NOLIMIT CITY | ROADKILL

Roadkill

Every year - Millions of animals around the world are roadkill'd.

It's about damn time they took a stand - and took things into their own
paws. Papa Bear, Fred the Rabbit and Deer Joe are here, and they're
not taking any sh!t from anyone.

HIGHLIGHTS

e Call to Arms Respin
e Team Assemble / Junkyard Assault
¢ 11,091x Max win

GENERAL INFORMATION

RTP Options 96.05% , 94.11% (DX1), 92.07% (DX2)

RTP Base Game / Bonus Mode(s)* 64.18% / 31.87%

Volatility 8 (High)

Max Win 11,091x (1 in 25 M spins with the 96.09% RTP Option)

Free Spin Frequency 1in 239 Spins

Win 100x Bet 1in 734 Spins

Min Bet / Max Bet €£$ 0.20 / €£$ 200

Reels x Rows 3x5

NLC Direct GamelD RoadKill / RoadKillDX1 / RoadKilIDX2 / RoadKillDX4**

OSS Table ID roadkill00000000 / roadkilldx100000 / roadkilldx200000 / roadkilldx400000**

*Bonus RTP includes any possible upgrades* ** DX4 is for use in DE Market only
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GAME FEATURES

Call to Arms

Two Scatter symbols triggers the Call To Arms and applies two
normal hearts.

If the third Scatter symbol lands during this mode, it triggers
Team Assemble Freespins and restores any normal hearts
which has been lost.

The game mode ends as soon there are no more hearts left.

Collectors

The Collector is enabled whenever a Jumping Wild animal is in
play.

Each Collector has a visual connection to its corresponding
Jumping Wild by color and type.

Whenever a car gets stopped by the Jumping Wild, increases
the corresponding Collector value by 1.

If the Collector reaches its cap count by 5, it triggers the
upgrade feature by enhancing its Jumping Wild depending on
the type.

When upgrade feature is being triggered, upgrade a normal
heart to become an armored heart from left at the heart list.

If any heart is missing, add an armored heart from the left on
the heart list instead.

The Collectors counter gets removed if the cap has been
reached.

Papa Bear

Acts as a Jumping Wild by moving to a random position inside the Battle Area(reel 2, 3 and 4),
between rounds.

Below explains how the Papa Bear Wild works:

* When active, a general multiplier gets enabled.

* Tries to move 1 step every second spin and in any direction.

* Can only block a car once by damaging it for two hit points from left and right.

* Whenever a car gets stopped, increase the general multiplier by 1x to maximum of 5x and its
Collector by one.

If its Collector reaches the cap by 5:

* Apply a permanent x2 multiplier on the Jumping Wild until the end of the bet.

Fred The Rabbit

Acts as a Jumping Wild by moving to a random position inside the Battle Area(reel 2, 3 and 4),
between rounds.

Below explains how the Fred The Rabbit works:

* Acts as a Trapper.

* Moves anywhere on every spin inside the Battle Area.

* Can block a car multiple times by damaging it for one hit point from left and right.

* Whenever a car has been stopped, it leaves behind a Wild from its current position then jumps
to a new empty position.

If its Collector reaches the cap by 5:
During its first jump, apply a Trap once on its starting position.

The Trap can only block and damage a car once and turns itself to a Wild if the car got stopped
by it. If the Trap fails to stop or hit any car, it gets removed before the spin stops.

Deer Joe

Acts as a Jumping Wild by moving to a random position inside the Battle Area (reel 2, 3 and 4),
between rounds.

Below explains how Deer Joe works:

* Acts as a Split Wild and triggers only if it blocks a car.

* Tries to move 1 step on every spin and in any direction.

e Can only block a car once by damaging it for one hit point from left and right.

* Whenever a car gets blocked, it splits all the symbols on the same row and direction where the
car comes from.

If its Collector reaches the cap by 5, the Split feature will now slice all the rows instead of one.
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GAME FEATURES

Hilly and Billy Cars

Gets enabled whenever animals are in play and triggers only between
spins.

There are two types of cars:
Green - Hilly’s Car (1 Hit point)

e Always comes in first on every round.
* Requires to be hit once to be stopped.

Red - Billy’s Car (2 Hit points)

® Only comes in on every fifth round during Team Assemble or no every
round during Junkyard Assault.
* Requires to be hit twice to be stopped.

Whenever any car comes into play, it travels across the reel area starting
from the right side and on a random row.

If a Jumping Wild manages to block the car, remove one hit point from
it. If its hit-point reaches zero, the car gets stopped.

If the car manages to traverse the area from the right without getting
stopped, the car will pick again a random row and traverse starting from

the left side.

A successful back and forth will either damage an armoured heart or
remove a normal heart starting from the right on the heart list.

The feature stops whenever there are no more hearts in play.

—
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Roadblock

Gets triggered by collecting a total of 20 hits which gets enabled for the next spin.

The feature starts by restoring any normal hearts and transforms all the Jumping
Wilds to cover a whole row each on the Battle Area.

When applied, Hilly and Billy cars come into play and hits one row each randomly
and triggers a feature based on the row hit:

* Top - Adds one Wild randomly on reel 5.
* Middle - Split all the rows on Reel 5.
* Bottom - Multiply the 3x3 Wild by Two

This order will always be the same and each row can be hit twice.

When both of the cars have been stopped, all three of the rows now convert into
one big 3x3 Wild, covering the whole Battle Area.

After the payout has been done, the 3x3 Wild now splits back into the Jumping
Wilds and the Total Collector now starts from O.
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GAME FEATURES

Team Assemble

Triggers by having collected a total of 3 Scatters during the Base Game or
Call To Armes.

When triggered, apply three hearts or restore any normal hearts that have
been lost.

Kings of the Road
The Red car gets enabled and comes in together with the green car during

every fifth spin. The max payout of the game is 11,091 times the base bet.

Can traverse to the bonus feature Junkyard Assault if all three of the When the total win exceeds this amount, the game round will end and
Jumping Wilds have been upgraded. 11,091 times the base bet is awarded.

The game mode ends as soon as there are no more hearts left.

INaxgwin

Junkyard Assault

Triggers only if all the three Jumping Wilds have been upgraded.

When triggered, apply three hearts or restore any normal hearts that have
been lost.

The red car now comes into play on every spin as same as the green car.

The Jumping Wilds individual Collectors get replaced with one Total
Collector starting from O which now triggers the Roadblock every time it
reaches its cap.

The game mode ends as soon as there are no more hearts left.
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GAME FEATURES

Nolimit Bonus Buy

Buy your way straight into the different bonus features, ranging from 100x to 500 times the base bet.
The Nolimit Bonus feature may however be removed in some regulated markets.

® Team Assemble Bonus can be bought for 60 times bet, maximum possible bet is €100.00.

e Junkyard Assault Bonus can be bought for 500 times the bet, maximum possible bet is €100.00.

* Lucky Draw can be bought for 200 times the bet, maximum possible bet is €100.00.
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GAME IDs & RTPs

UP TO 99 CONNECTED WIN WAYS

WIN

DESKTOP + MOBILE

NLC Direct Game ID Description OSS Game Type OSS Table ID RTP
RoadKill Standard Version roadkill roadkill00000000 96.05%
RoadKillDX1 DX1 Version roadkill roadkilldx100000 94.11%
RoadKillDX2 DX2 Version roadkill roadkilldx200000 92.07%
RoadKillDX4 DX4 Version* roadkill roadkilldx400000 LT

For Evolution One Stop Shop (OSS) integration, please use the "OSS Game Type " and "OSS ID "
*DX4 is for use in DE Market only

To download the promo pack, please visit the
Operator section on our website

https://www.nolimitcity.com/operator/

totawin 46.30 BALANCE 1024.30
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