S o B B B B B B B B B B = B B 5 B w B N

»  SEGA's O

FICiAL PLaver's Guine <

B EEEE RS S EBEERESE

FOR
By GENESIS" &
2 GAME GEAR"™










© 1993 SEGA, 3375 Arden Road, Hayward, CA 94545

All rights reserved. No part of this book may be reproduced or transmitted in any form or by
any means, electronic or mechanical, including photocopying, recording, or by any
information storage or retrieval system, without written permission from SEGA, except for the
inclusion of quotations in a review.

Project Manager: Scott Steinberg

Editor: Nic Lavroff

Senior Writer: Rusel DeMaria

Additional Writing: Zach Meston

Copyediting: Laurie Stewart and Kathy Mejia

Production Manager: Laurie Stewart

Production Coordinator: Marian Hartsough

Interior Design: Vargas Williams Design

Layout: Juan Vargas, Marian Hartsough, and Rusel DeMaria

Maps: Carla Laser, Tom Stratton, Edwin Smith, and Rusel DeMaria
Game Analysts: Rusel DeMaria, Martin Villalovos, Joe Cain, Vy Nong, Zach Meston, and Tom
Stratton

Electronic Prepress Specialist: Ocean Quigley

Color Separation: Top Copy Graphics

Cover Design: The Dunlavey Studio

Sonic 2 Product Manager: Mike Yoshii

Special thanks to Al Nilsen, France Tantiado, Bruce Finnie, Steve Apour and his test group,
and the Consumer Services All-Stars at SEGA; to Ron Resnick, Laurie Stewart, Debbie Parisi,
and the rest of the gang at Prima Publishing; to likka Valli, Gary Howell, and all the
knowledgeable and hardworking crew at Top Copy Graphics; and to Rusel DeMaria, Marian
Hartsough, and Juan Vargas who literally (and heroically) worked around the clock and still
managed to keep their sense of humor.

Sega, Genesis, Game Gear, Sonic The Hedgehog, Sonic The Hedgehog 2, Sonic, Sonic 2, Miles
“Tails” Prower, Dr. Ivo Robotnik, and the distinct likenesses thereof are trademarks of SEGA.

Sonic Comic Book reprinted courtesy of Archie Comic Publications.
A special strategy guide created by Prima Publishing for SEGA.
ISBN: 1-55958-335-5

Printed in the United States of America
03 94 95 96 10987654321



g - I'm Sonic The Hedgehog. Welcome to
“‘ Mobius! That’s my planet. It’s a real
nice place.

Well, it was until Dr. Ivo Robotnik came along,
imprisoned all of my friends, and spoiled it all. Come along with me and
help me send Robotnik and all of his evil sidekicks
back where they came from.

I'll show you how to defeat Robotnik and all of his
insidious mechno-monsters. I'll also tell you where all

the good stuff is hidden and how to get them! And
I've even got a few extra special secrets to share, too!

Check out this handy guide through Mobius and join me in my fight to free my
friends and make the planet a safe and fun place again!

Sonic The Hedgehog for Sega Genesis 10

Green Hill Zone 13 Sonic The Hedgehog 2 for Sega Genesis 71
Marble Zone Sl Fmerald Hill Zone 5
Spring Yard Zone 29 Chemical Plant Zone 83
Labyrinth Zone 37 Aquatic Ruins Zone ol
Star Light Zone i) Casino Night Zone 101
Scrap Brain Zone 53 Hill Top Zone 105
The Special Zone 61 Mystic Cave Zone 113
Ultra Top Secrets 62 Oil Ocean Zone 121
Metropolis Zone 129
Sonic The Hedgehog for Game Gear 63 Sky Chase and Wing Fortress Zones 141
Green Hill Zone 65 Death Egg Zone 145
Bridge Zone 66 The Special Zone and Tricks and Tips 146
Jungle Zone 67
Labyrinth Zone 68
Scrap Brain Zone 69 Sonic The Hedgehog 2 for Game Gear 148
Sky Base Zone 70 Underground Zone 151
Sky High Zone igi
Aqua Lake Zone 60
Green Hill Zone
Gimmick Mt. Zone 163
Scrambled Egg Zone 166
Crystal Egg Zone 170
Sonic Gear 174

Now that you know how to find your way around Mobius, it’s time to tell you how
all of this mess started. So what are you waiting for? Let’s go.
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SONIC THE HEDGEHOG
FOR SEGA GENESIS:
THE FIRST ADVENTURE

Hey! Are you ready for high-powered, super-fast action? Not
just ordinary velocity. I'm talking about Super-Sonic Speed!
If you're quick enough, I'll take you with me on my
adventures. Oh, sure. I know you probably don’t have cool
blue spikes like me, but you can come along anyway! Try to
keep up, OK? |



.~ Tips for Playing Sonic The
., Hedgehog for Sega Genesis

Robotnik has devised a lot of dangerous traps. He’s trapped all of the creatures of Mobius
inside mean, dangerous mechanical beasts, and he’s scattered traps all over the place. But not
everything is bad. There are Rings that hold life energy, special Power Sneakers to make you
run fast, and protective items to save you from danger. Every time you get hit, you lose your
Rings unless you have a Shield or an Invincibility power-up. And remember, as long as you
have at least one Ring, you’ll stay alive even when your enemies hit you!

Wherever you go, collect The Lamppost is a way

as many Rings as you point. If you fall in a pit

can. You get an extra or otherwise don't make
Sonic for every 100 Rings it through an Act, you'l

you collect. start from the last

Lamppost you crossed.

To foil Robotnik’s plans, you’ll need to collect all
six Chaos Emeralds. These powerful gems hold
the negative energy of the Universe in them. You
must unite them all to defeat Robotnik and
bring harmony back to Mobius.

To get the Chaos Emeralds, you must collect at

You can even use your cool least 50 Rings and take them through the gate at

blue spikes o dig through the end of an Act. That’s how you get into the
some walls! You've got Special Zone. You’'ll always meet Robotnik in Act
ultimate hedgehog power! 3, so yowll never be able to enter the Special

Zone {from there.

For help with the Special Zone, turn to page 61!



(GGREEN HILL 6oats for THis zone

Z | Green Hill is the land of opportunity.
O N E Collect lots of Rings and get extra Lives and
: Continues.

It won't get any easier than this!

- Act 1 is easy. Just get through it without losing any Rings and
you'll get one or two extra Lives. Act 2 is a good place to get
some Lives, too, but Act 3 is where you can score big. If you play
Act 3 perfectly, you can get four extra Lives! And a little later, I'll
tell you how to stock up on Sonics.

(Hey! That’s me!)

You’ll meet five new enemies w Y/
in the Green Hill Zone: E

Moto Bug, Chopper,

Crabmeat, Buzz Bomber, . N E E ES
and Newtron. |less ! | ﬁ@%

.| r\v/ Green Hill is full of challenges.
N W Watch out for spikes and
collapsing ledges.

i A - ¢* Have fun with swings
. Emﬁﬁ&,, tp@;;:‘ﬁ and springs.

[

T Tt

i I B E R
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Red Springs

. & 2 & & £ 4

Yellow Springs

Moto Bug
Moto is easy to handle. Yellow springs send Red springs send you
Just spin-ottack him. you flying. flying even farther!

i

Chopper Buzz Bomber Swings Collapsing Ledges
Watch out for Chopper Buzz Bomber shoots Use swings fo get Look out for these ledges!
when you cross from his tail. Don't get across. They'll fall when you step
a bridge! on them.
TELEMBRRIT B ®
g2 Lamppost and
Floating Platforms

The Lamppost marks a spot
in the Act. You'll start again

Crabmeat

4@4‘44444444444€€44€@4éﬂ‘éeﬁ%ﬂ

from here if you lose a Life!
Crabmeat sometimes Newtron is invincible at
shoots fireballs. first. Jump him when he
Watch out! has fully materialized.
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GREEN HILL
ZONE

Welcome to Green Hill Act 1.
If you get all the Rings and all the bonus
Monitors, you’ll gain some extra Lives. And

remember, there’s more than one path through most Acts,
and this one is no exception. Look for special bonus
items along the lower path. Jump on the upper platforms
to get to the Shield at the top of the loop.

Area A is a cruise, but that doesn’t mean there’s
nothing to see. Check the trees to find springs and
things! It always pays to look around.

T e 80
"b 1“:

e
[ A
:l‘q”""&" Lo

Find the hidden

power-up.

Invincibility!
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Take the lower route fo
collect a big bonus.

But watch out for spikes
along the way!
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GREEN HILL |
ZONE

Welcome to Green Hill Zone Act 2.

Look for bonus Monitors along the lower route, and
don’t forget to collect the 1-Up on top of the loop.
Take your time and you can collect more than

200 Rings. That way you can gain three free Sonics.

\ s = -

» K = ° ® = ° o
: S T Take a step toward
: the spikes, then :
: fap the jump :
button. You'll sail [Pty
: over the spikes and e
: down to collect 20 :
: Rings and a Shield. g
: \ :
UPPER ROUTE
5 1, n 3 ' !m . 51
E ) sy LRt acee o ;
. y i) . ; A . ‘
E ;‘ TRy e 4 e
5 = ] e gy ﬂn (’I
: Run at full speed and spin to ; - o o e
: break through the wall. : P e o AR A SR
. £ f & ? s s X g 3
: 2 o % gl ¢ IR
2 ¥ :@ | ? X 3, ji'
M > e i W e =
: LOWER ROUTE: Take the swing to find more bonus items.

00000000000000000000000000000000000000000000000a<+-"2000000000000000000000000000000000000000000000000000000000000000000000000000000080
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With the red Power Sneukers you
- can jump to reach the 1-Up on

- top of the loop.
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This swing lets you collect
some more Rings. Get up
the slope on the swing or
run fast to get to the top.
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On the upper route
there are a few
more Rings to get if
you jump fo the
top. Don't forget
the Yellow spring
hidden in the tree.
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GREEN HILL
ZONE

REMEMBER!
You can't get four Lives unless
you keep your Rings.

Don’t get hit!!

ESCORE™ 0
HHE 0:24
0

113 xi Bl ’*'t

INBS
‘.!'tr *i v “)!;l

1. Gmb the Invmubﬂﬂr bonus in the tree and 2. Collec’r the Shleld and .
jump on the two Yellow springs.

TIME 1:14 i
RINGS 31

& ‘,h!'!f‘f 'L' Il' LTS .!1&’5 I l \"'_,‘I' %

R ¥ | e
,;,,nidlﬂ(\Ll.L};q,a) a0 l:#s 47

| “!h'"*»’u

| 6. Get more Rlngs then use the spring.

©00000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000004
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8. There are two ways to get the 1-Up:
Walk off the top of the cliff, or use platforms . . .

; 1 g VOB V";!.J_
ik Vg .
o 1A

to power Sonic back
up through the tunnel.
Press DOWN to spin.
Go back to the start
and take the lower
routfe to collect a
major bonus.
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9. Back af the start, make 10
rour own tunnel on the This area is tricky. Watch out for Newtrons, Buzz Bombers, and deadly spikes. Be patient.
ower path. Don't rush.

. Spin through the S-tunnel and collect Rings. You should have 100 now, and an extra Life.

... SCORE!!
It's a 50-Ring
bonus
, AND a 1-Up!
R J =
oW W u -

1. Don't jump on the spring! Jump over the spikes and . . .

OB Me0300000000TM0000R00000000000NO00NO00ONROORO00000000000R00RO000000RO000000000000000NO000000NO000000NONO0000N000000N0000000000000MN00000000000000N000000NO0ON0000000NCONOEO0EONOCS
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12. Jummp to the u?lper route
just past the thorn bridge.

‘:'["‘ulk slowly across the thorn
bridge to avoid getting hurt. You H
can also get back over the thorn ol

bridge. Jump when the nearest

thorns are pointing down, then
jump again quickly in the middle of
the bridge. You have to be quick.

INGS -

13. Spring ub fo

scomm,g'*

~ POME 07 3.0, 1
3

coliect another

30 Rings hidden in trees
and on a platequ.

-~

a4

el s

14. If you've been able to keep all your Rings, you should
have gained four free Sonics by this point—more than
200 Rings and two 1-Ups. Now, go fall on the spikes
beneath the swing. You'll lose a Sonic, but you'ﬁ still
be up three! Keep doin? this as many times as you
want to stockpile Lives for the harder Acts to come.
When you're ready, move onward to take on Robotnik.

248102

IME 0:17
1125 155

®000000000000000000000000000000000000000000000000000000000000000000000000000000009000001

i 294568 .
JIME 0:4
RINGS O

TIME 0+ 250

RINGS 155

Wuit for Robotnik to fly in
from the right and bash him
quickly as he flies by. If
you're invincible, just keep
bashing. Otherwise, avoid his
wrecking ball. It can really
ruin your day. You're safe in
the corners. Hit him 8 times,
and he'll crash and burn.

e ',v‘flf- 'jfi\‘mpf 1 ﬂ;ii ‘,,4'

9900 sscescccssssccsend

3 241'."'6 -
TIME 0:49%%
RINGS 1764 §f

L

i',"} L g";!",g,t_ i | X

e

8900 0000000000000000000000000000000000000

t Robotnik, free your friends!

eo 0 0000000000000 000000000000 °
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MARB I-E GOALS FOR THIS ZONE

A O O Im M W E D Em I @ EmEEEE®EE@Em - eom W m

Get ready for some
O N E underground adventure.
e ' Marble Zone is a funky place . . . funky and hot!
] F_‘J ) . >
H oy m Don't stand around in a lava lake or you'll get a

= hot foot and Sonic don’t play that game.

If you're good, and clever, you can get at least two ’
exira Sonics i in each Act

NE\X/ ENEMIES

N, 1 (Ll s
i B T T oo ol R o8 Py o o L S|
i“\& Coterkiller ' Bathrain
. Watch out for Caterkiller. His spikes are sharp! To defeat Batbrain perches above and swoops down
- Caterkiller, use a rolling Spin Attack from the front. o catch you by surprise. A normal jump

i | ' attack takes care of him,

NEW PLACES

Faery Plutforms S Giant Cylmders B;eukuwuy Barriers Flogting Stones

~ Some platforms catch fire Don't gef crushed under ‘Some barriers open up to Ride floating stones over
when Sonic runs over ’rhe giant cylinders! Sonic's jump attack. the lava lokes.

them, ="

. Spikes and Weights =+ Breakaway Bridges

- There's danger from above. Deadly spikes and weights You won't fall if you keep moving
~ will fall. Spikes are sharp and bogus on the bottom, but over the breakaway bridges.

they're safe to walk over.




+1

: Here's the first
: secret room, just
past the beginning.
; ,'_'; E Eee: s b ﬂﬁiﬂr .
Don't try a normal jumping
attack on the Caterkiller. Roll
along the ground, and only
: hit him from the front! :




Just before going underground, -J,@—« =
you'll want to put on the Shield. These plungers move slowly, s0 ¥

shouldn't have troub\.e gemnglpusj
D them. But if you hegltute,‘you re in
{ Push the rock onto the for g crushing experience:
pressure plate to lower the

| spike platform.

°
cees0ceccccce 6cccocccooe ©00000000000000002000000006000000000000060000000080000000000060000 &

SEEE T
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e %
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~; = iEE -~
L =1

Just past the falling stones, Ride it upward and run into the
you'll start upward, climbing on wall to find o hidden passage.
top of the spike platform. Run through the wall into a

freasure room!

Use the spike platform to exit
the underground area. But watch out for the fireballs that
pop up suddenly from the lava.



“ can have a hot time in this Act.
~ Don't get burned! Look for the
hidden 1-Up room at the end of a lava
lake. You should be able to earn some
extra Sonics here.

Run fast to beat the lava wave,
: but watch out for the disappearing spikes. Lean
: against them to get a good start when they refract.
Then run past before they return.
-
: Once you get underground, the excitement begins. Find a

bonus Shield and 10 Rings above the first lava lake. It always
: pays fo look around.

%cc0ecscsccce 000000000 ©000000000000000000000000000000000000000 ©000000000000000000000000000000 ©00000000000000020000000000
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Look up from the swing to

spot the bonus Monitors.
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Don't miss the Shield
just past the swing.
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Remember those bonus Monitors? Walk through the wall at the end of
ride the stone all the way back fo the beginning and back again. This time, ride the fire column and
jump to the ledge when you start to fall. Don't jump too early or you'll fall short of the ledge.

Above ground
again, find the
Lamppost and
the Rings!

RBNIE T

the lava lake to find them. Then

Watch out for
unexpected
fire columns
once you're

Jump when you
start to fall to
reach the ledge!
If you jump too
soon, you'll hit
the ceiling and
come down short!

Just attack the green blocks to
break through them. For extra
points, start on the left and try to
break them all without stopping.

START HERE!

underground
again. , : TREE
g AT ] Eelid =
R 1
EI R ] 3
11 Fl
With Invincibility you et o
can walk or run on FRE L his
' < o ; 7 =
5 "_r.;a%.;njm_,_g_., ,..s,,_‘_;
'+ i e T ot
W ‘,.._..._.!_._ ;, L Tt ol
G N R T A
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Near the end, find th
20-Ring bonus room.

Get bonus
points and
go on fo the
Special
Lone.




off, though.

There’s a lot of hot action in this Act.
Look out for fiery waterfalls, lava columns,
and lots of hidden locations. At the end,
you will meet Robotnik again. This time,

he’s hot under the collar. You can cool him

Enter the cavern and get a few  Go back to the surface, retum

more Rings. to the left. Go underground at ¢

the first entrance. :

E’b - 1§ sy = R B i t §
Break through the stones. Spin to break through the next set.



Fmd a hidden ’runnel entrance
on top of the spike.

| hehre co\umn to find 0

7 i :
@‘@@ ]buoi;‘uso Look out for the Caterkiller.

. like swings, Lampposts, and
bonus items.

If you ’mke the long rou’re There
are more thrills ahead . . .

) i
? - a 1) (1)
.:‘11 '1’»
TP - hl“
T E e | ““’ g \(=y
==l =
i e | [‘t"
- hw}
S bk
"o i P o
d .: [ § 3 -
3 sl : :
TS P S
o ! panlet : ke s e st e ek
= e e e tmﬁi‘ﬂffﬁ«rp}ﬂ\mw*w“ﬂrjﬂ"ﬁ‘ Ao

You must jump on the floating stone at the beginning of this lava lake to ge’r it

moving. It'll come in handy later. Then jump up onto the platforms to get the Shield.

e beginning of
the lovg lukeg & e
helps you of the :

There is |
another exit |
from the |
1-Up room. lt's |
a shorfcut!

This can be ¢
tfiCky iump_
Remember the
Iooﬁng stone gt

o B

end o -3

For just a few Rings, you may have
to face a room full of bogus bats.
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IPRING YARD

N L NN GOALS FORTHIS ZONE

A
: Z O N E Sprmg Yard is full of secrets and
g new thrills. |

You'll meet some old friends and a couple of new
ones, If you know where to look, you can find some
free Sonics. Otherwise, have fun! That’s what this
Zone is for.

NEW. PLACES

Accordion and-
Siulrcuse Platforms

staircase platforms won't
stay still. Use good timing
to get past fhem !

Block Platforms

On the block platforms, try to be
patient. Just wait unfil the block
you're on has moved up or down,
then jump to the next one.

Hldden Areus Mace Pﬂ )

ook for the hidden ~ There are several types of mace pits. - Bumpers
areas for extra items. The main thing is to get through Pluy Sonic pinball! Thm s what

' them alive! ’ the bumpers are for. They don't §

T - score much but who cares?

\ - Splkes is o sharp dude Stay |oi\);v and roll info h|m from the front.
RoIIer is frue to his name. He'll roll right over you. Otherwise, stay out of his way!
¥ Avoid him if you can. To defeat him, |ump on him
when he stops. The rest of the hme he con't be hurt.



I
i
%;%ﬂc

'SPRING YARD

pring Yard is well named. It's lots of fun and you'll
be springing and bouncing around a lot. | don't know
about you, but that's my idea of a good time!

When you get to the block platforms,
look out for Buzz Bombers. They can
give you a nasty surprise.

ERSONIC
SREX e

Roller will harass you going through
the tunnel to the rising platform. Jump
him when he stops or avoid him.

Get past the Crabmeats and Buzz Bombers at
the beginning and spring info action fo get you
up the ramp and onto the platform to the left.
Go up and left to find the 1-Up and Sneakers.

To the right of the rising
platform you'll find a Shield

Jump on the switch, then onto
L. B S AR the platform to rise to the top.
Next, have fun with the bumpers. and 10 Rings.

000000006 000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000
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_ The lower route
Collect all the Rings. has more

You can use springs Rings.
and block platforms to o=,
go back and forth X
between the upper and
lower routes.

e®c0000008s 00

There's an Invincibility along the upper There's a secret passage

route. just above the Yellow

e o 0.0 0 secscesecesrecaseoricnsncecasasencnceceeeaceseees  SPING. YOU'll find some
=_. Rings inside.

RINS 1A%

0 ouforS Fes Rr
. pikes wh
YoU spring upward. i

You can run straight through these mace pits.

StORsesgases
TIME D:23

At the end, there are two routes. Hit the Yellow

Jump from one side of the staircase platforms spring to blast through the secret passage.
to the other, or stand on the very top.
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of youto dropin . ..and I do mean drop. Don' forget, there’s

(‘ " more to this Act than meets the eye. You'll have
‘,‘g : to look high and low and in between to find all the special items
=y

and all the Rings. And look for a special area at the end.

gt e Take the upper route, but watch out for Get past the Crabmeats and run uphill.
This first drop is wild. Hug the wall  the Crabmeats on the upper ledge.
and spin for maximum height on

the other end.

Pass the mace pits, ride the platform
upward . . .

Flip onto the plu’rform W|’rhou’r
hitting the spring. Look out for
Spikes. He's waiting to get you. ... collect

a reward.

------------------------------- ©0000000000000000000000000000000000000000 |4 ' gm s,
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On the upper route,
you'll find an area full
of Red springs. Just to
the right is a secret
Red spring. Jump on it
for extra Rings.
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Just below the Ring arrow, you'll find two Red springs. Jump on the lower spring
and push to the right to find the hidden passage that leads to a 1-Up.
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Hug the wall af first, then
spin to get up speed. Timing
is everything!

SRR

B

BINGS JZ2

After the 1-Up, you'll come
out in the pinball area.
Have fun, then ride the
platform vpward.

RINGS 110

e B
in U mil.’l-&b“lia#ﬁ
@i y 1

= 3 3
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Hug the wall and spin to get up speed. Then spring off the end of the ramp to make it to the
upper exit and collect extra Rings just before the end of the Act.
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You'll find some well-hidden bonus
items in Act 3. But the big challenge is
beating Robotnik at the end. You'll
have to be light on your feet and clever
as well.

Drop down again und blust off the

Collect the Shield at the

end of the first drop. S second spring from the right.

5 L AT
""“5??9@355"'-

IME 0:1

d If your timing is good,
{ you'll land on the
rising platform. If you
miss, be careful you
don't land on the
giant spiked ball.

There's a Ring bonus af the top. Get it and jump OE®
down onto the spring again. 00“1\“




and an Invincibility bonus.
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platform takes you to some extra Rings

©00000000000000000000000600000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000

Get by the mace pits and take the

platforms back fo the left to collect
a few Rings. It's risky, though, and
only for a few Rings.

Take the long drop and get plenty of height to take you to
the secret bonus room fo get Power Sneakers and an -~
Invincibility.
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Wait! Don't jump on the spring <l =R 5
D Crabmeats can be trouble Get rid of

them before going onward.

yet. There are 20 Rings
and a Shield to the right.

Ride the platforms upward to the ledge At the end, jump up and fo the
full of Rings. right to find a hidden room with
% a Shield and a 1-Up.

To beat Robotnik this time, you must be careful
that you don't fall down a hole. Keep to one side
or the other and lure the Robot-meister toward
you. Dodge out of the way, then bop him. If you
keep to one side, he'll remove blocks only on
that side, making it easier for you to maneuver.

Jump off the red spring under the word
“Cope." You'll bounce off the bumper there
and onto the rising platform. If you miss the
first time, try again. It's worth it.

m&»% By x.;,
e ‘;i“,"u

Collect the Invmublllty in the Red spring areq,
then jump quickly over the staircase plu’rforms
fo get to where Robotnik

awaits. You can jump
quickly from one
platform to another,

or take your time and
ride the tops of the
platforms. The longer
you take, the less
Invincibility you'll have
to use against Robotnik.




I-ABYRINTH GOALS FOR THIS ZONE

Z O N E The most important thing to remember in the
Labyrmth Zone is that you need to breathe.
Don't forget to catch the big bubbles when they rise from
the underwater floor. Also ‘watch out for spikes and
chained maces as well as the hard-to-spot Burrobots!

Many passages won't open until you jump on a sw1tch SO
o 1f ,;passage seems closed look for the 5W1tch

- Burrobot
“Burrobots hide in the
{ ground, then jump out
- at you. A spin attack
will take care of them.

¢4 Floating Corks
- Youcantide
— 1 floating corks up fo
o the fop as the

9 4 Jaws
Jows is preﬂy hurmless unless you

are careless. Don't drop blindly

down info the water. Better fo
~jump so you'll be spinning. Also,
remember that when you breathe
" big bubble, you become |’
~ vulnerable, so watch out for -
- passing Jaws when breathing.

Ruplds
Let the mplds s
take you fora
wild journey! 7

Orbinaut
~ Orbinaut will- throw his spikes
gt you. But after he's done,
 he becomes harmless.
| Sometimes you can start him
| throwing, then back away.
1 When you return, he'll be
spikeless.

Pulley Platforms
Jump on the pulley platforms, but-
wutch out for splkesI




e R Tt |

gotta be sharp in this Act.
That’s because if you're not sharp, something else
will be. You can earn a free Sonic by getting 100

Rings. It5 easy if you get through the Act in one Look f-oé air bl:ll;b-l_e
piece. OK? and breathe!

Burrobots and Rings

Toward the beginning you II meet three
Burrobots in a row. Don't let them
surprise you!




At the first pulley
platforms, jump up to the
pressure switch. Then exit
through the bottom. Jump
from platform to platform

to get high enough. There's
a Red spring down below
to help you if you fall.

Once the Orbinaut ’rhrows his sp|ky
balls, he's pretty harmless. Ride
the platforms.

Wlth some luck you can jump across this Iuke
bouncing off the Jaws to the other side, and take a
shortcut to the end of the Act. But it isn't worth it and
you could lose a lot of Sonics trying.

------ ©0000000000000000000000000000000000000000000006000000000060600060006a 6|
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secccnves

When climbing past
the maces, you can
find safe spots to wait.

sceoeecoc0scaen
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At the top of the second pulley
platforms are two Gargoyles. Don't
get hit by their fireballs. Jump to
the right as soon as you see them.

Jump over the first sp|ke Walk over the second or you II hit the
ceiling and drop back onto it.

== | You're very near the end
—— | now. Just don't get hit by
any Burrobots that spring

: % S T}
5 i&; up from the ground.

Toward the end you'll come to a Red spring. Use it to
spring as high as possible. Then jump up ahead of
the water fo reach the cork. Ride the cork to the top.



BREATHE]
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Don't worry about the slippery waterfall. Just enjoy the ride. Get the Invincibility bonys of

the bottom of the <
) e slide t
0ogie onward.  Then

Off to the left you'll find some bonus Rings. Isn't that
convenient?
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You'll zoom through the tunnel
into a giunh’r cgvern. Use the Red
spring af the pottom
to blast upward and %%3%%

collect lots of ® ‘
bonus items. You'll

find a pressure plate under one
. of them. Press it to open the
- lower passage, then go down
: and on to the next area.

RINGS™ ‘ Jump from one pulley

Ly - platform to the other to
- =l 8 avoid the deadly spikes.
-5 Then ride to the top and

run to the end of the Act.

©0000000000000000000000000000600000000600006060




ENDLESS
SLIDE

the dry area. Jump just past
there to get the Shield.

U 1. Slide down the
waterfall and look for

quickly. And get out your climbing boots. The end of Act 3 is a real killer.

Another Waterfall

2. Just past the Shield, jump
again to find 10 Rings
and the pressure plate :
that opens the next area. -

If your timing is off, you can
slide down the waterfall again
and again until you get it right.

You can score big in this Act, but you'll be happy just to make it through to the
end. More than anything else, watch your timing. Learn to move smoothly and




You can jump through the waterfall entrance, but
if you just run full speed without jumping, you'll
bounce off the water and into the next area.
Jump on the pressure plates to open gates. Keep
your eyes open, though. There's a Ring room to
the left ofter the first pressure plate.

ny
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When you get fo the spiky
bridge, you can go down
through the middle or go up to

the right. We recommend the

: upper route. It's harder, but
there are more Rings.

©0000000000000000000000000000000000060000000000000

On the upper route,

one of the trickier

| sections involves spikes

| and maces. Just time
your jumps and rest at

the bases of the maces.

When you reach the pulley platforms, drop off the
edge and push to the left to
enter a secret area full of
goodies—50 Rings

and a 1-Up!
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a To open the passage out of

this area, you have to
jump on the Red spring at
just the right angle. Then
you'll land on the switch
above.

The lower route is a shortcut. A big part of it is the
tunnel rapids. Sonic will cling to some bars along
the way. Be sure to slide him down so he doesn't
get swept into the spikes.

Chase Robotnik up the
steep cliff. Stay ahead
of the rising water as
long as you can,
because you won't
have any opportunity
to breathe along the
way. Be quick, but
patient. Don't get hif
by the spikes on the
Gargoyles' fireballs. It
will take all your skill
fo make if to the top.
If you make it,
Robotnik will run away
and you'll go on to the
Star Light Zone.




Only a superior hedgehog—like me—can
O N E hope to succeed in the Star Light Zone.

Do you have the right stuff? Get ready for some high-
flying action. Act 1 will take you on a wild ride, and that’s
just the beginning! Act 2 is even wilder, but you can earn
three free Sonics if you're good. Good and lucky! Act 3
will throw you for aloop . .. or two . . . or three. Are you
ready? Then what are you doing here? Let’s go!

You’ll have to keep your balance
in Star Light Zone. There
are plenty of places to fall.

You’ll meet only two new enemies
in the Star Light Zone
—Bomber and the
Golden Orbinaut.

e e s

e

Bomber
Bombers have a shorf fuse. When you
get close, they light up. Don't stick
around or you'll get hit by the shrapnel.

Fans Firehalls
Fans really blow you

away. But sometimes

you can fool them.

I

Golden Orbinaut

The Golden Orbinaut won't throw his
spikes like his cousin in Labyrinth. He
just gets in the way. Don't get spiked.

Catapulis

Jump on the catapult and
wait for the ball to land.
Remember to switch sides
after the ball goes up. You
| may have fo jump several

fimes to gef enough height, B
switching sides each fime. |}

44'44\444444444444444444444444
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2 you made it this far. Good.

‘ s Q [ was worried for a while, but now I feel better. Star Light
Act 1 might be more than you bargained for, though. Get
ready for some tricky jumps and good timing. Otherwise,
I'll get hurt. And Sonic don't like that.

... to collect 30 Rins Bomber will try fo gef you  That 1-Up gure looks good!
and an Invincibility. % as you ride the stairs down. Byt how o get it?

»

Crash through the wall . . .

Run down to the flat space
past the first hill, then run
and jump back to the left.
The stairs will be out of your
way and the 1-Up is yours!

Take the first possuge
downward.

4 Put q little forward ~ J§
motion on your jump [
to collect Rings whiﬁa '
riding the

=2 rotating
= platforms.

-------------------- ey o~

Moidthe
Bomber! “4\\“’




Past the Bomber, spin hard down s
the hill to get up speed. If you do }§§
it right, you'll fly up to the rising G RNEEE N et
platform. Ride to the top, then Pttt e
run off to the left and drop down.

o et
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Use th

e e G e S

e facing springs . . .

Jump up to bring down
the stairs.

| Go upstairs
from here.

kUn left past rherB
0 ger 10 fings. "

At the very beginning of the Act, you can take an
upper route. It's not as interesting, but it works!

101 RINGS
AND 20

From the rotating platforms

vmp off to rejoin the |
owe
foute and collect moye Ringrs

tooeeoaewsal] Jump from the Yellow spring to
S the 20-Ring bonus. Then use the
/ ll Red spring to touch the ladder.
Finally, use the Yellow spring
again fo get fo the upper route.

i U-£D3 g

| To get to the upper route, jump
¥ on the Yellow spring with a lot
of forward motion. You'll just
Bl make it.

°
©00000000000000000000000000000000000000000°

When you reach the gnd of the
Act, look for extra point
bonuses!

.

Spin to get % Take the lower route to
these Rings. B finish the Act.
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When you get back, jump over

the fan. It's off.

STAR LIGHT
/ONE

A C

Act 2 is a good opportunity to go for the gold—Rings, that is.
We're looking for a few good Sonics, and you can find them here.
Of course, you may just want to run for your life and get out in

one piece. But remember—Robotnik is waiting, and 1 always say,
“You can never have too many hedgehogs.”

b

Start
run @
right.

- You'll collect a few Rings
the Bombers burning, then on this upper path. When
way. Then jump up and run you reach the Red spring,
bounce off and run back.

l

B It's a long drop,

11

&t R but there are lof

- of Rings. Spin to

O gef up some

o} speed. %

N O ’ & |

Now go down where the bridge = Al ~ S b e“
once was. o“‘\“o



Jump off the Yelldw spring A
and head right.

I you have nuhed, »
can collect Rings at the top of

reach a worthy reward.
the jump.

74 Use the catapult to
1reach the high
Rings. Then continue 4
‘| on the upper path fo /S
{ the right. |

down

Run right and ride the

~ rotating platforms. On a high
ledge you'll find a 50-Ring
bonus!!!

here to get bac

e

You can stand

Use the L These platforms will fall ( k up
catapult fo %\/ on the falling platforms.

collect these =

Rings.

If you play P
perfectly,
you'll have
over 200
Rings by
this point.

Now run back to the right, past
the Bombers on the ceiling.

When you jump over this fan,
don't get stuck on the
collapsing bridge!

After the loop, jump here to

K

Here's the reward—
a 1-Up, 10 Rings, and ~
an Invincibility. Use

the Red spring fo exit.

Back the way you came _
and on the other side of [P
the catapults, drop

O TIME B8:31
- RINES 155

On the way back,
look down to check
where the catapult is.

Use this accordion platform to ge
to the high ledge. From here,
there's only one way to go to get
fo the end.

\MEID DIACE
WEIRD PLACE

Toward the beginning, it's
possible to get Sonic stuck
if you jump at just the right
place. Can you find it?
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'STAR LIGHT
ZONE

but you have to be tough to make it all the way through. If
2 you want, you can take the upper route and skip most of

the goodies. But you’ll meet Robotnik sooner that way. Are
you ready? He’s got some nasty surprises for you this time.

Walk at first, then get a
good spinning start as you
come down the big hill . . .

Remember this
bridge. You'l
be back!

. S0 yOU (an
collect some Rings.

XXX

XX

Fly through the air to collect
some more Rings.

Use the catapult fo get to
the high ledge.

That's where you'll find an
Invincibility bonus.

Now jump fo get 2=
some Rings. :
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It was worth it, was

W

They give h

You'll need to use this stairway

o knows

what these springs do.

edgehogs headaches!

next, but watch out for the fireballs.
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The platforms here keep

appearing and disappearing.

Ride up and exit to the right.

.
! To the right you find
more bonus items.

"Catapult me out of here."

Use the co'mul'r fo e‘to 'rh‘e‘high |
ledge. It's worth it :

e0eccecsoon

eeccc00cccoce

NIC prtyr' ;

Go rht here for some Ring.s‘.»%

sececoee

eeccoeccce

eeeecsossse

eee

Next, ride the occordion platform to
collect Rings. Then go back to the
rising platform.

secescescsce

eecccecccoe

~~~~~

eecoce

W i
%%Q% Use the catapult to soar high
‘ . .. right through the bridge.
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. TIME 0:27
RINES 141

Here s a wall to break Through Looks ||ke something good! Knock down the steps fo get to the
Wonder what's behind it? upper level.

Hit the Lamppost before tackling
Robotnik. He's really come up
L with something devious this time.

Scnﬂgoﬂsozfs

A TIME 0754 LS -
N emmeA™ i L LI = Use hedgehog power

or the explosive ball.
Either way works!

_,'gnﬂios;éoz : k- :

TIME 0:58 4 y S IR A : SCOR269c@248

RINGS 141 . o . o 1 | ., TIME 0783
: RINGS 141

pene—. .
e
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Use the explosive catapult balls
against Robotnik, or bash him with
your Spin Attack! Either way, you'll
get him if you're fast, careful, and
lucky! Otherwise, you'll start again
from the Lamppost.

" TIME 0:32
- RINBS 141




~ SCRAP BRAIN

"+« You made it this far?
You won'’t make it through my
Scrap Brain though. You think
Star Light Zone was hard? It
was nothing. Scrap Brain will

frustrate you. It will taunt you.
[, Robotnik, will see you fail.

There’s only one new enemy in N
Scrap Brain, but don’t let that EW
fool you. There’s

plenty of challenges. E N E MI ES :

Ball Hog

Robotnik is a blowhard.
He doesn’t understand
the Super-Sonic mind.
I'll help you beat the
Scrap Brain Zone, and
together we’ll put an end
to Robotnik’s evil plans.

The Ball Hog is the only new enemy
you'll meet in Scrap Brain. He's easy

vV vV ¥V v vV vV vV vV v vV v vV v v v v

Scrap Brain must be where N ;
’ Robotnik threw his most Ew
diabolical ideas.

wachyour st PLACES

7 Dr

Elevators

Rotating Platforms
Timing'is everything.

Elevators only go one way. ,
Get inside and go for a ride. Some elevators
actually send you to different places depending
on how many Rings you have.

T

awbridges

Conveyor Belts and Saws

Don't waste time on drawbridges! ~ Conveyor belts mess up your

fiming. Sometimes conveyor
belts team up with saws or
other deadly devices to make a
hedgehog's life even tougher.

Electric Shockers and
Firespouts

Every hedgehog knows
to stay away from
electricity and fire!

Disappearing Platforms
Once again, fiming is
everything.



>
You can do it.
cL-L I'L_l' Just get ready for some serious action. Be
quick. Be smart. And be a little lucky!
: - A Good fiming will gef you over
A A N R Y & fhe spinning platforms. Grab =
44 the Shield fo the lefr, then C

eud right.

Y WA,
{ Za. L.«J.L.

i ke P
Jump on the pressure swrrch to change
| the rotating disk's direction, then take
| the upper route.

m—-—-—-—g. arg Lo T
" B
9
4 B
4 5
4 o
N E

\:7 "/
ey

1 :§ b .
: T :
° i \ L]
L ] \ :
: N :
° 1 \ °
: AR :
-

lump into the pit g 4
_fo collect 20 Rings.

Jump over more
vanishing platforms
1N fo the right to get
' more
%&% bonuses.

)\

Now fall off the ledge to Ride these pulley platforms up and to
the left. the right.
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At the second branch, don't jump on the pressure switch.
Take the lower route.

N =
Be patient. They'll get out of Cross two of these
your way eventually. tricky bridges.

After landing on the pulley

platform, you can go to the left
to find about 16 Rings.

Backtrack, then drop from the
. first section of the first bridge.

If you're feeling
greedy—and

lucky—you can
score another 50 or §

50 Rings o
further %
to the left. =

But it's very
dangerous!

Whether you take the greedy
path or not, return to the right
and run across this collapsing
bridge.
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'SCRAP BRAIN

CRAP

 "' ~_ | Areyou prepared?

ab c L1 IlLL = For some serious action, that is. This is a BIG Act. You can
 take the high road or the low road. Either way, it’ a big task. The

H:u'pp‘er route has more Rings, but the lower route offers some nifty

challenges. The elevators may take you to different places, depending|

on how many Rings you have. Use the map if you get lost.

Y Tupper

Sy

jump onfo
the gravity |

?
] AT AW | 2k
‘ {

3
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Spin around, then &3 You can collect some Rings

g SR jump off to get on the lower route.

the Rings.

wa

TS

Then backtrack and jump At the second set of gravity
fo the upper route. &=y platforms you'll find 10 Rings,

. the lower cornerand ... |
AL

DO2 2 ¥ =
13: ;
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The spikes on the mace can hurt,  Or you can run under the
but the chain is OK. spikes.

NN
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Use these disappearing

Going down, again.
platforms to get across.

left side of the pit . . .

The conveyor belt will

oasase 8l fry to mess you up. So
Rmaaa e will the blade.

& « SR ,
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More conveyors. Don't

Don"t be shocked. Just

get squashed! spin under the electrode.

73
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At last, you're almost
there . . .

THE SUPER STASH

At one point on the lower route, there's an elevator that takes you UE two
levels it you have more than 50 Rings. Otherwise, it stops on the pat
leading to a super stash of 40 Rings and a 1-Up—if you can get them!

Rel %y NCL SCS AN,/  —
kL 2.1*};;&4; :

... avoid the maces and
run to the end of the Act.

Nolel=ls

p o©eecccccses

Get 20 Rings af the bottom of this pit, then time your

Lumps out. Make the last jump just before the platforms
egin rotating so you can get through the upper ones.

The lower route presen:s
come new challenges:

R

i oo S

-

——
PESGOCI

If the conveyor chasm is too
dounting, jump down
carefully and use the spring
fo rocket you fo the top!

How to get the super stash: 1. S
2. Jump off the end of the platform that appears.
3. Keep trying this jump unfil you land on Tﬁ

4. Jump up under the conveyor and spin to collect your reward.

tep on the switch.

e disappearing platform.




GHT ¥ This is it! Make it through this Act and you'll get your
chance at Robotnik. But it won’t be easy. Now that the end
is in sight, it would be a shame to make a mistake.

nd‘m ‘-’m\l
Run across the falling stones.
' Don't fall down here!

o v ‘M
This switch starts the ramp moving. You ca path. It's  Let's take the upper path!
shorter. Or stay on the upper path. It's more interesting! To get Soon you'll reach the

onto the lower path, run down and jump over the end of the ramp.  water, but first—10 Rings.

&

Past another switch, % i
find this bonus, then © <& Climb up and to the left . . .

jump down between the stones.




Be careful with the maces
‘ swinging in the tunnel.

o2d, I

e s i

is @
onus. § Qcome from above and below!

IAt Th To

S Th sTon is tough. he a
110-Ring o

... another switch.

S W

Don't forget to breathe. The
bubbles may not come as fast
as you're used to.

Jump on the switch to open
the next passage.

Get past a Burrobot and
an Orbinaut and onto the
next switch.

Get some air before this
long climb. You don't want
to hurry past the Gargoyles!

Tie

your jumps fo
the Orbinaut's attack.

Lamppost.

Pass through the second

He's another switch
to open up the
passage helow.

Watch out for swinging maces when
climbing this cliff. Sometimes they
-seem to come out of nowhere!

>3

These Red sprin?s are
inferesting. They'll launch
you into the Final Zone.
CONGRATULATIONS!
YOU MADEIT . ..
well, almost.



F I Nl \L Robotnik is always thinking.

o “ul R You've got to give him that! He’s come

| : up with another diabolical trap. But
’ you'll defeat him. You've come too far

to let him beat you now!

e ‘ 10 B0 W B b

This is Robotnik's last stand. When Robotnik appears, bash him Don't get hit with the electric energy

with your Super-Sonic Spin Attack. pulses. Stand between them and
jump over them if necessary.

SR E

You've foiled Robotnik's evil scheme

for now.

SWHE 0:58
RINGS O

Well, Robotnik might have gotten away, but you've freed all your friends. Enjoy your victory,
but not for too long. Something tells me that Robotnik will be back.
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When you finish Act 1 or Act 2 of any Zone
with 50 or more Rings, you'll see the
Special Zone entrance—a large golden
Ring. Jump into the Special Zone entrance
to earn a chance to get one of the six
Chaos Emeralds—and some extra Sonics!
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E These six maps show you the Special
Zone areas you'll visit in the order

el  enl
mommER .
~ 4~
BeRESEEE
5 T
L - {
e
& :
o
I @] ) 3
1
£ 7Y
SENNEE] l
®|
e
:1 m.
-
TH iu!gqgﬁ
H
[0
EE|
.
! @) CRREREERE
! [
J I
) i
)

they first appear. If you fail to obtain
the Emerald in any attempt, you may
return to a Special Zone area to try
again, but first you have to get
through another Act with enough
Rings! If you fall through a Goal,
you exit the Special Zone—uwithout
the Emerald!

@ = Starting Point

© = R (Reverse rotation direction)
© = Up (Increase rotation speed)
@ = Down (Decrease rotation speed)

© = Bumper
(O = Jump block
= Goal

(O = Emerald area entrance

= Emerald




Ultra Top Secrets

. The Stage
 Select

ess B 1o o info Construction mode.
l\)’[tess B aggin fo refurn fo game play.
In (onstructlﬁn mode:T i
oress A fo change the curren
Pr?si C to place an object on the screen
Press Starf to pause
In Pause, press and hold down B to move
in slow mofion.

By pressing C, you can place
objects. For instance, you can
place a whole bunch of Rings.

Then press B again fo turn into

V)

To pick any Zone when you play
Sonic The Hedgehog, wait until
Sonic appears in the opening
screen. Then quickly press UP,
DOWN, LEFT, and RIGHT in
sequence on your direction pad. You
should hear a chiming sound. Press
A and START af the same fime. If
you've done it correctly, you should
see the Stage Selection screen. If
not, press RESET and try again.
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The Construction Seet

After you have successfully reached the Stage Selection screen, you can also use
what we call the Sonic Construction Set. Really, this is a special mode used by the
programmers when they made Sonic The Hedgehog. But you can have fun with it,
too. Press RESET from the Stage Selection screen. Then, at the opening screen, press
UP, C, DOWN, C, LEFT, C, RIGHT, and C. Then press A and START again to reach the
Stage Selection screen. Choose the Zone you want to play and then press A and
START again. This time, hold both buttons down until the Act begins. Now you can
have lots of fun with Sonic.
NOTE: Where the score usually appears, there will be two rows of strange numbers.
Don't worry, that's normal. e

1 313 EF@673
:;!g Ressrosce

If you fall,
quickly press B

Sonic and collect them all.

LA 1~

Or you can place other objects,
like a carpet of Red springs,
for instance.

g; 96

ate e e o' e’y 8

to enter
Construction
mode and save
yourself.

in the

Remember, when you play et
Construction mode, youll be invincible,

n if you lose all your Rings! Don't fall

eve
or get crushed.

down any bottomless pits
That’s still bad news!

A 4ok



SONIC THE HEDGEHOG . ons o e

good humans—one, in
EOR GAME GEARQ fact—to help me defeat
® the evil Dr. Ivo Robotnik.
THE FIRST ADVENTURE »:.x:om
scientist and he’s busy

trapping my friends inside evil mechanical monsters. I'm going to free
them and foil Robotnik’s nefarious plans. Come with me. You can help.
It’ll be an adventure. You’ll have to be pretty speedy, though. A super
hedgehog waits for no one. So if you’re tough, if you’re mean, and if
you’re pumped up and ready to flash like lightning, come with me and
let’s go scramble that Egg Man!




Tips for Playing Sonic The
H,edge,hog‘ for Game Gear

Most of the time, you should try to grab as many Rings as
you can. You earn an extra Life for every 100 Rings. In a
few Acts, such as Bridge Zone, Act 2, try to get 50 to 99
Rings, so you can enter the Special Stage and earn both

Continue Stars and extra Lives.

Don't rush too fast
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through the Acts just to
earn the Time bonus.
Take your time and
explore each Act
thoroughly. You never
know what you might

find!

position. If you fail to make it
through the Act, you'll return

to the last Arrow Monitor you

destroyed.

Look for the Chaos Emeralds. Try
to collect all six! The Chaos
Emeralds are always in Act 2 of
each Zone.

Use the Super-Sonic Spin Attack, either high or low
to defeat Robotnik's evil mechanical creatures.

If you make it to the end
of Act 1 or Act 2 with 50
Rings or more, you'll
enter the Special Zone.
Earn extra Sonics and
extra Continues in the

P4 2 - e Watch your step! Special Zone.
A wwwnisn, | There are plenty of
: LEELE angers everywnere:
faPe T
W Tl e
oo o
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Spin af the top of the hill to get @ rolling start, then hit the ramp and soar upward to the pyrumld of Rings!
Use the spring to roll back up the hill so you can collect more Rings.

Jump up and hit the second
palm free after the first set

of spikes to reveal a hidden
1-Up.

At the start of the Act, Drop off the ledge and Go Ief'r from The spring
you'll fall underground. steer left for a Super Ring.  above the Arrow Monitor.

Watch out for

the spikes af

the bottom of
the ramp.

Wulk past two wm‘erfulls
and drop down the third. Emerald!

You'll land next
to a Yellow

N\ove right und drop off {0 Buzz to the right fo Jump and hit Robotmk as Move to The middle and
the third ledge. find a 1-Up. he flies across the screen.  jump when he flies past.
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Watch out for Choppers  The weighted springboard is cool! Get as high as you can on the second springboard,

on the bridges. Keep jumping up and down to go higher into the air.  then steer right to land next to a 1-Up.

It's the Chaos Stand on the first |5
Emerald! But piece of the bridge, |
how do you get then jump left as it
to it? drops.

Bridge Z2one, Act 2

More Choppers! Keep cool as
you jump across the ledges.

Catch some air This is the last group of
on the Rings in the Act. The bonus
springboard! panel is to the right.

Then jump onto
the middle
ledge to attack

Stand on the
middle ledge
and wu.i’r for

Spin-attack him, When Robotnik
then jump to the  shoots three _

opposite side of  bullets, duck
the screen.  underneath them.

Walk left at the start

of the Act for an easy
1-Up.



Jungle Zone, Act 1

Ride a log to the
bottom of the
third waterfall

and jump left to

the ledge. Walk
onto the log and

roll left to the
Chaos Emerald!

Be careful when jumping off  Stay af the bottom Jump along the
the vine bridges. It's tricky!  to find a Shield. ledges to reach the 1-Up.

Jungle Zone, Act 2 '

This Super Rlng is near ’rhe Search the ledges on the When you reuch the thorny Iog,
bottom of the Act. side of the waterfall. go left for a Shield and go right for a group of Rings.

These log Stay on the
ledges fall right side of the
down when you waterfall to find
land on them. this 1-Up.

Jungle Z2one, Act 3

Go into the

water for a 1-Up. Hit Robotnik when he descends, then

jump over the rolling bombs. Their
explosions can hurt you, so watch out!

- - hen Robotnik is deed,
C||mb up the vine ledges jump right to finish the Act.

until Robotnik shows up.



| Find the bubble

Go left from
the bottom of ol patches to
the waterfall. breathe.

S SES

Whoa! Don't jump and hit
the spikes in the ceiling!

At first, this Monitor
has a Super Ring.
Hit the bottom to
turn it info a 1-Up.

oint and follow the tunnel.

Go left from this p

Jump left from the second

_ There's a 1-Up at the end. Hurry back to the right —— _
waterfall onto this ledge.  before you drown! Get this Invincibility bonus ~ Go up and left to find
Go left to find Rings and a and hurry upward at Sonic  the Chaos Emerald just
Shield. speed! left of the bonus panel.

When Robotnik appears at the
bottom, stand underneath the
bullet.

When Robotnik appears on
the right, avoid the torpedo
by jumping over it.

When Robotnik appears on
the left, jump and hit him,
then avoid the torpedo by
jumping behind it.
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Get this 1-Up before it falls off the Watch out for the fire streams and Hit this button to open the door
conveyor belt! electric beams. near the end of the Act.

T3 =3
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Go to the upper-right coner of ~ Watch out for the Ball Hogs. Roll Jump across the gap to enter the next part of the Act,
the belt room and head right. down the tunnels to hit them. but not before you collect the 1-Up. Use one of the transporters

to find it.

Hit the button to open the left ~ Drop down the first pit you The transporter at the end of the After collecting the Emerald, go
door. reach and follow the tunnel.  tunnel takes you to the Choos back fo the open left door.
Emerald!

This Act is 0 maze of tunnels  There are only 99 Rings, so When you reach this point in the Act,
and doors. Don't get lost! don't go crozy looking for the go right and follow the tunnel to find a 1-Up.
100th one.

Hit the button to
open the door. Hit
it again to close the
door.

-
-

D
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Robotnik flies away to his Sky Base! Walk onto the platform to
follow him.

=l
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Watch out for the electric The cannons fire in bursts The flying platforms move to the right.
beams! of four bullets. Jump off the platform and it stops moving for o moment.

Keep jumping from platform to platform until you reach the
platform. bow of the hose. lump onto the bow to collect the final Chaos
Emerald!

Once you've
collected the
Emerald, go left
past the cannons
until you reach the
door.

Stay on the far-left side of the
screen to avoid the fireballs
and fire streams. The streams
move from right to left, so hit
Robotnik when the fire
streams are on the left.

You've defeated
Robotnik! Don't get too
cocky . .. he'll be
back!









SONIC THE HEDGEHOG 2
FOR SEGA GENESIS:
'THE SECOND ADVENTURE

T'm back! Have you been practicing? I have. I'm meaner,
leaner, and faster than ever! But my old enemy, Dr. Ivo
Robotnik, has become even rounder, sneakier, and nastier
than before! He’s come up with another evil scheme, and 1
guess it’s up to a super hedgehog to make things right
again . . . a super hedgehog and his pal Miles, that is. Have
you met Miles? I call him Tails since he’s got two of them.
Tails is learning my tricks and helping me defeat Robotnik.
So are you with us? Ready to make a Sonic boom?
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Tips for Playing Sonic The
_edgehﬁgg. 2 for Sega Genesis

But before you can go, you need to know a couple of
tricks or else Robotnik will make minced hedgehog
stew out of you. Don’t ever forget, the fate of Mobius
is on your shoulders! Stay sharp and watch your step!

Collect all of the Rings that
you can find. For each
100 Rings you collect, you
get another chance to play
(an extra Sonic) !

The Starpost is o way
point. If you fall in a
pit or otherwise don't
make it through an
Act, you'll start from
the last Starpost you
crossed. You can also
enter the Special Zone
through o Starpost!

You can still hif your enemies |
high and low with your Super g
Sonic Spin Attack. Your cobalt-
blue hedgehog spikes can
really rip through most of the
meanies in Mobius.

You can still look up or down, but it
takes longer. Press UP or DOWN on the e
D-pad when you're standing still. Keep J5
pressing and you'll look up or down fo g

see more of the screen. &

Are you ready for some fast starts?
Sonic's developed a new technique.
It's called the Super Dash Attack, but
we also call it the Super Speed Dash.
It'll get you going in a hurry. Use it fo
get through tight spots, zoom up hills,
and through loops and ramps! Try it.
Just push DOWN on the D-pad and
press the A, B, or C button several
fimes to really rev up!

To get o the Speci
with 50 Rings or more. A magic circle will
appear. Jump through the circle to ener the
Special Zone. You must complete seven
Special Zone courses fo ear all seven Chaos
Emeralds. =

For more information about the Special
Zone, turn to page 146.

et A



1ML L GOALS FOR

Z.N E THIS ZONE

G oN\E to Emerald Hill.

~ This used to be a peaceful place where 1

 practiced my Supeﬁi‘—S“cA)‘niC‘ running with my friend
Miles. (1 like to call him ¢ “Tails” on account of hes
got two of them. ) But now Robotmk has turned my
other friends into mechanical monsters and Emerald
Hill isn’t S(l)ﬂ fun. Help me clean up Emerald Hill.

e 00

Masher
ﬂN\usher can get you from
- underneath. Be wary when
crossmg bndges and chasms.

Yellow and Red Springs
Yellow springs get you going,
but Red springs are even-
stronger. You' I be bouncing
off springs a lot. They're hlgh
energy. "

Buzzer hovers hack
and forth and shoots
af you. You gotta stay

out of his way.

I.oops, Spiral nghwuys,
und Secret Areas

Look for loops, spiral highways,
and secret areas. There's lofs to
see in Emerald Hill.

These monkeys are culled.
Coconuts. And that's what
they throw at you. They're
fast, but you'll have to be
faster. Try attacking from
dlrecﬂy undemeuth them.

¥ ._g;
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i’rons ro dirctly
underneath. They can only
throw to the side.

Sk AT s R o Sh

Your best bet in Emerald Hill 1 is to get lots of
Rings. It’s easy. Just don’t let the Coconuts take them
away. If you get enough Rings, you’ll earn another

Sonic. So relax and have fun, but don'’t get too cocky,
it's going to get much tougher later.

Ride the moving Spin-attack the Mashers as you  Find the tunnel in the "=
platform to get D cross the bridge. cliff and collect ’
the Shield. some Rings.

right.

Continue on the upper path to the

The Yellow spring can ta

©000000000000b00 ©06060600000000000000000 ®ecoccoe secocoe ecco000c0e 0000000000060000000000000 00000000000000000000000000000000000000000000000000 o



Collect a 10-Ring bonus und then  Pull back while you're in the Get ’rhe Power Sneukers und Power up the half Ioop With
jump on the Diagonal spring. air so you don't land on the  you'll move like lightning. the Sneakers on, you'll fly!
spikes.

ThlS spring can ’ruke you fo @ Sturpost high in the air, but don't use it yet. There s 0 befter time to use the Starpost. Pt
Instead, jump to the moving platform to the right. From there, jump to the top of the loop and collect an Invincibility bonus. -

Jump buck to the Ief’r and speed through the Ioop Keep your speed up and you  Back below you II fmd

and the spiral highway. can collect some extra Rings  another ng bonus. %}%%

high up.

There are even more Rings in the sky back the way you came.
Use the Yellow spring to reach them.

Jump over the Yellow spnng und keep gomg up und to the right to
collect a big bonus! Then continue to the right, through the loops.
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There's a secret room with an extra Sonic inside. Speed up the ramp and angle right. Don't go too fast or you'll hit the
Red spring and bounce back.
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Jump from spring to spring to get to the highest part of the Act. Use the third spring to get onto
a moving platform. You can Collct g

several Emerolds jq
least 200 Rings and

rqf exfra Sonics gnq
this Act. First collect gt
get the hidden I-Up.

E .. .tgﬁ. ¥ "'x‘

Jump from platform to platform until you reach the top of the loop. You'll find some Rings and a
Starpost there. Don't use the Starpost! f you're going for extra Lives, this is the last Starpost to use.
You're almost to the end of the Act now. Time for some fun! See the note to find out what to do!

Just go through some more
loops and, if you want, jump off
the Diagonal spring to collect
more high Rings. Then head for
the end and on to Act 2!
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In this Act you can find a lot of Rings and a
few extra Sonics. You'll also find some tricky
hidden tunnels. Look high and low in
Emerald Hill. At the end, you'll find
Robotnik and his Mecknocart.

Careful! If you jump on the
Diagonal spring, you can get all
the Rings, but you'll have to pull
back on the D-pad to avoid
Coconuts. Or don't touch the D-

o o pad at all and you'll sail all the

g v R ™ way fo the Power Sneakers!

Run to the right and take out

the Mashers or . . . spring and collect some Rings here, by air or by land, the :

high in the air. Power Sneakers are yours.

Here's a trick. Jump

up to the top, then  :
return fo the bottom. ¢
Jump over the Yellow :
spring to find a

hidden area.

it it s L \.
Take care of Buzzer after you Get past the Coc
get the Power Sneakers. and you'll come to this Yellow spring.

't o

ixd

onuts and the spikes
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hLookdout for
the Red spring
hiding behind
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In this secret passage, you'll find some Rings and a Ring bonus. We're

o
‘just getting started now. Remember this spring—we'll be back. %@

Now bounce back up the first Use the loop spring to get Ride the platform to this ledge and  There's o Starpost up to the
Yellow spring, where you'll come ~onto this moving platform to ~ collect lots of Rings. There are left, but you may want to skip
to another on top of a loop. the right. more above the spring. it for now.

Drop down to the left of
the Ring ledge, then cross
to the next loop.

Walk to this platform over the The platform falls, but don't
waterfall and stand on it. worry. It's worth it!

Jump over the Starpost - e 1)) )
and head for the Yellow it T
pring. After getting the 1-Up, walk
carefully to the right.

5

When you exit the 1-Up tunnel, you
can experience a strange moment.
Walk just to the edge of the exit to
the left and fall straight down. If you
do it right, you'll end up standing on
the ceiling spikes! Weird. Move right
or left and you go flying!

(111t BV R s 3 x
Jump over the spikes and into a hidden tunnel to collect a Ring
bonus. There's a Red spring just below the hidden room.

i




Use the Super Speed Dash to really ge’r going up the ramp, then puII bock fo the Ieft. Exn to the left and you'll be back
You'll find . . . yes, another hidden passage! in the 1-Up waterfall!

To get back on the upper
route, you need to
backirack to the Yellow
spring at the first hidden
tunnel. You can collect some [~
Rings you missed hefore. |
Return to the 1-Up waterfall
plurform and on to the : . 3
Diagonal spring to the right. Jump from one Diagonal . . . to another. Collect some Rings high in
spring . . . the air.

This plorform wﬂ[toke you to Here's another Ring Now run through the loop and the long spiral highway, but stop just
the top of the loop. bonus. ® 5 at the end of the spiral highway and double back on the lower route.

T

When you get to this platform Walk carefully to the Right and jump high into the wall. You guessed it—another
stand on it and fall. hidden passage!

With your new Shleld heod bock to ’rhe |eft and pick up more
Rings along the way. Just past the Ring bonus, jump up and
head back to the right.

o 25 x ' %’z\
At the top of the ramp is an i
Invincibility bonus. :



Af’rer collechng the Invmublh’ry bonus, jump across to th|s Dlogonol Red spnng Don t Touch the D- pod as you fIy through the air. You Il )
automatically hit the Yellow spring, bouncmg off it to reach a high ledge with Coconuts, lots of Rings, and a 1-Up! Do this quickly, gee=
while you're still invincible. If you want, you can stop on the top of the loop to collect the Shield, then ry to get past the Coconuts.

After adding onother Sonlc to your coIIec’non jump to the ngh’r
o find a Starpost. Don't use it yet, though!

Retum to the first Starpost (above
the first loop) and enter the
Special Zone. Keep using the
Starposts in order and collecting
four Sonics each fime through
(200 Rings and two 1-Ups). There
are five Starposts in the Act, so if
you're perfect, you can gain 24
extra Sonics and five Emeralds!

On the Iower route again, there S (
Starpost just before the end. Get
ready for Robotnik. He's coming!

Here comes Robotnik in his Mecknocort Just don f get run down Spln -gttack him a few times
and he'll be running for cover . . . and you'll be running for the Chemical Plant.



GOALS FOR
THIS ZONE

1 § You made it to the Chemical Plant.
This is where oI’ Doc Robotnik is trying

IGH

to cook up some nasty toxic waste. You can help
me foil his plan, though. Just be careful. There are
lots of nasty tricks and traps here. And try not to
fall in the nasty purple pollution at the bottom. It
sticks to my cobalt blue quills.

NEW ENEMIES

Spiny F—
Spinies are everywhere
in the Chemical Plant F—
Lone. Spm-ufmclf them
when they're not
Spitting.

Grabber
Grabbers will catch you and suck the Rings
right out of you. Spin-attack them from
above for the best results.

Sometimes Tails can help.

Spinners
Spinners give you
instant speed.

Red Lever Springs
Red lever springs are weak.
Jump off the end to get the
most distance.

Blue Blobs
Just don't get hit by the blue blobs.

EEE

Tubes take you from one

Purple Pollution
place to another.

& Purple pollution threatens

to flood the Chemical
Plant. Ride the rail
platforms over it.

Sometimes you can choose
different destinations.




you'll find.
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Chemical Plant Act 1 can be very confusing.
There are a lot of ways to go and lots of
rewards as well. Choose a route or come back
and try different ones. You never know what

down.

- - =
Push UP on the D-pad before
you get here.

... get up speed as you spin

You'll land on top Eam

of the Ring bonus.

Dash

e S

rough a

ig loop.
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Jump up
over the
wall to the
left.

fhbfh -

Run back to the right and jump over the Red spring. Run into the spinner, but

don't push too hard. When you hit the ramp, push hard to the right. If your
speed is just right, you'll clear the ceiling above and make it onto a high
ledge fo collect your reward.

After getting the secret stash,
you can keep going right for a
shortcut, or double back left
to the tube just before the
hidden stash. This is the long
route.

Head back to the right 4

after the secret stash. €

ou might get a little
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Run back to the left,

K to the first ’rube.

Run to the right
to get the Shield.

e i
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Starpost and a Ring bonus.

If you stay on the upper

path you'll find a Starpost.

f:l ! rllﬁ%_
The tube with the Spiny &=
on the wall ends here.

Push RIGHT on the D pad o
choose the tube you want.

Walk carefully Through the
blob doors.

If you take the tube here, you'l

again at the accordion platforms.
Otherwise, run back to the right and
jump over the spinner.

Run back to the left to find

eventually end up on the main route |

You want to

% be in the left tube . . .

Don't get munched by the
Grabber.

Run through two loops, then stop
just before the second spinner.

Ride up the
accordion platform.

10 Rings, and a Shield await you.

Run down the accordion platform, then run right. Double
back and the platform will be back up. Now you can drop
down to collect some extra Rings, then head right, past

blue blob doors, and on to the end.

But the lower pﬂth is beﬂer—ﬂ SmrposT

2

This is where the
shortcut and the long
route meet. You can
recognize this tube by
the single Spiny on fe
the wall.

Keep going up and fo the right
until you reach the rotating ledge.

T

1




There’s an easy route and a hard one.

[ recommend you take the easy way in Chemical Plant Act 2.

But if you're the adventurous type, go for the whole nasty
experience Robotnik has prepared for you.

=g = i

Run down the steep slope at
the beginning.

Pull to the left to find a ght, and Step on the next a
hidden 1-Up. carefully climb the accordion stair, then step back.
stairs.




To bounce back out, hit the spring as far
to the right as you can.

Ride the floating platforms to
the left.

Now climb the accordion plutform Spin under the Grabbers and

and head right.

collect 20 Rings and a Shield.

You'll come out next
to 20 Rings.

Enter the ’rube und push right at the
intersection.
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Run ngh’r from The ’rube exit and pick

Run left, through the spinner, Eventually you come to this \%%
but pull ‘back and return fo get  tube (and Ring bonus). Go %@X\ up lots of speed if you want to take
the Ring bonus. Below here is  through the tube. e the shortcut. Otherwise, stay on the

C@ a Starpost.

n ta {5‘,

"\ 3 route to

lower path to take the long route.

}mv. or \fOu

a shortcut!
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Get past this tricky
accordion platform.

e —

Jump at the top of the curve
to find . . .
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Go right,
through a

loop, and
find this

Ring bonus.

From here, run to the right. You're
almost there.

g A v TR

Jump over the spinner.

e

Stop near the loop and use the Super
Speed Dash to get going back fo the left.

3

a secref entrance.
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This big loop is one of four you'll zoom
through.

down.

Run to the left and

You'll need some speed
here to get to . . .

= 4 — 4 G

You'll end up with all of these power-ups.

e

E:
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From here, run right again—right to
Robotnik, that is.



Below the tricky accordion platform of the shortcut is the
; beginning of the long route, which starts next to a Starpost.
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After a Ring bonus, a one-way door, and an accordion platform, you'll come to the polluted water of
the factory. Jump down to the lever spring and then jump to the right across two gaps. You'll find

hidden 1-Up there. Now jump back to the lever spring and take the rail platform across.

s

At the second rail platform,
jump across. It's safer than
riding. Now run to the right to
reach Robotnik.

Stand in the middle and hit Robotnik while he fills his evil container. Avoid t p he dro

Soon Robotnik will run away.

Ride across the purple ump up when you reach
pollution, jumping from one  the accordions.
platform to another.

£ W == d| ‘;

yellow side.

-

Then jump side to side to Head left, but watch
make it to the top. rotating ledge. You can walk on the

out for the

TN

e T T R T o X s

ps on yo




i ;'L‘

L il e i g

THE

ZONE

AQHAT"} RU[NS are an old place with secrets to hide and many paths.

GOALS FOR
THIS ZONE

I can help you find your way, though. You'll need to be
- very.clever to find everything here, but you can have fun

trying.

Whisps

Whisps look pretty harmless,
right? Wrong. Whisps home
in on you, so get them first!

(ho Cho

Chop Chop would ||ke fo
make hedgehog chop suey
out of you. Don't let him.

Grounder

=1 Grounder patrols
| the Aquatic Ruins.
| Sometimes he

“hides in the walls,

{ but he's out qu1ck|y
when you
approach. So
beware.

{ Fortunately,

—— Grounder is easily
dealt with. A Spin.
Attack is all you'll
need.

2
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Arrow Columns
These columns are
sharp.-Stay out of the
way of their arrows.

--Swmgs

Logs |
Logs often have Rings on top—and -
inside too!

Breakaway Columns
Watch while Tails

shows you how fo
Swings can get you from here fo there.  remove these old

columns.




There are many ways through the ruins,

so you'll have to make your mind up which way to
go. Either way you choose—the upper, lower, or
middle route—there’s plenty of excitement!

g o

0g to Now take care of Grounder. Get these Rings and

Wait for the arrow to fly by Run through t

he>
before you jump up to break get Rings. Jump quickly % stay on the upper <
the column. to avoid the arrows. / route.

O e

|

Sl ]

% «' — PN -
Stay on I’rhe upper path From here you can go on the ... backtrack and stay on the upper path. Bounce a few times on
and you'll ?VenTU“”V middle path or . . . the spring until the platform is close. There's a hidden ledge in
come fo this Shield. U the bushes to the right.




Just ghead yu'II find e
Ring bonus and a Starpost. @@%@

Y ,..._1,..‘..;;“. —aAL ,u.a

This Red spring is very near the end But you can bucktruck fo the
middle and lower paths if you want to get the most out of this Act.

Soon ufter you start down thls

ower route or . .

The upper and middle paths intersect several times. You can switch paths in the
complex loops if you jump from the lower path to the upper at just the right spot.

©000000000000600000000000000000000

Look under the rotating
platforms for a Ring bonus.

. stay on the mlddle path und

path, you can drop down to the find Power Sneakers ahead.

Before you hlt the Red spring, ge’r
rid of Grounder or you'll be sorry.

As you come back ou'r of the water,
you may be attacked by killer Whisps.
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As you begin the lower route, look out for Grounder. Drop down here to start ’rhe reuI These Rings are helpful, but the
If you hit the spring just right, you can fly over him. lower path. bubbles are even more important.

Under another rotating .~ Up ahead you || find shII O Over the rotutlng plm‘forms und
platform is an Invincibility ~~ ~ another Ring bonus. %@ across this rotten, breakaway
bonus and another bubble. “

. you'll be rewarded
with an extra Sonic.

.. just spin up the ramp and stay below.

Use this spring to get to the upper
pu’rh near the end of the Act.

Need o
Shield?

on this
column.

Th|s tight loop takes you buck the way you came.




Act 2 of the Aquatic Ruins is loaded with secrets.
You may want to visit here again and again just to see if
you've missed something. There are several pathways
through to the end. You can choose any of them or
switch from one to the other. Its up to you.

Toke the swing to stay on the ~ Jump from one swing to the Look out for the Whisps. They'll
upper paths. Or drop down to o nextand . .. follow you and keep aftacking.
lower path. Your first choice!

A
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From here you can diop € There's a Starpost below this  From this point, you can take the upper, middle, o lower roufe.
down to get o few extra =2 preqkaway platform. Swing across fo continue on the middle route. The Red springs take
Rings, but be careful. you to the upper path. Bounce for a hidden Invincibility high to the ¢

left! Then jump on the springs again and head right!
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The Red spring takes you
to this Invincibility bonus.

00000000000000000000000000000003008,

From her(‘a‘ ydu'!‘
come to the spring
leading fo the high
1-Up. Turn to page

{ W o 99 to find out how

; N < : to get there.

From the Invincibility bonus, keep  Ride this three-way rofating platform and R
running to the right. jump off to the right. =T

R o PP s aoy

Remember this swing? From  Look out for Grounder coming
: here, swing across and continue  out of the wall. Get him first,
then spring!

to the right. _

This place s faf‘
 Tight aut from u,:g

This

“ Yellow
sEne Bl spring can
If you keep to the take you back
path below the two up to a higher
Red springs, you'll path or . . .

start this route.

~

Just past this lever spring is a gap. If you drop down here, |
you can collect 20 Rings, but you'll end up on the lower path. §
Or you could use the spring to go back to an upper route.

e i

g apart—
eryou!

Jump over the Yellow spring and you'll enter a
this tunnel is the entrance to a secret 1-Up tunnel. Turn to page

tunnel. Just past

100 to find out more!

this loop.

The next loop is strange. It's @
long way to the top, but you can
sometimes hang upside down on
the corner. If you keep trying,
you'll make it to the top.

. .. continue to the right
and jump fo the top of



Instead of ndmg The swing,
drop down here to start the
lower foute,

Use the Red lever
spring to find a hidden
Invincibility bonus.

There's a Ring bonus
hidden in the foliage
beneath the spring (see
page 99).

s0ec0esscnce
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Use the Yellow springs to speed
you along to the right.

Don ’rforge’r to ’ruke a breu’rh
whenever you can!

D|rec’r|y below you'll
find a Ring bonus.

Further to the right is
another Ring bonus.

You'll also find some Power

W
Sneakers under the spring. g@

If you jump up on the platforms and then onto the bricks, you II
find some places to stand. Jump to the left, onto the column and
ge’r the 20 Rlngs there.

Jump from the spring fo the
moving platform and then to the
column, using your Super Spin
Dash. Very quickly jump before
you leave the column and you'll

Ring bonuses and a Red spring
(see page 99)




The upper and middle
paths intersect several |

You can switch paths
in the complex loops
if you jump from the

lower path fo the
upper af just the right
spot.

This composite
picture shows five
separate routes
through Aquatic
Ruins Zone Act 2.




Jump off this spring and
Sonic goes stratospheric!

g T
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try to land on this column. 20 Rings and o 1-Up.

Then jump to the right to get "

It's hard to land on the
column, so you may miss @
few times. To get back to the
Red spring, drop down to the
lower path. Run back through
the tunnel to the Yellow
spring, which will send you
right back where you started.

This composite image shows some of the most interesting areas of Aquatic Ruins Act 2. Use the codes to find
instructions for getting the 1-Ups and other power items.




Just through the tunnel, stand on
the ledge and jump to the left.
You'll find a secret passage leading
to a 1-Up room.

If you stand on the totem pole when it first comes from the ground, Otherwise, avoid the arrows and vse
you can get Robotnik right from the start. them as ledges to reach Robo.
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Keep hitting him and he'll eventually go down in flomes.
Now you can go party in Casino Night Zone.



And have fun.

=X

Pinball Slot Machine
The pinball slot machine is just one of the many
attractions in Casino Night.

ZONE

Hey! Lets party. It’s Casino Night Zone. This is the
place for fun and for earning extra Lives. It’s hard to
lose a life here, though you can do it if you try. There’s
plenty of opportunities for you to win big. But there
are also dangers and challenges ahead. So chance it!

GOALS FOR
THIS ZONE

Scoring in the Slot Machine

For each 100 Rings you gain, you earn an extra Sonic.
However, if you get 100 Rings and then fall below 100,
you won't get another Sonic if you get 100 Rings a second
fime. But you can still earn another Sonic if you get 200
Rings, and for each 100 Rings thereafter. Here are the
major bonuses you can win (or lose) in the slot machine:

3 Rings 10 Rings
3 Bars 20 Rings
3 Tails 25 Rings
3 Sonics 30 Rings
3 Juckpots 150 Rings
1 Jackpot and 2 Sonics 60 Rings
3 Robotniks —100 Rings
2 Jackpots and 1Robotnik -100 Rings

NEW ENEMIES

There's only one enemy
in Casino Night—Crawl.
He's quick with his

shield, so you may have
to sneak up on him from

behind.



Casino Night is the place for fun and games. There isn't
much else to worry about, so just enjoy yourself. The
end of each Act is far to the right at the bottom, so head
in that direction. In fact, you can’t help yourself. You'll
eventually end up there anyway.

Right at the beginning,
hit the flippers and fly to
the left. Find some extra
Rings high in the air,
obr:)%/e sgm;nbun?p(:elrs. In the middle of the Act,

There are other Rings there's a big, bowl-
to the right of the shaped area. Run up the
bumpers too. right side and push to

the right. There's a
secret passage with a
hidden 1-Up inside!
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Here's a composite image of part of Casino Night Act 2.
There are a lot of power items scattered about. Can you

find them all?

57 These blocks can kil you if they This 1-Up is located
/" catch you against the ceiling, but on the lower part of
you can stand between them safely. Act 2, near the end.




You have a choice of three ways to beat Robotnik here:

 The first is to run back and forth, gaining speed, and jump off the walls
to hit him on the other side of the area.

¢ The second is to use the flippers and fly up above him and come down
with your hedgehog quills on his head.

“» The third way is to improvise and use a combination of both methods.

The main thing to keep in mind is that you want to be spinning when you
hit him. Both the wall jump and the flipper method make you spin.

1|

Method 2: Wait unnl Robotnik goes by, Then jump on a flipper and flip up over him. Try to conTrol your
movements so you land on his head.

Whutever way you choose when you defeat him, he5|ust as burned.




Spiker the conehead will try to drop
his cone on you. Just keep moving
and you'll be all right.

NEW
PLACES

Trams
Ride the trams, but be sure to
jump off at the end of the line.

Look out for earthquakes an

Sol

Sol shoots his
flames af you.
Once they're all
gone, though,
he's helpless.

,i._

Digging Underground
In some places, you can dig through the
ground.
=% You can
break rocks
in Hill Top
Lone.

Hill Top Zone is tectonically unstable.

d rising lava. Otherwise, it's a

pleasant place to cruise—unless you meet Sol, a fire Orbinaut,
or get conked on the head by Spiker.

NEW ENEMIES

Rexor

Rexor is a pink
lavasaurus who
shoofs at you,
but he's not too
accurate. Jump
on his head t<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>