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WARNINGS )
Read Before Using Your Sega Video Game Sysiims

EPILEPSY WARNING

A very small percentage of individuals may experience epiliepiic
seizures when exposed to certain light patterns or flashing Hghis
Exposure to certain patterns or backgrounds on a television screem or

while playing video games may induce an epileptic seizure in these
individuals. Certain conditions may induce undetected epilepiic
symptoms even in persons who hawe no history of prior seizures or
epilepsy. If you, or anyone in yous family, hasanepileptic condition,
consult your physician prior to playimg. I you experience any of the
followmg symptoms while playing 2 vides game - dizziness, altered
vision, eye or muscle twitches, m&mm any
involuntary movement or convulisimms - IMMEDIATELY discontinue

use and consult your physician h&m”
WARNING TO OWNERS M|mm VS

Still pictures or images may Cause il
mark the phosphor of the CRT. Aumi mewlm of

video games on large-screen projeseiom fEisms.

HANDLING YOUR SECA CARTRIDGE
O The Sega Genesis cartridge i iimSmuEs immuss enciusey
on the Sega Genesis Systemi.

O Do not bend it, crush it or sl i im Himuies.
O Do not leave it in direct susmiijgihit @ e & ol

or other source of heat.

3 Be sure to take an occasiomal imesieluming SxEmoie play,
to rest yourself and the Sega canfsge.

ERSB /AT
This product has been rated by the Enietainmment Suiituese Rating board.
For information about the ESRB rating, @i o aanmpmisni dihowut the
appropriateness of the rating, please comtazct e ESHRE at T-S-771-3772

For More Information, Visit Sega’s Infermet Sites i
web site: http://www.sega.com
email: webmaster@sega.com
CompuServe: GO SEGA
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© The Sega Genesis cartridge 1s intended for use
exclusively on the Sega Genesis system.

@ Do not bend it, crush it or submerge it in liquids.
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Starting Up

1. Set up your Genesis system.
2. Plug in Control Pads 1 and 2.

3. Make sure the power switch 1s OFF. Place the
Sonic The Hedgehog 3 cartridge into the
cartridge slot and press 1t down firmly.

4. Turn the power switch ON. You'll see the
SEGA screen, and then the main title screen.

Genesis Cartridge

| Genesis Control Pad 2—t ,

Genesis Control Pad 1

& If you don't see the Sega screen, turn the power switch
OFF. Check your Genesis setup, make sure the cartridge
is firmly in the console, and turn the power switch
ON again.

o Always turn the power switch OFF when you're
inserting or removing the cartridge.



Sonic's Adventure Continues

Sonic The Hedgehog 3 takes place on the mysterious
Floating Island which holds many special powers. The
source ofthese powers are
Chaos Emeralds. In Sonic
The Hedgehog 2, Sonic
and Tailsthought that they
had destroyed the Death
Egg, which was Dr.
Robotnik's heavily
armored ship. Instead, Dr.
Robotnik managed to
crash lamd on the Floating
Islamd. Aﬂnlemmmg that the island is able to float in
the sicy by barnessing the power of the emeralds, the
Doe M w0 steal the emeralds so he can repair his

0 obtam the emeralds, Dr. Robotnik tricks Knuckles,
the guardian of the Floating Island’s Chaos Emeralds.
He also tells Knuckles that Somic and Tails are the ones
trying to steal the emeralds.

Between battling the new types of Badniks and trying
to outsmart Knuckles, Sonic and Tails have their work
cut out for them once they arrive on the Floating Island
and search for Dr. Robotnik.




You'll soon discover that Sonic The Hedgehog 3 1s
packed with Zones which are three times larger than
those found in Sonic The Hedgehog 2. Each Zone is
made up of two Acts, and each Act contains dozens of
challenges and obstacles for Sonic and Tails to over-
come.

Play As Sonic or Tails

From the main title screen, you can choose to play a
one-player game and then select to control Sonic, Tails
or Sonic and Tails together. Use the D-Pad and the
START button to choose a one-player game and then
select the character you want to control.

As Sonic and Tails explore the six exciting Zones, you
must help them collect Gold Rings and locate the
Chaos Emeralds.

At the startofthe adventure,
Sonic will have three lives.
Additional lives can be
earned by activating 1-Up
icons, by collecting 100
Gold Rings within a single
Actor by grabbing 50 Gold
Rings in the Special Stage. Sonic and Tails must avoid
the obstacles in their path and defeat the army of

Badniks thatroam throughouteach Act. You'll discover

a Chaos Emerald at the end of each Special Stage.
s




Meet Knuckles
The Echidna

Age: 15 Years Old

Species: Echidna

Favorite Foods: Fruit (Especially Grapes)

Special Abilities: Discovering Hidden
Passageways and Using His
Knuckles to Dig.

Knuckles was born and raised on The Floating Island
and he knows all of its secrets. He's strong, athletic and
clever. Because Knuckles knows every hidden passage-
way on the island, it's easy for him to block Sonic's path,
create extra obstacles, set traps and steal Sonic's Gold
Rings.

Long ago, an ancient civilization lived on The Floating
Island. Before this civilization mysteriously disappeared,
it left behind many secrets and mystical powers. Being
the only living descendant of this lost civilization,
Knuckles has become the guardian of the Chaos
Emeralds, which are the source of the 1sland's special
tfloating power.

Dr. Robotnik's Death Egg has lost its ability to fly after
crash landing on the island. Having learned that The
Chaos Emeralds can make his ship tly again, the Doc
decides to steal the emeralds. But first, he must make
Knuckles believe that Sonic and Tails are his enemies,
and that they're the ones trying to steal the emeralds.
Once Knuckles believes Robotnik's lies, he'll do whatever

it takes stop Sonic and Tails.
6



Basic NMioves

Cirezhonal Pad Start Butfon

(D-Pad) /
\‘\.

Button C

Button B

Button A

START:

Starts a game from the main title screen.
Pauses a game. Resumes a Paused Game.

DIRECTIONAL BUTTON:

Choose a 1 or 2 Player Game from the main title
screen.

Press UP or DOWN on the D-Pad to choose your
character.

Pressing the D-Pad moves the cursor on the Game
Save screen and on the Two-Player screen.

Move Sonic and Tails left and right. Hold down
LEFT or RIGHT on the D-Pad to speed up.

~ Press the D-Pad DOWN to crouch down while
standing still. While moving, press DOWN on the
D-Pad and Sonic or Tails will turn into a ball.
Press the D-Pad UP (when standing still) to look
upwards.

A, Bor C BUTTON

Jump and perform a Super Spin Attack.
Pressing the B button sends you to the previous
screen before game play begins.

v



Spin Dash Attack
Blast through
obstacles or smash a
Badnik with this
power-packed
maneuver. Hold the
D-Pad DOWN and
press the A, B or C
buttonmultiple times.
When youreleasethe
D-Pad, Somic or Tails
will shoot forward.

Tails ToThe Rescue
While playing a one-
player game with
Sonic and Tails
together, use the
second controller to
control Tails. Use
Tails to arrlift Sonic
out of danger or to
arcas which are
unreachable by Sonic
alone.




Super Noves (Continued)

Insta-Shield i T
Quicklypressthe A,  CjiRE ™
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and you'll generate
enough energy for
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Starting Up
The Game Save Feature

he. Sonic The
Hedgehog 3 cartridge
has a special Game
Save Feature that

allows you to store

game data ior up to

six different games.
Each game you save DI SELECT
will be stored in one

ot the six Game Save Windows.

.sk_;: Weinrieaptiersnes st

Adter selecting one-player, the Game Save Feature
screen will appear. To starta game, selecta Game Save
Window from one of the 6 slots. They are initially
labeled "NEW." Press UP or DOWN on the D-Pad to
select which character you want ta control. Next, press
START to begin a game. After your game is over, or if
you press RESET, your game will automatically be
saved 1n the slot you selected.

- To play a game without saving, select the window
with the "No Save" option.

It you finish the game and collect all of the
Chaos Emeralds, you will be able to play in any
Zone by pressing UP or DOWN on the D-Pad at

the finished Game Save Window slot.

10




Restarting a Saved Game

Atthe main title screen, choosea | or2 player game and
select which character you want to control. Use the D-
Pad to selectthe Game Save Window you wantto begin
playing and press the START button. You can only re-
start a game from the last Zone 1t was saved.

Erasing a Saved Game

Use the D-Pad to highlight Dr. Robotnik and press the
A or C button. Next, move the cursor to the Game Save
Window that you wantto delete. Press the A or C button
again and select "YES" to confirm your choice.

11



Sonic Power-Ups

Super Ring - This power-up monitor
1s worth ten (10) Gold Rings.

Invincibility - No Badniks can harm
Sonic when he activates this icon and
becomes 1nvincible for a short time.
Some moving objects are still harmftul,
so be careful.

i~ hET
’ 31%3%5%:‘%@?

Flame Shield - Protects Sonic and Tails
from a fire attack. When this shield is
activated, Sonic can perform a mid-air
"Fireball Spin Dash" by leaping into
the air and pressing the A, B or C
button.

Water Shield - Sonic and Tails can
breathe underwater and bounce like a
ball. Sonic canalso defeat most Badniks

by bouncing on their heads when he is
surrounded by the Water Shield bubble.

12




Sonic Power-Ups (Continued)

Lightning Shield - When activated,
Gold Rings will gravitate towards Sonic
or Tails. This shield will also protect
Sonic and Tails from electric attacks and
energy ball attacks from Badniks. While
this shield is active, Sonic can double
jump in mid-air (quickly press the A, B
or C button twice).

1-Up - This power-up contains Sonic or
Tail's picture and is worth one extra life.

- Robotnik - Danger! Activating this
power-down icon causes the same
amount of damage to Sonic or Tails as
an attack from a Badnik. Sonic or Tails
will either lose their Gold Rings, or
without Gold Rings, lose a life.

13
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The Special Stage

Within every Act, you'll discover at least one hidden
room containing a giant Gold Ring. When Sonic or Tails
leap into the ring, they'll teleport into the Special Stage.

Usethe D-Padtododge thered
energy spheres and grab the
blue ones. When the blue
spheres transform into Gold
Rings, grab them! To make
Gold Rings appear, look for
square formations of blue
spheres, then grab the spheres along the outer edge of
the square. All of the blue spheres that make up the
square will turninto Gold Rings. White Star Spheres are
opumpers which Sonic and Tails bounce off of. Press the
A, B or C button to jump up. Once you've collected all
of the blue spheres, a Chaos Emerald will appear.

The Bonus Stage’'s
Gumball Machine

Grab extra 1-Ups, bonus
power-ups, and Gold Rings by
turning the crank ofthis special
Gumball Machine. To find this
Bonus Stage, collect 50 ormore
Gold Rings duringasingle Act,
activate a Starpost and then
leap into the tiny stars that
appear.

14



The Bonus Stage's Power-Ups

Barrier Shield - Grab a 'B' gumball and
Sonic or Tails will be rewarded with a
random type of shield.

Spring Barrier - Each time Sonie or
Tails bounce off the catapults below the
Gumball Machine, they disappear.
Grabbinga'REP' gumball willreplace the
catapults. When Sonic or Tails tall past
the catapults, they'll automatically exit
the Bonus Stage.

Super Ring - These gumballs are worth
10 Gold Rings.

1-Up - Earn an extra life.

Bumper Gumballs - Bounce off of these
gumballs.

Clear Gumballs - The joke 1s on you!
Nothing happens if Sonic or Tails grabs a
clear gumball in The Bonus Stage.

e



The Floating Island
One-Player Niode
- A Guided Tour -

SCORE §bYp

AngEI Island TIME r"za

RINGS 57 &

Welcome to the Floating Island.
Things will really heat up once Dr.
Robotnik sets fire to this area of
the 1sland. Beware of the Flying
Battery blimp.

Hydrocity

Keep Sonic's lungs filled with air
as you explore the under-water

regions of the island.

Marble Garden

Use Sonic's Spin Dash Attack to
crash through marble barriers and
propel Sonic up steep hills as he

explores this ancient city.

16
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The Floating Island
One-Player Mode
- A Guided Tour -

(Continued)

SCORE 13120
TIME 1:01

Carnival Night AINSS 23

Night life on the Floating Island 1s
exciting. Bounce and flip your way
across this colorful Zone which is

filled with anti-gravity platforms.
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IceCap Zone

Things will get pretty chilly as
Sonic and Tails slide their way
through this arctic wasteland. Be
sure to smash open blocks of ice
to reveal power-ups and hidden

passageways.

Launch Base

You're getting close to where Dr. Robotnik 1s repairing his Death
Egg ship. This 1s your last chance to stop the Doc's evil scheme.

17



Two Player Mode

Get ready for the new and improved two-player action
in Sonic The Hedgehog 3. Even if you've mastered this
game's six one-player Zones, in two-player, split-screen
mode there are five totally unique Zones, and three
different game play modes.

13



Two-Player Game Play Modes

Grand Prix Mode - Experience all five of the two-
player Zones as you compete against a second player
and race against time.

Match Race - It's a race against time as you compete
against a second player in any one of the two-player
Zones that you select.

Time Attack - This 1s a one-player practice mode that
will help you prepare for a two-player competition.
Select and practice in any one of the five two-player
Zones. Your goal is to move as quickly as possible.

I
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Choose Your Character

In two-player mode, you can control Sonic, Tails or
Knuckles, then compete head-to-head againsta second
player. Using Controller 1 and 2, each player must use

the D-Pad to select his/her character at the start of the
game.

The Floating Island
- Two-Player Mode -

Azure Lake

Race around 360 degree loops and

leap into the air as you run off of
ramps In this waterfront region.

Balloon Park M. 3 02 = gf
You'll have a lot to celebrate after v R LR
completing this Zone. Jump onto  ~ u 1 "‘""‘"’ e

the top of large colorful balloons “M%"
and you'll shoot Sonic, Tails, or  [FEEEEE.
Knuckles upwards. . ]

i,
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The Floating Island
- Two-Player Mode -
(Continued)

Chrome Gadget

Ride moving platforms, bounce
along bumper walls and use the

fans to blow your character up-
wards.

Desert Palace

Trek across a desert which 1s lined
with dry sand. You'll have to leap
off of falling platforms and avoid
sinking in pools of quicksand.

Endless Mine

While visiting this old mine shatft,
use vour Spin Dash Attack to smash
rocks n order to clear your path.
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Dr. Robotnik's New Badniks

RhinoBot Monkey Dude Bloominator

Catakiller, Jr. Turbo Spiker Bugernaut

Jawz Blastoid Mega Chopper

22



Dr. Robotnik's New Badniks
(Continued)

-
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Pointdexter Mantis Tunnelbot

Spiker Bubbles Batbot

Btz Clamer Blastoid

2



Dr. Robotnik's New Badniks
(Continued)

TechnoSqueek Flybot767

bt & ‘

- LY Y

\/ L

v -~ ; {
Y ¢ { K:j)/b
A “

Iy
(5

\

=
e
el

LY -
' r .

CH

Y

r

Star Pointer Orbinaut

Snale Blaster Ribot
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Sonic Super Play Tips

o Grab Gold Rings. They will provide protection from
Badniks and obstacles, help you earn extra lives and
enter The Bonus Stage.

© When Sonic loses the Gold Rings he's holding, quickly
help him re-grab as many of them as possible. Earning
100 Gold Rings will earn you one extra life. Having 50
Gold Rings when you activate a Starpost allows Sonic
to enter the Bonus Stage.

> Always be on the lookout for hidden rooms and
passageways. Look for different patterns in the walls.
Sonic can smash open some solid walls by performing
a Spin Dash Attack. You can also use this move to
smash open rock formations.

> Beware of Badniks that shoot energy weapons. Even if
you keep your distance from the Badnik, their weapon
can reach you and cause you to lose a life. If you must
get past a series of Badniks, spend a few moments
watching them and learn how they move. Be sure to time
your attack pertectly.

25



More Sonic Super Play Tips

¢ Don't forget, in Sonic The Hedgehog 3, Tails has the
ability to help Sonic. When caught in a difficult situation,
use Controller 2 to take control of Tails. Press the A, B
or C button twice (on Controller 2) to make Tails tly.

o Always look for ways to improve your point score.
Defeating Badniks, collecting Gold Rings and getting
through each Act as quickly as possible (for a Time
Bonus) are all excellent ways to boost your score.

¢ Prepare yourself to travel underwater in the various
Zones. Remember, Sonic can't lasttoo long under water
without breathing, so jump into giant air bubbles that
rise from the ground. If you wait too long, Sonic will
drown (lose a life.) Activating a Water Shield allows
Sonic to breath underwater until the shield breaks.

¢ Learn to use Sonic's new power-up moves and shields.
They will prove to be extremely valuable as you help
Sonic and Tails trek across The Floating Island in

search of Dr. Robotnik.

26



Even More Sonic Super Play Tips

> Use Sonic's Spin Dash Attack to climb up steep hills.

o When an Act's end level marker appears, leap towards
it before it lands and an extra power-up might appear.

> In the IceCap Zone and throughout the game, avoid
having Tails get stuck in passageways or get caught in
traps. Have Tails activate Starposts or enter into a
Special Stage as quickly as possible.

> Dr. Robotnik has created many diabolical traps which
take advantage of Sonic's ultra-fast speed. Watch out
for traps that Sonic cannot escape. If you fall into the
wrong trap, you might have to reset the game (by
pressing the RESET button) and start again at the
beginning of the Zone you were last in. When Sonic 1s
flashing (after being hit) don't lethim travel too quickly.

2
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Sonic The Hedgehog 3
One-Player Niode

- Player’s Log -

Character:

Zone/Act:

Final Game Score:

Number of Emeralds:

Date:

Character:

¢ o+

Zone/Act:

Final Game Score:

Number of Emeralds:

Date:

Character:

¢ ¢

Zone/Act:

Final Game Score:

Number of Emeralds:

Date:

Character:

¢ o

Zone/Act:

Final Game Score:

Number of Emeralds:

Date:
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Sonic The Hedgehog 3
One-Player Niode

- Player's Log -

Character:

Zone/Act:

Final Game Score:

Number of Emeralds:

Date:

Character:

Lone/Act:

¥inal Game Score:

Number of Emeralds:

Date;

Lharacter:

Lone/Act:

Final Game Score:

Namber of Emeralds:

Date:

" Character:

Lone/Act:

amal Game Score:

Nasmber of Emeralds:
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Sonic The Hedgehog 3
Two-Player Mode

- Player’s Log -

Match Race & Time Attack Scores

Character:

Zone:

Time:

Date:

Character:

Z.one:

Time:

Date:
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I:i_mited Warranty

Majesco Sales Inc. warrants to the original purchaser that
this Sega Genesis Cartridge will be free from
defects in materials and workmanship for ninety (30) days

_ 1I,|,-— *w—-r o g

from the date of purchase. Defeclive media refuimed Dy the
purchaser during the ninety (90) day penod will be replaced
without charge, provided that the refurned media have not

been subject 1o misuse, damage Or EXCESSIve Wwear.

. Retumn defective media to point of purchase. You must
& include a dated proof of purchase, a brief statement

__ descrlbmg the defect, and your return address.
ajesco Sales Inc. does not warrant that the Sega Genesis

Jartridge will meet the purchaser’s specific requirements.

ANY STATEMENTS MADE CONCERNING THE UTILITY
DF THE SEGA GENESIS CARTRIDGE ARE NOT TO BE
SONSTRUED AS EXPRESS OR IMPLIED WARRANTIES.
4IS WARRANTY IS IN LIEU OF ALL OTHER WAR-
BANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR
I WPLIED. ANY IMPLIED WARRANTIES, INCLUDING
MPLIED WARRANTIES OF MERCHANTABILITY AND FIT-
FOR A PARTICULAR PURPOSE, ARE EXCLUDED.

i1 [ =" 1
Lby “

I NO EVENT WILL MAJESCO SALES INC. BE LIABLE
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES OF ANY

MND IN CONNECTION WITH THE GENESIS CARTRIDGE.

Some states do not allow the exclusion or limitation of inci-

cenE mmﬂal damages or limitations on how long
Tty m so the above limitations or exclu-
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