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SAFETY INFORMATION
About Pholosensitive Seizures

A very small parcentage of people may experience a setzure when axposed 10 certain
visual images, including flashing bghts or patterns that may appear in video games.
Even people wha have no history of seizures or epilepsy may have an undisgnosed
condetion thal can cause these “pholosensitive eplaptic seizures” while watching video
games

These sairures may hava a variety of symptoms, including lightheadedness, alterad
vision, eye or face twitching, lerking or shaking of anms or legs, deorentation, confu-
sion, or momentary loss of awareness, Seizures may a0 cause loss of conscious-
ness or comvulsions that can lead fo injury from &iling down or striking nearty
nbjects,

immediately stog playing and consult 3 doctor if you mxperiance any of these symp-
toms. Parents should watch for or ask their children aboul the above symptoms-chil-
drerand teenagers are rore likely than adulls to expericnce hese saizures

Tha risk of phatosensitive epileptic sezunes may be reduced by sitting farther from tha
television screen, using & smaller television scraer, playing ina well-it room, and not
playing when you ane drowsy or Btiguad.

i you or any of your retatives have a history of seizures or epliepsy. consull a doctor
before playing.

Other Important Health and Safety Information The Xbox Instructon Manual con-
fains important health and safety information that you should raad and understand
hefiore using this sofware.

Avoid Damage to your Television

Do not use with certain lelevisions. Some televisions, espacially fronl-or rear-progc-
fion types. can be dameaged if amy video games, including ¥box games, are played on

them, Static images presented during the nomal course of gameplay may “burn in”

to the screen, causing a parmanant shadow of the static image to appear at all times.

ewven when vidao games are not being plaved  Samilar damage meay occur from static

images craated when placing a viden game on hold or pause. Consult your teknvision

ovmer's manual (o determing if video games can ba played safely on your sel. fyou

are unable to find this informeation in fhe owners manwal, contact your Eelewsion dealer
of the manufacturer o determine if video amies can be played safely on your sat.

Unauthorized copying, reverse engineening, iransmession, publie periormance, rental,
pay for play, or creumvention of copy protection is strictly prohibsed,
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XBOX LIVE™

Take Pure Pinball Beyond the Box
Xbox Live™ §s o high-speed or broadband Internet gaming

commumnity where you can create a permanent pamer identity,

setup a Friends List with other players, see when they're
online, invite them to play, and talk to them in real-time as
you play.

Connecting

Before you canuse Xbox Live, you need o connect your
Xbox eonsole to a high-speed or broadband Tniernet
connection and sign up for the Xbox Live service. To
determine if Xbox Live is available in your region and for
information about connecting to Xbox [ive, see
www.xbox . com/connect.
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GAME CONTROLS

Xbox Controller S

Left Trigger — Right Trigger

Y button

Left
thumbstick ; B button
X button

BACK button

button

START
button

Directional

Right

Left Trigger:
Right Trigger:
Start button:
Directional Pad:
Y and B buttons;
White Button:

A button:

Lett Flipper

Right Flipper
Pause/menu screen
Nudge Table
Camera Select
DMD Position
Launch Ball



IT'S A WHOLE NEW BALL GAME

Pure Pinball is the definitive next-generation flipper fest
extravaganza, featuring real-time table designs while
leveraging the power of the Xbox video game system from
Microsoft!

With super-responsive flipper control and ball movement.
Pure Pinball gives vou the fecling of experiencing full size
pinball machines on hand. It's like having a pinball table in
your home: and not only that, you can also compare your
high-seores against the world on Xbox Live!

We hope you will enjoy playing Pure Pinball a5 much as we
enjoved creating ik

Bjorn Larsson
Producer and Director. Iridon Interactive
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GETTING STARTED

The first time you play Pure Pinball you will be required 1o
create a profile, which is necessary to keep track of your high-
scores as well as posting of scores on Xbox Live. Your profiles
can be accessed at a later stage by selecting the Profiles menu
from the main menu.

NAVIGATING MENUS AND SCREENS

Pressing up or down using the directional button will highlight
your selection, pressing the A button will confirm your selec-
Lo,

On subsequent screens, such as the "Game Options" menu
shown here, pressing up or down will highlight your selection,
and pressing left or right will change options relating to that

selection,




MAIN MENU

At the title screen, press the START button to advance o the
Main Menu. You will see four choices.

SELECT TABLE

You can choose which of the four tables you want to play as
well as view each tables’ high score list, Pure Pinball
includes four tables;

Excessive Speed - The theme of this table is inspired by fast
cars, professional race drivers, and high speeds.

World War - Inspired by the baitles and events of World
War I and 11, this table comes loaded with tanks, fighter
planes, soldiers, and bunkers.

Runaway Train - This table has an Old West Railroad
theme.

HyperSpace - Explore the galaxy.
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OPTIONS

This menu is used to specify various pame settings. For more
details, see Options on page 10 for further information.

PROFILES

Pure Pinball supports up to five (5) individual profiles, follow
the on-screen instructions to manage your profiles. The game
will save to the Xbox hard disk automatically after the player
has unlocked something new.

XBOX LIVE

Players can upload their records and compare themselves
against the best Pure Pinball players in the world, The follow-
ing ranking categories are available

Your Records - Where do you stand in the worldwide rank-

ings?
World Records - Check out the top players in the world.

Friends Records - You can also ¢heck out how you match up
to the plavers on your Friends list.



GAME SCREEN
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The Dot Matrix Display (DMD) is displayed in the top left
commer by default and displays your current score while in
play, or cycles the high-scores if the table is idle. You can
disable or change the position of the DMD via the Game
Options, or by using the Black button during play.

Pressing the START button pauses the game and brings up
the in-game ment,

For more details see Options below for further information.

PLAYING PURE PINBALL

When starting a new game on a table you are given 5 balls.

Pure Pinball features and automatic ball saver feature that
kicks the ball back imto play if you loose it within the first 30

seconds of a new ball.

- Walch the animations in the Dot Matrix Display (DMD) for
hints on what to do next,

- If a task needs to be completed within a certain time limit,
witch the DMD for the countdown telling vou how much
time you have left.

Sec Lhe hints for each table by accessing the View Hints
options from the in-game menu on each table,

Keep an eye on the lamps and indicators on the table, as
those will light up or fash to indicate where you should
shoot the ball next. The lamps on the tables indicate which
Combo or Jackpot pathways are currently active, when you
should lock balls in the Multiball Collector, and so on. The
Mashing lamps and indicators are especially helpful if you
are unsure of what 1o do next while in o special mode,



PLAYING PURE PINBALL
OPTIONS
Game Options

Cilass Overlay
This option enables or disables the table glass that protects
the pinball machinery,

Cilass Reflection

Enables or disables the reflections in the glass, the Glass
Owverlay option must be enabled (On) for this option to be
selectable

Dot Matrix Display
Set the corer position of the score display, or if you prefer
Lo switch it off entirely.

Camera

You can play Pure Pinball using 12 difféerent cameras
depending on your taste and what's the most suitable for
each table. To easily change the camera while playing the
game, you can use the Y and B button to eycle back and
forth between them.

During multiball, the game will antomatically switch to full
tahle view in order for all balls o be visible at the same

time. This feature cannot be changed.

Vibration
Enable or disable the controller vibration during play.
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PLAYING PURE PINBALL

Room Scenery

Enable or disable the adjacent room that the pinball machine is
standing in, blanking out the chair, window, and walls. Useful
if your préference 1s 1o only concentrate on the pinball
machine,

View Hints

This option is only available from the in-game menu on each
table. This option will display hints for enabled special and
multiball modes on each table.

VIEW CONTROLS

(TR
Game Controls

Lt g -
Lft Flippar Right Flippes
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Camars Salect
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Pausas s Manu e
DAL Position
& Bathar

Launch Ball

This will display the controller configuration,
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Mudgs tablis

Audio Options

This menu is used to twn the music and sound effecis up or
down.

Credits
This will display the Pure Pinball development team credits.
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GLOSSARY OF PINBALL TERMS

Bonus

A target on the playfield, usually designuted by lamps (see
“lamp™). When you hit a bonus, you collect points from it. You
also hit certain bonuses, in certain sequences, to activate modes
and extras.

Bumpers

Bumpers are round targets, shaped like mushrooms, set into the
pinball machine’s playficld. In Pure Pinball, when the ball hits
them, they forcefully kick the ball away.

Cellar

A separate playhield on a level actoally below the main playfield.
In Pure Pinball, the Runaway Train table has a cellar, which the
player reaches by completing a given series of tasks.

Combos

A combo {or combination shot) is a defined sequence of shots
that need io be made in rapid successions without missing. 1f
done correctly, the player will achieve a combao,

In Pure Pinball there are four different types of combos availuble
(Combe, Double Comba, Triple Combe, and Super Comba),
“The sequence of combos and scores varies between the tables.

Dot-Matrix Display (DMID)
The panel displaying the current score and hints and tps on acti-
vation of table specific modes.

Drain

In Pure Pinball, the hole, usually between the flippers, where if a
ball goes through, it goes out of pluy. The act of losing the ball
to this hole is commonly referred o as "ball drun”.
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GLOSSARY OF PINBALL TERMS

Flipper
The white "bats" on near the drain at the sides of the playfield that
you use 1o hit the ball and get it moving.

Jackpots

A Jackpot is a set number of points, usually from 1 o 10 million
(the number differs from table to table), that you can win by shoot-
ing the ball through one of the designated Jackpot Pathways on a
table.

Jackpots are generally only available in Muluball and Modes.
After you achieve a Juckpol, 4 Super Jackpot becomes available,
which is an even greater multiple of extra points that vou can win.
After you achieve a Super Jackpot you can collect more points by
shooting the Jackpot path again — but again, only if you are in
multiball mode or have activated a mode.

Kickback
The kickback, when activated, kicks the ball back into play instead
of allowing the ball w pass to the drn {see “drain”™ above).

Lamp
Something on the playfield that lights up, such as a text or a col-
ored shape.

Muodes

Pure Pinball contains mnr;y game modes or “special modes”,
which are actually periods of play where the rules for the given
pinball table change. On some tables, special shots and extras
become available, In order (o activate o mode, you must achieve
certain tasks within a fixed period of me. The number of modes,
and the sequences for how o activate them, vary between the
tables.

13



GLOSSARY OF PINBALL TERMS

Mode Start Hole

This is a hole in the table into which you shoot the ball(s) 1o
activite a Mode or extra. Normally, this is the last step required
before a mode is started,

Multiball

This is when several balls are in play at one time. When mulli-
ball mode has been activated, objectives such as Jackpots, Super
Jackpots, and other extras (such as extra ball and extra points)
become available. This mode lasts as long as there are at least
twio balls in play.

Multipliers

Activate the multipliers by shooting the three lamps above the
mushroom-shaped bumpers a specified number of times: 2
times, 4 rimes, 6 times, 8 times. and 10 tmes.

Your collected score is multiplied by this value after each ball.
For example, if you collected 150,000 points, then you hit the
multiplier 10 times, your total bonus will be 1,500,000 (1.5 mil-
lion) points,

Over-Collecting

This is when you manage to nchieve a certain task, mode, or
combe over and over again.  For example, if you manage to acti-
vate the multipliers 10 times i 10x), the next tme you activite
the multiplier (as there is no 1 2x multiplier), vou go into over-
collecting mode, where you win further points and additional
special extras become available.

Playfield
The playfield is the surface of the pinball table, where you
aetually move the hall around.
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Game Design & Producer
Tibor Mezei

Lead Programmer

Antul Pildczi

Additional Programming
Tibor Mezei Ir,

3D Modelling & Animations

Komél Garamvilgyi
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Produced and Directed by
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Bjorn Larsson

Voices "Excessive
Sm (3]
Sophie Aldred
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Csaba Nagy

Voices "Runaway Train"
Harry Ditson
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Sam Coughlan
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Microsoft, Xbox, Xbox Live, the Live logo, and the Xbox logos are
registered rademarks or rademarks af Microsoft Corporation in the
United States andfor other countries and ane used under license {from

Microsoft.

16

WARRANTY

LIMITED WARRANTY - X5 Games wamants to the onginal purchaser of this software prod-
wct, fior peeriod of ninety (90} days from the date of origina purchase {the “Wamanty period”),
thatt under nomal ise, this mediurm on which this computer program is recorded s free from
dhefiects in materials and workmanship, This software program is sold “as 5™ without express
or implied warranty of ary kind and X5 Games i not kable for any losses or damages of any
kincl resuting from wse of this program, This warranty is not applicable to normal wear and
teat. This warranty shall not be applicable and shall be void if the defect in this software prod-
uct has ansen through abuse, unreasonatile wse, mistreatment or neglect,

WARRANTY CLAIMS - To make & warranty claim under this limited wesranty, please retum
the product to the point of purchase accompanied by proof of purchass, your name, your
return address, and 2 staternent of the defect, or send the diskis) within 90 days of purchase
to: X5 Garmes, BE00 Global Way, West Chester OH 45069. Indude a copy of the datad pur-
chase receipl, your narme, your efum adelress, and a statement of the defect. X5 GAMES o is
autharized dealer vall, at our option, repair of replace the: product and retum it to you (postage
prepaid) or issue to you & ovedit egual 1o the purcthase price.

To replace defectve madia after the 90-day wamanty period has expired, send the original
dlfskfs) 1 5 Games at the above addmss with a.check or money order for $15.00,

The foreguing states the purchaser's sole and endusive remedy for any breach of wammanty
wiith respect to the software product.

LIMITATIONS - This warranty s in e of all other wamanties and no other representations or
claims of any nature shall be binding on or obligate X5 Garmes. Any impled warranties appli-
cate 1o this software product, induding waranties of merchantahility and fitness for a partic-
ulasr purpiese, ane Bmited o the ninety (90} day period desaribed above In no event will X5
Garnes be liable for any spedial, incidental, or consequertial darmades resulting from posses-
sion, use, or malfunction of this X5 Games softweare product.

Sorme states. do not allow limitations & to'how long an implied warranty lasts andior exclu-
sions.of limitations of incidental or consecuential damages so the above limitations andior
exchusiors may not apply to you, This warranty gives you spedfic fights, and you may also
hanve other rights which wary from state o state.

NOTICE - X5 Garmes resenves the nght to make improverents in the product described in this
manual at army time and without potice. This manual and the softwans described in this manu-
al are copyrighterd. Al ights are resenved, Mo pan o thes manual o the described software
may be copled, reproduced, trnstated, or reduced 1o any electonic medium or machine-read-
abie form wathout the prior written consent of X5 Games, BA00 Global Wy West Chester OH
45069, ATT: GAME MANAGEMENT

17



