





Home
Info
Forums








	
Menu


	
	
Main
	Main Page
	Recent changes
	Random page
	Help
	Special pages
	Upload file



	
Games
	Game List
	Prereleases
	Unreleased
	Unlicensed



	
Game Info
	Game Development
	Hidden Content
	Bugs
	Characters
	Enemies
	Bosses
	Items
	Locations
	Level Themes



	
Hacking Info
	Hacks
	Community Hacking Guide
	Programs



	
Fan Gaming
	Fan Games
	Resources



	
Music
	Albums
	EPs
	Tracks
	Musicians



	
TV & Film
	Adventures of Sonic
	Saturday Morning
	Sonic OVA
	Sonic Underground
	Sonic X
	Sonic Boom
	Live-action Films
	Sonic Prime
	Shorts



	
Printed Media
	Shogakukan manga
	Sonic the Comic
	Archie comics
	IDW comics
	Books





	



 Search







	
	
	What links here
	Related changes
	Special pages
	Printable version
	Permanent link
	Page information
	Cite this page
	Recent changes
	Help



	
	Create account
	Log in


























 Actions

	Page
	Discussion
	View source
	History




Flame Mobile

From Sonic Retro
 




	 
	 Sonic the Hedgehog 3


»

	 Bosses


»

	 Flame Mobile




	 



	 Flame Mobile

	 Game: Sonic the Hedgehog 3

	 Level: Angel Island Zone

	 Hits to defeat: 8



The Flame Mobile (フレイムモービル)[1] is the first boss of Sonic the Hedgehog 3, fought at the end of Angel Island Zone Act 2. The Flame Mobile is depicted on the US box art of the gameMedia:Sonic 3 US box artwork.png[2], although the art shows the machine shooting flames, whereas in the game it shoots fireballs.


Strategy

Quite a step up from the easy mid-boss, this boss battle involves hitting Dr. Eggman/Eggrobo's Flame Mobile mech eight times while avoiding the two (or four, if playing as Knuckles) fireballs shot from it. At the start of the fight, Eggman/Eggrobo will appear above the bridge that the player just crossed, and burn it to cinders by shooting fireballs at it. When this happens, the player must not be standing on the bridge lest they fall into the bottomless pit below, though they can get a few hits in before the attack. Afterwards, Eggman/Eggrobo will disappear behind the waterfall and emerge at another spot to shoot fireballs directly downard or diagonally, then repeat the pattern, so the player will have to time their jumps. Having a Fire Shield active makes the fight considerably easier thanks to the shield's immunity to the fireballs.

It is possible for Sonic to defeat this boss before it has a chance to escape into the waterfall, but he will require a Fire Shield in order to do so. The player must stand on the left of the bridge, then jump just before the boss appears. If timed correctly, Sonic will continually bounce on the boss and score all 8 hits in one go. Immediately after landing the final hit, the player must perform a fireball dash towards the right of the screen to avoid falling into the bottomless pit.

When the boss is defeated, a bridge appears on the right of the arena, covering the bottomless pit there as the Capsule descends. After the points tally, the player's character(s) will automatically go right, and what happens next depends on the character. In Sonic and Tails' adventure, the heroes will meet the malicious Knuckles again—he laughs and hits a switch which makes the bridge the heroes are standing on collapse, dropping them into Hydrocity Zone. In Knuckles' story, the echidna simply jumps through the bridge and drops down to Hydrocity Zone.


References

	↑  File:Sonic3KoushikiGuideBook Book JP.pdf, page 31 

	↑  File:Sonic 3 US box artwork.png 
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Angel Island





Hydrocity





Marble Garden





Carnival Night







IceCap





Launch Base





Bonus Stage





Special Stage




Competition Levels:





Azure Lake





Balloon Park





Chrome Gadget





Desert Palace





Endless Mine






Batbot





Blastoid





Bloominator





Bubbles





Buggernaut





Catakiller, Jr.







Clamer





Corkey





Flybot767





Jawz





Mantis





Mega Chopper







Monkey Dude
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Penguinator
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Snail Blaster
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Spiker





Star Pointer





Turbo Spiker


Sub-Bosses:




Fire Breath





Big Shaker





Tunnelbot





Bowling Spin





Big Icedus





Twin Hammer




Level Bosses:






Flame Mobile





Screw Mobile





Drill Mobile





Graviton Mobile





Freezer Mobile





LBZ Bosses





1993-11-03 prototype





1993-11-20 build





EPROM prototype




Sonic 3C Prototypes:





"0408"
Prototype
1994-04-08





"0517"
Prototype
1994-05-17


Books:




Official Play Guide (US)





Official Play Guide (UK)


File:Sonic3KoushikiGuideBook Book JP.pdf
Koushiki Guide Book





Official Super-Sonic Tips for SegaManiacs





The Sonic Collection




Music:






Wonderman




Videos:






Sonic History Video





Se te va a erizar el pelo
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