Chicago Coin Pirate Gold

Release Notes

Rules

There is little information regarding the rules of this game. I asked around but no-one seems to know what they are so I had to make an educated guess. Even thought the rule card is clearly readable on some pictures it is of little help.

The rules of Pirate Gold revolve around the bonus. It seems to me that there is nothing to accumulate on this table except for the bonus. As such everything lights when you get to 500 bonus. This includes the top lane extra ball, the red bumper lights for 100, scoring 100 for the left and right upper lanes, the horseshoe lane lights for 1000 (the 500 light stays on but the 1000 light is also lit) and the special on the outlanes lights. I considered the possibility that some things light separately as the bonus climbs (eg: the bottom bonus lights could light when bonus reaches 300) but I think that is too complicated.

The lanes at the top of the playfield and the outlanes alternate by hitting the slingshots. When the left top lane is lit, the right outlane is lit. If special is lit it also alternates such that if the left bonus outlane is lit then the right special outlane is lit.

The blue bumpers are worth 10 points all the time so they are always lit. The horseshoe lane is worth 500 or 1000 (it states this on the flyer) so the 500 light for the horseshoe is always lit.

If you do find out the rules, send me a Private Message at VPForums – I’m DavidSSS

Gameplay

When I initially started playing this game it was just too easy. As such I have shortened the flippers a little and made the slingshots above the outlanes a bit weaker to make it harder to nudge the ball away from the outlanes – it’s still not that hard.

The main thing to watch is the slingshots. Pictures of the machine indicate slingshots above the outlanes so I have made slingshots there in addition to the traditional place above the flippers. It is difficult to control the ball on the bottom of the playfield and also difficult to get the ball up to the top with the little flippers.

Modes

This game was switchable between Add A Ball and Replay. As such this reproduction is switchable. Press A for Add A Ball or R for Replay mode. The machine always starts on replay mode. When you switch the scorecard changes and since the high scores are kept separately for each mode this changes too. Match numbers only work on replay mode. Next to the match numbers are lights for added balls. I have allowed for players to accumulate up to 3 added balls in Add A Ball mode and the number of balls accumulated is indicated by the spots which light up on the backglass next to the match numbers.

Included

In the zip file is the table, a screenshot, the flyer, release notes, and fonts. You need the fonts for the spots on the backglass although the font is wingdings so it could be on any computer.

Permissions

This game can only be distributed for free. Do not sell on a CD (
