WM-01

GAMEPLAY

.-lq.ﬂ.:_ir' | .
: PROLOGUE

HINTS & TIPS




PROLOGUE

A Disturbance on Angel Island

Dlscevermg a sudden dlmen5|enal breach in the

that it could be a source of unspeakaB‘Ie pe‘\‘)mer he

immediately dispatched hisielitelrobotiminions—the
Hard Boiled Heavies (HBH)—te retrievelit.
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Meanwhile, Sonic and Tails werealsoftracking the signal
but arrived a little late to the party—thelHBH w ':e:rie:,

already there, excavatmg-—a mysterious gemstone out of
the ground. As they did so, space time suddenly warped
around them, catapultingthem all to the Greéen Hill Zone.

g :
As the HBH rtlsh to deliver the gemstenlefte|I Dr. Eggman,\ ; .'
[
T

it's up to Sonic, Tails & Knuckles to stop them.
/
Don't let the Phantom Ruby get mtn/r.the wrong hands! ™\
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___HEAVY KING i HEAVY GUNNER il HEAVY SHINOBI [ HEAVY MAGICIAN [l HEAVY RIDER
flihelleaderfofithe AN oosefcannon Arebotninjaltha AV my sticiperformeriWAlthrillzseeking

that{packsfseriousiUisesyAsSteronstasEmWithlbewildering: robotithatipullsfoff
SelHpRo i evilfgenius Meaviics: He shurikensA\WatchIRtricksupiher, daringgstuntsYBettery
scientist and megalomaniacyhieis Gommandsihis oftenttliesibylinta sleevel\With[herRWatchloutifordher
always trying tojtakeloverithe eliteytroopiwithiaSINe|icopterito hisfsword IEEEShapesshiftingihatSd: mﬂm@s
world, but a certain|bluelhedgeho SR atchiulleyclandla@iterrorizelfrom willlireezeyyoulin g{m@fgm@ and|hentrusted

keeps.gettinglin the way*= pewerfulfscepter? yourgtracks® Motobug®immy:




CLASSIC 2D PLATFORMER
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BASIC ACTIONS
jlihis; playedibysl.or 2 playerst A
conlireller must be connedid:] {trsimiianeus 22
play: .
flihelcentrolsireferenced within| thegbulkiofkthisimanual

are teJrepresent these onjRCYEor

SPEC pleaselclickithe belowithat:
correspondsjwithlyourfgamelconsolet

@ Information will appear as a pop-up window

PlayStation®4

Nintendo Switch™
system
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DUALSHOCK®4 wireless controller
WA

& e > OPTIONS button
Pressitoldisplayithe Pause/Menu

e m e > & button

ornons | . Pressfandlholdlduring/Time Attackito)
| restartiyour time_ attack

directional

Rressithelleffand|right SuLionsEps = E' - @*button (@ button
buttonsjtolwalk¥or; e ) @ (A & button

holdltoJrun left stick €¢-=-|
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Wil ., -: \Whilefstandingfstil | andfopenlitem 8
e - kst eyt
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waylandfpressjthe’ j?i'img},ﬁiuﬁwﬂq ?1 Lo ot 1, BPresstandlholditheldown]button anW
Press thedown|button i Sty puttonitolcrouchll .. . . . W< & "1 .. Kthelaction]buttonsirepeatedly’ then[releaseltheldown
while runningitolspin A8 . iﬂ'ﬁh LT

buttonjtolperformlatSpin|Dash
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Press the Down

Button while running
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directional
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ordDown]Buttonito)
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thelDown]Buttonitolcrouch

(heYgamescreeniwillfscrollfupfandfdown)
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& Controls also apply when using a Ninte

{ B;Button

SpinfJump
Uselthismovelto
damagelenemies;
andfopenlitem

boxes

Pressfand|holdithe]Down]Buttonfand]pressithedY”A orgB,Button
repeatedlyithen]releaselthe tolperformfatSpin
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controllersitojuselthe

mfseparatelylforfsimultanecusi2fplayeriplay!

Joy-Con (L) solo
horizontal Grip

Stick ¢

Joy-Con (R) solo

|

SpintJump

Use thisimove to
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andl/open,item
boxes
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Up Buttonl(L})¥/AYAButton'(R)

Press.and|hold/during§limeYAttackitolquickly,
restart Mﬁm&ﬂ?@k

tojrun horizontal Grip 9 ¢k -t -» + Button
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WhilelstandinglstilBhold[the| , 1 .., Rushfand|hold[the/stickidownfand .
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Xbox One Wireless Controller

Left Stick@ <=~

D-Pad e ¢- Spinflump

Uselthisimovelto

!.

fg i
'-.":. L

[ .
S T T T
S - - - I i

i . damagelenemies >
i‘ﬁﬂﬂ%yﬁﬂiﬂl andfopenlitem $
Iﬂlilq;”””phwﬂllﬂh ‘

\Whilefstanding{still* 1
nldlﬂnk Ry AN IARRY o san - \ :; - ®
ileJrunning W@Iﬂﬂﬁ]@@@ CEEE b 4 I'* iﬂh i [}}%&mﬂﬂﬂlﬂ&&mﬂm ofsthelactionsjbuttons
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UNIQUE CHARACTER ACTIONS
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O CONTROLS

. ¢
DROP DASH TS BUDDY FLIGHT m

pinplur J) Rressjthe Jumplbutton'whilelholding fﬁ@}p
ngﬁi]ump {i@&l duringfa¥jumpitolhavelrailsftakexflight¥Sonicicanigrablon

i'.[}nﬂl][k-s andlrepeated|yipressit

mplbutton' to flyAlfet
Jump button oncejwhile

V @Eﬂ@ﬁl@ﬂ]ﬂ e Tells oy pressing tna
holdingithelDownlbutton, oralleWingiSenicsifeeito
the¥sround.

FLY/SWIM —Tails—

RressithelSpinfJumplbuttonlrepeated|y,
{k@ﬁ]gyuw&a@mﬂmm mﬁmgﬁ
aciien o swiim. AEr & soert wWinlle, Teis
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GLIDE

Press and'heldktheiSp
duringsa jump &@‘Wﬁﬂﬂ@‘
&ﬁﬁxd]@
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O CONTROLS

WALL CLINB —Knuckles—

\

Glidelintofa'wall %J@i\l]ﬁmﬁ&@
il (o diing e i hereflyoulcanfeasily

climbluplor Press'the'Sp
againttolet go:
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Bress any. button.at thettitle¥screenltoldisplayathelmainimenufhelfirsHtimelyou
XT RAS™ willsbe available}for, buimereiwill asjyou ;

e MANIA"MODE
flihelmainfstoryimodeYofithisititleRSelectiSonicHSonici&:
TailsAATailsforgknucklestasiyounplayencharacter:

Acompetitivelmodelforp?: e cenlirellers am
requirediferdthisimode?

EXTRAS

Various/bonus modesiwhichfare aspyol
progress throughithefgame?



MANIA‘|MODE

DATA SELECT

ﬁiltr@y @?
-gitolplayAwithouitisaving?

BEGIN NEW ADVENTURE

Salest & slet feitsee “NEW” o bagin & hew
gamelfromithelVenyabeginningAYourfgame
pregiess Wil [be savee] anftenmeliically as yeu
cleafeachZone!

CHARACTER SELECT

Winile ceediing & siet, you can alse salest
Semis, Senfic & T, Talls er Knueies as yeur

@/If,you select Sonic & Tails while a second
controller is connected, Player 2 can control Tails.

“NO SAVE" MODE

Select “NO SAVE" to play the game
without saving your progress. Play at your
own risk!

Select “SECRETS" to set additional bonus NO SRVE
features exclusive to playing on NO SAVE.

These are unlocked by collecting Medallions in the Bonus
Stage.
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GAME SCREEN
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ime]Elapsed
havelog59g99)iolclearfeachVActExceedithisfandlyoulwillllosefalife!

Ring{Count;

Displayed afterdyoulcol lectfalllyperiRin’s?

(®) Remaining Lives

The gameiwill endfiflyoulloselallifelwithfonlyfonelremaining?

e. MANIA MODE
H
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PAUSE NNENU
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CONTINUE...... Resume gameplay \
RESTART......... Restart from the beginning of the Act
EXIT..ccccennie. Exit and return to the main menu




MANIAY\MIODE|

Run, jump, glide and fly through a series of challenging Zones. Each Zone is comprised of two Acts. Defeat Dr. Eggman at

thegend of each.ﬁ s!E'!eo'lh! d Act andifree the animals to clear the Zone. e
| ! i *: - :' . -~ ll >
fi RINGS AZARDS

8| Collect Rings as you progress. If you
are holding at least one Ring, you will

JRRH not be hurt when hit. The Rings you are §
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ITEMS

When you find an Item Box, attack with Every Zone features an abundance of

a épin Jump or Spin Dash to claim the

ground, springs and moving platfﬂrms.-
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Work out how to make the best use of _

W item inside. Items include extra Rings
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and tempﬂrary power ups. [ESEEERE,

hnldlng will be scattered thnugh—try

-
1

to pick as many back up as > you can! §
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SCORE,", 1100, | I= :
TIMET y3e~a3 e ol .
RINGS ' IV ISR et b = '

STAR POST

activate it. If you lose a life

i and have lives remaining, you

3,

.,mu'rjrnﬁf

will restart from thq last Star B
4 These rncks seem

& 8 Post you activated. | r-i. s ‘-ﬂ._.r |-
If you are carrying 25 or more | _DIFFERENT ROUTES ," Susp'cmus T 1138 18-

Rings when you activate a There are many possible “.

Star Post, glittering stars will routes thruugh each Act.

1o il i il B;t)'.ﬂf-E_-ILJump nto . L Routes Uﬂl’y |n dlﬁltl.l'ty as ) Al VTPl

the stars to transport to the ==y
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Take the lower route

Get more items!



MANIAY\MIODE

GAME OVER
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| BOSS BATTLE _

‘.L At the end of each Act is a |
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e, INANIA MODE
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BARRIER EFFECTS AND SPECIAL ATTACKS

[Lft-i@ Spin Jump }Spm DashjitofopentanlitemiBoxtandye T[}D@KQ@E@{E}H@@@{T’ barrier effectiitem¥Eoreach?
the following items: the :I‘”l JT p)buttonfduring a jumplasgSenic to

e

the¥specialfattack?
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== oty 0. - [hf_’fi, y@mﬂ@ breathe undergwate C 5?: ;
- SpecialfAttack:lBounceflump i
I TI4dA
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MANIA MODE

BONUS STAGE RULES
N\

constantly f'@Tards. lefttand ® Touch the Blue Spheres to turn them red

] hazards t t tageMilouch B

jumplover hazards atejthefstageMrouchfallkithe}Blue SRR PPN 000e
whenjyoultouchkthem®
el o _

edpSpheresizas;
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® Touch a Blue Sphere perimeter to reveal Rings

allltheloutside —a—a— ©O)(©O)O) ([C
spheresfoffalblock{of{Blue! ZN TN AN
° mm Spheresitolrevealfalblock: Q) (O) (O) O,
louchifortaliongfjumpt afp AAA A
Ringsiisjkeyato \ N\,
BIRed[Sphere e g S
earninggalperfecticlear! NN AN P
louchltolimmediatelylendjthelstage ol OESSY O) (0) (O) (O,
E)BumperiSphere
Rebound[offithesefand|reverse
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SPECIAL STAGE RULES \
Run¥around theéurse asifastfasjyoulcanfandfcatchithe ® Pick up Blue Spherestoinawmeed

UE@fioYclear the stage. If youlminfoutloftimelontal lloffithe
coursethelstageiwilllend.

Sph resjto¥sradually,
il ﬂﬁ? e AR
Bﬁwﬂl]g speed will

ﬂ]mml_%y evel jlihelfast
speedilevellisyiiachp3

CatchithelUE@JtolcleargtheYst
@IRings|(remainingitime), andlreceivelajvaluablelchaosi
jTime]leftitolcompletelthelstagey [Emerh 157 o colllest &l ssven w2 © 0 0 OO
Speed -
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TINME"ATTACK
Blast your waythroughlanilctlin thefshertestitime

thelbeststime.

® @ SELECT CHARACTER

ChooselSonicilailsioriKnuckles;
aspyouriplayencharacter!

. SELECT ZONE AND ACT

Dossible. Compete againstirivalstall {5}1@ difor

Chooselthe¥onetandPAcHthat;
youlwillfracelthrough®

Glea[ Zones in Mania Mode to increase the Zones
available in Time Attack.

A

e

BEGIN TIME ATTACK

sithe %[iﬁ NAarker to begin the

: ii -ag;:u :;;:r Ihrarvﬂ
@]ﬂﬁﬂ] hkthelGoal Marker ﬂf‘ﬁ‘:' a5
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. ENTER TIME ATTACK RANKING

W}n@my@m reach the (Goal ME][H]&Q? g
te {H}D@ online rankmgs IS

o1-osv2s

@ An internet connection is required to access the'onlinerankings.

\ ) 4

'3 Press the button below that corresponds to your game console

for precautions and other information relating tolonline /
&

connection.

Nintendo Switch™

PlayStation®4
system



Entering the Ranking

To upload your clear times to the online ranking, it is necessary to
sign into PlayStation™Network. To connect, you will need an internet
connection, a Sony Entertainment Network account, and you must agree
to the terms and conditions therein. Parental or guardian permission is
required for users under 18. Some services may incur additional costs.

About PSN

https://www.playstation.com/en-us/network/




Entering the Ranking

To upload your clear times to the online ranking, an internet connection
is required. It is also necessary to link your Nintendo Switch user account
with a Nintendo Account. Please see the Nintendo Switch Support page
below for further information.

Nintendo Switch Support

http://en-americas-support.nintendo.com/app/answers/detail/a_id/22406/p/897/c/495




Entering the Ranking

To upload your clear times to the online ranking, it is necessary to connect
to Xbox Live. For information on connecting your Xbox One console to
Xbox Live, follow the instructions for “I'm connecting my Xbox One to
Xbox Live for the first time" at the site below.

I'm connecting my Xbox One to Xbox Live for the first time

http://support.xbox.com/en-US/xbox-one/networking/first-time-connection-solution




AVcompetitiveimode foritwelplayerssiiwolcontrollersimusts
connected befbrs sl e e pleyer wine saleess e
meodejwill be Player 1.

® @ SELECT CHARACTER

ChooselSonicilailsioriKnuckles;
aspyouriplayencharacter!

& Both players may choose the same
character.

Decidelthelitemlreleaselpatterny
mberoffchallenges¥andithe

|EI [Iﬂ@imaﬂ@éﬂ
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e

@ GAME START

T[m@g:@amwﬂl]l] belsplit :
Hym&ﬂfﬂ}n Blayer 1 at'the
hp Rlayerp¥atithelbottom?

& Clear Zones and Special Stages?lln Mania'Mode tolincrease

the Zones available m]Competltlon

* Once a player reaches the goal, the other player has 60

seconds to complete the Zone, or forfeit to a Time Over.

e If both players Time Over, it will be declared a draw.

. RESULTS

ltems
llimeiw;ill
to their Winners?
e evarall winner willl be sy
center!




CONTROLS
CheckitheYcontrolleddiagram and basic

Choesela screen ﬁlter fromtthe HE_
choicesibelow;: e

—~

LANGUAGE
£ dﬂﬂl

... Displays a soft gamescreen.

Selectithe isplay,
CRT-SHARP
.
CRT-SOFT ......... Displays soft on a cathode ray tube TV.

... No screen filter.

Set the velumesfseparately,
MUSIC and'SEXqN\oyekthe

right tolincreaseitheivelume?

J

hiﬂ.‘llﬁ-
MUSIC o
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