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NGLE LORD

SUMMARY OF FEATURES

In rhe Williarms radiion, Jungle Lord is loaded with new features, borh for player appeal and reliabiliry. This surmmarny sheer Is
provided o give"you a better initial undersranding of the garme.

PLAYER FEATURES

(1) Double Trouble™ Scoring

The five bank drop rargers locoted on the upper playfield
start with one rarger showing. Hir har rarger ond wo
rargets appear: knods rhose down and three emerge, and
on fa four and then five, Demolishing rhe last sequence of
five rargets qualifies the player for Double Trouble scoring.
A single rarget pops up: maoke it for 10,000 ond Deuble
Trouble rargers pop Up one ar a fime of randomandmusr
be hit within a certoin time period before they drop. The
first rarger hircollects 20,000 points, doubles to 40,000 for
the second rarget on fo 80.000 for the third, 0 a
maxdmunn of 160,000. Any rarger nor hir in fime drops the
scofing badk to 10,000, For even more interesting
playfield action, ir s even possible ro achieve 2X scoring
with Double Trouble.

(Z) Multi-Ball™ Play

The mini-playfield with o captve mini-ball and four lanes
spefl out LORD. Making ane of the rwo upper playfield
ejea holes kicks the mini-ball out 1o roll down onesofthe
four lanes lighting o lefrer in LORD. Going down rhe #4
inside rallover lights the red amow at the bottom of the
right ramp: going up the romip info the ejecr hole gives rwo
kids on the mini-playfield. Completing o lower playfield
dbank (adjustoble) ako spois a lerer in LORD. When
LORD is carnpletely lir, Multi-Ball play is enobled. A shot to
either of the rwo fop playfield eject holes locks up the ball
in play. A second ball is released 1o be shot onro the
ployfield. As soon os the second ball s shor, the ejecthole
releases the locked up ball for 2-ball, 35 second
(odjustable) Multi-Dall play. Should one of the rwo balls
drain with time lefr, then another shot to the ejea hole will
Kidk out the drained ball for more Muli-Ball shoating time,
SCﬂmp!Etely re<lighting LORD during Multi-Baill play scores
pedial.

(3) Magna-5ave™ Fearue .

Hitting any drop rarger on the lower level banks will light
rirner lights for the Magna Save feature, Build up to five
fime units on each side of the playfield for use in soving
draining balls. Players dredt the number of seconds used
for Magna Save via the lefr and right red conrol butions
foward of the flipper conrol butfons for specracular
ployfield saves.

(1) 2X Scoring

Hiting the variously placed number fargers and rollovers
deary marked 1, 2, 3, 4, and 5 with cne ball gives
shooter double scoring for the remainder of that balls plory.

(5) Bonus X and Drain Shield

The inside bottom rollover lanes, marked 4 and 5, dightthe
tirmed green amow locared in front of the tumaround for
bonus rmuttiplier. Making the turarcund shor within a
cerfain period of rinne collecrs 2X 3X, 5X to 10X When 10X
is made, if the ball rolls down either rollover lane again,
the amber arow in fronr of the hoseshoe s lit and thar
rhe left or ight droin shield. Whenever the dain
ield is lir and the ball droins on the it side, the ball is
returnéd 1o the shooter and ploy confinues. Making the
homseshoe through e difficulr lefr enrance shot gives a
player an ourcrmaric drain shield.





