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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE
USING YOUR NINTENDO® HARDWARE SYSTEM, GAME CARD OR
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND
SAFETY INFORMATION.

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

|AWARN-ING - Seizuresl

= Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns,
such as while watching TV or playing video games, even if they have never had a seizure before.
* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition
should consult 2 doctor before playing a video game.
« Parents should watch when their children play video games. Stop playing and consult a doctor if you or:
your child have any of the following symptoms:
Convuisions Eye or muscle twitching Loss of awareness
Altered vision Involuntary movements Disorientation
* To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play woeo games on the smallest available television screen.
3. Do not play if you are tired or need sleep.
4. Play m a well-lit room.
5 Takea10to 15_pwinutml§eak every hour.
S 5
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‘AWARNING - Radio Frequency Interference \

The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including

cardiac pacemakers.

* Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature.

¢ |f you have a pacemaker or other implanted medical device, do not use the wireless feature of the
Nintendo DS without first consulting your doctor or the manufacturer of your medical device.

* Observe and follow all regulations and rules regarding use of wireless devices in locations such as
hospitals, airports, and on board aircraft. Operation in those locations may interfere with or cause
malfunctions of equipment, with resulting injuries to persons or damage to property.
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[ AWARNING - Repetitive Motion Injuries and Eyestrain|

Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these

instructions to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain:

* Avoid excessive play. It is recommended that parents monitor their children for appropriate play.

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

* When using the stylus, you do not need to grip it tightly or press it hard against the screen. Doing so
may cause fatigue or discomfort.

* If your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several
hours before playing again. |

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor.

I AAWARNING - Battery Leakage\ |

The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your
Nintendo DS.

If battery leakage occurs, avoid contact with skin. If contact occurs, immediately-wash thoroughly with soap and

water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with
water and see a doctor.

To avoid battery leakage:
* Do not expose battery to excessive physical shock, vibration, or liquids.

Do not disassemble, attempt to repair or deform the battery. E
Do not dispose of battery pack in a fire. '

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. |
Do not peel or damage the battery label. f

A\ CAUTION - Stylus Use I
To avoid fatigue and discomfort when using the stylus, do not grip it tightly

or press it hard against
the screen. Keep your fingers, hand, wrist and arm relaxed. Long, steady, gentle strokes work just
as well as many short, hard strokes.




The official seal is your assurance
that this product is licensed or

look for this seal when
buying video game
systems,

accessories, games

and related

Nintendo does not license the sale or use of products
without the Official Nintendo Seal.

Important Legal Information

manufactured by Nintendo. Always |

THIS GAME CARD WILL WEJHI(
ONLY WITH THE NINTENDO DS™
VIDEO GAME SYSTEM.

l:l IE Wireless DS
- Single-Card

L >3 Download Play

THIS GAME ALLOWS WIRELESS MULTIPLAYER
GAMES DOWNLOADED FROM ONE GAME CARD.

o, aoMm
N(( Wireless DS
BTN E Multi-Card
L5 2 Ploy
THIS GAME ALLOWS WIRELESS MULTIPLAYER

GAMES WITH EACH DS SYSTEM CONTAINING
A SEPARATE GAME CARD.

Copying of any video game for any Nintendo system 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 fo protect your software. Violators will be prosecuted.

This video game is not designed for use with any unauthorized copying device or any unlicensed

accessory. Use of any such device will invalidate your Nintendo product warranty. Nintendo (and/or any
Nintendo licensee or distributor) is not responsible for any damage or loss caused by the use of any such
device. If use ofsuch device causes your game to stop operating, disconnect the device carefully o avoid

EVERYONE

damage undresmnarma! game play. If your game ceases o operate and you have no device

® attached fo it, please contact the game publisher's "Technical Support” or "Customer Service” department.

CONTENT RATED BY

international intellectual property laws.

LICENSED BY REV-D(U

ESRB

The contents of this notice do not interfere with your statutory rights.

This booklet and other printed materials accompanying this game are profected by domestic and

NINTENDO, NINTENDO DS AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO.

© 2006 NINTENDO. ALL RIGHTS RESERVED.
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STORY & CHARACTERS

Dr. Eggman is up tﬂ hlS t:rld %}tﬂﬂkﬂ agam

And Sonic is right there tc: stop himi
“Hey Eggman! What have y@u get planned ﬂHS tfme"? .

“Hah! Do you thmk l m gmng to teH yﬂu that?" -

After an exchange of blews, Eggman ha&tily retreats leavmg behmd a
mysterious Emerald qu;te unhke the Chaﬁs Emeraids ”




Somc the Hedgehag
Foot loose and fancy free, his only i
~ gripe is with evildoers. He's sometimes Vi
quick to anger, but will always lenda N
helping hand when somebody's in '
trouble. There's no stopping the
world's fastest SUpersonic hedgehog!

T T L M i e o s e e o s R e

! r‘;'Blaze the Cat 1
~ As guardian of the 50E Emeralds she 5 currently i
‘hot on the trail of Dr. Eggman who's made off
A\ with them. Blaze is normally calm and level-

' __:.;f}ﬁ}&:'aded__ but may be concealing her real feehngs
Devoted to her position, she sometimes gets
:bg;gged down by her own strict discipline.
._wﬁic:h___may explam why she seems a httle

i RSO WA i S



Hrs speech and manner is
. ""*--;';*_-':__-;-__'_-';:‘feeniy pf)htﬂ fs:‘::r such a f:old

. Gn the surface ha resem-—
.. i-_j}_hles Eggman I:mt e:an the

1 -:::Dr.. Eggman .
) An arrogant seiftprofessed ewl scs-*
’ entific genius, with a passion for
~ robotics, and dreams of enslaving
the world in his own Eggman-land
utopia. His schemes are invariably
~ foiled by Sonic, but hes never et

 that detasl stop hzrn* J

'i




Miles "Tall' .
0 A gentle fox wi

him around hké a .Eid e
brother In thiS '

| .wherever she ga&s She ™

is polite and hardworkir g.

She can also fly by flapping her

. 'ears. She meets Blazeand = =

. becomes frtends suppertmg
_. __'her in thIS game L

ST R S T S g S

J:.:!'r'1,.|:,—_"..'-|.:

L Amy Rose
She calls herrse!f
~ Sonic's gtrlfﬂend . - ‘13
~and chases hm-'lf i, N Knuckl"e»’s fhe Echidna
where ﬁVBf he { ¢ A pgwerfu. and Spectac_ = .
.:-s?f:*':ﬁr:?f;:fif_8‘3“’5__, Shf—‘ is T@E<.. /  ularechidna, heis b )
. - 0w, awaysreadyfora (R
fight. Beingso
straight forward
and earnest, he Ll
i< easily fooled YDA G
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This game mainly _.
uses the +Control Pad |
and the buttons to ~~ LButon
play. The stylus has a
limited use in this

game. +Control Pad
Tcrut:h Screen

Tﬂp Sf:raen

~ Power Button

mmmphﬂne

AII selectable ;tems (Menus Character Select etc)are

displayed on the Touch Screen. Use the +Control Pad 1

to select the Menu item and press the A Button, or

simply touch the Menu item w:th the Nmtend@ E}ST‘“ o

Stylua t{} enter (ﬂr exemte)

R Button

SELECT
START

X Button
Y Button
A Button

B Bulton




Walk/Run & Brake
+Control Pad «=/=

- Press the +Control Pad =/= to walk,
~one direction to gain more speed. Quickl
direction to brake your dash

~ Scroll Screen
__'_:+Contml Pad 1/1

 usaidg doy

" Hold down the +Ccmtrol Pad t / i whd&*‘st&ndmg* 1
still to vertically scroll the screen and view what's g
iimmediately above or underneath depending on |

~ which screen you are in. If your character is in the mp_

__.'_f_fi._sr:reen yﬂu may Qn}y scroll up, .and vu:e versa..

PSSR TR



Spin Jump
A/B Button
Use the A/B Button to Simply jump and p_ress. -
jump and/or attack your | “ the R Button in mid-air
enemies. ~ to either dash forward above

. 1P 'gmund or charge a nearby enemy.

| ":.Sp:ri Jump, R Buttnn

Spin Dash .
! + A/B Button, release l

Hold the +Control Pad l _’.-Pres:«s the X/Y Button
while standing still, then 4 while Sonic is on the -
press the A/B Button to spm ‘and -"j_fi'}--_ground Thz:«: action is available as
_release ‘che +.;--’-;-;a_:mtml Pad Sonic  long as ywr Tensmn Gauge (p. 12)

g, biastmg IS charger:i -

'Supar Baost
X/Y Button




A/B | Button

Use the A/B Button to |
jump and/or attack your
' enemie’s.

 Burst Dash
!+ AJB Button, release l

Hald the +C0ntrol Pad §
~ while standing still, then

'-X/Y Button L

Press the X/Y Button
while Blaze is on the

~ press the A/B Button to spm and ground. This action is auailabfe as
| :-:j-:{'_-retea.se the +Control Pad. Blaze long as yeur Tensmn Gauge (p 12)
~ dashes forward spinnmg blastmg is charged
enemses in her path |

~ v;.."b'r-Wﬁ"uWﬂk-W{lll' .ﬁﬂ:.':.'élll.".l' Vit il |
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~ CONTROLS = _ -
i _«<“Trick Actions ‘

| Basic Tricks/Advanced Trick

B-B-B/A Button Qfﬂ
Tap the B Button while launched in the air. You can also press .

the A Button for your third action for the awesome finish! L

Grind Tricks - T{o)0)
R-R-R Button -

s
Tap the R Button while grinding across various rails to perform Py,
the Grind Trick. —-&“

Just Trick [
A Button

G
Press the A Button as you are about to take off from a spring- § ﬁ% _'
board or the edge of a rail. This trick is the most efficient way
to charge up your Tension Gauge.

Tricks and Tension Gauge

Whenever you perform Tricks or defeat an enemy, the Tension

| Gauge (at the left side of the screen) will be charged (maximum
| at 300%). This allows you to perform the Super Boost. Also, the
| Tension Gauge will decrease with time or when you take damage.
Note that Tm:k Points you earn from a single gimmick (p.17) will
decrease each time it is used — until nothing can be gained.

REE 2




Hop Jump (Sonic)
T + R Button
Use the Springs or the Ramps to launch into the air, then

press both the +Control Pad t and the R Button to perform a
vertical hop.

Humming Top (Sonic)
« /= + R Button

Use the Springs or the Ramps to launch into the air, then
press both the +Control Pad «=/= and the R Button to per-
form a horizontal hop, attacking enemies in the way.

Axel Tornado (Blaze)
t + R Button

Use the Springs or the Ramps to launch into the air, then
press both the +Control Pad t and the R Button to perform a
vertical hop, attacking enemies in the way.

Jump Step (Blaze)
= /= 4+ R Button

Use the Springs or the Ramps to launch into the air, then
press both the +Control Pad «=/= and the R Button to per-
form a horizontal hop.

... - 4




Insert the " Semr:_ Rush *'--:_..*‘f-:jame Card m’m the:

Nintendo DS™ system and turn the .
POWER ON. When the Title Screen
appears, press START tc:s enter the Mam
Menu screen.

GAMEPLAY (P16)
Play the game along the story

BATTLE PLAY (P27)

Play in the 2- Player race t@ fmish the selec’t-
ed Act. - | |

TlME A‘ITACI( (PBG) . e |
| Racﬂ agamst the clock to fm;sh the selected Ar;t in rer:ord time. Thrs rnodei}-f_;f_j_:_;}jﬁ};f

_ _-_b_ecamﬁa avarlablefmce yau reae:h the end w*t;@fﬁ';'-'erther charact&r in




P View ret:c}rds and Change vaneus g
tings .

PLAYER DATA

You can view records of your performan es
in Battle Play and Time Attack. .

DIFFICULTY —_—
Change the difficulty level of the game T e

TIME LIMIT

~ Select whether or not to Iose a hfe when
t:me runs out.

SOUND TESY

~ Listen to the music and sound effects used in this' game Tht.; Menu Item
‘becomes avaslable once ycu reach the endmg w;th erther character in
~ Gameplay.

."'..;éf_ff_;-,"*DELETE RECORD _ .
Delete all saved game data on the Game Card
BOWNLOAD BEMQ

Aﬂﬁw your fr:enda‘ to dawnlﬂad a Demo Version of the game. Please see F
thﬁ dfrfectronﬁ fer Smgle -ﬁ___f&f‘d Play (p-34)asa reference for down!oadmg

u2342s doyg

A
b i

1 TV ks et e o g g
FTIE # W B WP

-_'z.n";be changed only in the DS Menu

e"?f’?l_anguage Settm"" 5




- GAMEPLAY
Play the game along the story from two sides: Sonic and Blaze.

,Mr@ the Game

If you are playing for the first time, the game will immediately start from
Zone 1 Act 1 with Sonic. You will be able to select Blaze after you clear
Zone 1 by defeating the Zone 1 Boss.

Afterwards, when you select this mode, you can
select which character to play. The game resumes
from the Zone Map screen (p.22).

_<“"pct Screen

During the Act, the characters travel
between the top screen and the Touch
Screen, depending on the situation (except
during the Boss Act, where the action takes
place on the top screen only). All important
information will be displayed on the same
screen where the player currently is.

@ Number of Rings Collected

@ Time Counter

Elapsed Time from the start of the Act
© Tension Gauge

(Will not be displayed in the Boss Act)
O Number of Lives Left

;ﬁln:g yanoy

=

B

uaaixg doj
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_<""How to Play

® Gimmicks

There are various gimmicks on the field that will assist you in advancing
in the Act. Some of these invoke a Gimmick Jump, allowing you to per-
form aerial Trick Actions (p.12). Some of them are easily noticeable. Here
are some that appear early in the game.

Bungee Rope

When you try to go down, it attaches to your
leg, and will bounce you back high in the air.

Winding Rope

Grab it, and it will spin you around upwards,
then launches you straight up.

Underwater Mine

Grab its handle, and it will lift you up. Beware, it
will self detonate, so let go to avoid the explosion.

Giant Waterwheel

Approach this underwater wheel, and it will spin
you around, raising or lowering, and accelerating
you out.




~eam an extra lifE .

"'0 Checkpaiﬂt

If you find the Ch&ckpoint Ma.rker ke sure t{J tauch
it. This allows you to restart the Act from this lccattan
should you Iose a In‘e and have any remammg |

® Rings

If you possess even one rmg rt w:ll pretect you from ]
~ losing a life upon taking damage. When you take damw: 1
~age, you will lose all the rings you possess, making

. ys::urself vulnerable If ywu mllect 100 nngs ymu w:l

mgs ON i in thmns (53 15).
drt to flash when the time limit
'-"the '::;.:.':"ﬂt befwre the tfme limit




. . Breathlng Underwatel' @

Some Acts contain underwater areas
underwater for long, so you must resurface or fi
' air bubble to breathe. A countdown will start if you hol
your breath too long. When the countdown ends, i
l will lose a life. |

(EriLpp:

. Act Cleared

Reach the Goal Marker before the time Irmst ewi res t@ --
clear the Act. Your performance wﬂl bf: evaluaterd am:l e sacse YA
d:Splayed Gfthefesu Soreell. . 0 . 1 w e

atpan Nk

, press S-'::E:ﬁgRT__tp pause thr:: 5.:1{11:: and
\ dlsp!ay the Pause Menu. Select CONTINUE or press |
I START again to continue the Act. Select GO BACK to K
"‘""the current Ar:t_ and re:__;iLim tl_:_,__.:the Zone Select ¢

enala d f._tr Selectm"’""f'_'.':_""'_n_ the Act " "Elec*t screen (p.23). In this case you can




. A variety of Power—Up ltems caﬂ be found in Etem Boxes pamt:aned .
| around the course. Touch the bm to receive the Item msu:le . 2

5 Ring Bonus

Increase your ngtﬁunt by
D

e ' Invinci ble
jj‘jf"'_f_j;.: Become mvmr:lble far a lim-
- .-itf:".‘d ttme |

Random Ring Banus . = -'-_Tensi'an B‘anus o .
Increase your ng caunt by o4 Increase your Tensmn Gauge{ -
.5 10 30 or 50 B :_.-._'__Ievel by‘l bar |

R Barrier . Wred Max Tensran Bonus
L8 4 Protects agamst @ne enemy e :_.--mcrease your Tensnan Gauge =
attack. ... B -,.-_.-..._.-__-_-.',--.--,;Ievel ta maxtmum 3

- Barrier that af;’-z-i” i :';’I;nc-rease remammg !wes by
| nearb}‘ ngs . .

Mo g -
T@UChthﬁm t* Gﬁ‘fwﬁ & .



T e — P

screen. The diSplay is t-he same as the nor-
mal Act screens, except that there is no ten-
sion gauge (i.e. the trick actions and S
Boost cannot be used) '

To defeat the Boss you w1|| need to Inﬂid a
specific number of hits, On the Touch

Screen, the number of hits you WIH nmd m
inflict w:ll be dtsplayed (0) a ’

L Good fuck . Sonich

Wheﬂ yﬂu defeat a B@ss y@u ciear that Zone At thrs posnt your progresg
will be saved aut@matically-




The Zone Map displays where y{}u can go in
this game. As you clear each Zone, a new 3 || s -
Zone becomes available. You can also meet
other characters for short events in the game.
To decide where to go, simply touch the (
destination with the stylus. You may also use [ =
the +Control Pad to guide your character,
and press the A Button to select the Zcme

zr.

UBB.I:;; doj

© Amount Cleared in the Game
@Numberof Livesleft @ F
© Percentage of Penetrahan = [ zone s
Indicates how much of Blaze's werld has | | L
penetrated into Sonic's world.
O Chaos Emeralds Cﬂl!eﬂ_;}f;___}}_ed

You can view the map | ts r:}f'f screeﬂ by tc}uc:hmg

- 3 (or presg the x Bu;_'f-'m) then tﬁ)UCh Etther iff}jthe

i1 iy,




R

To play the newly avazlabie zone, yo
your character on the map and sele
will be asked to confirm your action.
play! or NO to cancel

ABE UAI BUDE VAl MOMY

- TOPRY THIE 10NE7

Once you battled the Zone Boss you can sele'___ t the
Act from the Act Select Screen to play. it over. You
can aiso touch the tabs (0) ‘i:a change lhf:: Zone -

Press START to bring up a Paum: Menu Self:t.,l
RETURN TO TITLE SCREEN ta_ ex;t the game



GAMEPLAY
,ﬁﬁiﬁal Generators

The Special Generator is a special gimmick, located somewhere
in each Zone, that will send you to the Special Stage (see next
page). Note that only Sonic can go to a Special Stage.

® How to Use the Special Generators

Special Generators are located somewhere in the air.
Grab onto its handle. At this point, you can press the A
Button to let go for no effect.

Press and hold the X/Y Button for a Super Boost to spin
around in high speed, until a distortion in dimension is
created. Keep this up for a given time until you are
launched into the Special Stage.

If you let go of the Special Generator (by pressing the A Button) or let
the Tension Gauge deplete completely before being launched, you will
fail to enter the Special Stage.

24 e RV



_<“"Special Stages & 7

Special Stages are where you earn Chaos Emeralds Gmde Sonic all the
way to the finish in this half-pipe course to earn your Chaos Emerald.
There are 7 of them scattered in the game, and if you get them all, you
may find yourself with a surprising treat. Note that only Sonic can play
the Special Stages.

® Special Stage Screen e R Y

I'II:IAI. ITAII
@ Chaos Emeralds Collected
@ Rings Collected/Needed @O{?{}{}Q{}
© Your Position on the Course
From left, Starting Point, Check Point, and
Goal, The Character lcon indicates where
you are.

uaalng du 11

uaalds qam:u_' |




. S Howio Play tha Spemal Stag&

The Special Stage is played on the Touc:h Screen Use the stylus tG gu:de
Sonic left/right to advanae the stage

Guide Sonic to collect rings on the course while
avoiding obstacles. You will lose some of your nngs if
you make contact wzth the obstacle -

On some courses, enem;es w:!l appear and attack
you. Touch the area where the enemy is to attack.
Beware that some enemies require more than one hrt
You are rewarded a rmg fﬁif each enemy you defeat

Run into the Trick Sprmg placed on the course, and
you will jump high in the air. Once airborne, numbers
and a gauge will be ﬁi:;p ayed. Quickly touch the

e order before the gauge
b& evaluated and then




AT TR AT

game.

DS WIRELESS BATTLE (P23)

for thIS mode

DS DOWNLOAD BA'ITLE (P29)

Play the game in Smgta Card Play Please also see p 3& for the prepara—
tion fr:}r th!S mf::de .




To start the Battle Play, a "room" must be created The player wha e
ates the room becomes P{ayer 1, and waits for a part;c;pant The player
who joins the room becc}mes Player 2 | -

CREATE ROOM

Select this option m-:-_g_re-ate'a room.

You may aise chr::ose tc) canr:ei the rc:aom ;n whlch
case the room will dtsappear | |

JOIN

~ When selected, a hs&t af avaflable roams wdl bﬁ dss- —
e e et L | B

 Youmay a.lsa che@seto emtthEQO <

Whenever you create a room or enter one, a message "Use DS Wireless
Communications?" appears, select YES to advance. Select NO to cancel
| and return to the Mode Select screen of Battle Play.




rnatlc:ally create a room and wait for't e particip
When a possible participant arrives, the game will
confirm whether to upload the game.

T

You may also choose_to cancel the rcac?;"g

................

The participant must download the game m:ﬁrderim .
partic:pate See p. 34 for dc::wnluadmg dtrectuons

. T R T AR L
S R Al

Once the downloading is complete, the game advances to the next step.




Both players select Whlﬂh c:haracter to use Nate that_ I
the same character cannot be used by both players

il et
.I_II|||':|I._ g

Next, Player 1 selec:ts the Zc}nemct to play the Battle
Note that you can only select the Zones/Acts that are
campleted in the Gameplay Mcsde by either player

............

. ’_'_'__-_."'_'Two players w:ll campete agamst eac:h otqer m th& s&lected Act. Eac:h

~ player can obstruct the opponent's. play directly or with the use ofan

_ iteln The first piayer to ﬁmsh the A(:t IS twe wmner?é;fjfff 'he game wﬂi end mz
. -"__a. draw if nmther 'Ia-‘i::e',,;,_._s ni .

A :'5-5'.5 """""iﬂw_;away yaur ﬂ;ﬁwpé'n ent. Irr _:-ft_
'l._ htg"‘her nngs .




use (by default, your charac:ter WI" be
played on the top screen) | |

ONumber of ngs Collected
@ Time Counter
Elapsed Time from the start
© Tension Gayge . ©
OYaur pomtlm in the race



: "thh the exceptmn of Randtm ng Banus the ltems in thns mmde are |
different from the Gameplay mc)de UtlllZE‘ these |tems well to obstruct
youropponenﬂ | . | | - :

“Random ngBonus | a2 B 'Cnnfusmn .
Increase your ng count by .  Opponent will bﬁ out of
1.5 10 30 or SG . . oo for a gwen time.

o -S[gw . . W) _"-'-_.}'Attract - .
4 Slows d{}wn the appﬁnant - B3 Bring }‘GU" ‘PPG”e”t in thﬂ‘_"_ "
. f___.?_.'fcar a gtven t;me '3'_':".';&‘*33 _where_y Guare. .

- M 'jiff ;_ Tenslan B anus




What yau need . B .
o Mintendo DS ... .. . - e
e Nintendo DS "Sonic Rush” Game Card. L
*One for each player. ..

Howhs Sturt | | - .
| 1. Make sure that all Nintendo DS are tume FF and msert the Gam&
Card into each system.
2. Press Pc}wer Button to turn the power ON DS '_.._.‘-';-.'enu Screen wrll be
3. Touch : SONIC RUSH " on the Touch Screen
4, For specific c_o_ntro.ls, refer to p.14 and p.28.




What you need - | .
-Nmtendﬂ DS ..... B2 4

*One for each playe:r

How to Start — Player1
1. Make sure that Nintendo DS is turned OFF and
insert the Game Card into the systlemd.
2. Press Power Button to turn the power QN DS
‘Menu Screen will be displayed.
3. Touch "SONIC RUSH" on the Touch Screen |
4. For specific controls, referto p.14 and p.29. o

" manssenca
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Commumcat:on lcc::n) wrll be dtf;played on t- eD
Game Menu. Select the icon to begin wireless communicatio

use in areas where wireless commumcatmn is restm:ted such &:5
tals, airports, and on board aircraft. .

h '5' i#

& Dur:ng wireless game play, an icon w:ll appear showmg the ﬁgﬂ&l ;j'
strength of the wireless signal. The icon has faur mades dependmg ln
the signal strength, as shown below . -

IMPE)RTANT WIRELESS COMMUNICATION GUIDELINES:

§ Keep the maximum distance between systems at 33 feet (10 meters)
or less. The signal strength should show at least 2 bars. |

I The systems should face each other as directly as possible.

1 Avoid having people or other obstructions between the DS systems

Avoid interference from other devices. If cormmunication seems Lo be

affected by other dﬁ*mrm {w:rplpcq | AN, microwave ovens, cordless

devices, computerf’}}? move to another location or turn off the mterff:r—

'mg devn:e P




Clear the seiected Act or the Boss in the fastest time;ﬁosmbl&;-.;--._--:f;_'i'-'hea top .
~ five time records f@r each Act or Boss Battle will be ranked. This mode

becomes avallable once you reaf:h the end of Gameplay Made wzth etthef*a

. character

. _-'F;rst select whrch t@ c:ha!lenge the mdwsdual Act ar
 the Boss Battle. Next, select which character to use: -
._';Samc -:Jr Biaze Fmaily, elect the Zone/Act you w:sh |

. ;ff_.f"{ﬁfjf:";'_‘r'ou wrll thﬁ:n play the setected Ast/Bass Battle as yr::u da in Gameplay

-f-3;':',:.'__i?i__;_..--;:Mﬁde In_ this mode, however, you only have one life to finish.

When you
 ( _':.;pl&ted tha Act_f__B_@ss Battle yeu wrii hgv_e the Optlons___ tg try




*THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN NINTENDO DS™ GAME CARDS MANUFACTURED FOR
SALE IN AND PURCHASED AND OPERATED IN THE UNITED STATES AND CANADA, ONLY!

Limited Warranty

SEGA of America, Inc. warrants to the original consumer purchaser that the Nintendo DS Game Card 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 Card 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 replacement from the retailer, please contact SEGA to obtain support.

Obtaining technical support/service
To receive additional support, including troubleshooting assistance, please contact SEGA at:

BT R http://www.sega.com/usa
*e-mail............. support@sega.com
*phone............. 1-800-USA-SEGA

- LIMITATIONS ON WARRANTY

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY 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 ONLY. SOME
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF
CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.
THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS WHICH VARY
FROM STATE TO STATE.

SEGA is registered in the U.S. Patent and Trademark Office. SEGA, the SEGA logo, and SONIC RUSH are either
registered trademarks or trademarks of SEGA Corporation. All Rights Reserved. © SEGA Corporation, 2005. This game
is licensed for use with the Nintendo DS System only. Copying and/or transmission of this game is strictly prohibited.
Unauthorized rental or public performance of this game is a violation of applicable laws. The ratings icon is a
trademark of the Entertainment Software Association. SEGA of America, Inc., 650 Townsend Street, Suite 650, San
Francisco, CA 94103. All rights reserved. Programmed in Japan. Made and printed in Japan.

Fonts used in this game are supported by FONTWORKS International Limited. FONTWORKS product-names and
FONTWORKS logos are registered trademarks or trademarks of FONTWORKS International Limited. Copyright 1994-
2002 FONTWORKS International Limited. All rights reserved.

m“" This product uses the LC Font by Sharp Corporation, except some characters. LCFONT, LC Font and the LC
logo mark are trademarks of Sharp Corporation.
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SEGA is registered in the U.S. Patent and Trademark Office. SEGA, the SEGA logo and GUNSTAR SUPER HEROES are either
registered trademarks or trademarks of SEGA Corporation. ©SEGA Corporation,2005. CREATED BY TREASURE 2005. PRINTED IN JAPAN




