON

—~'Now/shootithe Bullseye .tﬂget tojtake out multiple enemies

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

= Eleanng out all Enemy,Soldiers'will re-hght all' shots at the next
Multlpher Level

‘x
LODP FEATURE ' : :
Use Upper Flll:ll:lE'l"E to/shoot LOOPS tu build and|light|LOOP'JACKPOT

= LOOP Awards are displayed in the Big Loop

= Values range from 250K to 2.5/ Million

= 5hnntmr_:|1|:nn5E|:utWE Loops will build: up Lnnp \faluE /
= Each|Loop scores, Lit\Value plus ADDSEthat value to LODPJACKPOT

/

- Shots;toithe th-Lnnp lights the 2X Lnnplhght
- Whenjthe required numher of, Eunps is'reached the LOORJACKPOT
lamps willilight Euhd [, Lkt
|

LOOP JAGKPO], | PR
- LOOP JAEHPD*T‘!lampEIE‘hts solid until the first, LOOP JAEHF’DT i5

cullEttEd th15;nn*%5tart5 a 12 Second Timer=
- Each’tconsecutive LnnEl'rEhnt during, this period will'scare
1X, zxwa’iﬁhetc the value of tpl;tpEJLﬂUP JACKPOT:

| A (
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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 fl"'ié P'EIWEH JACKPOT is Multiplied
- Once/collected, that segmentmll light solid
- POWERJACKPOT and Hu[npherlue will reset at end of ball
.-ir

~CYBORG|EDDIE HLILTIE!ALL -

EullEctmg alll POWER'PYRAMID EEngnts d*

- Lights CYBORG EDDIE/MULTIBALL] aﬁ"’i’he Llndergruund

- 3-Ball Hultil:rall :

- Shooting Ei:'ll:h of the/lit PYRAMID 5Egment5 l.1ght5k5LlPEF! JACKPOT

- Shoot the DHE to collect SUPER JACKPOT and ADU'A’EALL [First two collects)
= Eachi5Super Jackpot collection/boosts value,of; nE:nt Euper Jackpot

= Pops, Spinners, Hamps Targets, and Elrbit'.-'. al_ldgmld 5uper Jackpot

= Starting E\I"E!DFIE EDDIE MULTIBALL awards E:EEEIHE EDDIE Card

CLAIRVOYANT'S I*-"I"u"’EnTEH"'uIIr ORE

Shoot'Drop Target::. to hghtEH"h", iSTEH"f'DR'E Feature

— EuI.IEI:ting multiple LightiORB™ ‘awards from Drop Targetswill
huu5t I*-"'Ig.rEtEry,.wr LE'uFEl

X The higheripthe H}FE'EEFE“LEUE[ the better the .aﬁag_rd._

PHAHAD H L%BLI LLS E?}EATAHEET

Ehunt I.I]:IFthE middlelwhen prumptEd to hit PHARADH!S BULLSEYE TARGET
- Eullseye andgnner'?-ELLlE thg multiply shotivalue 3X anl:l 2X

- OQuter F!ED Filng EEDFEE IX'value !

= Drop Targets I.1ghtm151=_-ye Jarget! to/boost F"uwer }ackpnt value

R o \ 'é.ﬁ'
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BACLKSTAGE 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 thellit inlane will activate the Playfield Multiplier
(flashing) for a short|period of time

—|During active Playfield 'X{additional hits to the “X” targets adds
5/5econds tothe timer. &

SUMMON EDDIE! \m

='Shoot \White/arrows to] spEIl'E-D-D-I-E
= Ehnnt THE/UNDERWORLD ! to begin|BAT,TLE MDDEE

BATTLE MODES

FEAR TH\EDAHH Four. PURPLE arrows W1|.| l1ght

- Shoot ANY/ of the arrows to light both 5|:nnn|=_-r5 fnrﬂ:ngﬁpayrnff

= The dlffll:ul.t}' of the arrow shot and difficulty I:If-\"thE splnner shot
itself (Left Eplnner scores 2X) determines thelspinner, nayuff value
per.spin’ .

-Mode ends when sequence is repeated|three tlmes OR, timer. runs
out,(default 40 EE:unl:ls}

s/HINT:iShooting the thht H‘amp Hrﬁerrllghtmg 5p1nners boosts the

Spinner payoff u'al.ue m ;

= EtagE 1= Dgfﬂny *Fnl._gg' Enemy Fighters to aduan:e.tn Bomber Phase

- Etagl_EJE Ehnnt E1ther..ﬂamp to lock-on toa’Bomber/then shoot
the EullseyErTarget tnﬁestrny Bomber;

- Ac:ura::y nn the Eullseye Target determines/Bomber. Jackpnt

- Etage 3= ThEJFthhter Ace will dudge left- andiright as represented
h'f lit arrow,on playﬁeld“s I\ /

- Shoot.arrow to; lu:k-uﬁ‘tn Fighter,Ace for'5 ‘Seconds

- Shoot Bullseye T3 arget tI:I!EIEEtI:‘D‘_‘," Fighter’lm:e -

- Accuracy onthe Eullseye Target determmes Fighter Ace Jackpo

- After 5 Seconds th : /Aceiwill break/lock and resume dodging

- HINT: ADD-A-BALL auatlahl{frgm Clairvoyant’'s ORB

i _.q'n"\

L |
AEEEJHIEH len:Eall Hultrl:lal‘.l featuring 3 EtagE-_-'.




BALKSTAGE PASS- PAGE 5

BATTLE MUDES (continuep)

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 Drop' Targets to bust through Cell Window

='Shoot dany of the remaining EII*EII!‘IQE arrows to make a break for
the Prison Wall :

- Shoot/the Center Ramp to; .'!gnp the Wall to Freedom

— Mode ends when time expires {default 40 Seconds) OR Prison
Breakiwas successful’ , ﬁ%‘
— HINT:Thefaster/thisimode] is completed the more it is worth

FLIEHT UFICARUS =»Take/to the 5H1E§£y Ehuntlng Either Ramp
-The' opposing Ramp will light for. ajshort tll."I'IE-\.I'\EIEKEI, COMEBO

= Shoot thE opposing Ramp as a EDMED to score| multiplied award
- The lunger the COMBO the|bigger. the Multmher '\

- Once the COMBO timer; expires both/ Ramps re-hght at 1X value

= Mode endsiwhen time expires (default 40 SEcnnds.}

= HINI: 5hnut1nl_:| thE UNLIT RAMP will boost/t thE 5hnt value but not

collect’it :

RIME(OE THE ANEIEHT MAHINEH{ 3

-~ Albatross Hurry-UpahEQmE at. Eenterfﬂampf5:nnp

- Collect HurrthIp to hegm f'wo Bal’.l Mulhhau

= Namgate the Ship Hnrth I.‘.I!.I" lit Starboard or Purt arrow,;arrays

- Each 5u:ce55ful shut moves the Arrow Array Hurth

- Eul.lect Jackpnt by h1ttmg Center Ramp whenrat, lEEEt one of the
arruw5 isjat, Nurtrhl

- Wmd Elnaa “I_ILEUES mll 5h‘1.rnur Ship,off-course {further away
from Hnrth] if too much timeibetween shots/elapses |
- HINT: Muue the entire| shnﬁarray o [sTndy] hEFurE cnllectmg for
bigger Jackpots} Em ey _ \ :
: '4.

% \{j."en
- !rlgﬁﬂﬂ
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BACKSTAGE PASS- PAGE b

BATTLE MUDES (continuep)

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

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

= Completing ALL Stand; LIpEjétarts a single Roving Shot to Add Time

— Mode|ends when|clock strikes|Midnight

= Ballileaving the|playfield/fast;forwards the clock “5 Seconds”
during|Ball{Save ) %

~=Collect’ALL shots|to/light/Super*lackpot ang:g:e-l'ight all shots

— Eulle:tmg ALL shots AGAIN 1Wlthl:lut :ulle:tmg_;Euper Jackpot
DDUELES the Super. Jackpot :

."“*-.
Perfnrmmgnwell during a EATI'LE MUDE willlenable:..

SOUL SHARD HLIF-!R\'—UF' / )

-'Shoot the Bullseye Target to collect Hurry-Upfvalue)and ADD|that
mode’s Soul'Shard tolyour collection f r

- HINT:|Soul 5hard5 light;TOMB THEAEUHE AWARDS and\build/bonus

COMBOS AND, UEATHBLDWS
- Combos,consist of 2 to E-way Eurnhus. that l:annut rEneat a shot
= EuthE ha\.rE nojtimer. but. any other switch W"I“. cancel’ alCombo
= Deathblo w'.-‘. are(a\wayjto finish a Combo with a. y Bonus
= ASJIDI".IE as thfﬁl:;gﬂﬁn af‘least an active E-Way Combothe|Deathblow
Bonus 'willlb Enahled
~ HEgular*DEchhlnwsﬁfarE avatlahle on the following|shots:
= Shill EhUﬁTargetTDrhi Either/ EH[IEE}'E Rlng and Earcuphagu5
= Euper Deathhluwilwurt-ﬁ“mure asithe ﬁmEhmg shot'is harder:
= Left Spinner; Ak;iy upJErﬁal:l-(put Target ?nd EuLlseyE Center
L R Ty ~
\

- !rlgﬁﬂﬂ
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PHARAUOH'S TOMB TREASURE

Light the TOMB TREASURE by completing tasks during the game

- There are 8 Treasures to be unearthed

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

CAN/I'PLAY WITH MADNESS?
Available as a Tomb Treasure award once per game
-iTwo/RGB/Arrows light HED__;{I‘EHE’I:IM[}{ selected)
= Flippers moveithe shots LEfthd Right
='Shooting/a/RED arrow/changesjitito GREEN
='Shooting/a|GREEN ar_r:mj”Eﬁthes it to RED

- e._:l'n beat each Stage/make all lit arrows EEEEH
- Enmpletmg a/Stage/scores a Madness Jacl-:pnt‘-' -
- And I'E'El:t‘l‘ll.'EtEE Ball Save for another10 E51=_-t:::|n|:h=.""\
- And ADDS! another shot to the mix {rnammur?i‘? shutsgyt}

- And ADDS 20 Seconds back to the Mode Timer {EEI Seconds Max)

. '
SUPER|SLINGS \ / N

— Started!via Pharaoh's lomb Treasure awarl:l &\
-'Slings score 50K + 2K{for, each additional hit for rest{of.the ball

REVIVE S ( Il
- REVIVE inserts in thEI utlanes 1ght for Ball Eaxﬂ-ﬁ
- R=E;V-I=V-E letters. are r_n[lEttEd from Left EPIHHEI‘

- Spell'out R- EZVAID) U—Eﬁ: light REVIVE on huth Elutlanes. (adjustable)

DHEIP TnFiE-ET EEurE G0OK each
- Value I?EFE'EE 5K per,E‘_H‘htt (max;100K)
= vEILI.IE EEII"I"‘IEE'D'H"EI" fl"ﬂl"l‘l hi:'lll.‘tD |JEI[|
- Bank EnmpletlnanEDH (8 1 |
- Value.boosts! EEHipE_r"@nmplEtnun (max ?SIJH}
- Value EETHEE’D?ETﬁJE“‘tD'DH“ ' =
- HINT: SWEEP = Exiﬂank completion| plus 5pnt 2 Awards
- 3 Awards can bE'DlJtEI'II"IEﬂ from the! |:|I"I‘J|‘J TEII"QET.E
- Bonus X, Light g‘l:.!;ﬁnd Light Trooper. Lock

i _.q'n"\
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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.Card is earned by reaching 2 Minutes Ta Midnight
Mini-Wizard Maode

= Cyborg Card lights when, completing the POWER PYRAMID

= Collected!Cards add toBonus and unlock...
NUMBERI{OEATHE{BEAST| ‘l.“l’w:*rl Mode

= HINT: Each Card/has a/2nd Levef“nf achievement - Collect all &
Level/2 Eddie Cards|to unl.m:k_ EE:ret Tomb Treasure Award

=NL |IiL:I-’t_t HOEATHE I:"t_""t‘%l

Cards Ilght solid -
- Mode Etarts with a'30/5econd Ball Eave el
- THE BEAST, thrnws his' Trident r.:reatmg a spread of, L31hl1t RED Arrows

- Shoot ANY of the 3/shots to parry his attack to' llghtiﬂullseye Target

= Shoot the Bullseye Target within'5 EEI:um:IE fnr.:a Counter Attack
i, —

= If 5|Seconds ElEl]:IEEE without hitting Eullieylﬂ';arget

-:The Beast thrnw_s his!Trident again andjthe s?uence\apeats

A successful Euunter Attack to the Bullﬁeye Targ ‘L
=Lights’/ALL,RGB shots 1'i“ELLIIII'«"-\"';ZI:IIJ:l.iil'ﬂ.':lgle the Eea%f i 10 Seconds
- Defeat the BEAST, mthiﬁ’[nunter Attack Ehnts
= MndE ends whenjball drains or Beast is defeated :
e T~
EHJ&UEETEIHE;TAREEH. ocated above the Left'‘Return/Lane
o iy A~

- T]"II'_—“.“,I'H?EtEI“IDUE targetjwhen shot via‘the left Inlanewill'aid you

in your,Battles, MultiballS'and other,times|of/opportunity

-1f no Madelor Mumfﬁu is runmﬁg the Gravestone TargEt will spot
I'JI"IE of tl'nz*ﬁﬁ:tur1 ‘J{ I.1ght5 on[the) playﬁeld

EXTRABALL “Em\i‘ﬁx Bl ) /

- Extra Ball awardedtat 2 Power' ::nmpl‘.etmns [adjustahle from 1-4)
- Extra Ball awarded, atj4th Tomb Treas.ure {nnt adjustable)

- Extra Ball at ram:lnrn EIHE Award {percentage adjustment)

- Extra Ball awards'5 Million(when turned off) or.in

Tournament Mode . =
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