ERYONE :I{I+
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Murmber of Lives to Start Maln
P ISsIonS

0

€) Humber of Sun Medals
€ HNumber of Moon Medals
(4] H::lr'ne. of the Area

O Change Menu

O Your Nexi Destination

The game takes place in several different areas of the w::rk:l and as th;, game progres-m
yau will move on to new areas. The World Map. with the World broken apart, Writbt*r:ame
available after you complete the first area, and the areas yau can travelto will be displayed.
Hold the 2 Button and use the Control Stick to rotate the Werld to see where else you can
travel (the cursor will be at the area nearest to the center of the screen). Usfs Elthf’r the Pointer
of the sContral Pad to select the area. Either 5ﬂlec1; the on-screen + O marks or prr'ss the +
Button or - Bulton to change screens, : e

Class Co lter Gamec'uhecu-n olle:

Rotate the World
Select Area
Change Menu

Select a dz«‘*stmahm and a meny will be dmpiayed HEH_E‘\\ :
that if a inenu selection showsa red [ock r}';ar‘k }-'0_1 B
canmot select it al this time, 3 =

VILLAGE, . ... ... . Gotothe vilageof the qelected -
area (pole).

STAGES . ....... . .. .Retoythe M|55|f_‘-n5}'gu h&w :
already cleared. You.may jﬂgnt :
ta retry Lo either impiove your g ©
record or to find items your may

have missed. Select a Missionto.
refry from the list.

GAIA GATE. ... . .. .. CGo directly to the Gaia Cate &:»f
i the selected area.

F




OVERALL STATUS

Select an area to display a fist of Missions you have
played in that area, along with the Medals earned in each
Mission . Use this to check where you have missed the

- Medals.

You can yiew {or listen tclfr’ Ihé IfEFI]S found in the game.

Bm:_rl.rse o W Nw:w ‘u'ariaus illustrations,

s concept agts, and settings

of the cha?emﬂrﬁ and

e areas R R

“Browse Music . .. ... .. Listento Ehﬁ‘ miisic used in
A it & the game.

- Miew movie d1ps wsed in

; : 5 fthﬁ #ame. :

Browse S&cref Documents . . What are they? qu out :
: o Sourselt

s Tk =

BM;-MEﬁg_& e
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Pmtntilraads e i :
Copyright © 2004-2005, Swedish Enshtute of Computer Stience. All dghts reserved, Red:stnbuﬂm :
and use in source and binary forms, with or without modification, are permrtte-d provided that fhé
following conditions are met:

1 Redistibulions of source codle must mtﬂln the dbove mpynght notice, thﬁ Hisit of cgndumns ﬂrh:}
' the following disclaimer.

2. Redistributions in binary t’orrﬁ must reproduce the above. l::up',fnght notice this I|§i:;
and the following disclaimer in the documentation and/ar other materua]s :

distribution. =

3. Meither the name of the Institute nor the names of its .;antnbutﬂrsfrﬁq; EEM for endorse or
- promote products derived: from this software without specific E@: wﬂ%@gﬁ‘perwsﬂm
THIS SOFTWARE 15 PROVIDED BY THE INSTITUTE AND CONTRIBUTORS "AS 15 AND ANYL,
"EXPRESSOR EMFUED WARRANTIES, INCLUDING, BUT iw’tﬁ% TOUTHE IMPLIED -
 WARRANTIES OF MERCHANTABILITY. AND FITMESS FOR F ULAR PURPOSE ARE
DISCLAIMED. IN NO EVENTE SHALL THE INSTITUTE ORE LFF@RS BE LIABLY ,P{fJ'H ANY
DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EKEMPE-JQR?Q' GR HﬁgE}UENﬂAi Qﬁﬁ M{JES

ANCLUDING, BUT NOT LIMITED TO, PROCUREMENT %ﬁi}&ﬁ MTUTE GOGRS c:ﬁf@&mtes

LOSS OF LISE, DATA, OR PROFITS; OR BUSINESS Iﬁfm HON) HOWEVER CALISED AND ON
ANY THEORY CF LIABILITY, WHETHER [N CDNTM@T ETR:ICT !,M.BMT}‘ 0OR T@Eﬁ OMCLUDING
NECLIGENCE OR OTHERWISE) ARISING [N ANY WA‘HﬁUT QF"THE Llﬁ DF—THfS EOFT‘U’IMRE, e
EVEN IF ADVISED OF THE POSSIBILITY OF WCHKDF.MAGE
Author: Adam Dunkels

quulm.-l : : ;
; Cﬂpynght 2 20{)3 2008 Nheﬁa Bkl g T

=

This software is provided “as-is", without any ﬁpress ar implied mrrantg inno a@i'em wﬁl‘ the Mtﬁars N
be held liable for any damages arlslng from the tite of this aﬁﬂwm g ;i;- i
Permission s granted 1o anyone to use this 5of*wm¢@r any ;}ﬂrpﬁwa ﬁludmg ﬁﬂf’mﬂicm} .

applications, and to alter it and redistribute It fr!.gly, subject fothe fﬂl@{nﬁ r&ﬂm&, g
1. The origin of this software must not be m cpresmtgd\ i%ﬁﬁ‘mst
the orginal software. If you use this softwidreifia prodict an@:k
- documentation would be appreciated bub i$ |r1pﬁ1,‘l;'+k'.=:r|t.tm:»za;w w0

2. Altered salirce versions must b plaml'j,r m&ﬂu{eﬂ :15 3u¢h and ﬁ@sﬁ hﬂ%
o ‘oniginal software. Kx S,

3 This f'lﬂtlrF- may not be re-mwed B a.lterec! f‘wm aﬁg source ﬂrs.

: Sqflus
- Copyright © 2003 -2006 Alberto Demichelis

- Fhis software is provided “as-is’, without any express@r : :
be held liable for any damages ansing from the use of #

Permission s granted to anyone to use this software far .
apphcaimﬂs and to alter # and redictribute it freely subj

1. The nrkgrln of thrs software must m:tt he mhsrepresentﬂﬂ'“ y

- documentation would be appretfamd but i not rﬁﬁuﬂﬂi

2. Altered source versions rmwt bia ;ﬁa‘inly marked a such and mu
Hw.- ariginal w&ware G e

; 3 Thie notice ma}r noﬁm-remmed o aitered frﬁm H.ﬂ],f murte d:ﬂn‘buﬂﬂn ;
:_'ipﬁal‘r ks to: : ; :

- Massive Bla :iﬁﬁ e
= Z:Gemhe Giant Si!:dias :










AN ULTIMATE GAME CHAIR™ LIMITED EDITION

THE ULTIMATE GAME CHAIR IS THE BOMB DIGGIDY”

DYLAN AND COLE SPROUSE - S 3D Stereo 6 Watt -
_ -~ Headrest Mounted Speakers

-

4 Game Sync'd™ ;. ‘:... .
_+, Vibration miurs et \\LJ),

B e =

Connect Multiple
. Game Chmrs Tagell'nar

THE HEDGEHODG "“--w

SEEGA Al Righls Reserved, E

COMPATIBLE WITH ALL GAMING SYSTEMS!

f}-'r'GI'IIUbIJIf-i i, ..

UGC Customer Service (925) 756-6944
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LIMITED WARRANTY:

SEGA of America, Inc. warrants to the original consumer purchaser that the game
disc or cartridge shall be free from defects in material and workmanship for a period
of 90-days from the original date of purchase. if a defect covered by this limited
warranty occurs during this 90-day warranty period, the defective game disc or
cartridge will be replaced free of charge. This limited warranty does not apply if the
defects have been caused by negligence, accident, unreasonable use, modification,
tampering, or any other causes not related to defective materials or manufacturing
workmanship. This limited warranty does not apply to used software or to software
acquired through private transactions between individuals or purchased from online
auction sites. Please retain the original, or a photocopy, of your dated sales receipt
to establish the date of purchase for in-warranty replacement. For replacement,
return the product, with its original packaging and receipt, to the retailer from which
the software was originally purchased. In the event that you cannot obtain a replace-
ment from the retailer, please contact SEGA fo obtain support.

Obtaining technical support/service

E‘E rGeJEewe additional suppont, including troubleshooting assistance, please contact
at

* Website: www.sega.com/support
* Telephone: 1-800-LISA-SEGA,

LIMITATIONS ON WARRANTY

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCH
ANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED
TO 90 DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE
CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL SEGA OF AMERICA, INC.
BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS
OF THIS LIMITED WARRANTY ARE VALID IN THE UNITED STATES AND CANADA
ONLY. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS, OR EXCLUSION OF GONSEQUENTIAL OR INCIDENTAL
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO
YOU. THIE WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. YOU
MAY HAVE OTHER RIGHTS THAT VARY FROM STATE TO STATE.

To register this product, please go to www.sega.com

-y 2

._‘!ﬂc.i
and Street, Suife 400, San Francisco, CA 94103

SEGA is registered in the U.S. Patent and Trademark Office. SEGA, the SEGA logo,
and SOMIC UNLEASHED are either registered trademarks or trademarks of SEGA
Corporation. ©@ SEGA. All rights reserved.
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PLEASE CAREFULLY READ THE Wii™ QPERATIONS MANUAL COMPLETELY BEFORE iﬁﬂ!&mﬂ
Wii HARDWARE SYSTEM, GAME DISC OR ACCESSORY. THIS MANUAL CONTAINS lﬂmﬂl’
HEALTH AND SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE YOU Dﬂ'
YOUR CHILD PLAY VIDEO GAMES.

A WARNING - Seizures

e Some people (about 1in 4000) may have seizures or blackouts triggered by light flashes or
patterns, and this may occur while they are watching TV or playing video games, even if they have
never had a seizure before,

o Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic
condition, should consult a doctor before playing a video game.

* Parents should watch their children play video games. Stop playing arrd cun:suh adoctor if youor
your child has any of the following symptoms:

Convulsions Eye or muscle twitching ﬂltered vision
Loss of awareness  Involuntary movements Disorientation

» To reduce the likelihood of a seizure when playing video games:
1. Sitor stand as far from the screen as possible.
2. Play video games on the smallest available television screen.
3. Do not play if you are tired orneed sleep.
4. Play in a well-lit room,
5. Take a 10 te 15 minute break every hour,

A\ WARNING - Repetitive Motion Injuries and Eyestrain

Playing video games can make your muscles, joints, skin or eyes hurt. Follow these instructions to
avoid problems such as tendonitis, carpal tunnel syndrome, skin irritation or eyestrain:

» fvoid excessive play. Parents should menitor their children for appropriate play.

* Take a 10 to 15 minute break every hour, even if you don't think you need it.

* |f your hands, wrists, arms or eyes become tired or sore while playing or if you feel symptoms such
as tingling, numbness, burning or stiffness, stop and rest for several hours before playing again.

» |f you continue to have any of the above symptoms or other discomfort during or after
play, stop playing and see a doctor.

4\ CAUTION - Motion Sickness

Playing video games can cause motion sickness in some players. If you or your child feels dizzy or
nauseous when playing video games, stop playing and rest, Do not drive or engage In other
demanding activity until you feel better.

IMPORTANT LEGAL INFORMATION This Nintendo game is not designed for use with
| any unauthorized device. Use of any such device will invalidate your Nintendo product warranty.
! Copying of any Nintendo game is illegal and is strictly prohibited by domestic and international
| | intellectual property laws, "Back-up" or “archival” copies are not authorized and are not necessary to
| protect your software. Um!amrﬁ will be p;mecu!ed
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sl ' The Official Seal is your assurance that this product is licensed or manufactured by
Nintendo Nintendo. Mways fook for this seal when buying video game systems, accessories,
£ games and related products.

Manolactured under license fram Doty Laboratores. Dolby, Pro Logic, and the double-B symbal are
[I] DOLBY. | tademarksof Dillsy Laboratories,

PROLOGICH | i This game s presented in Dolby Pro-Logic . 1o play games that carry the Dolby Pro Logic 1 loga in

i surmound sound, pou will need 3 Dolby Pro Logic B, Delby Pro Logic or Dolby Pro Logic |14 recedver, These
EVERVONE .".D-.» feceivers are sobd separately

Hintende, Wi and the OFcal Seal are Gradermarks of Mimterde, © 2006 Nintendn !

| Licessed by Mimtendo

- (Nintendo)

This software uses specially-designed fonts created under license from Fontworks
Japan, Inc. Fontworks Japan, Fontworks, and font names are trademarks or
registered trademarks of Fontworks Japan, Inc.

The typefaces included herein are solely developed by DynaComware.

Sonic Unleashed uses Havok®. ©Copyright 1999-2008 Havok.com Inc. {and its
licensors). All rights reserved. See www.havok.com for details.
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Nintendo GameCube Controller

L fiistan: : : § Button
- 1 Busten
¥ lugttan
X Bumen
A Bution
B Bunoen
©gmick
 SERRTAPAUSE

r:Wij Remate‘”ﬂ' * Munchui&.‘.l but it can also
tendu GameCube Controller. To play. with
use ﬁhe Hmtertdn Gama(:ube Cnntmllm

e
o
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; _'}'A blue wh:ﬂmﬂnd flashed inte view of the g&rgaﬁtuaﬁ battle ﬂe’et aﬂd begaﬂ a ha&ty but

- destructive path to the cenh;aJ fortress where Dr. Eggman awaited. In what was to be their
final s.howdown Sonkc hamassed the power of the Chaos Emeralds and transformed iﬂtﬂ ’

o Suprecr Sonrc dealing dEstructwe blows to Dr. Eggman 5 pretmus machrner}f : o

He:rwe'-rﬂr unbeknownst to Sonic, he'd run head ﬁrst lntcr DE Eggmans mﬂst ﬁ@
~ far. Sonic was suddenly surrounded by a high energy shield, which strippec
~ Sonic powers, while simultaneously robbing him of the Chaos Emer@ds*“b‘ﬁ
 anticipated Sonic's transformation from the ﬂutﬁm‘. and saw thts as I'f '
: pfoturethe Emer&ids :

: .;:.. Dr. £ ggman them from the safé-t}a of his cmtrol panei rﬁﬁm@ fhe puianty of the Ciwés 4 *‘*’ ._
 Emeralds releasing the dark. energy within. The energy% ﬂien ﬁf@d asa pmeﬂufheam B s
towards. the world: e e

be Wr‘u‘h a mér the world was ripped into seven continents, ﬁihlﬁh floate d aroun the dords T
i - From the aftermath of this destruction, the m[g&if ﬁeas‘k""ﬂark Gaﬁ‘ﬁ% TR 8 Very Icmg L
.s!urnber Dr. Eggman had. planned to &xpir;:at E;lﬁ.rk ﬁ}ala dsa meas ¢ %ﬁg t-wer* ﬂ:m wéﬁd o

However, Dark Gaua Wwas m::t tﬁe :::nl-,r l:xeas nlg.ﬁ‘aed Due tg hi

Emeralds as the dark energy was expelled, %ﬂlcﬁnﬁemerﬁ e
muscular density increased, his claws sharpened; his teeth grew i
became ;:mi_arﬁ:i with a lush h&auy fur. _Sc_-r;_E: aﬂ tramid‘ rimgd ir

¥

h:mile piummehmg to one of the centMElﬁﬁ ﬂ&’ﬂw __,._ erited .w'

colliding with a colossal bang, Sonic discovered an imp- Illr:e= craatur
memory of who he was. Sonic, assuming h% ¥ :
mcknanmd hlm "Ehlp on- acmunt of his ins



'E}E HEDGEHOG

Soric is the world's fastest supersonic hedgehog, and values freedom and

life by his own rules above everything else. He is kind at heart, but can be

short tempered and is quick to throw himself into the middle of trouble
~without a second thought, remaining steadfast to the end. His personality
i @xfapmman of kindness and ferocity, as on the one hand he does all
i iﬁg,g-;i’mrer,m ﬁna,:ff out evil, but he also can't look away when somebody
else is in tmubleg i

- Gonic hates ba&#&nﬁand bﬁlng tied down, so much of his time is spent
L TUnning h;:wards the ﬁw% dan(ger or adventure

SATHE\WEREHOG

hs a*&jcfe effﬂci of Dr. Egeman’s latest foibles, Sonie now
- undergoes an extreme physical transformation whenever the

SUM Zoes ﬂqwh, but his beart remains the same. Almost. Sonic
. the Werehng!s still willing to put his life on the line for his
? friends v@fﬁ‘imﬁ any due consideration, but his dedication to
helping hr?“m friend regain his memory is in no small part
& outof gLfIﬁ: that it was his own fall from space that caused
 the pmb1em1=n the first place.

.ﬁs a Werehog, “Sonic is not as fast as his usual self, but
he makes up for it with ferocious combat technigues. His
pqwaszul Arms. are able to stretch aﬁﬂ-wmg him to attack

Ina daﬁc«gﬂ&n&rm of being in
the wr f p;{}ce at the wrong
time, Chip last his memory after
Sonk fgl[%ﬂm outer space, As:

2 e v lo nger knaws who he isor
wﬁeréﬁ" came from, he decides

xté a{i}w‘itum to try to redr&ctwer T
..r‘.’y’ \X@g" ldf"‘ﬂﬁt}' 4
R

= *;5 {n this game, Chip will also serve
as a guide, giving you various
hints along the way

- An ewt scientific gamua who boasts an 1Q of Bﬂa By
~skilifully luring Sonic right into a most devious trap, he
- was able to sutxessfully awaken Dark Gaja. Bub w:!! he

be equal?y wqeg;;fal in taking over the wprf_d.?. el
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During the |ntmdur,tr:rr'g,r dema movie, press the + Button
to display the Main Menu. Select one of the following
options,

Classic Controller GameCube Controller

START GAME . . . .. . . Start the game

OPTIONMS . ... .. . Changethe game setlings. See
below for details;

SELECT FILE

Atter selecting START GAME, select a game file: either an
existing one or one of the NO DATA slots (see below).
if you selected one of the existing files, select one of the
following or the character icon to change it :

START GAME . .. ... Start the game with thisfile.

DELETE. ... ... ..... .Delete the selected file and.. -
return o SELECT FiI.E“Sr:reéh S e .3

COPY. ... ... ... . Make aduplicate copy Df{;he file = e

Select the target slot i:} aapy to: . &

BAGE . o Cancel Selection ag_}i:l retir o
SELECT FILE Screey.

GAME DATA

You must first create game data to save your game
progress. After vou select an empty slot, you will be
prompted to create your game data. Select OK, then
select an icon (from one of the Sonic characters or Miis)
to indicate your data. When you have chosen an icon,
select OK to create the game data, You will then return
to the SELECT FILE Screen, so select the newly-created
data to begin the game with it

The progress of the game will be saved automatically.

The game requires 3 blocks of free space.

Language Settings .. . . 5S¢ _
= Germiar, Spanish, Halian, and Japa : ?*

::'mx'ﬂiu Settings ... . .. .. .Select the audm ULhtpl,.It frarm Mﬂnaura. .

frim English, Pl

= Controfler 'Hﬁngs . Select which set of mnthm to use in the ganﬁ %" ﬁa%&ﬁ:._ .

._.Num:huk Classic Controller or deeﬂub& Cpntmﬂe

- numtﬁe seﬂ%f@ - Jf{:ggies the Rumble Feature ON/OFF.




U SEX

The stages of S'fam{, Um'eashed are dwsderj into two typex- E}ay Sta;,e-ﬁ are piaye:l with Sonic
the Hedgehog, and Night Stages are played with Sonic the Werehog. The play styles between
the two are completely different.

.- Bach stage has a mission to achieve and is divided into two types: Main Missions and
Sub-Missions. Main Missions are cleared by simply reaching the Goal Ring with the given
amount of Lives_iwhile in Sub-Missions you must fulfill a given task (many are tutorials for the
controls) wf’thm a‘* hmgted time. You must finish a series of Missions in order to clear the Day/

[\t:ght Stage of the area. I‘F‘}fﬁu fail, you mmust try the same Mission again.

Dﬂ‘l" STAGES — SDNIC THE HEDGEHGG

Eﬂav Stagps are fast-paced 5ta;rés with'a combination of 3D View sections and classic
Sﬁenvsew sectibns. Man}r stages have more than one route to the Goal Ring,

; 0 Lives R‘eman‘imgﬁﬂam Missions
S only) :

.Targat*f”mp. Ma,mﬁﬂixsmnr,
“only} =
Elapsed Trme (Main Mrm-:ins .
only} I:E.f :

ﬁ:ngﬁ i Possession
Boost Gauge -
Time: Remalning (Sub- h&:;;;‘,mns
- only) i
ﬁ Rings Cuiiectedfﬂeadea :

-~ (Sub-Missions only)
: iz ‘# ..":-"_J=

Sk

lgute The 5crean Iaynut dep&n,d's
on whether yoil are playing a Main
.ﬁ:ﬁﬁsian or Sub- Mlasjtm Thescreen

--------

e m&e tﬁaﬁ‘ﬁmber of tries :-,-!ﬁu hate to reach the Goal
r% gar the Mission). You will lase a fife if you fall off a
""B/ﬁ miﬁs ared, drown or take dﬂmage with no Rings in

. possession. Rings prutef:t Sonic from enemy attacks and

= harmful objects, and even uﬁf} one Ring in possession

- will preve,nt;»fﬁu from lesing a life. You will lose a portion
gfmﬁ%ngﬁ You have when you take damage.

| & o e -

Rings: one each {iéff} oF
amount shown inside {right). -



MOVE/BRAKE e

Uise the Control Stick to make Sonic move in the direction
entered, Continue to push in the same direction, and Sonic will
aradually increase his running speed up 1o the maximum. Note
that by collecting Rings, Sonic's maximum speed increases.
Mawe the Control Stick in the opposite diraction to brake.

; Classic Controller GameCube Cnntmllr

RUNNING ON WALL/WATER

Sonic can run along a wall using momentum. le&"ﬂlﬁﬂ
~Sonic can slide on water, While you can adjust your
“course when sliding on water, you can only use Quick
Step (see below) to change your path when running ./
along a wall. Sonic will fall it he loses momentum, iEf}J—E:
caretul. i

QUICK STEP Wyt
While mrmmg press and hald the B Button for mu:ch* o
Step Mode. In this state, push the Control Stick /% tor
/% while running along the wall) to make Sonic sidestep
T to his leftiright tor up/down) without Josi ng forwdrd
| ~momentum, Release the B Button to. deactn;ate Cick £
_ Step Mode. This action is not available dunﬁg Sldra Vrew e
sections of the stage. B

Classic Controller GameCube Cnntmller

QUICK JUMP/SPIN ATTACK 3
Tap the A Button for a short, quick jump. P'EES the A ’x

Button longer for Spin Attack, allowing Sopicto jump  —
higher. Landing on top of an enemy or a bﬁak&ﬂ& object
while in Spin Attack will damage it.

Classic Controller : GameCu be Cuntrﬂllar

- WALL JUMP

- Use the Cantrol Stick to move towards a wall an 31;%
the A Button, allowing Sonic to climb up narrow, ve t

_openings. This maneuver is pﬁsmme only in the Side- W.
sections of the 5tagu« : %

A Classic Cuntrullér § GameCube Controller

© CROUCH/SUDE
..Mﬁﬁeﬂancﬂngsﬂ pmgsﬁ'!a EMHDJM thehu&:lmg
ShoEea i ﬁmCWISthmanyfﬂmmnEumake
Cpiean 'Smrct,raw# e b i rmoving forward, press the Z Button o
e ﬂm&mmamuwﬁﬂmmﬁm&wf?mw&ngs
“i ' GameCube Controller




SONIC DRIFT
While running, push the Control Stick #/% and then
press the Z Button, and Sonic will tum tight corners
without losing much of his momentum. Performing this
long enough will fill the Boost Gauge (see below) a little,

GameCube Controller

HOMING m:.@cx

While airborne via }umpjr@*ﬁr bouncing up against a

. bumper, a cursor wilf appear if gither an enemy or a

- gimmick that is a possible target far homing is within the
atea. Shake the Wii Remote dnd Eﬂmc wrFf perform a
H0m=ng ﬁettack towards the cumf

Elassm Enntmller GameCuhe ﬂuntruliar

ACTION CHAINS

If you connect enemies and certain gimmicks in succession via normal or Homing Attacks, it
will trigger Action Chains. Action Chains fill the Boost Gauge (see below) quickly

2"

'UGHTSFEEB DASH ' 4

f 4 Rifg is within range fcﬂ"th% L!ghtspﬁed Daﬁh Ehake

 the Wii Remote to make St&ﬁc dash towards it By

i Mﬁg alggg a ggnes of R"ﬁgﬁ Sqﬁlac can re:a:ch plaec:es
whﬂr@hé normal }*‘tan Lo ~

BOOST GAUGE

. You start the Stage with three empty units on the Boost
| Gaugé, and you can fill the gauge in the following ways:
| collecting Rings, performing Action Chains {the more
chains, the more units on the gauge), or performing
Sonic Drift for a given length of time (Drift Bonus), If you
collect a certain amount of Rings, the maximum number
of units increases by ane (up to six units), with the gauge
filled to the maximum. If you take damage, the maximum
A number of units decreases by one (down to three units).
%1 Using Sonic Boost will consume one unit from the gauge.




ETOMPI NG

While Jumpmg press either ?he B Button or Z Button to
stomp on an object. Stomping on a fragile floor will allow
Sanic to break through it.

lassic Controller GameCube Controller

- REAL-TIME INTERACTION ;
‘ = In some situations, you will be prompted to press specific
- buttons. Quickly press the correct button(s) displayed on
| the screen to advance. If you make a mistake, depending o
i ~on the situation, the result could be anything from l::-smg =
| an advantage to -:mting WU ore Lafe i

: 'RESU LTS SCREEN

If you reach the Goal Ring to cEear A Main Mrssion the :
Results Screen will be displayed. Your perfomlﬁ‘lm ﬂrtti be:
evaluated, and you will be given a Rank and eam toon
Medals: three Medals for Rank 5, two for Raik A, and
one for Rank B. For clearing a Sub- M;ssmn ?ﬂu wgi! farm
ane Moon Medal. g . e

e Note. You can retry Missions from the Wuéuaap ps 1@
Note that, with Main pMissions, even if YOu: retr;a and .
receive a higher Rank, you will only receive- the: ﬁﬁmb
of Medais you did nat g\et before. & e,

. 5GME ﬂTHER GIMMICKS AND ‘ITEM%
Grind Rail : o ?
g "‘Pl Hop onto it, and Sonic will slld&} ”
. along the rail. : & B
: Dash Panel E
’ Run aver it, and Sonic will
be launched running in a set

¥

'd{rectlur; at a speed f‘astesr thar
.hss iap sp&m’i

o

B SPﬂnES e Lt

i @ Touch one and Sonie wiJ{ :

bounce ina set direction. Thiesr:_

=1 are passible fargets fm the it
: .Hcmmg Htt&a.elt S

contai ;;ﬁ&ms that r:aﬂ be v-‘r&werzf on th& Extras Scrﬁen mﬂmwm Map
_':P ‘191. Mt&st ﬁf these items are in Eami-fu ﬁnd pfateq




| NIGHT STAGES — SONIC THE WEREHOG -/ -
In Night Stages, Sonic uses his new abilities to both fight against enemies and explore.

Lives Remaining (1)
@ Elapsed Time

@ |¥&G¢uge =

L nieaahpd ’Gau gé

Combo Count -

Shorf-Range Map

LIVES AN[} RINGS
The' Wy you lose a L|f¢* s completely dlﬁerent in Night
Stages. Sonic has a Vitality Gauge, and when Senic takes
damage from enemy attacks or by making eontact with
harmiul objects, a pambﬂ of the gauge will be lost. When
the Vitality Catge is cempl&teh.ﬁ depleted, Sonic will lose
‘aLife. Sonictan regain lost. wta.lﬂ;y by collecting ngS or

green orbs {p.13). Be careful of bottomless ledges and
tizep waters Falling into crrra {and ;Irnwmng} -mil qauﬁe
i ‘?‘unré’ tn lose ome: ufe in an ;@tant i :

Mﬂ\e’EfDﬁSH _ 5 e

Lim the ng‘;rol Stick to HWELSUM: i the r:!nr&c.,tmr:f

: entﬂmd Cnntrnue:m push fn’the game diraction, é{,ﬁci

_ Snmc gradualha increases his' runnmg speed up fo the
d

'lmp Press the A Bl.rtian agam
'ﬁbie—}u mp ;

| GUARDING
Press and . ht;!gd e 7 Button tﬂ guan:! against enemy
‘;t@ﬁ;gﬁﬁm{:an mal(é‘ﬁﬁm{ dodge while guarding to

Classlc Cnntrnllar GameCube Controller




_ Classic Controller GameCube Controller §

1 the Were-Wallop. Hit the enemies with The Were-Wallop Combo to send them flying, then
| follow up with more attacks to gain even mare Experience Points. You can repeat the
A Were-Wallop combo in succession to gain even more Experience Points.

EATTL;E AGAINST EN EMFEE

When you encounter a group of enemies, it's time to
battle! With some exceptions, the area will be enclosed
with a force field, and you cannot leave the area until

alt enemies have been defeated. The vitality gauge of
each enemy will be displayed nearby. By defeating each
enemy you will earn orbs (p.13); one, two or three types
depending on the enemy type. :

ATTACKING

Attacking enemiies is performed by shaking either of
the controllers: Wii Remote for a right-handed attack,
Nunchuk for a left-handed attack; or both together for 4.
two-handed attack. You can even attack while jumpmg;

Right-Handed Attack
Left-Handed Attack
Two-Handed Attack

DASH ATTACK

Attack the enemies with either hand while r;ﬁ;hrylng. The
enemias will be stunned for a limited time, Ejﬁﬁ@ing-an
opportunity to inflict massive damage. ;

COMBOS

Combos are performed by shaking the Wi’[ﬁemat& and
Munchuk altemately. You may start with eﬁhﬁ’&and forw
different combo. Early in the game, you cai of h;&perform
up to three-hit combos (although the Comb o Count will

accumulate more). But as the game pmgrem;,;%c 5
ability improves (see Orb Results, p.15) and will be able
to increase the number of combos (up to ﬁvﬁﬁ‘iﬁ?‘?
will also learn new skills that will allow him to

finiishing blows with two-handed attacks anj,rtrm

the third hit; : B

WERE-WALLOP s
As Sonic gains Experience Points (see Ofb Results, p.15), he will eventually leam a skill called |

i
S

TR LN T e
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o GRAB
i Stand in front of an object or an enemy, and press and
[' : hold the B Button. Sonic will grab it, Release the button
to put the object/enemy on the ground.

Classic Controller GameCube Controller

'THwﬁw :

While grabblng;‘ an abjef:‘t or an enemy, shake the Wil
- Remote to throw. :

i Classic Euntrulier GameCubE Controller

UNLEP«‘SH ED MGL‘IE

.. If you have even'a hhﬁﬁ amouint left on the Unlﬁa&hed Gauge,

_ Press the € Button to inioke Unleashed Made, During this
state, Senic's attack: pw.r&r increases, while the amount
oof damagef trom the ehemies' attack decreasés The i

~ gauge will dEpI@*I:P withdime and-awher it runs fmt Sonic
 returns to his gormal state. The Unleashed Gauge can be

 recharged by collecting bEue orbs (see below).:

§ GameCube Cuntruller

cl; assic Controller

GNGNY

ORBS

There are three types of orbs that can be collected by
defeating enemies or collecting Iterm Containers: The
green orbs restore the Life Gauge by a little. The blue
orbs wil] ff the Unleashed Gauge. Red orbs serve as
o Sonic’s Expenence Points towards improvements in his
i dh|||trest ee Orb Results, p.15)

e

i en@mm & oﬁecf& {hem are

5 that involve grabb‘iﬁﬁ Ey huldmg
will hang mﬂ:- lés: release and

i -&%gu Jiimp while holding iggtmh button

Itmlﬂ i‘fnd and gmh oﬂﬁ the next pole. Here are

,;- -li

The dlrectmns on ;mw to éfﬁerat&- the conlrollers
wﬂi also be displayed an~&;:re&n

s
R

HORIZONTAL POLES .
5MW1‘&1 Remaote and Sonic will swing himself, then

“jemp éi;athg pight moment. By holding the Grab button,

; I automatically find and grab the next

~ Horizontal Pole/Vertical Pole within his range after the
Jump. Note that in Classic Style or while using the :
Nintendo GameCube Controller, simply grabbing onto the
‘Horizontal Pole will cause Sonic to swing automatically.




DARK ENEEGY FG’ECE FIELﬂS

 foundis dispi&wd’ beic-w the ae!apsad tkme at tha Ieft Stdﬁ: -
L the screetl. : S

VERTICAL POLES

Shake the Wii Remote and Munchuk alternately to climb.
Release the Grab button to descénd; re<grab to stop.
Jump and Sonic will jump-away fram the pole. Watch
wherd vou land when you descend!

SPINNING POLES

Move the Wii Remote in a circular motion fo keep

momentum, then press the Control Stick in the desired
direction and jump.

Clﬂssic Cuﬂtrniler ﬁﬂm&{:uhe Controller k.

rrress tD start spinring.

HANGING LEDGE

There are some ledges vou can grab and hapg uﬂtﬂ o
this state you can move sideways (#/% ) or climb Up 1o HE
where allowable !

OPENING A DOOR

Stand in front of a door, and press the Grab: ‘buttﬂn to
grab its base. Then, while holding the Grab{:ruttm'i to
charge power, swing both the Wii Remnteand E\Iunchuk'
together upwards to open the door. While using the
Classic Controller or the Nintendo GameCube Controller
simply holding the Grab button will open thesdoor 0
sutomatically. Mote alsothal not all doors fdl’l bF ﬂﬁened oo
this way,'and vou may need to find other way*-. iu operr it
them. gt i

e

MOVING A LEVER
Stand in front of a lever and grab it. While holah;kg ti‘m Grab K
buttan to charge power, swing the Wii Remote from left to S
right to move the lever While using the Classic Can =

ar the Nintendo GameCube Controller, simply holdin % :
Grab button will move the lever. =

TURNING CRANKS
Stand in front of a crank and grab it. While holding thi
Grab bution, rotate the Cnntmi St{t:k b turn the crank.

Classic tuntmlier metube Cnntm!le

in some Sta ;when woli reach a certain area, a Fuﬂ:r:
Fietd wil app&&r to black your way. You must find three
“keys” |n order to deactivate it. The number of “keys"

l‘l"



RESULTS SCREEN
As with Day Stages, the Results Screen will evaluate
your performance, and Sun Medals will be awarded
accordingly. :

RECORD TIME. Beat the Target Time to increase your
rank

; R1NGS Euaeed the set amount to increase your rank,

EORCE CDLLEﬁTED Exceed the set amount of red orbe
. -to increase your f&ﬂk :

- ORB R!ES ULTS

ﬂfter thie Results Screen, the DF‘D F{etuit Screen s
displayed, The red orbs collected i'-rkghe Mge will be
accumulated hege, As they accumulate, if the total
. number reaches a gwen amount, one of the following wil
Beeur increase mvlfallt?yft:ornbatfﬂt’rack Power Rank

o learn'a new aﬂm?;; skilll As the gamie prégrgsses the
- stages become more Gﬁaﬂeﬂgmg So make sure to find

- a5 many red orbs as yoircan fo improve Sonic's abilities
 quiickly Use the Control Stick #/# to view how many

Switph |
: 9 ¥f you see one, i{y 5t&pplﬂg an ”
= o see what i dgas'

_ Item Capsules

These contain either Orbs
(red.or blue) or lems. Most of
these are placed at hard-to-find
places,

' BOSS STAGES

- ﬂ'gam& 'esg }rnu wHI eve;ﬁuﬁlg foceive keyg 1 !hr—- bm;res of each area. You wa]i
= g,h as eithierSonie the Hedgehog gr Soni¢ the Werehog, depending on the boss you will
o ¥
fac hg];t‘beﬁawnr and jm ay to defeat them.

£ @ﬁﬁges i:dape:nda an
1 form Sonic is in)



i e Y

ey

_people and gather information. You will see

© Local Destinations

€ Change Time (Day+ *Night)
tbecomes available for each
area, when the condition s met)

€@ Return to World Map (Leave
the game if World Map has not
becomes available yet)

O Your Next Destination

Villages are where you meet and Lalk to

several destinations to choose from. Select a
destination and talk to the people there.

it you see "NEW!" next o the destination @ -
name, it means either you have not visited: ™
there or a person there may have something ..
new to tell you that is vital to the story. Evenif
you dor't see it, try talking to people anyway. .
You may be in fora treat, s

Yoru will visit the village during Daytime or .8
Mighttime, and some villagers may behave =
differently depending on the time of day, Also,
as the game progresses, you will be able to
switch from day to night, and vice versa. Select

the icon at the top right. or press the Z Button
to switch time. You may be able to obtain
ditferent information in Davtime ar at Night,

Classic Controller GameCube Controller & ' i



@ Humber of Sun Medals
€ Number of Moon Medals

@ “Sonic's Gauges (depends on
Whﬁ:h Im; Sonic s it

Q Short: RangeM:rp

‘rn &a;h thagt-‘- there isa ﬁm:red si'L:inE ﬁa!.ied
a Gala Gate that yau piust find. Talkte one of
: the wllqgers whﬂ kmmws about the Gafa {ia%ﬁ,

1n5|f.te ihe (‘jﬁm Gate Vou wﬁl ﬁnf{ several door‘ﬁ
. atthe batk Each door r&quimﬁ a mdlchmg
= fabletio ‘openit. If you have the tablel, the..
door that matches the tabief}wlt glow, Through
them doors you will %nter E?ajr or Night Sfages,.
“as well as the Gaia Tem p1ez; Nﬂtf fhat. m‘t all
jﬂala Gates hﬁve ‘thPe ga!.e*ik -

ﬁgﬂrﬁc arie of m ;
tefeported mstﬁ}tly

The do:ﬁrs at the sides. m"qwre ;ﬁmﬁc amounts
“ of both Sun Med&ts and n Medals to open
- them. Bey nd-6deh tais
_whereyan a4 way to get items for the
; 'Eagtr&s*ég P 19), 1UP item that increases
wwﬁa? ing Life Count of the Stages, or a key
to access new Secret Missions, If you get stuck,
simply select RESTART STAGE fmm H’IP Pause
Meﬁu arnd try agam
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