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GAME OF THRONES PRO BASIC STRATEGY GUIDE V01.01.15.10.0

STERN'S GAME OF THRONES PINBALL MACHINE IS BASED ON THE HIT HBO TV SERIES, GAME OF THRONES. THE
MOST PROMINENT GAME OF THRONES FAMILIES OR HOUSES ARE REPRESENTED BY THEIR SIGILS ON COLORED
SHIELDS ON THE LOWER THIRD OF THE PLAYFIELD. THE OBJECT OF THE GAME IS TO BATTLE AND CONQUER ALL
OTHER FAMILIES TO CAPTURE THE [RON THRONE FOR YOUR CHOSEN HOUSE.

CHOOSE YOUR HOUSE

THE GAME BEGINS WITH THE SELECTION OF A HOUSE YOU WANT TO FIGHT FOR. YOU WILL WANT TO CHOOSE
YOUR HOUSE CAREFULLY, AS YOU WILL BE MAKING SEVERAL GAMEPLAY DECISIONS WITH YOUR HOUSE SELECTION.
EACH HOUSE HAS UNIQUE PROPERTIES THAT ARE USEFUL FOR DIFFERENT GAME PLAY STRATEGIES. WHEN YOU
CHOOSE A HOUSE, YOU ARE ESSENTIALLY SELECTING WHICH WAY YOU WANT TO PLAY THE GAME. DO YOU WANT
TO GO FOR THE LONG GAME, A MORE SATISFYING MULTIBALL, LARGE END OF BALL BONUSES OR ALL OF THE
ABOVE?

EACH HOUSE HAS ITS OWN HIGH SCORE CHAMPION. WHEN YOU CHOOSE A HOUSE YOU WILL HAVE A CHANCE
TO BE THE CHAMPION OF THAT HOUSE. YOU MAY WANT TO CHOOSE A HOUSE WITH A CHAMPION SCORE YOU
HAVE A GOOD CHANCE OF BEATING.

THE HOUSE YOU SELECT WILL GIVE YOU SPECIAL ATTRIBUTES:
HOUSE STARK INCREASED WINTER IS COMING VALUES. WINTER IS COMING IS A SERIES OF HURRY UPS.
HOUSE BARATHEON ADVANCE TO WALL MULTIBALL FASTER.

WIN MORE GOLD THROUGHOUT THE GAME.

PAY THE IRON PRICE. AS YOU COMPLETE HOUSES YOU WILL GAIN THEIR ATTRIBUTES.
HOUSE TYRELL 1 RETURN LANE IS LIT FOR INCREASED COMBO MULTIPLIERS. USE LANE CHANGE WISELY.
HOUSE MARTELL ADD-A-BALL TO MULTIBALL BY USING THE ACTION BUTTON.

YOU CANNOT FIGHT FOR HOUSE TARGARYEN. DAENERYS TARGARYEN, HER ARMY, AND HER DRAGONS ARE THE
GREATEST OBSTACLE ON YOUR PATH TO THE IRON THRONE.

THE GAME WILL DEFAULT TO HOUSE STARK. IF YOU SIMPLY PUSH START AND THEN PLUNGE THE BALL, YOU WILL
BE FIGHTING FOR HOUSE STARK. [FYOU WISH TO REPRESENT A DIFFERENT HOUSE, SELECT THE ' HOUSE OF YOUR
CHOICE WITH THE FLIPPER BUTTONS BEFORE PLUNGING THE BALL. THE HOUSE STARK MODE IS THE MOST
STRAIGHTFORWARD HOUSE TO LEARN, AND IS OFFERED AS DEFAULT TO CASUAL PLAYERS AS A SIMPLE STARTING
POINT.

STRATEGY EXAMPLE: CHOOSING HOUSE LANNISTER

BEING A LANNISTER OFFERS MORE OPPORTUNITIES TO ACQUIRE GOLD THROUGHOUT THE WHOLE GAME. GOLD
IS USEFUL IN TWO WAYS:

> YOU CAN SPEND YOUR GOLD ON ITEMS AVAILABLE AT THE MYSTERY FEATURE. MORE GOLD WILL MEAN YOU CAN
AFFORD MORE POWERFUL OR MORE LUCRATIVE ITEMS.

> GOLD INCREASES THE VALUE OF END OF BALL BONUS. ACQUIRING BONUS MULTIPLIERS INCREASES YOUR
BONUS EVEN MORE. SHOOT THE ORBITS TO GET THE BALL TO THE TOP LANES. COMPLETING THE TOP LANES WILL
AWARD +1 BONUS MULTIPLIER AND WILL ADVANCE YOU CLOSER TO WALL MULTIBALL BY ONE INCREMENT.

ONE BENEFIT FROM MORE GOLD AND MYSTERY IS YOU CAN BECOME GOOD AT VIDEO MODE WHICH CAN BE A
LUCRATIVE SUB-PLOT TO THE LANNISTER STRATEGY.
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THE MYSTERY FEATURE

THE MYSTERY FEATURE OFFERS 30+ ITEMS YOU CAN BUY WITH GOLD. THESE ITEMS CAN BE VERY VALUABLE IN
AWARDING ADVANCES TO MANY AREAS OF THE GAME. THE MYSTERY FEATURE IS ALSO THE ONLY PLACE YOU CAN
BUY AND PLAY THE VIDEO MODE. THREE LEVELS OF VIDEO MODE ARE AVAILABLE: 1X, 2X AND 3X. IF YOU HAVE
EARNED ENOUGH GOLD, YOU WILL BE ABLE TO PLAY THE 3X VIDEO MODE MORE OFTEN. YOU NEVER HAVE TO
PLAY THE VIDEO MODE IF YOU DON'T WANT TO.

INSTEAD OF OFFERING A RANDOM MYSTERY ITEM THE GAME FEELS YOU NEED AT THE MOMENT, THE MYSTERY
FEATURE GIVES YOU THE OPPORTUNITY AND CHOICE TO SPEND, OR NOT SPEND SOME OF THE GOLD YOU HAVE
COLLECTED FOR STUFE.

EACH TIME YOU SHOOT THE MYSTERY FEATURE YOU WILL HAVE 3 OPTIONS:

> KEEP THE GOLD YOU HAVE AND SAVE IT FOR SOMETHING BIGGER OR BETTER, RISKING THAT YOU MAY OR MAY
NOT HAVE ANOTHER OPPORTUNITY TO BUY SOMETHING.

> SPEND GOLD FOR THE MOST EXPENSIVE ITEM YOU CAN AFFORD.

> SPEND GOLD FOR SOMETHING LESS THAN THE MOST EXPENSIVE ITEM AND DIFFERENT IN NATURE.

[F YOU CHOOSE TO SPEND YOUR GOLD, THE GAME WILL DEDUCT IT FROM YOUR CURRENT AMOUNT OF GOLD.

SOME OF THE FEATURES YOU CAN BUY WITH YOUR GOLD:
> LIGHT HOUSE TARGARYEN
> AWARD +3X BONUS MULTIPLIERS
> START 2X VIDEO MODE T
> LIGHT LOCK 201
> AWARD +10 WILDFIRE.
> LIGHT EXTRA BALL
> LIGHT 3X SUPER JACKPOT

EARLY MAIN PLAY

YOUR FIRST GOALS WILL BE TO LIGHT ONE OR MORE HOUSES, COLLECT GOLD, LOCK BALLS FOR BLACKWATER
MULTIBALL, AND BUILD UP YOUR STOCK OF WILDFIRE, WHILE KEEPING A WATCHFUL EYE ON YOUR PLAYFIELD AND
COMBO MULTIPLIERS.

MULTIPLIERS

MULTIPLIERS ARE A MAJOR STRATEGY IN THE GAME. THE GAME IS DESIGNED TO ALLOW THE PLAYER TO BUILD UP
LARGE AWARDS IN VARIOUS PLACES AND TO BUILD UP MULTIPLIERS. THE MAGIC IS PUTTING THE TWO TOGETHER
AS OFTEN AS YOU CAN.

COMBO MULTIPLIERS: EACH TIME YOU SHOOT ONE OF THE 5 MAJOR SHOTS YOU WILL INCREASE SOME OF THE
OTHER COMBO MULTIPLIERS. YOU CAN INCREASE THEM TO A MAX OF 5X. THERE ARE 5 RED ARROWS, 1 PER
MAJOR SHOT. THESE ARROWS WILL BLINK AND TIME OUT TO INDICATE WHICH COMBO SHOTS ARE GREATER THAN
1X. IF THEY TIMEOUT ALL COMBO MULTIPLIERS WILL RETURN TO 1X.

PLAYFIELD MULTIPLIERS: SHOOTING THE BATTERING RAM WILL LIGHT AND THEN LATER COLLECT A PLAYFIELD
MULTIPLIER. PLAYFIELD MULTIPLIERS TIMEOUT AND EVENTUALLY TURN OFE. SHOOTING THE BATTERING RAM WILL
PROLONG THE TIME -
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OUT, ADDING BACK A FEW SECONDS. THE HIGHER VALUED MULTIPLIERS TIMEOUT FASTER THAN THE LOWER
VALUED MULTIPLIERS. PLAYFIELD MULTIPLIERS MULTIPLY ALL SCORES AWARDED TO THE PLAYER.

MULTIPLIED MULTIPLIERS: EACH TIME YOU COLLECT AN AWARD FROM A MAJOR SHOT, THE GAME WILL COMBINE
THE MULTIPLIERS. FOR EXAMPLE IF YOU HAVE 2X PLAYFIELD AND 3X COMBO ON THE SHOT, AWARDS COLLECTED
FROM THAT SHOT WILL BE WORTH 6X. THE BOTTOM OF THE DISPLAY KEEPS TRACK OF THE LEVEL OF THE 5 SHOTS;
SHOWING THE COMBINED MULTIPLIERS FOR EACH SHOT.

ALL MULTIPLIERS START AT 1X AT THE BEGINNING OF EACH BALL.

[RON BANK: [F YOU HAVE MULTIPLIERS THAT ARE GREATER THAN 1X, THE ACTION BUTTON WILL PULSE IN YOUR
HOUSE COLOR. ONCE PER BALL YOU MAY PRESS THE ACTION BUTTON TO CASH IN ALL OF YOUR MULTIPLIERS FOR
POINTS AND YOUR MULTIPLIERS WILL ALL GO TO 1X. THE SCORING OF POINTS IS EXPONENTIAL. HIGH LEVEL
MULTIPLIERS ARE VERY LUCRATIVE.

SOMETIMES YOU WILL HAVE TO MAKE TOUGH DECISIONS. IDEALLY, YOU WILL CASH IN WHEN YOUR MULTIPLIERS
ARE HUGE, BUT YOU MIGHT WANT TO THINK ABOUT IT. YOUR NEXT 20X JACKPOT MAY BE VERY VALUABLE ALSO. IF
THE VERY LARGE MULTIPLIERS ARE CLOSE TO TIMING OUT, YOU MAY WANT TO CASH IN YOUR J[RON BANK
MULTIPLIED POINTS BEFORE THE TIMER RUNS OUT.

TiP: HIT THE ACTION BUTTON AS THE BALL DRAINS JUST IN CASE YOU HAVE IRON BANK POINTS AVAILABLE. SINCE
YOU CAN ONLY CASH IN ONCE PER BALL, YOU WILL LEAVE SOME POINTS ON THE TABLE IF YOU DON'T.

POP BUMPERS

EACH OF THE THREE POP BUMPERS WHEN HIT WILL CHANGE WHICH AWARD IT WANTS THE COLLECTIVE SET TO
AWARD. WHEN TWO OF THE BUMPERS AGREE THEY WILL LOCK IN AND WAIT FOR THE THIRD TO MATCH THE FIRST
TWO. WHEN ALL THREE POP BUMPER AWARDS MATCH, THEY WILL AWARD THAT FEATURE.

SOME OF THE FEATURES THE POP BUMPERS CAN AWARD:
» +200 GOLD

> +5 WILDFIRE

> LIGHT EXTRA BALL

> ADVANCE WALL MULTIBALL

> INCREASE WINTER IS COMING

» AWARD SPECIAL

OFTEN, THE POP BUMPERS WILL ISSUE SEVERAL AWARDS IN A ROW.

TIP: [F THE POP BUMPERS ARE ABOUT TO AWARD SOMETHING INTERESTING, FOR EXAMPLE LIGHT EXTRA BALL,
SHOOT THE BALL BACK TO THE TOP LANES AND COLLECT IT!

HOUSE MODES
TO REACH THE IRON THRONE YOU NEED TO COMPLETE ALL 7 HOUSES, INCLUDING YOUR OWN.

LIGHTING HOUSES: AT THE START OF THE GAME, EACH HOUSE THAT IS NOT CURRENTLY LIT HAS A
CORRESPONDING SHOT THAT WILL LIGHT IT. AFTER COMPLETING THE SHOT 3 TIMES, THE HOUSE WILL BE LIT.
YOU KNOW A HOUSE IS LIT BECAUSE
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-THEIR SHIELD WILL BE BLINKING. THE SHOTS ARE COLOR CODED AND ARE THE SAME COLOR AS THE HOUSE
SHIELD. THE BLUE SHOT WILL LIGHT THE BLUE HOUSE, (TARGARYEN); THE RED SHOT WILL LIGHT THE RED
HOUSE, (LANNISTER); AND SO ON.

AFTER YOU LIGHT A HOUSE, IT WILL ICE-OVER AND CHANGE ITS COLOR TO ICE BLUE. SEE ICING-OVER &
WINTER IS COMING, BELOW.

LIGHTING HOUSES IS LUCRATIVE. THE POINTS YOU RECEIVE BUILD WITH EACH SHOT, REGARDLESS OF THE HOUSE
YOU ARE ADVANCING. ALSO, THE FASTER YOU ADVANCE THOSE HOUSES THE HIGHER THE VALUE BUILDS.

EACH TIME YOU LIGHT A HOUSE, CHOOSE YOUR BATTLE WILL LIGHT.

CHOOSE YOUR BATTLE

SHOOT THE LEFT RAMP WHEN CHOOSE YOUR BATTLE IS LIT. THE BALL WILL STOP AT THE SWORD OF MULTIBALL
AND GIVE YOU A FEW MOMENTS TO SELECT WHICH HOUSE MODE(S) YOU WOULD LIKE TO PLAY. YOU CAN BATTLE
ONE HOUSE ALONE OR TWO HOUSES SIMULTANEOUSLY.

HOUSE TARGARYEN DEFEAT ALL THREE DRAGONS ONE AT A TIME.
HOUSE STARK HELP ARYA TRAIN TO BE AN ASSASSIN.
HOUSE BARATHEON HELP STANNIS FIGHT THE WILDLINGS.
HOUSE LANNISTER  HELP JAIME RESCUE MYRCELLA

HOUSE GREYJOY HELP THEON GREYJOY TAKE WINTERFELL

HOUSE TYRELL HELP LORD LORAS JOUST AGAINST THE MOUNTAIN
HOUSE MARTELL HELP THE VIPER DEFEAT THE MOUNTAIN IN A TRIAL BY COMBAT

THE GAME WILL ALLOW YOU TO PLAY ANY HOUSE MODE YOU HAVE LIT OR YOU CAN CHOOSE TO PASS AND NOT
PLAY ANY AT THAT MOMENT. SINCE YOU CAN PLAY ZERO, ONE, OR TWO HOUSE MODES AT ONCE, THERE ARE
INTERESTING DECISIONS TO BE MADE; CHOOSING WHICH HOUSES TO PLAY TOGETHER, WHICH TO PLAY ALONE,
AND WHEN TO PASS. THIS CHOICE OFTEN ENTERS INTO THE REALM OF PERSONAL PLAY STYLE.

WHY PASS ON A BATTLE?

THESE ARE THE MAIN REASONS TO PASS ON A BATTLE:

> YOU DON'T WANT TO PLAY THE MODE BECAUSE IT IS BETTER STACKED WITH OTHER MODES.

> YOU WANT TO CONTINUE TO PLAY THE MAIN-PLAY FEATURES LIKE LIGHTING OTHER MODES BECAUSE YOU ARE
ON A ROLL AND YOU WANT TO CONTINUE.

> YOU DON'T WANT TO PLAY NOW BECAUSE YOU WANT TO PLAY ANOTHER MODE FIRST AND IT IS NOT LIT YET.

> YOU WANT TO STACK THE MODE(S) WITH BLACKWATER MULTIBALL BUT YOU NEED TO LOCK MORE BALLS FIRST.

[F A HOUSE MODE IS NOT COMPLETE WHEN THE TIME RUNS OUT OR WHEN THE BALL DRAINS THE GAME WILL
REMEMBER YOUR PROGRESS MOST OF THE TIME. SOME HOUSE MODES, BECAUSE OF THEIR NATURE, START OVER
FROM THE BEGINNING WHEN YOU START THEM AGAIN. OFTEN, THE BEST STRATEGY IS TO PAIR MODES THAT USE
THE SAME SHOTS. YOU WILL KILL TWO BIRDS WITH EACH SHOT.

REMEMBER: SOME HOUSE MODES CHANGE THE SHOTS NEEDED TO COMPLETE THE HOUSE MODE ON YOUR
PROGRESSION WITHIN THE MODE.
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HOUSE MODES MUST BE COMPLETED BEFORE THEIR SHIELD WILL LIGHT SOLID (NOT BLINKING), MARKING THEM
COMPLETE. COMPLETING MODES WILL EVENTUALLY LIGHT EXTRA BALL. COMPLETING 4 HOUSE MODES STARTS
HAND OF THE KING MINI WIZARD MODE. COMPLETING ALL 7 HOUSE MODES ARE REQUIRED TO START THE
IRON THRONE WIZARD MODE. EACH HOUSE MODE YOU COMPLETE WILL LIGHT SWORDS.

SWORDS: WHEN SWORDS IS LIT, SHOOT THE RIGHT RAMP TO COLLECT A RANDOM SWORD. SWORDS ARE
NEEDED TO UNLOCK HIGHER LEVELS OF COMBO AND PLAYFIELD MULTIPLIERS.

ACHIEVING YOUR FIRST FEW HOUSE MODES MAY BE LESS LUCRATIVE THAN YOUR NEXT FEW. FOR SOME PLAYERS,
THIS WILL BE A REASON TO CAREFULLY SELECT THE ORDER YOU PLAY THE HOUSE MODES. AN EXAMPLE OF A
REASON TO PASS WOULD BE THAT YOU DON'T WANT TO BATTLE A CERTAIN HOUSE BECAUSE YOU WANT TO PLAY A
DIFFERENT HOUSE MODE FIRST, AND IT ISN'T LIT YET.

MIDGAME MAIN PLAY
BY NOW, YOU HAVE PLAYED BUT MAYBE NOT COMPLETED ONE OR MORE HOUSE MODES, COLLECTED SOME GOLD,
LOCKED SOME BALLS, AND ADVANCED THE WALL MULTIBALL.

ICING-OVER AND WINTER IS COMING

SHOOTING SHOTS THAT ARE ICE BLUE IN COLOR WILL GROW THE WINTER IS COMING HURRY-UP VALUE. ANY ICE
BLUE SHOT WILL GROW THE VALUE AND ADVANCE YOU TO THE HURRY UP. THE FASTER YOU SHOOT THEM THE
HIGHER THE VALUE WILL GROW. AFTER SHOOTING THE THIRD ICE BLUE SHOT, THE HURRY UP WILL START FOR
THAT SHOT. WHEN YOU COMPLETE IT, THE SHOT WILL THEN TURN THE COLOR OF YOUR HOUSE. YOU HAVE NOW
CONQUERED THAT SHOT.

COMPLETING HURRY UPS WILL EVENTUALLY START THE WINTER HAS COME WIZARD MODE.

BLACKWATER MULTIBALL

THIS 1S THE MAIN MULTIBALL OF THE GAME. TO START THIS YOU NEED TO LOCK THREE BALLS. TO DO WELL YOU
NEED TO BUILD UP YOUR WILDFIRE FIRST. THE RIGHT TWO BANK WILL LIGHT LOCK AND IT WILL LIGHT WILDFIRE.
WHEN LOCK IS LIT, SHOOT THE LEFT RAMP TO LOCK A BALL.

WILDFIRE: THE MORE WILDFIRE YOU HAVE, THE LARGER YOUR JACKPOT AND SUPER JACKPOT AWARDS WILL BE.
YOU CAN COLLECT WILDFIRE FROM MANY PLACES, BUT WILDFIRE MINI MODE IS THE BEST PLACE TO GET MORE
WILDFIRE, QUICKER.

HIT THE BATTERING RAM WHEN WILDFIRE IS LIT. THIS WILL START A WILDFIRE MINI MODE. FOR THE NEXT FEW
SECONDS THE BATTERING RAM WILL AWARD +10 WILDFIRE EACH TIME YOU HIT IT.

AT THE START OF BLACKWATER MULTIBALL, YOUR WILDFIRE IS CASHED IN TO BUILD YOUR JACKPOT VALUE.

BATTLE FOR THE WALL MULTIBALL

COMPLETING THE TOP LANES MOVES THE CLOCK ONE STEP CLOSER TO THE INEVITABLE BATTLE AGAINST THE
WILDINGS. WHEN THE CLOCK COUNTS DOWN, THE MULTIBALL WILL BE READY AT THE DRAGON SHOT. SHOOT
THE DRAGON SHOT TO START. THE JACKPOT VALUE FOR THIS MULTIBALL CAN BE INCREASED BY CHOOSING AND
COLLECTING MYSTERY FEATURE AND POP BUMPERS AWARDS.
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