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	 Sandopolis Zone

	 Third Zone, Sonic & Knuckles

	 Number of Acts: 2

	 Location: Angel Island

	 Level themes: desert/western, spooky/supernatural

	 Sub-boss: Guardian

	 Boss: Egg Golem

	 Maximum rings, Act 1: 383 + 210

	 Maximum rings, Act 2: 284 + 80

	 Non-English names:
	 JP: サンドポリスMedia:S&K MD JP SonicJam manual.pdf[1]
	 DE: Sandopolis-ZoneMedia:Sonic And Knuckles 16-Bit EU Multi.pdf[2]
	 FR: La Zone de SandopolisMedia:Sonic And Knuckles 16-Bit EU Multi.pdf[2]
	 ES: Zona de ArenópolisMedia:Sonic And Knuckles 16-Bit EU Multi.pdf[3]
	 IT: Zona di SabbiopoliMedia:Sonic And Knuckles 16-Bit EU Multi.pdf[3]
	 SE: Sandopolis-zonenMedia:Sonic And Knuckles 16-Bit EU Multi.pdf[3]
	 NL: De zone van SandopolisMedia:Sonic And Knuckles 16-Bit EU Multi.pdf[3]




	 ← Flying Battery Zone | Lava Reef Zone →



Sandopolis Zone is the third Zone of Sonic & Knuckles (the ninth Zone of Sonic the Hedgehog 3 & Knuckles) and is separated into two parts: a sandswept, quicksand-filled desert for Act 1, leading to a giant, labyrinthine pyramid for Act 2. The latter one is well known for featuring ghost enemies.
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Overview

Sandopolis Zone is a fairly long level, taking on a more platform-based, puzzle-oriented style than most levels before it. The Zone is entered by all characters falling from the sky into the sand at the beginning, requiring the player to press a button to jump out of the sand. Puzzle navigation is crucial in Act 1, as the player has to move stone blocks out of their path and onto small wheels to ride on, jumping up and riding along "sandfalls", and grabbing on to hanging rope handles to abseil down long ravines to progress. The Zone is also filled with catapults that launch the player diagonally, as well as networks of diagonal sand slides. Sinking into the quicksand pits throughout the Zone will either lead to lower routes or to death, but they can be escaped by repeatedly jumping.

At the end of Act 1, a giant pyramid rises from the sand, releasing the Guardian. Once it is defeated, the player enters the pyramid where Act 2 takes place inside. The torches in the background of Act 2 are not just for decoration; they serve as actual illumination for the level and will progressively get dimmer until a light switch is pulled. The light has 4 stages: bright, semi-bright, dim and dark. The pyramid is also filled with timed doors operated by heavy black switches that have to be pushed or Spin Dashed into, and a section with rising sand halfway through.

The player (unintentionally) meets the Hyudoro by falling on a Capsule in Sonic and Tails' story and they then attempt to thwart the player's travels throughout the rest of the Act. The Hyudoro are likewise affected by the light; as the lights get darker, the ghosts get more powerful and aggressive. They are at their most powerful when the lights go out, and at that point they can physically hurt the player. If Act 2 is being navigated by Knuckles, the Hyudoro have already been freed prior to Knuckles' arrival (possibly due to Knuckles' story taking place right after Sonic's, or, out-of-universe, Knuckles' ability to avoid it otherwise) and will immediately attack him upon the start of the level, as it is dark.

After Act 2, the Zone is exited by Sonic and/or Tails falling into some kind of hole in the ground, or by Knuckles just walking over it (both ways lead to Lava Reef Zone).


Quotes

	 “
	No desert has shiftier sands than this treacherous terrain. Play the sands to your advantage. Time your attack on the Skorp just right!
	 „

	 — Sonic & Knuckles US manualMedia:S&K MD US SonicJam manual.pdf[4]




	 “
	Here's the desert stage, something that hadn't appeared in the series until this point, so we were able to make it relatively free of earlier influences. The ghosts appearing in the second half are the first enemies who weren't made by Eggman. When he infiltrated the pyramid, he must have worked very hard to trap them inside that box.
	 „

	 — Takashi Iizuka, Sonic Jam Official Guide[5]




Enemies

	


	Skorp — Scorpion Badniks that whip out their stingers.

	


	Sandworm — Caterkiller-like bots that dig in the quicksand.

	


	Rock'n — Robots guarded by sand blocks.

	


	Hyudoro — Ghost enemies inside the pyramids.



Animals

	


	Cucky

	


	Pocky



In other media

Sonic the Comic

 
Sandopolis Zone as it appears in Sonic the Comic #47.



In the Sonic the Comic series, Sandopolis Zone is first visited by Sonic and Knuckles in issue #47 in their attempt to stop the Death Egg from launching, only to run into Captain Plunder and his Sky Pirates, who have come to loot the treasure of the Lost Pyramid of Sandopolis. When the pyramid is unearthed, the Guardian is released, and Captain Plunder and his crew sneak into the pyramid while Sonic and Knuckles are distracted by the Guardian. After activiating the lighting system, the pirates smuggle as much of the treasure as they can, only for the lights to go out and the pirates to be chased out of the pyramid by the Hyudoro, abandoning the stolen treasure in the process. Knuckles would then bury the pyramid in sand again.

In the Knuckles Knock-Out Special, the pyramid is unearthed a second time by Nack the Weasel using his shrinking technology to shrink the sand, and he somehow reprograms a second Guardian to get in Knuckles and the Chaotix's way. The weasel manages to loot the pyramid of its treasure, shrinking it down into a box to carry it more easily, and escape by plane. However, Knuckles uses Nack's shrink ray on the treasure to enlarge it and destroy Nack's plane, preventing him from getting away. Knuckles is then left to pick up the treasure, which had scattered all over the desert.


Sonic the Hedgehog (Archie comics)

In Archie Comics' Sonic the Hedgehog comic series and its spin-offs, Eclipse the Darkling and the Dark Arms make it across Sandopolis Zone with the Master Emerald in order to reach Launch Base Zone and escape while being pursued by Knuckles and Shadow. Rouge would attempt to slow him down by activating the Guardian.


References

	↑  File:S&K MD JP SonicJam manual.pdf, page 18 

	↑ 2.0 2.1  File:Sonic And Knuckles 16-Bit EU Multi.pdf, page 38 

	↑ 3.0 3.1 3.2 3.3  File:Sonic And Knuckles 16-Bit EU Multi.pdf, page 39 

	↑  File:S&K MD US SonicJam manual.pdf, page 8 

	↑  File:SonicJamOfficialGuide Book JP.pdf, page 85 








	 Sonic & Knuckles

	



Main page (S3&K|KiS2|Blue Sphere)

Comparisons 
Maps (S3&K) (KiS2) (Blue Sphere)
Achievements
Credits 





Manuals 
Promotional material 
Magazine articles 
Video coverage 
Reception 
Merchandise




Development 
Hidden content (S3&K) 
Bugs (S3&K) 
Region coding
Hacking guide
Bootlegs



	

show;hide


	Levels
	Enemies
	Bosses
	Prereleases
	Media








Mushroom Hill





Flying Battery





Sandopolis





Lava Reef





Hidden Palace







Sky Sanctuary





Death Egg





The Doomsday





Bonus Stages





Special Stage




Blaster



Butterdroid



Chainspike



Cluckoid



Dragonfly





Eggrobo



Fireworm



Hyudoro



Iwamodoki





Madmole



Mushmeanie



Rock'n



Sandworm







Skorp



Spikebonker



Technosqueek



Toxomister


Sub-Bosses:




Hey Ho





Gapsule





Barrier Eggman





Guardian







Heat Arms





Red Eye





Death Ball




Level Bosses:






Jet Mobile





Hang Mobile





Egg Golem





Hot Mobile





Knuckles







Mecha Sonic





Kyodai Eggman Robo





Final Weapon





Super Mecha Sonic





"0525"
Prototype
1994-05-25





"0606"
Prototype
1994-06-06





"0608"
Prototype
1994-06-08





"0610"
Prototype
1994-06-10







"0612"
Prototype
1994-06-12





"0618"
Prototype
1994-06-18





"0619"
Prototype
1994-06-19


Books:




Official Game Book





Le Guide Ultime




Comics:






Archie special




Music:






Sonic & Knuckles Sonic the Hedgehog 3

















Retrieved from "https://info.sonicretro.org/index.php?title=Sandopolis_Zone&oldid=331148"





Categories: 	Sonic & Knuckles levels
	Levels with a desert/western theme
	Levels with a spooky/supernatural theme
	Sonic & Knuckles


Hidden category: 	Sonic and Knuckles levels














	 This page was last edited on 30 December 2021, at 17:57.
	Privacy policy
	About Sonic Retro
	Disclaimers





	 Powered by MediaWiki 









Please enable JavaScript to pass antispam protection!
Here are the instructions how to enable JavaScript in your web browser http://www.enable-javascript.com.
Antispam by CleanTalk.



