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GAME HINT AND TIP LINE: 1-900-903-GAME (4263)

*5%.80 per minute

* [ouch tone phone required

*Minors must have parental permission before calling
*Available 24 hours

WARNING: READ BEFORE USING
YOUR SEGA VIDEO GAME SYSTEM.

A very small percentage of individuals may experience
epileptic seizures when exposed to certain light patterns or
flashing lights. Exposure to certain patterns or backgrounds
on a television screen or while playing video games may
induce an epileptic seizure in these individuals. Certain
conditions may induce previously undetected epileptic symp-
toms even in persons who have no history of prior seizures
or epilepsy. If you, or anyone in your family, has an epileptic
condition, consult your physician prior to playing. If you
experience any of the following symptoms while playing a video
game—dizziness, altered vision, eye or muscle twitches,
loss of awareness, disorientation, any involuntary move-
ment, or convulsions—IMMEDIATELY discontinue use and
consult your physician before resuming play.

HANDLING YOUR CARTRIDGE

-
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This Cartridge is intended exclusively for the Sega™
Game Gear™ System.

Do not bend it, crush it, or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator

or other source of heat.

Be sure to take an occasional recess during extended
play, to rest yourself and the Sega Cartridge.

games and accessories with this seal to be sure
that they are compatible with the SEGA™ GAME
GEAR™ SYSTEM.

This official seal is your assurance that this product
meets the highest quality standards of SEGA™. Buy

© 1984 Gametek, Inc. Gametek is a registered trademark of IJE, Inc
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STARTING UP

Make sure your Game Gear power switch is turned OFF. Insert
your Pinball Dreams Game Pak, then turn ON the power switch.

CONTROLS

Directional Pad

Is used to shoot the ball. Upon
release, the ball will be
launched. The Left Flipper is

controlled by pressing the
DIRECTIONAL PAD.

Button 1

* Pressing Button 1 will simu-
late shaking the table.

*Pressing Button 1 in quick
repetitions will cause the
game to tilt.

* Pressing Button 1 will also exit the current game and return
you to the main menu only after the game has been paused
with the START Button.

Button 2

Button 2 is primarily used to control the Right Flipper, but it
may also be used to launch the ball.

Start Button

The game may be paused by pressing the START Button. To
resume play, press the START Button.

INSERT CARTRIDGE

DIRECTIONAL PAD ON,/OFF SWITCH

[ ™\ START BUTTON

BUTTON 2

BUTTON1

GAME SELECTION

At the main selection screen, the _I b

music may be turned off by pressing "TFH r;r}ﬁ
the DIRECTIONAL PAD UP/DOWN : ™

to highlight the box next to MUSIC |E ] U“ﬁi' S
ON (OFF). Press the START Button |EtARtliis

to lock in your choice for MUSIC ON
[OFF].

NOTE: This will only affect the mu- s
sic, not the sound effects.

‘!] b Fress the DIRECTIONAL PAD

mnram UP/DOWN to highlight the box next to

_M g - the desired game. Press the START
S l. w :E‘ g2 Button to select a game.

SR,

To display the Hi-Scores, at the main
= < menu press BUTTON 2. To Return to
the main menu, press either BUTTON 1,
BUTTON 2 or the START Button.

i*‘“

To shoot the ball, press and hold
either the DIRECTIONAL PAD or BUT-

AT NI,
| RGEIL Y REIE

TON 2. Upon release, the ball will be -ﬁ}f 10
launched. 151
sheel Whes
151
The Left Flipper is controlled by 151
pressing the DIRECTIONAL PAD. The graveyord

Right Flipper is controlled by
pressing BUTTON 2.

—— -
B
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The game may be paused by pressing the START Button. To
resume play, press the START Button. Pressing BUTTON 1
will exit the current game and return you to the main menu.



“IGNITION” GAME PLAY

1. WARP ROLL-OVER.

One of the 4 roll-over lights will be it each time
a ball is to be fired from the chute. If the ball
rolls over the lit light, you will be awarded the
x2 Multi bonus [a "Skill Shot").

Each time you light up all 4 roll-over lights you
are awarded a Multi bonus. You can collect
Multi bonuses of x2, x3, x4, xB and x8.

This light is set on a cycle that can be adjusted by using the
flipper keys.

2. LIGHT DROP-TARGETS.

Each time you light up all 3 Drop-Targets, you enable a Bonus.
There are 3 bonuses to collect:

4

o EXiEXTEY, ‘

LIGHTING THE
TARGETS BONUS

1st time Extra Ball

2nd time 20,000 points
3rd time............... 100,000 points

The Extra Ball is collected on the Ball-Trap. The 5 and 10 Million
point Bonuses are collected in the Left Passage.

These Bonuses repeat; i.e. the 4th time the 3 Drop-Targets are
lit, will enable you an Extra Ball and so on.

3. THE LEFT PASSAGE.

Each time you shoot the ball through the Left Passage, you
collect its point value and set up the next points score.

The Passage starts with a point value of 500 and goes through
1,000 points, 2,500 points, 5,000 points, and up to 7,500
points.

Every 20 seconds, the highest point value will become unavail-
able, so be quick to collect the points once you've got the
opportunity!

4. THE 500 DROP-TARGET.

Each time you hit this Target, you are awarded 500 points.

5. THE MUSHROOM BUMPERS.

Each time you hit a8 Mushroom Bumper, you are awarded
o points,

6. THE BALL-TRAP.

Each time you shoot the ball into the Ball-Trap, you are awarded
a point bonus as follows:

SHOOTING THE TRAP BONUS
1,000 points

. 1 EL i SRl L SAEESI =N

2nd time
2 (i 111 - O

2,500 points
cereennsss 9,000 points

The score cycle is made in such a way that the 4th time you
shoot the Trap you are awarded 1,000 points and so on.

7. THE "SPELL IGNITION" DROP-TARGETS AND THE
“IGNITION" TEXT.

Each time you light up the 3 "Spell Ignition” lights (just above the
IGNITION logo), you light up one letter of the logo. When you
have lit up the entire word IGNITION, you are entitled to a Jackpot
which can be collected in the Ball-Trap.

8. THE LEFT DROP-TARGETS.

Each time you light up all 4 Left Drop-Targets, you are entitled
to a "Collect Fuel” bonus. Shoot the ball through the Left
Passage to collect the Fuel and fly to a new Planet. The more
Planets you visit, the higher the Bonus you can collect.

9. THE SUN-RUN AND SUN LIGHTS.

Each time you shoot the ball through the Sun-Run [the channel
on the right), you light one of the 3 "Sun” lights above it. Each time
you light all 3 of these lights, a Bonus is possible:

LIGHT SUN LIGHTS BONUS
g P - S

... Hold Bonus
2Nd BIMe ......ovvvvnnnnnnnnnnens.. Score Bonus
ard time ........ccccovvvvinniienes.. DJouble Bonus




You can collect the Hold Bonus by shooting the ball through the
Sun-Run again. You can collect the Score Bonus by shooting the
ball into the Ball-Trap. You can collect the Double Bonus by
shooting the ball through the Sun-Run again.

Once you have collected all 3 bonuses, the Score Bonus and
Double Bonus reset, and can be used again.

You also score 1 boost (100 points) each time you shoot the
ball through the Sun-Run.

“STEEL WHEEL” GAME PLAY

1. ARROW ROLL-OVERS.

One of the 3 Arrow Lights will be lit each time a ball is to be fired
from the chute. If the ball rolls over the light, the following points
will be awarded:

BONUS

rensene. 100 points
veeens 200 points

J00 points
4th time ......................... 500 points
oth time ......................... 1,000 points
Bthtima................ .. 2,000 points
7th time 10,000 points

LIGHTING SCORE
8t time...............
end time .........

ard time

Each time all 3 Arrow Lights are lit, you will collect a Multi bonus:

TEE LS ....cvvvivis

end time ....

ard time

4th time
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This light is set on a cycle that can be adjusted by using the
fipper keys.
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2. THE LEFT RAMP.
Each time you shoot the ball through the Left
Hamp, you collect the ticket value shown at
Its entrance.

TICKET VALUES ARE:
*100 points *250 points
*500 points *750 points
*1,000 points
If you shoot the ball through the Left Ramp and then do it again
within 8 seconds, you collect a 1 million point bonus.

3. THE MIDDLE TUNNEL.

Shooting the ball through the Middle Tunnel enables the "Spin
The Wheel" feature in the Top Ball Trap. The "SP” light under
the top ball trap will light to signify this.

*You can collect an Extra Ball here, when
the “XB" light is lit.

*You can collect the Jackpot here, when
the “"JP" light is lit. i
*You will collect 500 points, every time
the ball goes through this Tunnel.

4. THE TOP BALL TRAP.

You can collect the following Bonuses here if their
(underneath the trap) are flashing:

*Double bonus - Gives you double bonus score feature
*Hold Bonus - Gives you “Bonus Held"
*Score Bonus - Increases your score bonus
*Spin the Wheel - this will rapidly cycle through:
(1) Extra ball
(2) 10,000 points
(3] Jackpot
(4) 20,000 points
[(S) Adds the next ticket value forthe Left Ramp
(6] 30,000 points

These are shown as text in the panel. The game stops while one bonus
s picked randomly (the “wheel" cycling slows down to a stop) and awarded.

If no bonuses are lit, shooting the ball into the Trap raises
the Jackpot by a random amount.

lights




2. MUSHROOM BUMPERS.

Each time you hit a Mushroom Bumper, you are awarded
o points.

6. THE STEAM TARGETS.

Each time you spell STEAM by lighting all the letters, you set up
the next ticket value for the Left Ramp.

/. THE RIGHT DROP-TARGETS.

Each time you light both Right Drop-Targets, you set up the
next available bonus feature for the Right Ball-Trap. The
bonuses are:

*10,000 points - Next ticket value for the Left Tunnel
50,000 points - Extra Ball

You can also set up the following features for the Top Ball-Trap
by lighting the drop targets:

LIGHTING

Hold Bonus
2nd time ............... Double Bonus
ard time ............... Score Bonus
4th time ............... Jackpot

These Bonuses should cycle, i.e. if you light up the Drop-Targets
a fifth time, you are entitled to a Double bonus and so on.

8. THE RIGHT BALL-TRAP.

Shooting the ball into this trap awards the flashing Bonus. The
Bonuses are:

*10,000 points - Next ticket value for the Left Tunnel
*50,000 points - Extra ball

If there are no Bonuses lit, then the jackpot is
increased by a random amount. When all
bonuses have been collected, they reset so
that they can be collected again.

“GRAVEYARD” GAME PLAY

1. THE MIDDLE-LEFT BALL-TRAP.

Shooting the ball here awards the following
Bonuses when lit:

* Score Bonus
* Extra Ball
* Jackpot

If you shoot the ball here 3 times, you can
check out the Ball-Lock feature:
* Shoot the Trap once to trigger the “IL"
(“Initiate Lock”) light.
*Shoot it a second time to fix the “IL” light.
* Shoot the Trap a third time to activate Ball-Lock.

Now shoot the ball into either the Lower-Left or Top-Left Ball-
Traps—the “LK" ("Lock”) lights will be lit) to lock the ball in.
When a ball is locked, a new ball will appear in the chute. Shoot
this ball, and aim for the Top-Left Ball-Trap to score Multi Jackpot
[Jackpot x2]).

2. THE D.ILE. ROLL-OVERS.

Spelling DIE awards the next available Multi Bonus, as follows:

MULTI BONUS

SPELL DIE
1st time

2nd tima ........e00es

ard BIMe .cooveeiiniinrenns
4th time ..... Wy
othtime .............

Collecting the x6, x8 and x10 Multi Bonuses also sets up the
Double Bonus feature. Collecting x10 Multi Bonus opens the way
to the Double Bonus and Extra Ball features. After you have
collected the x10 Multi bonus, each time you spell DIE, a Double
Bonus and Extra Ball are allowed simultaneously.

3. THE TOP-LEFT BALL-TRAP.

shooting the ball here awards the Double Bonus when lit or
locks the ball in when "LK" is lit. If neither light is lit, shooting
here adds a random score to the Jackpot.




4. THE LOWER-LEFT BALL-TRAP.
Shooting the ball here activates the "Mys-
tery Spin” in the panel if the "SP” light is lit.
The following Bonuses will rapidly cycle
through until one is selected. You will then
be awarded the following:

* 1,000 points

* 30,000 points

* Extra Ball

* Catch-Up - Doubles your score or adds the
highest player score to your own Jackpot

If the "LK" light i1s lit, shooting the ball here locks it in and places
a new ball in the chute, so you can shoot for the Multi-Jackpot.
If neither light is lit, shooting here adds a random score to
the Jackpot.

2. THE MUSHROOM BUMPERS.

Hit a Mushroom Bumper for 10 points.

6. THE LEFT RAMP AND ITS ROMAN NUMERALS.

Each time you shoot the Left Ramp. you are awarded 500
points.

If one of the roman numerals is flashing in the left stack, you're
on your way. You need all numerals in both left and right stacks
to reach Midnight.

If Midnight is active, you will be awarded 50,000 points each
time you shoot the Left Ramp. [Reaching Midnight sets up the
Hurry-Up feature on the Right Ramp.)

If you shoot the Left Ramp 8 seconds or less after shooting the
Hight Hamp, you get 10,000 points.

If you shoot the ball through the Left Ramp so that it goes up
and over the DIE Rollovers and then down the Right Ramp (a
“loop”], you are awarded 10,000 points.

* Hold Bonus
+* 100,000 points

7. THE RIGHT RAMP AND ITS ROMAN NUMERALS.

Each time you shoot the Right Ramp, you are awarded 500
points.

If one of the roman numerals is flashing in the right stack, you're
looking lucky. You will need all the numerals in both left and right
stacks to reach Midnight.

If Midnight is active, you will be awarded 50,000 points each
time you shoot the Right Ramp. [Reaching Midnight enables the
Hurry-Up feature on the Right Ramp].

it Hurry-Up i1s active, shooting the Right Ramp awards
the score as shown in the panel (initially 200,000,
but ever-decreasing]).

If you shoot the Right Hamp B seconds or less after shooting
the Left Ramp, you are awarded 10,000 points. If you shoot the
ball through the Right Ramp so that it goes up and over the DIE
Rollovers and down the Left Ramp [a "loop”), yvou will be
awarded 10,000 points.

8. THE MUSHROOM DROP-TARGETS.

Each time you light all three Targets under the Mushroom you
enable a Bonus as follows:

LIGHTING BONUS

st time .................... Add a Graveyard Letter
end time ................... Increase Jackpot

ard time

SHET) DY ,oconneonnnsmrannin
ST BNYIO o ovaiinsanininins
6th time onward

Double Bonus
Score Bonus
Extra Ball
30,000 Points

9. THE R.I.P LIGHTS.

Each time you spell RIP, you add a letter to the GRAVEYARD. \When
vou have spelled GRAVEYARD, you've set up the Jackpot.
Spelling BIP also sets up the Mystery Spin in the Lower-Left Ball-Trap.

HI SCORE

If you score above 5,000 points, you may enter your initials in
the HI SCORE. Your slot will be blinking, use the DIRECTIONAIL
PAD UP/DOWN to change the letter and the DIRECTIONAL
PAD LEFT /RIGHT to move to the next letter.




GAMETEK LIMITED WARRANTY

GAMETEK warrants to the original purchaser only, that the software program coded on
the game pak provided with this manual will perform in accordance with the description
in this manual (when used with the specified equipment) for a period of ninety [S0) days
from the date of purchase. If the program is found defective within 90 days from the date
of purchase, it will be replaced. Simply return the game pak to GAMETEK, along with a
dated proof of purchase. Replacement of the game pak, free of charge to the original
purchaser [except for the cost of returning the game pak) is the full extent of our liabil
ity. THIS WARRANTY IS IN LIEU OF ALL WARRANTIES, WHETHER ORAL OR WHRITTEN
EXPRESS OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANT-
ABILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE, ARE LIMITED IN
DURATION TO S0 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT,

GAMETEK shall not be liable for incidental and /or consequential damages for the breach
of any express or implied warranty including damage to property and, to the extent
permitted by law, damages from personal injury, even if GAMETEK has been advised of the
possibilities of such damages. Some states do not allow the exclusion of limitations of
ncidental or consequential damages or limitations on how long an implied
warranty lasts, so the above imitations or exclusions may not apply to you

This warranty shall not be applicable to the extent that any prowision af this warranty is
prohibited by any federal, state, or municipal law which cannot be pre-empted. This
warranty gives you specific rights and you may also have other rights which vary from state
EO state.

Free Introductory CompuServe Membership

As a valued Gametek customer, you are eligible for a special offer to receive
8 FREE introductory membership to CompuServe - the world's largest on-line
information service, By joining CompuServe, you can receive the latest news
and product announcements concerning Gametek games. From the Game
Publishers Forum (GO GAMEPUB], you can download updates to your favorite
computer games or obtain demos of soon-to-be-released computer games
You'll also be able to trade tips, hints and strategies with other Gametek
computer and cartridge game players in the Gamers Forum (GO GAMERS).
T'o take advantage of this special offer, call toll free 1-800-524-3388 and
ask for Hepresentative #436 to get your introductory CompuServe member-
ship which includes a personal User 1D, password, $15 usage credit and an
entire month's worth of basic services free.

Pinball Dreams copyright 21st Century Entertainment Ltd, 1982, 1994, Pinball Dreams is 3 irademark of
215t Century Entertainment [ 1d,
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