
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

5 BALLS 

PER GAME 
1 PLAY _  _  _  _ 25¢ 

2,000,000 SCORES 1 CREDIT 

 

3,500,000 SCORES 1 CREDIT 

 

MAXIMUM CREDITS - 30 517-2 

FOR AMUSEMENT ONLY 1 or 2 CAN PLAYDEFENDER 

 

3 BALLS 

PER GAME 
1 PLAY _  _  _  _ 25¢ 

1,500,000 SCORES 1 CREDIT 

 

2,500,000 SCORES 1 CREDIT 

 

MAXIMUM CREDITS - 30 517-1 

FOR AMUSEMENT ONLY 1 or 2 CAN PLAYDEFENDER 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
Cards status: 

Card 517-1 is confirmed. 
Card 517-2 is confirmed. 
Card 517-3 is confirmed. 
Card 517-4 is confirmed. 
 
If you have any other information about these cards, please send a readable picture or scan to me. 
 
Enjoy and have fun, 
Peter 

www.inkochnito.nl 

 

 
 
 
 
 
Landers (drop targets) capture Humanoids (Humanoid and Mutant lamps flash) to become 
Mutants. Hit flashing Landers to save Humanoid. Hit all 15 Landers/Mutants to complete waves 
and score Humanoid value. 

Smart Bomb Button destroys only Landers, Pods, and Baiters on playfield. Completing odd 
numbered Waves awards Extra Smart Bomb. 

Extra Ball awarded and Humanoids restored every 5th Wave. 

Making Bomber Lanes advances Bonus X and lights Reverse. Reverse Button saves ball. Right 
flipper rotates Bomber Lanes (Lane Change™ feature). 

Pod targets light Swarmers. Hit Swarmers from both Pods to open Gate. 

Locking 3 balls or hitting lit Bull’s Eye initiates Multi-Ball™ Play. 
 
 

● Special awards (at end of 10th Wave)  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 CREDIT 

● Beating highest score awards  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  3 CREDITS 

● Matching awards  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 CREDIT 

 

INSTRUCTIONS 

517-3 

 
 
 
 
 
Landers (drop targets) capture Humanoids (Humanoid and Mutant lamps flash) to become 
Mutants. Hit flashing Landers to save Humanoid. Hit all 15 Landers/Mutants to complete waves 
and score Humanoid value. 

Smart Bomb Button destroys only Landers, Pods, and Baiters on playfield. Completing odd 
numbered Waves awards Extra Smart Bomb. 

Extra Ball awarded and Humanoids restored every 5th Wave. 

Making Bomber Lanes advances Bonus X and lights Reverse. Reverse Button saves ball. Right 
flipper rotates Bomber Lanes (Lane Change™ feature). 

Pod targets light Swarmers. Hit Swarmers from both Pods to open Gate. 

Locking 3 balls or hitting lit Bull’s Eye initiates Multi-Ball™ Play. 
 
 

● Special awards (at end of 10th Wave)  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  EXTRA BALL 

 

INSTRUCTIONS 

517-4 


