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DIMORPHODON 
Hit any two loop shots. 

TUPANDACTYLUS 
Hit the Eject Hole two times. 

HATZEGOPTERYX 
Hit the pop bumpers 10 times. 

POP BUMPER PROGRESSION 
The pop bumpers represent increasing turbulence in the skies. Each hit scores 
points and advances toward higher scoring tiers. Progress carries over throughout 
the game. 

• Tier 1: Calm Air: Pop bumpers score 10,000 points.
• Tier 2: Rising Winds: After 20 hits, pop bumpers score 25,000 points.
• Tier 3: Sky Chaos: After 50 hits, pop bumpers score 50,000 points.
• Tier 4: Savage Winds: After 100 hits, pop bumpers score 100,000 points.
• Tier 5: Titan Storm: After 150 hits, pop bumpers score 250,000 points.

BONUS SCORING 
• Sky Bonus: Complete S-K-Y during a mode or while Start Mode is lit to score 1 mil-

lion points.
• Titan Bonus: Complete T-I-T-A-N outside of Quetzalcoatlus mode to score 1 million 

points.
• Soar Bonus: Complete S-O-A-R when the Bonus Multiplier is at 10X to score 1 mil-

lion points.

EXTRA BALLS 
Extra balls are awarded: 
• At 250 million points
• First time Sky Titan Multiball is activated
• When the Flight of the Titans Wizard Mode is activated

MULTIPLIER 
The multiplier increases the value of the End-of-Ball Bonus. To advance the multipli-
er, complete the S-O-A-R rollovers. Lit rollovers can be rotated using the �ippers. 
Each completion advances the multiplier by 2 times, up to a maximum of 10 times. 
After achieving the 10 times multiplier, completing the rollovers awards 1 million 
points. 
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