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	 Boost

	 First seen: Sonic Rush (2005)

	 Users: Sonic the Hedgehog, Blaze the Cat, Shadow the Hedgehog, Miles "Tails" Prower, Knuckles the Echidna, Amy Rose

	 Type: Movement, attack



The BoostMedia:SonicGenerations 360 UK manual.pdf[1] (ブースト), also known as the Sonic BoostMedia:Unleashed 360 US manual.pdf[2] (ソニックブーストMedia:Unleashed 360 JP Manual.pdf[3]) or the Super BoostMedia:SonicRush DS US manual.pdf[4] (スーパーブーストMedia:SonicRush DS JP manual.pdf[5]), is a move utilized by Sonic the Hedgehog in newer Sonic titles starting with Sonic Rush. It is a rapid-acceleration move which allows Sonic to travel at vastly increased speed, activated by the press of a dedicated button.
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Overview

Boosting has several major effects, the most obvious being that Sonic goes much, much faster; while Boosting, the edges of the screen even blur in order to accentuate the effect. Sonic also becomes surrounded by a blue-white shock front, capable of smashing enemies or small obstacles out of the way and send them flying. Thirdly, Sonic's wake pulls in Rings behind him, an effect much like the Lightning and Magnetic Shields from earlier games. Using the Boost consumes energy, and the boost can be used for as long as there is at least some energy left, which is replenished by different means depending on the game. Finally, the Boost enables Sonic to hydroplane over the surface of any body of water; important for levels where there is a lot of water to traverse.

While using the Boost can make the player invulnerable to most enemies and obstacles, they are not completely invincible, as indestructible hazards such as spikes and fire can still cause damage, and crush hazards can still kill them. Boosting into unbreakable obstacles (such as walls) can also stop the Boost, and in some games will make Sonic fall over, taking several seconds to get back up.


Game appearances

Sonic Rush series

 
Sonic using the Super Boost in Sonic Rush.



The first game to feature the move, Sonic Rush, refers to the move as the Super BoostMedia:SonicRush DS US manual.pdf[4] (スーパーブーストMedia:SonicRush DS JP manual.pdf[5]) and is used by Sonic. Blaze the Cat can also perform the move, and her version is referred to as the Fire BoostMedia:SonicRush DS US manual.pdf[6] (ファイアーブーストMedia:SonicRush DS JP manual.pdf[5]). The technique is performed by pressing  or  while on the ground, rushing forward and plowing through enemies as long as there is energy in the Tension Gauge. When the Tension Gauge is maxed out, the player can Boost infinitely for a short amount of time. Using the Super Boost is also required to power the Special Generators and enter the Special Stage.

In both Sonic Rush and Sonic Rush Adventure, the player can crouch and roll during the Super/Fire Boost. This is useful when going downhill, as it allows for even greater speeds. The super-high-speeds of the Super/Fire Boost are necessary to avoid death in several places during the Rush games, like when pursued by giant boulders.

In Sonic Rush Adventure's Sea Stages, the Wave Cyclone is also capable of Boosting, which can be done by either tapping the Touch Screen twice or by pressing  or  as long as there is energy. Holding the stylus/button down will maintain the boost.


Sonic Unleashed

Sonic Unleashed marks the move's first appearance in a 3D Sonic platformer, where it is referred to as the Sonic BoostMedia:Unleashed 360 US manual.pdf[2] (ソニックブーストMedia:Unleashed 360 JP Manual.pdf[3]). In the daytime stages, Sonic can perform the move with the  button on the Xbox 360 version, the  button on the PlayStation 3 and PlayStation 2 versions, and by swinging the Wii Remote on the Wii version.

In the 360 and PS3 versions, the Sonic Boost is powered by Ring Energy, which makes the move's ability to draw in Rings doubly useful, and can be activated at any time. In the Wii and PS2 versions, the Boost Gauge is split into multiple chunks, and can only be used when the player has a full unit on the gauge; using the Boost costs one unit, runs automatically for a set amount of time, and the player will not be able to use another Boost until the first one runs out. Creative use of the Boost and jump platforms can enable Sonic to travel immense distances in midair; a fact extensively exploited by Sonic Unleashed speedrunners.


Sonic Colours

In Sonic Colours, the move returns once again, this time the move is referred to as simply the BoostMedia:SonicColours Wii US manual.pdf[7]. Instead of being fueled by Rings, it is tied to the White Wisps found in capsules, making it more of a power-up than a move. This forces the user to be more cautious on when and how to use the Boost, and allows the levels to be designed around more platforming than pure speed.

In the Nintendo DS version, the Boost is functionally identical to the Sonic Rush series. Collecting all of the Special Rings in this version of the game will unlock "Infinite Boost", which will allow Sonic to Boost as much as he likes, even if he runs out of boost energy.


Sonic Generations

 
Modern Sonic performing the Boost in Green Hill.



The Boost returned again in Sonic Generations as a move performed by Modern Sonic, and the Boost Gauge is now refilled by collecting Rings, defeating enemies and performing Trick Actions. Recharging energy by performing Trick Actions will also refill the Boost Gauge past the maxiumum. Certain Skills can affect the Boost Gauge, such as doubling its capacity or enabling Sonic to boost infinitely at the cost of not being able to pick up Rings. The Boost can be used indefinitely while in White Space.

Compared to Sonic Unleashed, the Boost's radius for pulling in Rings is smaller, and boosting over water consumes a lot more energy than normal. When Modern Sonic transforms into Super Sonic, performing the Boost will allow him to fly, but doing so will drain his Rings a lot faster. In the rival battle with Shadow, Sonic can Boost into meteorites to shatter them and slow Shadow down when powered up.

In the Nintendo 3DS version, Boosting is similar in function to the Sonic Rush series in that filling the Boost Gauge to its maximum capacity will enable Modern Sonic to Boost infinitely for a short amount of time.


Sonic Forces

After its absence from Sonic Lost World, Boosting returns in Sonic Forces, though its fuel has reverted back to Wisps. In Tag Team stages, Sonic and the Avatar are capable of performing a special technique, known as the Double Boost, where the two characters boost together to clear through obstacles or to escape. Shadow the Hedgehog is also capable of using the Boost when being played as via the Episode Shadow DLC.


Sonic Frontiers

In contrast to the more car-like Boost in previous games, Frontiers' boost acts more as a sprint button. Sonic is no longer invulnerable while Boosting, it's much slower than previous games, and regenerates naturally instead of needing a constant supply of Ring Energy or White Wisps. The Boost can also be upgraded to become faster by the Elder Koco in exchange for 12 Koco, and will gradually increase in speed from Level 1 all the way to Level 99.

When at Level 99, or at Sonic's maximum Ring count, the Boost will become the 'Power Boost', a much faster variant of the Boost that behaves more akin to the previous titles with a massive speed increase and a lightning effect similar to those present in the Sonic the Hedgehog film. The player can also temporarily obtain an infinite Boost meter while in the Open Zone by creating an 'Infinity' symbol with the Cyloop.

In "Another Story", Amy, Knuckles and Tails all have the ability to Boost, and is available to them by default. They can also unlock special versions of the Boost as Skills in their skill trees.


Sonic Dream Team

	 
	 This short section needs expansion. You can help Sonic Retro by adding to it.
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