
• 9-18: Humanoid lamps (10 lit at start)
• 19-23: Left Mutant lamps
• 24-28: Right Mutant lamps
• 29-33: Humanoid value lamps, mark progress of Lander Waves
• 34-38: Humanoid value multipliers
• 39-42: Bomber lanes
• 43-48: Swarmer lamps
• 49-51: Smart Bomb lamps

Waves: during each wave 15 Lander drop targets will light at random (in left and right target banks) trying to 
capture Humanoids; hit these targets to clear the wave.  If you fail to hit a target, a Humanoid will be captured 
and the Mutant lamp will flash.  If you still fail to hit the drop target, the Humanoid is lost and the Lander target 
will disappear, revealing a Mutant Bulls-Eye target.  Completing a Wave scores the Humanoid value x number 
of lit Humanoids.  Every 5th wave awards Extra Ball and restores 10 Humanoids.  

Bomber lanes: completing these will Advance Bonus multiplier and light the left drain lane for Reverse
(activate Reverse with left Magna-Save).  Achieving 10x multiplier lights Bull’s Eye for Warp; hitting Warp 
advances player by three Waves.  There is a “lane change” switch just above the right flipper.  Hitting that will 
rotate the Bomber lit lamps.  

Pods: hitting a Pod target lights a random number of Swarmer lamps.  Destroy Swarmers by hitting Swarmer
Bull’s Eye or Swarmer Standup targets.  Destroying all Swarmers from both Pod targets opens Return gate

Multi-Ball: lock 2 balls in the Trough to light Bull’s Eye (which one?): hitting this will release all captured balls.  
Locking the 3rd ball will start Multi-Ball.

Smart Bombs: activate with right Magna-Save to eliminate all Landers, Baiters and Swarmers on playfield.  Will 
complete a Wave if all Landers have appeared, and no Mutants exist.  Completing odd-numbered Waves 
awards extra Smart Bomb
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• 52-54: Ball Lock lamps
• 55-57: Baiter blockers
• 58: Extra Ball lamp
• 59: Warp lamp
• 60: Multi-Ball lamp
• 61: Reverse
• 62: Return Gate
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