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HOW TO PLAY
By working the lever, players move the "Lady Bug" and .wipe

out all dots on the course.

Don't let the "Lady Bug" be eaten by the "enemf - preda-

tory insects (lucanus, longicorn, antFlion and rearhorse) that
cnise the "Lady Bug" around the screen. Use the turnstile to
allow the "Lady Bug" to dodge the "enemy''.

The predatory "enemy" insects cannot turn the turnstile.

When the "Lady Bug" hits the scull mark or is eaten up by an

"enemy" insect, it disappears.

r When players lose all the "Lady Bugs", the game is over'
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*The scores awarded when
various dots are eaten uP
by players'"LadY Bug" are
as follows:

When all S.P'E.C'l'A'L letters (red) have been eater

up, players are awarded another game.

When all E'X.T'R.A letters (yellow) have been eater

up, another "LadY Bug" is awarded.

Each time the blue p is eaten, the dot score multi
plies by 2X, 3X, 5X.
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By working the lever, move the "Lady Bug" and wipe out all dots ( n (51) on the course.

t1-JJ

When the "Lady Bug" hits the scull mark or is eaten by a predatory enemy insect, it disappears.

Predatory enemy insects will chase the "Lady Bug" around the screen. Use the turnstile to allow the
"Lady Bug" to dodge the enemy. (The enemy insects cannot turn the turnstile.)

lf you skillfully operate the turnsiile you can change course easily, effectively dodging the enemy
assau lt.

When the "Lady Bug" eats "vegetable dots" appearing at the center of the screen, a high score is
awarded.

When players lose all the "Lady Bugs", the game is over.

lst - gth highest scores for the day can enter their names on the screen (the number of letters can be

changed by dip switches).

SCOR E
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SPECIAL When all S. P. E. C. l. A. L. letters have been eaten up and if the feature dots remain
red, players are awarded another game.

EXTRA When all E. X. T. R. A. letters have been eaten up and if the feature dots remain yellow,
players are awarded another "Lady Bug".

When the I mark has been eaten up and if the feature dots remain blue, the dot
score multiplies by 2X, 3X, 5X.

BOM{JS
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Ill. l|ARIOlJS OPTIOI{AL STTTIilGS

A. SERVIGE SWITCHES AND DIP SWITCHES

o Dip Switch A

1. Number of Lady Bugs Given (SW1) 7. Difficulty of the Games (SW7, 8)
No. of Lady Buqs SWI

3 OFF
5 ON

2. Free Play (SW2)

Free Play SW2

Need Coin OFF
Free Play ON

.3. Game Style (SW3)

Style SW3
Table OFF

Upright ON

4. Screen StoppaEe (SW4)

Screen sw4
Normal OFF

Screen Stoppage ON

Positions of Volume Controller, Dip and
Service Switches

Volume controller

(a}1\ Ftat cabte connector

oNr---_-----l
---l ry loipswauFFl 1 
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8 |
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oN f--------l
orrl TTF I 

DiP sw B

K2 
MA,N

lE--l clRcurr
siirclE"w BoARD

1

Fig. 1 Positions of Volume Controller,
Dip and Service Switches

Service Switch
Pressing the service switch, the left-hand chute
is set and the number of credit/s increases.

Standard and Custom Price Settings

The garfie price set by a combina-
tion of dip SWs is displayed on the
monitor when coin credit is 0.

a) When the settings for right
and left chutes are the same,
"1 coin - 1 credit", "2 coins

3 credits", etc. are dis-
played.

b) When the settings for right
and left chutes are provided
d ifferently, their respective
contents can be displayed.

Difficultv SW7 SW8
1 (Beqinner) OFF OFF
2 OFF ON
3 ON OFF
4 (Advanced) ON ON

5. Automatic Renewal of Screen (SWs)

Automatic Screen SW5

Normal OFF
Auto Renewal of Screen ON

6. lnput Letters for High Score (SW6)

Number of Letters SW6

0 - 10 Letters OFF
0 - 3 Letters ON

o Dip Switch B (Coin & Credit)

Coin Cred it
Left-hand Chute Right-hand Chute

sw1 sw2 sw3 sw4 SW5 sw6 SW7 sw8
1 OFF OFF OFF OFF OFF OFF OFF OFF
z OFF OFF OFF ON OFF OFF OFF ON

OFF OFF ON OFF OFF OFF ON OFF

4 OFF OFF ON ON OFF OFF ON ON

5 OFF ON OFF OFF OFF ON OFF OFF

2 1 OFF ON OFF ON OFF ON OFF ON

2 ? OFF ON ON OFF OFF ON ON OFF

I OFF ON ON ON OFF ON ON ON

2 ON OFF OFF OFF ON OFF OFF OFF

I ON OFF OFF ON ON OFF OFF ON

I I ON OFF ON OFF ON OFF ON OFF

1 ON OFF ON ON ON OFF ON ON

ON ON OFF OFF ON ON OFF OFF
I 1 ON ON OFF ON ON ON OFF ON

1. ON ON ON OFF ON ON ON OFF
1 I ON ON ON ON ON ON ON ON
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