
Stern’s Elvis Review and Tips 
  
Playfield description:  
The bottom of the playfield has the standard 2-flipper, 2 slingshots, 2 in-lanes, 2 out-lane layout. 
The left in-lane/right ramp combo awards 2 Screaming Fans (yes they do scream) and doubles 
the score. Each Screaming Fan gives a 500k end of ball bonus. The right in-lane lights the left 
loop ready for the Blue Suede Shoes mode and inner loop shots. The out-lanes award a 500K 
bonus when lit for “Elvis has left the building”. This seems to be a last ball/end of game award.  
On the lower playfield above the flippers are a whole bunch of important light panels 
The 5 modes or “Feature Hits” of the game are represented by the yellow Hound Dog, Blue 
Suede Shoes, Heart Break Hotel, Jailhouse Rock and All Shook Up light panels. These indicate 
when modes have been completed.  
Above these are the 10 Blue Note/Top Ten Count Down lamps, that indicate how many of the 10 
Blue Notes have been collected,   
Above these there are 3 panels that indicate when the all Features and Top Ten Countdown are 
complete and all Gifts from Elvis are collected. When all three of these are lit, the Graceland 
wizard mode is available. 
Moving around the remainder of the playfield from left to right. 
 
Elvis Drop Targets: are on the left with. Light panels in front are used to indicate the moving 
skill shot. Downing all 5 targets score lights a Gift from Elvis. The 5 Gifts from Elvis indicator 
lights are on a banner on the left, above up above the targets. Scores begin at 20K per target and 
375K for completing all 5. Both scores increase as the game progresses and the completion 
awards increase 125K each, time until it reaches 1m. Larger bonus scores are available when 
collecting certain Gifts more than once.  
 
Left orbit: has a spinner at the entrance together with shot indicator panels. These are a white 
arrow jackpot/shot indicator, blue suede shoes, “All” for “all shook up” and a blue note/top ten 
count down panel. The orbit is open during certain modes of the game such as Blue Suede Shoes, 
when it feeds all the way around to the top right flipper, for a cross playfield shot. At other times 
it is blocked to divert the ball to the roll-overs and pop bumpers. 
 
Left Ramp: This sweet shot takes the ball over the mini-playfield, past the upper right flipper for 
a potential Graceland shot and back down to the left in lane. It has shot indicator panels of a 
white arrow jackpot/shot indicator, “Shook” for “all shook up” and a blue note/top ten count 
down panel. 
 
Hound Dog Target: A good hit on this target launches the Hound Hog up a pole. It has two 
yellow lights in front of it. Hit it enough times and you start the Hound Dog frenzy mode 
Taking Care of Business (TCB) targets: These are 3 stand-ups in, near the top of the playfield 
that are angled right towards the rollovers. Hitting all three starts a 20 seconds of double scoring-
very useful 
 
KING targets: The 4 King stand-ups and angled left and just below TCB. They relight the Scarf 
target and therefore give semi-random awards. They are also feature during the King of Rock 
and Roll, Gift from Elvis mode. 



 
Top Saucer: This is very important. It is accessed by a left orbit shot or a lucky bounce from the 
rollover lanes or pop bumpers. All Gifts from Elvis and EB’s are collected here. It is also the 
shot used to start the Graceland Wizard mode. 
 
Pop Bumpers: Are below the rollovers and can be accessed either through the rollovers or from a 
deflection from the TCB targets. Balls can exit to the Jailhouse Saucer, down the right to the top 
right flipper or get bumped out of the top to the TCB targets, from which there is a danger of a 
drain SDTM. Sometimes balls can be bounced up for a lucky saucer shot. 
 
Dancing Elvis toy: This doesn’t operate all the time but Elvis boogie’s and sings at the start of 
the game and when Elvis sings a the start of most modes. Great fun but doesn’t affect play. 
Scarf Target: is between the King Targets and Jailhouse and awards lots of useful stiff e.g. adds a 
ball during multiball (MB), extends timers, progresses play towards features etc. 
 
Jailhouse Saucer: Shots here register ball locks towards Jailhouse MB. It is a tight shot from 
either flipper and can also be accessed by balls draining from the bumpers 
 
Right Ramp: another sweet ramp that takes the ball over the mini-playfield and back down to the 
right in lane. It has shot indicator panels of a white arrow jackpot/shot indicator, “Up” for “All 
Shook Up” and a blue note/top ten count down panel. 
 
Right loop: This is actually a partial loop leading to the top saucer. A weak shot will go through 
the rollovers and into the bumpers. This is an important shot to get goodies from the saucer (see 
Top Saucer). It has shot indicator panels of a white arrow jackpot/shot indicator, Extra Ball and a 
Blue Note/Top Ten Countdown panel. This lane has an indicator gate that can register shots upon 
ball contact even if the ball fails to make it all the way around. 
 
Top right Flipper & Magnet: are both at the entrance to the right loop shot. The magnet is used to 
hold shots around the inner or left loops and then releases to the top right flipper/inner loop 
shots. This is used often in the game and especially in “Blue Suede Shoes”. 
 
Plunger lane: This has both an auto and manual plunge mechanism. The angled lane means that 
manual skill shots can be made at a moving light shot at the drop targets or at a partial inner loop 
shot at a lit rollover. I always go for the rollover as the drop target shot is both difficult and 
dangerous. The first successful shot scores 250K and this increases by +50K for each subsequent 
skill shot. 
 
The upper playfield: It consists of a transparent playfield across the top of the playfield. It has a 
flipper on the left and a model of the Graceland Mansion on the right. A left ramp shot takes the 
ball in front of the flipper for a Graceland shot. Graceland has two targets and a door facing the 
flipper. Hitting them will open the door for a tricky Heartbreak Hotel lock shot. A right ramp 
shot flows over the top playfield and back to the in lane.  
 
Playing the Game (Rules): “The object of ELVIS® is to collect Elvis songs, win the Top-Ten 
Countdown, and collect points by spelling out the name E-L-V-I-S. The player can then compete 
for the highest reward...a trip to Graceland!”  



 
Game Adjustments:  It is worth mentioning that there are many ways to adjust the difficulty of 
this game in the Adjustment menu and that the out lanes posts have 4 possible positions. There 
are also a number of random awards in the game. I suspect this is a deliberate effort to engage 
novice players and allow them to access some of the more interesting aspects of the game. A 
good move I think but if the game is being played competitively then it should be adjusted to one 
of the tournament play modes. 
 
Feature Hits (Modes). 
 
Hound Dog, A frenzy with switches scoring 50,000 but increasing by 500 with each score. 
Blue Suede Shoes:  Loop or shots around the left orbit score 500K, which increased by 500 for 
each shot made, until it maxes at 1m. 
 
Heart Break Hotel is a multiball mode. Big points are earned through hitting Graceland for 
Jackpot. The problem with this is that it is hard to do. 1 hit awards 1.1m + 100K per hit, 2 hits + 
500K+1.8m, 3 hits +500K + 2.7m, 5 hits 3.8m and then back to the start. 
 
Jailhouse Rock: A 2 ball MB, although more can and usually will be added. Hitting the Jailhouse 
saucer awards jackpots increasing at 1000 each time starting at 7000. By the time you spell 
Jailbreak it is worth 354K 
 
All Shook Up: is a Frenzy mode, where jackpots give worthwhile but random awards in balance 
with the rest of the game. 
 
Top Ten Count Down: You need to collect ten blue notes as indicated by the Blue Note light 
panels. There is normally one or two lit during the game but you can also add them by hitting the 
“Spots Note” target just above the right out lane. 
 
Gifts from Elvis (5 in all): 

1.      Flip Flip Dance Dance (Video Mode): There are three difficulty to pick from with the flipper 
buttons at the start of the mode. Awards are typically 2m+, increasing to around a possible 5-
10m on the more difficult runs. 

2.      King of Rock and roll: This is a cool Frenzy mode with good music during which you have to hit 
5 of the KING targets as a score counts down. The maximum possible score is 5m. 

3.      Gold Records: Not sure how this is calculated but awards are 1.1m+? X the number of records 
collected, typically X3 or X4. 

4.      Light Extra Ball: This and all other EB’s are collected from the top saucer 
5.      Collect an ENCORE letter. 

ENCORE: is a 4 ball play mode at the end of the game like Twilight Zone’s “Lost In The 
Zone”. It lasts for 35 seconds after which the flippers die and the balls drain. It is awarded during 
a game when all of the ENCORE letters have been lit on the back panel. 
Graceland: OK let’s have a bit of laid back plinky plonk piano music in the background while 
we “tour the mansion”. The wizard mode is explained in the dot matrix before 4 balls are 
launched into play. Collecting 5 jackpots before the timer runs out will move you to the next 



room and there is a ball saver during which balls are auto plunged at the start of each room. 
There are 5 rooms in all with their own individual signature tunes as follows: 
Music Room: Collect the “musical notes” for Jackpots starting from 2.2m and maxing to 4.4m 
TV room: Collect the lit jackpots (white arrows) for 4.5-5m   
Billiard room: Collect jackpots for 5m+ 
Jungle room: Jackpots now start at 8.6m 
Trophy Room: Random Jackpots of between 5-10m. 
If you complete all the rooms you go back to the Music Room and begin again. 
 
Game Tips: Elvis is an intuitive game but I can share a few tips to help get high scores and to 
Graceland. 
 
Throughout the game the displays show a lot of information on your progress towards features 
such as multiballs etc. but you should also listen to the shout outs from the Elvis impersonator.  
He gives occasional useful instructions such as “shoot the dog” or “go to the Hotel”.  
The ramps and inner loop are the safest shots in the game. The more dangerous shots are the 
drop targets, the Spot Note target and the Jailhouse Saucer shot. The Hound Dog target is also 
tricky and can send the ball SDTM so you may want to leave this mode until you have a spare 
ball or two.  
  
Shooting the ELVIS drop targets can result in drains as the ball is wild. I find it useful to knock a 
few down when the ball saver is on, either at the start of a ball or the start of or during MB’s. 
Lighting Gifts for Elvis and collecting stuff from the top saucer is both important and worthwhile 
so you can’t ignore it for long. 
  
In MB or frenzy modes where all switches count big, shooting the spinner/bumper combination 
is the best way to big points.  
  
During MB don’t forget to send a few shots up the centre of the table to start 2x scoring and also 
light, and then hit the scarf target to add-a-ball.  
  
The Scarf Target is always worth a shot because it can help progress towards game modes, such 
as Hound Dog or the multiballs or it can sometimes light a Gift from Elvis. 
  
I tend to ignore the Blue Notes (Top Ten Countdown), until Gifts and Features are complete, as 
by then I have typically earned around 5-7 Notes. I then concentrate on the remainder in order to 
get to Graceland. The “Spots Note” stand-up is a dangerous shot so you may prefer to ignore it 
or wait for a ball saver or MB before shooting it. 
  
Don’t ignore your Screaming Fans (left in-lane right ramp combo) as it is relatively safe and can 
give a decent bonus in a long game. 
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