

http://www.sega.com

GAMEPLAY

CONTROLS

=7 CHARACTERS

PROLOGUE




PROLOGUE

A Disturbance on Angel Island

Discovering a sudden d|men5|onal breach in the
‘ _
atmosphere, evil genius Dr. Eggman detected a}*‘ *
wave signature emanating from/Angel Islanzd Realisin'g®=
that it could be a source of unspeakable pewer, he

immediately dispatched his;elite minions—the
Hard Boiled Heavies (HBH)—tolretrievelit.

Meanwhile, Sonic and Tailsiwereralsojtracking the;signal
but arrived a little late to the party—thelFBH w‘:ezrey

already there, excavatmg--ra mysterious gemstone out of
the ground. As they did so, space time suddenly warped
around them, catapulting them all to the Gréen Hill Zone.

g—
As the HBH rush to deliver the gemstor@to’ Dr. Eggman,\ | @ 9
it's up to Sonic, Tails & Knuckles to stop‘them. / —
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Don't let the Phantom Ruby get intc}‘tl‘n"e}wroné hands! ™\
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Self-procldimed evilfgenius
scientist and’' megalomaniac:
He's alwaysitryingitoktakeYoverkthe
world, but a' certainiblue
keeps.gettingiin,the way=

DR. EGGMAN ’ ﬂ

HARD]BOILEDJHEAVIES}(HBH)
WAYpowertullrebofarmydbuilbydD EgemanSfeyalltelhisfordersAthelkeavies:

Sueesssiully rEievee] e mysiEions
ayfewjofgtheirse

HEAVY KING

The leader of the
Hard Boiled Heavies.
Commands his elite
troop with a watchful
eye and a powerful
scepter.

HEAVY GUNNER HEAVY SHINOBI

A loose cannon that
packs serious
firepower. He often
flies by in a helicopter
to terrorize from
above.

A robot ninja that
uses Asterons as
shurikens. Watch out!
One swing from his
sword will freeze
you in your tracks.

butitsipowersfseemitolhavellcosened

CHARACTERS

HEAVY MAGICIAN HEAVY RIDER

A mystic performer
with bewildering
tricks up her sleeve.
With her shape-
shifting hat, she's
getting the band
back together.

A thrill-seeking robot
that pulls off daring
stunts. Better watch
out for her dangerous
jumps and her trusted
Motobug, Jimmy.



CLASSIC 2D PLATFORMER BASIC ACTIONS

liheYeriginal look and.feelloftheyamilizgZonespound flihis; by, ’ler 2 playerst
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Controls (Gamepad)
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Uselthis to
damagelenemies

HHTTIL openlitem .
boxes W e |

Wiiile still”

thatiwayfand T dibits Bl O el s .
gEe s ~ press onejofithezaction’s

Ytolcrouch Ay -rnm‘ mm‘ﬁhiﬁimni repeatedly, thenjreleaseN¥dtolperform

({Tiheggamescreenfwillkscrolllup .": _ @[m




Controls (Keyboard & Mouse)
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UNIQUE CHARACTER ACTIONS

—Sonic—

pjur ‘J)

||at’e‘ly ﬂn;. [h]ﬂ[ll]g
Q]w]ﬂcdl@[ly [Iyn

DROP DASI‘-I

FLY/SWIMA —Tails—

RressithelSpinfJumplbuttonirepeatedly,
{@{ﬁ]ynwm@mﬂmnmg@{ﬂ}n@m
nktofswimYAftefa¥shortiwhile¥rails
wﬂﬂﬂiﬁﬁ'@ﬂg@y@mmmﬂyﬁ]y@mwﬂmﬁ@m
limiteditime"
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S CONTROLS

BUDDY FLIGHT Em

andlrepeatedlylpressithe;Spi

Rressithe Jump]butten whiI

during @Jj@][m[p) tolhavelrailsitakexflight¥Senicican
button'to flyAi¥et

@ﬁ 1hll]£-3 [bsy n; githe'Sp
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touchktheYeround.
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nJump buttonloncelwhile
button, or:alleWingiSonicsieedto

W W W




'

S CONTROLS

GLIDE —Knuckles— WALL CLINB —Knuckles—

X = | Press and hold {H}ﬂ@ﬁ}) Jum @licle o & wallon m@aﬂwﬁﬁa@e
= | Jduringia jumpitofglide W[h]ﬂﬂ@‘ﬂd]ﬂ tolclinsfontollit4F [fﬂ@]@gy@ﬂﬂﬂll@éﬁﬂ
W %@ N puoulcanichanse d]lfl nfandfattacki

@I]ﬂmm[b uploddowniRress’the'SpinfJumg
@m@mﬂ@@byd]ﬂwﬂn; difirsHintokthem?® ntagain'to'let go.
Release lln.J){B:o)

straightitoltheYeround
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HESSENY button\a\t thettitle¥sc

® MANIA"MODE

flihelmainfstoryimodelofithisititle¥SelectiSonicRSenicI&
jlailsAiTailsforaknuckliestasjyounplayenfcharacter?

A compdiiive Mee 1o 2 Belin plesers can Sems
thelkeyboardloruseltwolcontrollersitelplay?

Various/bonus meees Winidn e thleckse as you
progress: throughlthe



MANIA‘|MODE

DATA SELECT
game slot

begin a'\newfadventureMoricontinue!
“NOISAVESt

BEGIN NEW ADVENTURE

Selectia¥lsloimarkedidNEVWaatolbeginkainew,
e Ve begihning. Yeur game
progress Wil be saveel avtionetfically s yeou

CHARACTER SELECT

' Winille cnecsing & slel; you camn alse saiee:
| S@mﬂ@yg@mﬂ@tmﬂ&mﬂg@wmw}ﬁ]@@a@y@w
playercharacter?

w/If,you select Sonic & Tails, Player 2 can control
Tails by using the relevant keys on the keyboard
or by using a'second controller.

{o

"NO SAVE" MODE

Select "NO SAVE" to play the game
without saving your progress. Play at your
own risk!

Select "SECRETS" to set additional bonus | NO SRUVE
features exclusive to playing on NO SAVE.
These are unlocked by collecting Medallions in the Bonus
Stage.

CONTINUE GAME

Selectfa¥slot{containingfexistingfgame
begin Act¥ifofithekfurthest Zone

datajto
reached"

& Take care when deleting saved(data as it cannot
be recovered.
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e MANIA WNODE
e——
GAME SCREEN PAUSE MENU \
—— g ; CONTINUE...... Resume gameplay N\
E'.’;}E; 792 g g | RESTART......... Restart from the beginning of the Act
o2 - EXIT..ccveenenenn. Exit and return to the main menu ’
‘ /
[ ¥Score]

Takea mm'b'mmmm losefallife®

(® Hyper,Ring
Displayed afteriyoulcollectialklyperiRing?

(® Remaining]Lives

The gamewilllendlifiyoulloselallifelwithlonlylonelremaining?




MANIAYNODE
BLAVINGRTHEIGATNE

Run, jump, glide and fly through a series of challenging Zones. Each Zone is comprised of two Acts. Defeat Dr. Eggman at

|thelend of each.‘_sefem‘lhl d Act andifree the animals to clear the Zone. lln - “!

HAZARDS
. T ™

ol Collect Rings as you progress. If you : Every Zone features an abundance of
are holding at least one Ring, you will a Spin Jump or Spin Dash to claim the
R % not be hurt when hit. The Rings you are § X | item inside. Items include extra Rings

il holding will be scattered though—try

to pick as many back up as you can! ;2%
- e

- - - .

.._. g | g |



STAR POST

SCORE, ", 1100 "SCORE ) 1100
TIHE"-"Ir"BE"{IE > ol WWTTMEy 1244”71
RINES " VTS Zuhende 3 RINGS Ce o 41

Pass through a Star Post to
activate it. If you lose a life LA :
_umuﬂjm]u'w E

and have lives remaining, you

will restart from the last Star B&S '*-I"' s DEONT . -
3 ] H ol =
£ 8 Post you activated. | s _ P These rocks seem
If you are carrying 25 or more " DIFFERENT ROUTES ‘ "' Sus.:?'ofs_'" i i

: : s
Rings when you activate a There are many possible # 't

Star Post, glittering stars will routes through each Act. | % P
Ry Sopcal above it Jump into | o Routes vary in difficulty, as #d T :%d —r— e
the stars to transport to the Bl well as reward. IR " A _.-ufR.?” througn the SEJ P
PBONUS STAGE. : " T : T . % ﬁ% ' ﬁ?:%
T \r =L Take the 1 1

| SCORE™, 1100 |, > - * upper route
it TIME 1”02”55 : / & - _pp
RINGS 28 | g/ "l AN | l vy
e, ,_ _

4 .
g W

| h.q*dﬁ#yv.:

T'.-t? ':F’.'
I N
L] & h| S
' it
: Il‘jjil!ll'r;rl: I 1 - : - -

Take the lower route i

Get more items!
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GAME OVER

SCORE
JTIME
HIHGS

w" Complete the Act by touching
A the Goal Plate, or hlttmg the

2400
2733749
. ¥ a
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;?IJHibEHJI;
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e. NANIA NMODE
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BARRIER EFFECTS AND SPECIAL ATTACKS

em gain liherefarefthreelt @ﬁ barrier effecti
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MANIA NMODE

BONUS STAGE RULES
Constantl;\ferwards‘ leftfand ® Touch the Blue Spheres to turn them red

jumployer hazards t\nawgate the! alll e Blue

Selneres (e dearin BlueYSpheresjturnjred

SErElolleeia MMEDALLION, m[h@my..{a}m
b@@f@m@ﬂ{@

B
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® Touch a Blue Sphere perimeter to reveal Rings

AR fa\Ta\T T a"

| | | |
I . - . . - L. i " r g =

.. . . ' A A\ N\ e
A A\ N\ e

# 1 | | 1
v Yo Vg Vg’ g

jlouchfallftheloutside!
@ﬁa@ﬁ
pheres

of Rings¥PRicking{up
@Tﬂ@[&

earningfaiperfect{clear!

M e e M

AN faN\T faAT e

S e R S

Touchitolimmediatelyfend|thelstage}

lBumpergSphere
Reboundoffithesefand[reverse



SPECIAL STAGE

N\

Runfarounditheicourse asMfasfasiyoulcanfandlcatehjthe
UE@ltolclearithe stage If' youjrinfoutfofitime @[rifal]l] offfthe
coursetheystagelwillfend.

O
0
3
4IRings[(remainingitime)
Catch)thisjtolclearithelstage? Time]leftitolcomplete]thelstage?
(@ Blue Spheres ®

GatherthesetofilllthelSpherelGauge'JlYourfcurrent{speed|level

They/arelalsoifound|in]item]Boxes! 6
@ Gauge Gatheritolincreaselremainingitime?

Fill[theTgaugeltolincreaselspeed” Theyjarefalsolfoundlin]ltem]Boxes!

L4
e, MANIA MODE

S

e

-
RULES

® Pick up Blue Spheres'tolincrease’speed

ﬂ@ﬁ@]ﬂﬂg speed willl
reaselbydenellevelMhelfast

Mach3

Gt (e VRO o dicar iine Sk
andlreceivetalvaluableYehaos;

EmeraldSinyitolcollectiallfseven




ITINAE ATT!AIEK

Blastiyour wayithroughfanfitetlin thefshortestitime

thelbesttime:

® @ SELECT CHARACTER

Dossible: Competeagainstiivalstallfatoundithexworldtor

Choose¥Soniciarailsioriiknuckles
aspyounplayerfcharacter:

‘ SELECT ZONE AND ACT

EChooseltheYZonetandyActthat
youlwilliracelthrough®

Clear Zones in Mania Mode to increase the Zones
availablelin Time Attack.

e

BEGIN TIME ATTACK

agqmﬂdh]ya@y@m can!

‘ ENTER TIME ATTACK RANKING

'{H}ﬂ@@@iﬁ Narker'to begm the % Efm

@h@ﬂ :hkthelGoal Marker :E*?:

IffyourlR®is connecteditokthe
internetAwhenlycufreachithe
M3, tine ganga W
automatically, yourtime
1 e enline mukings:




Atcompetitive mode foritwo
shatejthelkeyboard or useltwolcentrollersito
iihelplayer whoiselects the modewilllbe]Rlayera®

® @ SELECT CHARACTER

ChooselSonicrailsiorlknuckles
aspyouriplayercharacter!

& Both players may choose the same
character.

Decidelthelitemireleaselpattern®
numberof cd}naﬂ 'ild}n@

IE! Itemsfare¥selected
i Hrandom

e

GAME START
Tﬁn@@@f@@mwﬂﬂﬂh <

[Iy WithiBlayer 1/ at'thefll % == =& 7 ==
ipfatithelbottom Ml 1 == & = 2=

3= = 1 el . s 4 z
PSSy R NN NT Ry g PR
...................

¢ Clear Zones in Mania'Mode to mcreaae&the Zones
available in Competition!

e Once a player reaches the goal, the other player has 60
seconds to complete the Zone, or forfeit to a Time Over.
e If both players Time Over, it will be declared a draw.

‘ RESULTS

Rings, Tolal Rings, Seors, fems —— .
imejwilllbelhighlighted C et

e overall winmer willl be
centert




lihe following/featurestarefavailableywhenlyou the
©ptiens: screen.

VIDEO

Varieus vicse seiings @ )3 _um_
[%n@ﬁ@u

I-IIHI'.IIJI-I BORDER
FULL SCREEN

DEFAULT

Screen Filter............... Choose a screen filter.

Windows Size ............ Choose a Window Size in non-full screen mode.
Window Border .........

Full Screen ...............

Display or hide the window border.
Tum Full Screen mode ON/OFF.

.. Choose a resolution size.

Tum VSync ON/OFF.

Tum triple buffering ON/OFF.

Resolution
VSync.....coccoivviin
Triple Buffering .........

SOUND

St e velumes separiE VA
MUSIC amel S the bar
tolincreasejthelvolime:

CONTROLS

@Checkdthelcontroller.diagram
Change
thelkeyfassignmentsylo
keyfassignmenisito
default¥selectiDefault®

LANGUAGE

Selectithelinygame
Gisplayliangiiagel




CUSTOMER SUPPORT

’
_

o¥Actionl gamesare! like Ifgyou everny, Rleasefcheclk:
you will improve OVertime’
www.sega.com/support
kaddig ShaoesiE seachrzenelcontains orfcall
CREURIItemsforayoultolfindYlfayo uktryAvanyingiyeur 00 44 845 301 5502 (U
Uneh You migt i semeining supHsing 1-800-613162 (AU

O [I@w[h]ﬂ[l@[h]@ﬂ@{ﬂ]yﬂy@m
freelyathroughkthetairiinyitefa¥second {h@

[h]@[l[pﬂandngwﬂl]l]

followingglanguage(s):
English
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o
warrants to the original buyer of this Game

), that this Game will perform under normal use
nying manual for a period of ninety (90) days
warranty gives you specific rights, and

er your local jurisdiction, which

(subje
substantia
from the date
may also have statutory or othe

rem

@ WARRANTY LIMITATION: This warranty shall not apply if this Game is used in a
business or commercial manner and/or if any defect or fault results from your (or
someone acting under your control or authority) fault, negligence, accident, abuse, virus,
misuse or modification of the Game after purchase.

WARRANTY CLAIM: If you discover a problem with this Game within the warranty
period (including a problem with the activation of the Game, using key-codes or
otherwise), you should contact the retailer from where you bought the Game. Please
ensure that you have a copy of the original sales receipt as you may be asked to provide
this to the retailer. If you discover a bug or error in the Game, please contact the
chnical support team at SEGA (details set out in this manual) and inform them of the
ulty you are experiencing with the Game. The retailer or SEGA will either repair or
the Game at their option. Any replacement Game will be warranted for the

of the original warranty period or ninety (90) days from receipt of the

ame, whichever is longer. If for any reason the Game cannot be repaired
will be entitled to receive an amount up to the price you paid for the
ng (repair, replacement or the price you paid for the Game) is your

LEST EXTENT ALLOWED BY LAW (BUT SPECIFICALLY NOT
LIMITING ANY LIABILITY FOR FRAUD OR DEATH OR PERSONAL INJURY CAUSED BY

SEGA'S NEGLIGENCE), NEITHEI'QA SEGA, ITS RETAILERS OR SUPPLIERS SHALL BE LIABLE
FOR ANY SPECIAL OR INCIDENTAL DAMAGE, DAMAGE TO PROPEF D55:C
PROFITS, LOSS OF DATA OR CG R OR CONS RE, ANTICIPATED
SAVINGS, BUSINESS OPPORTUNI DDV HER ARISING DIRECTLY
OR INDIRECTLY FROM THE POSSES E ( ION OF THIS GAME
EVEN IF IT HAS BEEN ADVISED OF THE | b UCH LOSS.

Additional information if you are base tralia: The ben’mder this
warranty are in addition to other rights and reméeies under a law in relation to the
goods. Our goods come with guaranteesithat cannot be excluded under the Australian
Consumer Law. You are entitled to a feplacement or refunc ure and for
compensation for any other reasonably‘foreseeable are also enti
to have the goods repaired or replaced.i 2l 'to bevofacceptable quality and
the failure does not amount tg -

WARRANTOR: This wa provided by SEGA Europe Limited. You can contact
SEGA to discuss your warranty claim as follows:

1. Post: For UK/Europe: SEGA Europe Limited, 27 Great West Road, Bre
Middlesex, TW8 9BW, UK

For Australia: Five Star Games, Suité\1.11, 55 Miller Street,
Pyrmont NSW 2009, Australia

For US: SEGA of America, Inc. 6400 Og
2. Email: Please check http://www.sega.com/stupport for more dg
3. Phone: 00 44 845 301 5502 (UK) 1-800-613-1¢€

International call rates apply if calling from outside of these1¢
your phone provider for further details.

d;

anyon, Suite 100, Irvi A92618

Australia

dns. Please con

Unless otherwise noted, the example companies, organi
events depicted in the game are fictitious and no associ
organisation, product, person or event is intended or

s, products, people and
with any real company,
d be inferred.
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