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1.EVAR—ILEBEANLD ZF

Loony Labyrinth [% Crystal Caliburn E8 T, KUIEELREYR—IT LAYV —DE
EHAN—FBLDICHEFFENE LA, BIZIL Crystal Caliburn S#EMTZ < DIEFEDR
ok, EEONENZIETIFAN—FEBEELERIMTHDIZH LT, Loony
Labyrinth (X« DEZEZBEHMICL. EFF—ICHBUPTSFRICELOHDIER—-IL
ELTREFTENTE T,

BB IC. Loony Labyrinth TIITFR/N— FDAICIFREEZZREICRBRT S EKR—IL
DREFZITENVEREZKED> THEIFSEBNET,

Loony Labyrinth [Z3 Crystal Caliburn @ Holy Grail D &k 5 —RAFEDRIIH Y EHAN, EHELI 3y T
WMBICT VA EHITET—AMICIEHI—DDEVYR—ILOAIEEBHERECTWEIFSEELTNET,
EVR—IVOELEICEVWANWALGAESHYET, ELT2DO0EREZ 1 DOATHILEE S I EHSTRATEEA
ZEBHVIEL<HY EH A, Loony Labyrinth [ Crystal Caliburn [CHVAEN/=HDEFEROE S KR—ILD
BMNERBIFICERCTWEEITSILDICZBATHIEENE Lz, % 5< Loony Labyrinth & Crystal Caliburn
ETVVAV—ICL > TRESHFRDAPNBZIBLERNET BIZEES WD DIFMLMHEIC(T Crystal Caliburn &
U % Loony Labyrinth DA BSHFENSERICH S LD TT),

EEEICT LA LTUWE=7=L &, Loony Labyrinth A% Crystal Caliburn £33 272X AIVDEVR—ITHB &
ECEBWERETAZIEEBOET,

Now, let's travel through time to the year 2000 BC.!

LittleWing®

Fujita & Reiko
LittleWing Co.LTD.
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2) ZUwis—
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D3DDAETRK-IWICEEEHZADENTEET, INEDR-2 Y IBRTIZYIEIRY —FTHIL,
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BOICT—LERNTHELLED, TLAY—RBROVTWARWEDICRATHBYLINY I IS RICHR>F=HTT
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2.3 Deflect Pass (7 L% F/XR)
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2.6 Dead Flipper Bounce (v K7 U w/S—/NT 2 R)
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TLESCEDDHYET, CC—BTIRETHEMEBEBLOWOTAHE
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2.8 Intercept (A &% —t7F )

ZHEIINFR=IVDRETITOTA TV ARTIZY I TE, K==L
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3.1 =D

Loony Labyrinth IC[E, KEKZDDE—RHBHY E9. "Modern Times" E— K & "2000

BC."E— KT9., '—AlL "Modern Times" M SiRF U 3, "2000 BC." ICHEB7/=HIC(3dH
‘/ ZEMEERLIEZFNEGRY EEA,

Modern Times : CORTFT—I TR I VAV —IE3BEDOIIINFR—IEFERICELEL I &

MBTEFT, Loony Multi, Labyrinth Multi, & L T Minotaur Multi T3, S50V IILFR—
WREEALRSY === V) 2B5TE. TLTI I U &EREEIHE 2000 B.C. ABRO|AEEBR T &
DBICTHOLRTNERSBEVERZEDRFELELTOMIFITINEZZETLL D,
W—==——=FEYRDENTT LA V—(FIRAKICEEL. £LT2000 B.C. [CEF#MASLLTNWETEURE
BUEYT, TOBEMIIEELLEO>DTI/IIVIVREIRABL., TOEITEBEMITIZ LT, L4V —DFA A

FSRIWVDBELEDDIFAFVRODEFEEY — - INVZIIICE>TOLYDO /) vIRBRICRBEI N
V—=——<>T7,

V=== &EBIESES5/HICIE. 5EOMNER (= Galopetra Stone) I XTEH (1), LTI —=—
IUDINT—%100% ETHRIEL ), === OB ITNFr—LENERECHIBICHNERET SV
DBEEICA VA=) 3) LEIFhIZHY EHA.

(1) STONE A o —4Eim L TL\3 & Z(C Stone Ramp Z@iBX & STONE 25l &3,

@) NNR—FEIXRIVF—UANI100% ICHBETEY T3,

(3) "Install Stone Hole" IC7/R—JL&E ANS,

2000 B.C.: V== VICEDT2000B.C. ICEET B ENYV OISOV RIa—DyINEDYET, LA
Y—XZFITI/H9INREEH LEFEEHRELARFNERY EH A,

ToAY— 3R TOIBEERLIZLEERICEDONLEEET EIVREEDONE T, COHRATORKE
EZX9ADEIFTREEZHBL (A), /49N REEHT(B) ZETT., ChoDBEMNEERKEFLE, - IBEICIE,
T4 v—ERARISEY RSN, BRIFIRVELICRYET,

(A) Labyrinth Ramp IC9 ElR—JLZBLE T,

(B) "Moon Phase" OFRRMHZ TLE D #ilC7R—)L % Minotaur Chamber IC=EITEIAHE T,
COBMPERSINEZHNMDEICIE. TLAY =127 U7 RRD% (Ramp, Spot Target, Bumper 72 & [T7/R— )L
EHTHIL) 2E-TEANTHORNEHRY, RRICESRIERY EHA.

CDEDETII. EERDERI=INIZTDVTIEHEAA. ZTDEIDOELZBZZRICDVWTOFENTRENTNE
T T—AICEAEABNTEESRERABRLTT LA LTHTLEZ, LB REBRBOHEZI TV EE
LHBDZETLLD,

2/ 99V AHEE

LFVUIvEICENIEE. JVLIDI /) REEZ/IVINREERTIEDHICIAFORICH LTI/ YIARD
BEICEXRAGAXBZEERSHEZ, S/ F7VIINREIFDEEABOREEFDOEYMTHS, TLTEFEIADENT
TRABI/IINRICEIFBLELTEITFONE, PTTROEDFTHETEIVRIE. £IFRITEL>THEEIIC
BAL. DWCIZ /P9I RERALT. S/ REDRTUT7 RRXDSHE20/RFEDHRELEOTEAELIVER
B3,

N=ZSEVUVRIZYV /) YIVRADBOWNERBEBMICL. ThEIF VAT 4V IRBEVYR=ILT ERY
Fv¥—IEYLIFEHDTYT, W—=—FEUVRDEDITEBVAENTVWEIR M=U—(F, T/ FTIIRHE
ERELESF7RRFYyr—ThHY., TORKRBERI/IDIREE L. EIFBERBTIELICHYET,
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1.Concurrent multi-ball ( 65 IC#EFTRIEEAR < ILFR—IL)

I—=5SE 2 RICIZTEFNFN "Loony Multi", "Labyrinth Multi", "Minotaur Multi" & (V> Z &) 3FEED T ILF R —
WBHYET, TLTINS IBHEVIFR—IIE. RI—FIEIREMEN. FEIILFR-ILFICESH
BEOEHELERLE>TVWET, ES5ICINESDRILFR—IVELIICRI— FEHBIENERET,

Bl Z (£, "Loony Multi" H[C "Labyrinth Multi" 4 "Minotaur Multi" 7z & D&% R CERS Z EBMHEEET, ZDim
BTHT VAL 3R—IDRETHEEINETLS. TOBENEIRENICT Y TLET,

NS 3DDIIFR=IICIIEFNFNLUTOLD LFHESH Y FT,

Loony Multi: "Loony Multi" (IFAIEEER N SIEEICEBEADH S MultiBall TF, 32HBS5 0 TDENDICKR—
IVEBT T TESRMEICS Milion 285N 2DIXKRELBNTT., LHLANSEBRNAEBEHENAEZATIE
REYLTLEWET ., NSUROBNERILFR—ILENZBZTLL D,

Minotaur Multi: "Minotaur Multi" (XFIIEERD P+ v IRy f X275 1 Million &t Multi Ball [CEERXTRE
YULETH, R<INUNFR=INTHEEILALRESIE. TEOPr v IRy NAOATREIBATEZTYWE, £
"Jackpot Multi" ZIHD ZEICL > THRATREDD v v IRy bEEGE LU TIMA I ENAIEETT, CNHDP vy
IRy FRAT7DHRKEIL 20 Million ICHRV, ZhFI—=—FEURDT VAT 14—l RET—BICES
NBZRA7ELTHRATY., BRERUABEHEBENICHE D TOLETN., ThEENLTOIREBITI LIV —DEE
BEENERINET, WENALEILFAR-ILENZZTLL D,

Labyrinth Multi:"Labyrinth Multi" (FRXRY b =5y DX AT H "1 Million" [C/EZ LN EZEIZIDNHFA
HEHF->TOWETHY, EOMEEZOMEE TOFECHY £, TNId "Labyrinth Multi" BRI — kT3 &,
"Safety Catch" 840 WHDEBEMNICAY., ESICEADL—ILRZERTIEZDEHBRA. 4DDFH—
IWRHBEIENTEZNETYT, TLTIFRMSR—IDBLTENTEIEHREELZNTL LD,
RNFR=IWVT —LREBEANT v T UETH. AED " "Shield Kickback' ZEHFE L THR—ILEZZLELPT <D
TLEWET, FSTEBEADEL "Loony Multi" ¥ "Minotaur Multi" &BA#EIZIDE L "Labyrinth Multi" % BB (C
RABEENBER T, F/= "Labyrinth Multi" EITHRICHD IV FR—ILEREF — b L7z & (3 "Safety Catch" 8
BEOINFR—ITIE20HDEZAB40HICEY FENEZDOTEBHTHEFITT, "Labyrinth Ramp" # 9@ H
BURLBBSHIDIE, HETHEAEIICRZSDHLNEHAN, R "Labyrinth Multi" #5350 085%5
BADIRETY,

2. Multi Level Shield Kick Back
TR ML—2IZEDBBHR—ILED Shield Kick Back ICFEDS —IL REEZDZENMEESZ LS ICHE>TWE
T, FRO—ILREDHBFRY. Shield Kick Back [(XBEIHIICEELETDTHRKR 4 DDFHE —I R ETEBH
ICHRLTBEKZLEICE>TEWVTFHENERBTHIENTEET,
FiE—IREFORUBRKEBTIDEBRESITRHOYERA. BEEZHAEDZATO—IVRPESAZ>TL
F o TWBIFEICIE. "Labyrinth Multi" 2385 (=)L RB—RIC4DICHEB).
"MYST Hole"#35 (= IVRPESHZ>TLEL>TWBIBEICIEFWEET
"RESTORE SHIELD" W T3). FEUNERILFR—ILZEHD (EADL—IL KM
EUBHZATEETS) BREHBEZITRELL D,

3. Rescue The Ball
RIWVFR=IWVT—AFICR—=INE—DFELLTLEN2R—IVICHA>TLE L
EEZR—IDREICERTDHDEDBHEHLO>TVWET, ZDRICITEZFIRE
DEOBBDEHYEEBADTOEKEI ZENTENETIFR—IVDIRET
o LT VA ERITDEMTEET,




4. Quick Move
"Quick Move" [IER#FDADR AT A "200K", "400K" ENZ WD TEBREINMSETT N, £DB (L "600K",
"800K", "1 Million" £ TN o725 &3 "2 Million","3 Million" & "5 Million" £ T "IMillion" 3Dt UHKITET,

TIPS: RILFR—ITELEBELI/Z2TIVS L, Quick Move DBREIZEHB LAV BICEAEAELENZHDT

¥, "Quick Move" BB TEBDEIEAEDS > TEL—2TIHMS, RILFR—IFBEFINSDRS > MTHIE
BRICAR—IVEBRZENESICEENT Y TTETLLD,
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327 A4 74—V F2EH

© 1994 LittleWing Co.LTD.

Loony Labyrinth™ Playfield
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Sy7. =20 N2 OHDRATR

: Left Lane

. Install Stone Hole

: Top Lane

: Minotaur Chamber

: Right Lane

: Bumper

: Labyrinth Ramp

: Stone Ramp

: Loony Ramp

10: Pit Fall

11: Minotaur Spot Target Bank
12: Stone Spot Target Bank
13: Shield Spot Target Bank
14: Left Adv. Shield Spot Target
15: Right Adv. Shield Spot Target
16: MYST Hole

17: Left Out Lane

18: MYST Return Lane

19: Left Return Lane

20: Right Return Lane

21: Right Out Lane

22: Plunger Lane

23: Flipper

00N O O~ WN —

(o]

541 bDRR

A: Top Lane

B: Install Stone

C: Minotaur

D: Full Charge

E1-E3: Explore

F1-F3: Quick Move

G: Minotaur Spot Target indicator
H: Stone Spot Target indicator
I: Shield Spot Target indicator
J: MYST

K1-K3: Pit Fall indicator

L: Extra Ball

M1-M2: Advance Shield
N1-N2: Shield

0O1-02: Extra Shield indicator
P: Lite MYST

Q1-Q2: Lite QuickMove

R: Loony Machine

S: Minotaur Eyes

T: STONE indicator

U: LOONY indicator

V: LABYRINTH indicator

W: Moon Phase indicator

X: Same Player Shoot Again
Y: Shield Level indicator

Z: Safety Catch indicator

12



3.4 1R DFFH
1. LOONY RAMP & LOONY MULTIT
TLA4 74—V REQICHBS>TH "Loony Ramp(9)" TJ, "Loony Ramp(9)" [CAR—JLZEBBEHEBEIC

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"LOONY Indicator(U)' —2DFDRITLTWEET,

"LOONY Indicator(U)" 255 &, "Loony Multi" R )L FR—ILDRE—ERYET,

"Loony Multi" MR — k¥ 5L, £FEAD "Shield Kickback(N1,N2)" ASHEIMICIEEL T, & 5[ "Safty
Catch Indicator(Z)" #5£1%T L "Safty Catch" 25 20 BREIDB 7 2574 7Y £,

"Loony Multi" f{Z. "Loony Ramp(9)","Stone Ramp(8)","Labyrinth Ramp(7)" IZ#R%& & D "Explore 54 bk (E1-E3)"
DERBL. ChoDSUTE2BTELICE>TS00 AEE285Z ENHEET,

NOTE: "Safty Catch" 747« 7ORIE. ZFELTLE>AR—IIIBAEBMICEEL TS Py—L—2 &
UFTBHENET, 502 v—DBAR—IILZBEIICITBHT & E. "Stone Ramp(8)" M "Explore 54 k (E2)"
F., —BEBISHEITLES., —DDAR—ILT "Loony Multi" & L UEi(F7/=154&. 5EIB NS "Safty Catch" DN
10 MMEICARVET,
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2. LABYRINTH RAMP & LABYRINTH MULTI

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

TLA 74—V ROEQIZHBS > TH "Labyrinth Ramp(7)" TY, "Labyrinth Ramp(7)" [CAR—I)LZ@BBEH
B EIZ"LABYRINTH Indicator(V)" B8—D 3 DmTLTWVEE T, "LABYRINTH Indicator(V)' ZFE S5 &.
"Labyrinth Multi" R JLFR—ILDRE— kLY ET,

"Labyrinth Multi" 2% — b33 &, £FTEERD "Shield Kickback(N1,N2)" ASEEHICE;EL. MZ T "Shield
Level Indicator(Y)" Z8#8 TmAT L Shield Level PR TH S 4 ETEBYET, & 5I(C "Safty Catch Indicator(Z)"
AT L "Safty Catch" S 40 DB T o7 4 71TV ET, Zhid Loony Labyrinth 7L A4 7 4 —J)L RETH&
BICTHEEBEO/REICARD ZLEEKRLET,

"Labyrinth Multi" &, IRXTDRRY b=y FDBRAB 100 FREBYET,

NOTE: —D®M7R—JL T "Labyrinth Multi" & & Ui (T 7=15&. 3 BB M 5(E Shield Level AS#EMLALK ARV ET.
R IC Safty Catch" OO ILFR—ILERL 20 BEICAZY £T, 525 BB HMSIE "Safty Catch" @
BEMS10MEICKYET,
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3. MINOTAUR CHAMBER & MINOTAUR MULTI

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

T4 7 4—)b KLEER®D "Minotaur Spot Target(G)" #5EmR &5 &, "Minotaur Chamber(4)" [Z "Minotaur
Light(C)" A& T L ¥ 7, "Minotaur Light(C)" A5&%T L T\ B B, 78— )L % "Minotaur Chamber(4)" [CAN 3 &R —
v oEnNEd., 324R—I)IEOY ST SBE Minotaur Multi" R ILFR—ILDRE — FERUET,
"Minotaur Multi"#BRX&— k35 &, £FTEAD "Shield Kickback(N1,N2)" WEBMICEELE T, &5IC
"Safty Catch Indicator(Z)" /S 4T L "Safty Catch" 75 20 BRIDE 7 25 1 FICHRU T,

"Minotaur Multi" §1[Z "Minotaur Chamber(4)" [ "Jackpot" & "Multi Jackpot” DF v+ > AWHFNE T,

Jackpot

"Minotaur Multi" #1{Z "Minotaur Light(C)" ®&4T L TUL\BE:, "Minotaur Chamber(4)" ICR—ILEZANSB Z &IC
& o T"Jackpot" 2853 Z EMWHFEE T, "Jackpot' DX 7 (4 "Minotaur Multi" BEEREHC 100 AEICE Y S h,
ZFDEITVA 74— IV REDASHDY =5y MIR—IVLEHTHITEIT 3,000 53 DEMLTWEET,

Multi-Jackpot

"Multi Jackpot" DF + » R (E. "Jackpot" ZHEB/LAZBERIC®>TEET ., "Jackpot' DERICKINT S & ,"Mi-
notaur Light(C)" M EiHZ 8. "Moon Phase Indicator(W)' MIARTEITLET, LT, 3BT &I "Moon"
BIDFDHEITLTNEET, ZD "Moon" I RTHZATLE SHIIC "Minotaur Chamber(4)" ICR—JLE AN

15



% & "Multi Jackpot" B TEEJ ., "Multi Jackpot' DR A7 (L, "Moon" I R TAT L TIVSEFIC "Jackpot"
ARAT7D71E. TELUTAB—DEABDITELIC6E 5 4BFEEERENTMN>TNEET, 7B "Multi Jackpot"
#B 95 L. "Moon Phase Indicator(W)' BT R THELTT HD T, "Minotaur Chamber(4)" [CR—)LZ& S &
<HBEUHIFNIE "Multi Jackpot" ZEH L TEBTAHENTEET, /L. "Moon" DR TEZATLE =K
[Z(Z. "Minotaur Light(C)" ;A TL £\, "Jackpot' DF + Y AH—BMICK>TLENET., TDIFEICIE.
"Minotaur Spot Target(G)" &5 & # T "Minotaur Light(C)' ZB U ST #AFhiEAR Y £H A,

16



4. MYSTERY HOLE & RESCUE THE BALL

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

Stone Ramp & Mystery Hole

TUAT 4=V EORRICH B S > TH "Stone Ramp(8)' TT, "Stone Ramp(8)' [(CAR—IL&#B:BEEHZ &L, &
DY & —>2L—>2(C "Lite MYST Light(P)' B=XTL £ 9, "Lite MYST Light(P)' D=XTLTWBHUS—2L—>
EIR—ILDSBIBT B E. AT 42— RAKD "MYSTHole(16)" IZT7JL—®D "MYST Light(J)" ST LE T,
T IL—®D "MYST Light(J)" BEITLTUVS & E(Z"MYST Hole(16)" ICR—ILEAND EZIRTY—T 4 —F v —
EEBTEET., BICILFR—ILED "Rescue the Ball' 7 4 —F +— (%) 3IEEITEARRZRTIDOT, &
VDEZITEWTLEZL,

SRTFV =T 4 —F v+ —TEBTEBRIIR—IWDBER=IVICASEES TTUA 74 =)L RIZEDDR—ILH
BELTLWADICL>TERLET,

1 R=INTT LM RDIFE
T4 7 4=V RECKR=IPB—DUDEWMEE, UTOYRMDOENSS S AICEPBERENESFTEE
?-O

100K AWARDED 200K AWARDED

300K AWARDED 400K AWARDED

500K AWARDED MILLION AWARDED
INSTANT MULTIBALL INSTANT LOCK ENABLE
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ADVANCE LOONY ADVANCE LABYRINTH
ADVANCE SHIELD LEVEL MAXIMIZE ENERGY LEVEL
MAXIMIZE SHIELD LEVEL SHIELD RESTORED
EXTRA BALL AWARDED

2RIWVFR=ILTT LM HDIFE

(ZNEILFR=IDRY—PRICK—=ILE1DFEELTLEN. 2K=JVICHE>TWBKREDZ &L TT,)

Z DB "MYST Hole(16)" [CAR—ILEAND Z LICL DT, "Rescue The Ball' 7 4 —F ¥+ —DEBF LY, R—
IIBS—DHEMICT7 4 — IV REICEFEL. 3RIVFR—IDKEICRTZENTEET, RFICEED "Shield
Kickback(N1,N2)' MEEL £ T,

NOTE: T TICRIFR—ILDBRE— kL THS "Rescue The Ball' % 2 ELL HiE#EE L TEBLTWREBAICIE
MYST Hole [C&=XT9 % "MYST Light(J)" (IE(TLTHS—EBREEZICHEMICTEZ LD ICARVET., SLTLT
WS EFRE (X84 15 ¥ T, "Rescue The Ball' Z¥EBITHEIC10¥. 5HERF->TWWEET GHUTICEARVE
HA).

3RIFR=ITT LA HRDIEE

TAT74—=ILREICKR=IDB=DHBHE 100 AmDEB LMV ET, £/AEAD "Shield Kickback(N1,N2)"
PEELET,
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5. QUICK MOVE

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"Quick Move" (3RFEIFBIRFIDRTHY. LTONWTNODRBEBLTLTERTDHLEMNERET. 20

Bk, 205,402 60 A5 ,80 A= ,100 A5 ,200 5,300 A ... LA TWERES 500 A8ETE
MUVET, FEZOBEERETVAPFOR-—INEZLTETRIFIEINET, QuickMove EBDF v RAH (T
& "Quick Move Indicator(F1-F3)" BSEkTL £ 9,

x4

1."Left Return Lane(19)" @@L TH 5. 4 #LIAIC "Loony Ramp(9)" % &1
2."Left Return Lane(19)" Z@@ L TH 5. 4 #HLIAIZ "Right Lane(5)" % & i@
3."Right Return Lane(20)" Zi@@ L TH 5. 4 ¥LIAWIZ "Labyrinth Ramp(7)" % @18
4."Right Return Lane(20)" 2@ L TH 5. 4 FLIAIC "Left Lane(1)" %1818
5.'Right Lane(5)" Z@i@BL TH 5. 4 HLIAIC "Left Lane(1)" Z &8

6."Left Lane(1)" Z @B L TH 5. 4 #HLIAIZ "Right Lane(5)" % i& 1@
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6-1. STONE LOOP MILLION

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"Stone Ramp(8)" ZR—/LAEIB L /=% 2 . /=X "MYSTHole(16)" WAR—ILEIT o L= 4 PR,
TREEEBD "Explore Light(E2)" 43 "Stone Ramp(8)" [CRXTLE 3, "Explore(E2)" 54 FRUTLTWNSD EEIC
"Stone Ramp(8)" ICR—)LZBiBEHS L 100 Fa&2 BB TEET,

NOTE: 75 v —MAR—ILEZBFMICITEHT & (3 "Stone Ramp(8)" M "Explore(E2)" 54 kI, —BEHIIC
HITLET,
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6-2. ENERGY CHARGER BUMPER

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"Bumper(6)" ICR—)LEHTH T ELIC3,000 REEBTHIENEERET., TNERABFIC. BE/AARIVITEN
% "ENERGY LEVEL"DRRMB 1 TDOEB>TNWEET, TDHRRD 100 PERCENT ICETLENSE. 3DD
"Bumper(6)" M _E 124 % "FULL CHARGE Light(D)' =% RO E . D, "Bumper(6)' ICR—ILEHT
5 EICQUATERMILLION(2S AR ) B35 ENTEET,
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6-3. TOP LANE & BONUS MULTIPLIER

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"Top Lane(A)" ZERE BB EICL > TR—FRBEESFETLITRENTEET. K—FREBEXRHS5ED
KETE 52 "Top Lane(A)' £epE 5 & 100 ARDEF LRV ET,
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7-1. SHIELD KICKBACK & SHIELD LEVEL

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

Shield Kickback

"Left Shield Light(N1)" BRtTLTWSEE, EDTIRV—VICEBERR—IVIE T4 —IVRICFYINY O E
NEF. £/ "Right Shield Light(N2)" ST LTWNB EZ DT I ML —VICEBB3R—ILE T4 = KICE Y
Oy ENFET, Shield Light(N1,N2) A58 % TLVBEFIZ. "Shield SpotTarget(13)" #5235 & Shield
Light(N1,N2) BRITLET (EELRMITHDE1DFDTY),

Shield Level

Loony Labyrinth IZ[Z Shield Level E W2 /=A== SN EAZTNTVET, (X FHED Shield ITHHY
L. ZDFE®D Shield D#%475 Shield Level 72U £9, Z L T, Shield Level [Z5& U BHN(E (0 TAIFNIL).
Kol =)V RIZESLICEREL. Shield Level BTFAY T, IRED Shield Level (3T LA T 4 =)L RFRD
"Shield Level Indicator(Y)" [CRRENE T, Shield Level DERAIEIL 4 TT,

"Lite Shield Spot Target(13)" ZFE S/ &, EAD Shield WEBICT VT4 T THOEIBBICIIERED
5@ "Adv. Shield Light(M1,M2)" 28=4TL £ 3, "Adv. Shield Light(M1,M2)' D S4TLTWB ARy by =4y
MIAR—ILEHTHEICL DT Shield Level B—DENVET (ELIDE, EEEESDPDI—ILRRT
OTF 4 TTERP2EBEIE—IVROY X M7 7Y Shield Level (3Z{LLEHA).
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7-2. EXTRA BALL

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

Pit Fall Lane"Bumper(6)" D TFICH D <A< L7 "Pit Fall Lane(10)" ICAR—)LZBBEHZIEFNSA +
(KI-K3) M—DFDRTLTWEET, 3DDFA BRI LAERETR—IILEEBIHZ EFNO—)LA—
N=RE(L)BRITLET, COREBTHI—ER—ILZBTLEIIRA ISR EZEBTTT GI5EET
ZEICRYVET),

NOTE: TR MSAKR—=IVIBRR—I 2BETEBTHENEFKET, Y'—AIZ3KR—IT1 5 —ATTDTHR
E6BETHDIVIRNSKR—ILIEBTRETT., TTICER—IN2BOI IR FSKR—ILEEBLEIC"Pit
Fall Lane(10)" 2R B/=5EICIZ 500 AmDEB LAV ET,
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8-1. COLLECT STONE

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"Lite Stone Spot Target(12)" #5EM E &5 & "STONE Indicator(T)' DXFENSBEIBDOET. TDREEDE(C
"Stone Ramp(8)" IC7/R—JL & 18T Z & [C & o T Galopetra Stone (STONE) #—D#EB L/ EICARY , SEL
TWEXFPRLTIREICEDY ET,

718, 118 L 7= Galopetra Stonel fEIZ3F L T 250K 3 % |\ [Z Galopetra Stone % 5 B2 & i 2 7=1H&1Z13 500
AEDR—FANBEZENET,

8-2. INSTALL STONE & ACTIVATE LOONY MACHINE

"11. Collect Stone" T 5 fEl?D Galopetra Stone Z&&. RIF(C "7. Energy Charge Bumper' T ENERGY LEVEL
100 /85—t FTLELEEICOAF "Install Stone Light(B)' BEBEBOET, ZDIRAET "Install Stone
Hole(2)" ICAR—ILE ANEZTE. YILFR—IPFTHNIE500 FmEBERLY. P FIR—IPRTHNIE
"Loony Machine(R)" D#CEICKRINL £ 9

"Loony Machine(R)' D& 35 &, LAY —13IN—=—< =2 (A4 AL —2) [CF> THITRI 2000 &
CHZALRIRNINTBHIEMTEET,
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8-3. LOONY MACHINE & TRAVEL TO 2000 B.C.

N B
/Q\ A
Winar4
o—O ™™

—

>\
558
o o

Loony Labyrinth™ Playfield © 1994 LittleWing Co.LTD.

"Loony Machine(R)" DB CHRINT DL T D LS —ADE R 2000 BC. [CFEY ETF, 2000 BC. TFL1LT
WA REIEBGM BZEDH Y EF, 2000 BC. DHATIZ, T/ FDUJILR "Minotaur" IC&>THLZ6NTWVS 9 A
DL (T8 "Sacrifices" #HH L., E5ICIT /I IIINRZEHTLEVSENLIHYET,

C. Battle In 2000 BC.
2000 BC. TOEWCKBIIFEINFEHA, CNDHEBRBL—FT U RE—DTHERBITNITES ICIRKISEVY
BRENTLEYD, RIMSPRVBELICAE>TLENVET,

1. "Loony Machine" /52000 BC. [CEIFT B L. T<SICIINFR—IADBBEVET, R — FERIE"LABY-
RINTH Indicator(V)" B89 X THTLTWWET, "LABYRINTH Indicator(V)" ICIZ&ET 9 DDS 4 bOSH Y. Fh
SMI /) IINRICE>THOZ5NTWWBLEIFE "Sacrifices" #X L E 3, 7L 4 ¥ —I3 "Labyrinth Ramp(7)"
[CAR—ILEBBEHBECK> T "Sacrifices" 2— AT OB TS EMHEFEFET., £ L T "Sacrifices" ZFH
9% Z & [ "LABYRINTHIndicator(V)" (AN S—DFTDEITLTWWE X T, 4P "Sacrifices" #FHHE L TS/
% "Minotaur Multi" 2 T "Loony Multi"' @ 2 DD JLFR—)VIZEFRTEET I 48 "Labyrinth Multi" 28452 &
FHREH A,

2. IR T D "Sacrifices" ZHH T B HEITAHINT % &."Moon Phase Indicator(W)' MR THATL. BURILFHR—
VSR £V ET., S/ UINREET/HICIE. "Moon Phase Indicator(W)"' ST R TEHZTLEDRIIC, R—
V% 3 & B "Minotaur Chamber(4)" ICANER(FNIEAY EFH A, BF T "Moon Phase Indicator(W)" A5;E 2 T

26



LESEBEICIE. /9T REFRTZEICKKLU, oM <HHE L "Sacrifices" 23X /4 DIRICEDN
TLEWET., ZOEBAICIZET. "Sacrifices' DFEMSRVEBEZAZITNITHY EHA,

S9N RERTEICHKRINLAEES 2,000 ADR—FREEBERET, SHICRDODRT—DICHDZIE
MWTEET,

D. Return to Modern Times

REI/IUINREEHTZEICEIILEZS(E, BU "Loony Machine(R)" #{EWRRARSZIFNIEARU ERHA,
S/I9NRERTE. BUOTIFR—IDBEEVET, TLUT. FA4V¥—I3BHTHITA 2000 EMSITRA
ANERLIEL TRV EBA, LMY —I13 "Ramp(7-9)" @B R EIZ 50 &, "Spot Target(11-15)" (2
T3 EIC105F., "Bumper(6)' ICHTAIEICSE, ASHhDBEELITFAILIC1EDDEEMS Z ENHEK

Y.

BWoE X 10K BR—FRELTEFEN, AFHDEPBEREDPBNAZRAT T 7AIVICERBENET,
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