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THIS SEAL 18 YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE
QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN BUYING
GAMES AND ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY WITH
YOUR NINTENDO SYSTEM.
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Thank you for purchasing SONIC ADVENTURE DX-Director's Cut.
Please note that this software is designed only for use with the
NINTENDO GAMECUBE. Be sure to read this instruction booklet
thoroughly before you start playing.
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85 HARDWARE SETUP
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""""" ENTURE DX-Director’s Cut is a one player game. Gonnect the NINTENDO
Controller to the NINTENDO GAMECUBE Controller Socket 1,

- CONTROLLER NEUTRAL POSITION RESET o
If fmsl.. QrﬁBuﬁﬁns are pressed or the Control Stick or C Stick are moved out of
-neutral position when the power is turned on, those positions will be set as the
_ neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons L Athon R Button
and sticks to allow them to return to the ‘
correct neutral position, then hold down the
X, Y and START/PAUSE Buttons
simultaneously for 3 seconds.

2iINCOS

Control
Stick C Stick

SAVE FILES

SONIC ADVENTURE DX-Director’s Cut is a NINTENDO GAMECUBE Memory Card compatible game
(NINTENDO GAMECUBE Memory Card sold separately). Although the game recognizes the Memory
Card in either of the two Memory Cards Slots, it is recommended that you insert the Memory Card into
Memory Card Slot A. 1 block is needed to save a game file.

When you start the game, the game will automatically look for the game file. If the Memory Card does
not contain a game file, the game will ask you to create a game file. If there are no Memory Cards
inserted, the game will warn you and ask if you would like to Retry (insert the Memory Card first) or
Continue without saving. Follow the on-screen instruction 1o start the game.

The game will automatically save game data during the game, and a message will be displayed to notify
that such action is taking place. Never turn OFF the NINTENDO GAMECUBE power or remove the
Memory Card while the game data is being saved or loaded. Please refer to the NINTENDO
GAMECUBE instruction booklet for directions on how to format and erase Memory Card files.

This game is designed to work with the Game Boy Advance™ handheld video game system. To
connect the Game Boy Advance™ to the NINTENDO GAMECUBE, you will need a Game Boy
Advance™ Game Link™ Cable (sold separately). See the instructions that come with the cable for
additional connection information.

S, A3 =241 2XC dHMi i NIIAAY

Please refer to the NINTENDO GAMECUBE instruction booklet for directions
on how to format and erase Memory Card files.

This game is designed to work with the Game Boy Advance™ handheld video game
system. To connect the Game Boy Advance™ to the NINTENDO GAMECUBE, you will
need a NINTENDO GAMECUBE Game Boy Advance Cable (sold separately). See the
instructions that come with the cable for additional connection information. g

GOH: mode .
This game can be set to a clearer display and better quality on TVs that support 60Hz mode.
When you connect NINTENDO GAMECUBE RGB Cable to a TV which has RGB terminal an
PAL60 function, you can enjoy smoother game screen with less flickers.

To activate 60Hz mode, press and hold the B Button while the NINTENDO GAMECUBE logo

is being displayed until the message "Would you like to display in 60 Hz mode?" appears.
kSelect YES to activate the mode.
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He s the world’s fastest, hypersonic hedgehogl

With a strong love of freedom, the oniy
thing Sonic hates is oppression. Despite

e
his short temper, deep down he’s a really 3
nice guy who is 100% committed to U
helping those in trouble whenever and
wherever he can. i
-
Sonic’s adventure begins just as 0
he is returning home from a long s
journey... E
e
0

Destroy the capsule to rescue
the animals trapped inside.

o

SCONIC. AIDNENTLIRE

v Jump on the switch atop the capsule located at the end of the course
to llberate the enslaved anlmals and clear the stage.

; :: NGT E, tn some scenarms an be&ﬁt ether than a capSﬁJE rna;e ba W i

| There are several possible shortcuts in each stage so be sure to
.| explore various routes along the way.




38 ;itrreﬁ-;ﬁéx is a rfatural born mechanic with the unlque ab1|lt}! 1@
| ﬁ?ﬁié ﬁky using his two special tails.

e ) o i L R ey

-;-:was__away on his j journey. Tails’
~adventure begins one day when, in
the midst of performing a flight
test with his latest aircraft invention,
he suddenly began to expenence
engine trouble and.. s

T r 1l Lidad/ACIN :}:-m

To find and destroy the capsule
ahead of Sonic.

e
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n tn some scenarlos an object other than a capsule may be the goal

The most important thing is to beat Sonic so take full advantage of
Tails’ unique “propeller” action to find the short cuts that will enable
him to reach the capsule faster.
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" KNUCKLES THE ECHIDNA

Knuckles is one wrld and powerful splny echidna. Although blessed
with an honest, straight-up personality, he often lacks flexibility. With
his powerful arms, he can glide through me air to attack and land some
serious punches.

Guardian of the Master Emerald for
as long as he can remember, one
seemingly normal day his world is
shattered and his adventure
begins...

| To collect three of the fragments
of the Master Emerald.

LY o

| | TIPS 1

| Use Knuckles’ special emerald radar to locate the fragments. The
| radar indicator changes from blue to green to yellow to red and its
| tempo speeds up, the closer he is to a fragment. Also, not all the
| Emerald fragments are “visible”. Sometimes they are buried

fﬁ:"f_ undergrﬂund or hldden inside enemies, so be sure to hunt around.
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Jm;a’titwe streak, she is second to
'f ﬁ when in control of her Piko Piko

Wlth many fond memories of her Sonic-

- chasing days, she’s thrilled when their two
worlds collide again with the sudden
appearance of a huge spaceship one fine
day...
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Q Find and grab hold of the balloon
~ | While avoiding capture by the evil

robot ZERO.

It is important that Amy and her bird companion escape together. If

necessary, use drum cans or other such shelter to hide. ZERO can’t be
destroyed but he can be knocked over temporarily a limited number of
times. If attacked too often, he becomes invincible so don’t werdo it.

........
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'BIG THE CAT

This giant cat is one laid-back and easy going fellow who loves to fish
and is never without his favorite rod and lure.

Big leads a tranquil life, together with his buddy “Froggy”, in a hut in a
serene part of the jungle.

Until one day when suddenly Froggy underwent an _«d
unusual transformation..

To fish for and catch Big's pal
Froggy.

o

WFish of various species and sizes live in the many fishing spots found
throughout the adventure field so try your hand at catchmg other fish
whrle searchmg for Froggy.

......

In order to catch a fish (or Froggy) you must first “hook” your prey. To
do this, once the fish (or frog) bites the lure, press ¥ on the Control
- | Stick to hook (secure) the lure and then reel it in.
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| to earn bonus time.

,_j_igimmés robot. Shortly after his “tnrth” Gamma must pass a test that will

~ enable him to join an elite unit of robots His destiny then takes a
draSﬂc turn when he meets a certain frog with an unusual tail..

To seek and destroy the target
located at the end of each course

within the allotted time.

Be sure to destroy enough enemies along the way to save enough
time to destroy the final target.

You can increase the allotted time by destroying enemies; however,
killing each enemy one at a time uses more time than can be gained.
Instead, “lock-on” to multiple enemies and blast them all away at once
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Yes, just as we all feared, the mad
scientist is back and more ruthless
than ever before. In the past, Sonic
and friends have managed to ruin all
his evil plans, but are those days
over?! A new battle has begun and
this time, Dr. Robotnik (“Eggman”
to Sonic and his pals) has at long
last figured out how to harness the
massive ancient powers of the 7 : :
Chaos Emeralds to destroy the Vo aae
world! SN

This mysterious liquefied
life-form that had been
trapped in the Master
Emerald was released by
Dr. Robotnik to do his
evil bidding. Chaos
grows bigger and more
powerful with each
emerald that Dr. Robotnik
adds to him. What will
happen to the world if Dr.
Robotnik manages to add
all seven Chaos
Emeralds...?

C sl
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BUTTON

® BUTTON

BUTTON

+CONTROL
PAD START/PAUSE

"SONIC ADVENTURE DX-Director's Cut" is a one player game. Connect
the Nintendo GameCube Controller to Controller Socket 1.

*A maximum of four players can participate in the Chao Race. See p.38
for the controls during the Chao Race.

*To soft reset the NINTENDO GAMECUBE and return to the Title Screen
during gameplay, simultaneously press and hold the ® Button, Button,

and START/PAUSE.

~ BASIC CONTROLS

e S
R S

EE
|
o

CANCEL/RETURN TO THE PREVIOUS
SCREEN
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7 For details on performing actions unlque to each ;ndwfduat character,
' see p.12 - p.18.

WALK AND RUN

To walk, press the Control Stick lightly in the dlrectlon you WISh to
walk. Continue pressing in the same direction to run. To reduce
speed quickly, press in a different direction.

Jump height varies with each character.

PANNING THE CAMERA

Use the (U / [®) Button to pan the camera in a full 360" rotatlon If
the setting is set to AutoCamera, you cannot pan the camera.

o> Director’'s

NOTE: In some situations, such as when your character is near a
wall or in an enclosed area, panning may not be possible.

G

SONIC ADVENTURE

:
e
R : i s

To pick up items such as bombs or eggs, stand in front of the item and
press the ® or Button. Actions that are common to all characters (e.g.,
walking, running, etc.) can be made while carrying an item. However,
actions that are unique to each character (e.g., Sonic’s Spin Dash, Tails'
Flying, etc.) cannot be performed while carrying an item.

SHAKING OR WAVING ITEMS

Use this action to “shake” items or objects that cannot be moved. Also use
this action to “wave” items or to “cuddle” your Chao.

THROWING OR SETTING ITEMS DOWN

To throw an item, press the ® or @3 Button while moving.
| down, press the ® or Button while stopped.
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- | ACTION STAGE DISPLAY :

SPIN ATTACK

Position Sonic near an enemy and Jump SO that as he Iands he
strikes the enemy with a furious spin attack in mid-jump.

HOMING ATTACK

Use this attack to have Sonic automatically zero in and strike any
nearby enemies. If no enemies are within range, use this move to
have Sonic perform a “Jump Dash.”

SPIN DASH

Whether stopped or on the move, press and hold the ® Button or
@&® to start Sonic spinning in place. When you release the button,
he will dash off in a burst of supersonic speed. Use the Control
Stick both to aim and steer. Just watch him go!

After obtaining “Light Speed Shoes,” Sonic’s spin becomes more
advanced. Now, when you press and hold the ® or €8 Button, a
number of small blue lights will appear and wrap themselves
around Sonic until he glows with a neon blue light. In this special
state, Sonic can perform the following actions:

LIGHT SPEED ATTACK

Seek and obtain the “Ancient nght" to enable Sonic to
destroy all enemies within range using this most
powerful homing attack.

LIGHT SPEED DASH

As long as there are no enemies within striking range,
you can perform this unique action to send Sonic
soaring up a pathway of lit rings suspended in mid-air.

Elapsed Time
Number of Cnlleme{d.ﬁihgé';i'

Remaining Lives .= " .0«

Rescued Animals
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Ao ROLS 2 TAILS

TAILS‘ UN:__ IN
‘ ‘!" Far a description of the actions common to all the characters see p.11.

PROPELLER FLIGHT

V¥ Propeller Flight Maneuvers L
Increase upward altitude. 3
U

Sudden drop in altitude (Not pressing anything |
will cause a similar effect due to gravity.) J
0
TAILS ATTACK . . v
Press the ® or @8 Button while stopped or when walking to have U
Tails attack any nearby enemies with a 360° spin. e
0

Seek and obtain the Rhythm Badge to execute this
powerful continuous attack.

Elapsed Time
Number of Collected Rings
Remaining Lives

This gauge shows the positions of
both Sonic/Dr. Robotnik and Tails
relative to their progress on the
course. The left side represents the
starting point and the right, the
finish line.

~ @ Rescued Animals

COo0ee
SONIC ADVENTURE
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Use the Control Stick to maneuver Knuckles during a gliding jump.
Attack using the gliding jump by hitting enemies with Knuckles’ fists.
(Hitting with any other body part will cause Knuckles to take damage.)
Release the ® Button to cause Knuckles to drop. (It is possible to
revive the glide by pressing and holding the ® Button again.)

Knuckles will automatically begin te climb once he grasps a wall
during a gliding jump. To do this, execute a glide jump and aim him
at the wall you wish to climb. After he has grabbed the wall, use the
Control Stick to maneuver him and press the @ Button to jump.

PUNCH ATTACK

Press ® or @8 to execute a punch. Execute two punches in rapid
succession to have Knuckles perform a third, more powerful “dash
punchlﬂ

DIGGING

Position Knuckles on a grassy or dirt area and press ®
or @8 and ® simultaneously. He will dig down a bit and
then resurface, uncovering any available buried items.

Elapsed Time

Number of Collected Rings
Remaining Lives

Emerald Radar — The color of and
speed at which these indicators
flash depend on Knuckles
proximity to the Emaram
fragments. . Lo
Number of Collected E’mera‘i{}

o Fragments — Dlaplayea;t as am

fragment is cc::-ilacteﬁ
® Rescued Animals
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-'YW:IFDr a description of the actions common to all the characters, see p.11.

HAMMER ATTACK

Press the ® or Button while walking or when stopped to have
Amy attack and destroy enemies with her Piko Piko Hammer. Note
that even though she can attack and temporarily overturn ZERO,
he cannot be destroyed. Furthermore, he can only be overturned a
limited number of times.

C_ 13kt

HAMMER JUMP ~ Press  run

Press ® or Button while running to have Amy swing the
hammer, strike the ground and catapult her high in the air. Note that
Amy must be in a full run in order for this jump to work so wait until

her hammer appears before pressing ® or @8 Button. This special

jump can be used to reach heights higher than her normal jump.

ctor's

T

[ Dire

JUMP ATTACK

Press ® or @® Button in mid-jump to have Amy swing her hammer
and attack enemies in mid-air.

Press and hold the ® or @@ Button while rotating the

Control Stick to have Amy swing the hammer rapidly in
a 360° swing attack. Release the ® or Button to end
the swing attack. Note that if Amy spins in one place for
too long she will become temporarily dizzy and won'’t be
able to walk straight.

- ADRDNVENTURE DX

SCOMNIC

ACTION STAGE DISPLAY

TilE o33 88

007 _ Elapsed Time
Number of Collected Rings

Remaining Lives
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§ THROWING, PULLING OR PUSHING)

____BIG'S UNIQUE ACTIONS
‘ cription of the actions common to all the characters, see p.11.

POWER MOVES (CARRYING,

Due to Big's large physique, he is able to lift, carry and throw heavy
objects that the other characters can't.

CASTING

Use the ® or Button to have Big cast into the water.
1. Position Big facing the water, press and hold the ® or Button to
display the cast indicator and use the Control Stick to position the

cast indicator over the desired spot.
2.Release the ® or @® Button to automatically cast the lure to the
desired spot.
3.1f the cast is successful, the lure will sink down and the game will
switch into “fishing mode”.

LURE ATTACK

Using the same action as when casting, face an enemy and press
and hold the ® or Button to display the cast indicator and use
the Control Stick to position the cast indicator over the enemy.
Release the ® or Button to attack.

If an enemy is nearby, you can also have Big attack them using his
pole by pressing ® or @€® Button.

FISHING Refer to the Diagram Below

Reeling In Quickly

Reeling In Slowly

Tugging the Rod

1. Once the lure has sunk 2.Use the Control Stick 3. Once you reel in the
underwater, tug on the to maneuver the rod fish close enough,
lure to entice the fish system so that the Big will automatically
(frog). When the fish fish (frog) doesn'’t get pull it out of the water.
(frog) bites the lure, away and reel in
press down on the carefully so as not to

Control Stick to hook it. unhook it.




i e S R R

FLOATING

Once Big has the life belt, he will automatically float when he is
in the water. Use the Control Stick to move Big around or to
position him for casting. Press the @ Button to have Big dive
underwater and use the Control Stick to walk him on the bottom.
When the ® Button is released, Big will float up to the surface.

ACTION STAGE DISPLAY

@ Weight in Grams of Entire Catch @ Reel Position
@ Number of Collected Rings © Line Length
©® Remaining Lives @ Cast Indicator
(4]

Line Tension Gauge
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Press and hold the ® or @8 Button to activate the laser gun, aim
the laser beam at an enemy and “target lock-on” will occur
automatically. Use the Control Stick to maneuver and aim the laser
beam. When lock-on is successfully achieved, the target lock-on
site will appear over the enemy. You can have Gamma lock-on to
multiple enemies by waving the laser beam around an area with
many enemies. Note that both the laser beam and target lock-on
indicator will disappear after a few seconds.

HOMING MISSILE LAUNCH

After achieving “lock-on” using the laser gun, release the ® or
Button to launch homing missiles to attack. Note that Gamma can
be moving when “locking on” or launching missiles.

e

Gamma will automatically transform from an upright-walking mode
to a compact wheeled mode whenever he reaches full-speed.
Press the ® Button to return Gamma to the upright-walking mode.

HOVERING

Press and hold the ® Button in mid-jump to enable
Gamma to hover and descend slowly using his jet
booster pack. If you release the @ Button, the jet
booster will turn off and Gamma will fall rapidly. You can
stop his fall and continue hovering by pressing the @
Button again.

ACTION STAGE DISPLAY

Allotted Time Display

Number of Collected Rings
Remaining Lives -
Warning Countdown (Countdnwn -
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STARTINGRANGIAWIE

| STARTING A GAME

* When the Title screen appears, press
i START/PAUSE to display the mamury card seiectmn _
screen. Al Wseandd )

ADVENTUR:

MEMORY CARD SELECTION/FILE SELECTION

MEMORY CARD SELECTION

After you turn the power ON and start the game, the memory card
selection screen appears. Select the memory card containing the
“SONIC ADVENTURE DX-Director’s Cut” game file you wish to play.

FILE SELECTION

The file selection screen appears once a memory card is selected.
Select the game file you wish to use. When the confirmation window
appears, select either “OK” or “Cancel”. Up to 3 separate SONIC
ADVENTURE DX-Director's Cut files can be stored on one memory
card. When starting a game for the first time, select an empty file. To
continue a game, be sure to select the same game file for overwriting
(saving) the game data.

v DELETING GAME FILES

Select the game file you wish to delete and press the @ Button. Use
the Cﬂﬁﬂ“ﬁl Stlck lo select ‘Delete” and then press the @ Button Once

SCONIC AIDNVENTURE DX Director’'s ©_wuit
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Select this item to enter the Adventure mode of the game. Using this
mode, you can play the adventure story as any of the 6 characters.

NOTE: Sonic is the only character available at the start of a new game.

Select this mode to replay any of the action stages or mini-games that
have been successfully cleared during play in the “Adventure” mode.
The stages you can traverse in the Adventure mode can also be
experienced in this mode. You can also view a list of the number of
emblems each character has collected.

In this mode, you can attempt to find the missions scattered
throughout the Adventure Field and clear them all. Once all the stages
of each character in the Adventure mode are cleared, they will be
respectively unlocked by character to play in this mode.

By clearing a certain condition, this mode will appear onscreen on the
Main Menu and will be available to choose.

Select this item to modify the various game settings or conduct sound

tests.

OPTIONS
All settings can be modified. Select the item that
H represents thge setting wu msh to modify.

......

;Salec:t “Tn Main mmf’ or press the ® or @B
_-;-;;;;:_Blzitm to retum t@ ﬁ'le mam menu.
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~ Control Stick to select a category and press the ® Button. The contents -
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r “Sound Test” to display the sound test menu. Use the

s e

~ of the selected category are

stegory are displayed as tracks. Use the Control Stick |
to select a track and press the ® Button to start playback. Pressthe ® |

or @@ Button to stop playback and return to the sound test menu.
To return to the main menu, select “To Main Menu” or press ® or €9
Button. Press ® Button to start playback and ® or Button to stop
playback and return to the sound test menu.

It is possible to toggle the message setting between “Voice and Text” or “Voice
Only” Use the Control Stick to select and the ® Button to enter a setting.

Sonic Adventure supports the following languages:

® English ®French ®Japanese ®Spanish @®German

To change the language setting for the in-game text, select “Language”
from the Sonic Adventure options menu to display the language
options and then select and enter your preferred language setting.

It is possible to toggle the sound output setting between “Stereo,”
“Mono” and “Dolby Prologic II.” Use Control Stick to select and the
@® Button to enter a setting.

r )

D0 [ooeY] HOW TO ENJOY GAME WITH DOLBY
SURROUND PRO LOGIC i

Dolby, Pro Logic, and the double-D symbol are trademarks of Dolby Laboratories.

This game is presented in Dolby Surround Pro Logic Il. Connect your
game console to a sound system with Dolby Pro Logic II, and select
"Dolby Surround PRO LOGIC II" in the Options Screen of the game to
experience the excitement of surround sound.
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f_;':;,;:.the selected ﬁharacter F'ress ® or @B Button to
. 357'.,"‘9“” Tﬂtﬁeﬂhﬂf&&ter salemlnn screen.

: 3._”'::'.NOTE These summaries are not displayed the very.
1 _.flf$f tlmeftﬁé @haraﬁter is selected.

_ ;game ﬁf SONIC ADVENTURE DX- Dlrectofs Cut is caiied
ture mode” The Adventure mode is comprised of two “areafs o

’-i:ar&a is called an “Action Stage”. In an Action Stage, each mdwadual

_character must fulfill a unique “goal” in order to clear the stage
succassfu!ly The general flow of the game can be illustrated as follows:

Final Stage
cleared!

CHARACTER SELECTION

When you select a character, the items “Game,”
“Instruction,” and “Cancel” are displayed. Select one
of these items.

Sonic is the only character that can be selected at e
the start of a new game. The other characters will | g 2
become available for play as you progress through

the adventure story.

Basic control instructions for the selected character
are displayed along with a brief summary of the
particular “goal” that the character must meet to
successfully clear the action stages. It is
recommended that you review this information
before playing the game. Press ® Button to
continue to the next screen and ® or Button to
return to the previous screen.

......

......
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| ADVENTURE FIELD

Because there are no time limits or goals to
complete in the Adventure Field part of the game,
feel free to investigate and explore the Adventure
Field as much as you like. However, in order to
continue the overall game, it is necessary to find the
Level Up Items that grant your character special
powers as well as to locate the various Action Stage
entrances whenever your character is in the

C_wit

Adventure Field. Each of the 3 areas within the 0
Adventure Field contains a “Chao Garden”. A Chao e
Garden is a special location designed for raising 0
Chao creatures. For details about Chao creatures, -?-J
see p.32. 0

o

EVENTS

Whenever you discover a new Action Stage entrance or meet up with
a new character while in the Adventure Field, an “event” in the form of
an FMA (Full Motion Action) sequence is shown. Events occur
automatically and while the event is “playing”, you are unable to
operate your character.

CHARACTERS

Sonic is the only character that can be selected at
the start of a new game. You will be able to select
other characters as you progress through the game.

The five additional characters in this game are Tails,
Knuckles, Amy, Gamma and Big. Each character
can be selected immediately following their
respective introduction.

BATTLING THE BOSSES

\ Sometimes a “Boss” will appear in the Adventure FlE'|d aﬁer you have
successfully cleared an Action Stage. It is necessary for you to locate
and clefeat the boss in battie to continue to the next stage The battle

SCONIC ADVENTURE DX DO
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‘ ‘%W A f;‘ihao creature is essentially a “virtual pet’ that you
,tjﬁ?&{mm in the form of an egg in the adventure field. If
~ you discover an egg, take it to a Chao Garden, hatch the egg
~ and raise your chao creature. You will find one “Chao Garden”
in each area of the adventure field. A Chao Garden is a
protected enemy-free location specifically designed for raising
Chao. All prospective parents, be forewarned! How you raise
and care for your Chao will determine not only its physical

characteristics but also its behavior and personality. For more
information about Chao creatures, see p.32.

ACTION STAGES

Each character has a different goal that must be met in order
to clear the Action Stages. This goal is displayed at the start
of each Action Stage. The goal of each stage is broken into
three levels (A, B, and C) so set your sights on clearing all
three levels and good luck! For details about Action Stage
goals and a diagram of the Action Stage display for each
individual character, see the character introductions on p.3.

RINGS & BONUS LIVES

A number of rings can be found in each Action Stage. Your
character can survive damage inflicted by an enemy attack as
long as they are carrying at least one ring. However, when
attacked, they will automatically lose all the rings they were
carrying. If attacked when not carrying any rings, your character
will lose a life. Whenever your character collects 100 rings, they
will receive an extra life. ltem boxes containing an extra life can
sometimes be found in the Action Stages as well. The rings
obtained in the Adventure Field as well as Adventure stages

except Casinopolis are saved and can be used when shopping
at the Chao Garden.

POINT MARKERS

You will find a number of pﬂlﬂt markers thrnughaut each
_ Action Stage that you can use to save your character’s time
| and position within the course. If your character loses a life, :
~ the next life will start from the location of the last point marker M o
_ touched with the time that was logged when the marker was "
| originally touched. The exact time at which the point marker
1 . was tnuchecf ﬁﬁlﬁﬁiayed briefly at the bottom right of the
T LWnever a point marker is touched.

ooooo
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EMBLEMS

Each time your character successfully clears an
Action Stage you will receive a Sonic emblem. As
the “goal” of each action stage is comprised of three
levels, you can receive a total of 3 Sonic emblems
per Action Stage. Additional Sonic emblems can
also be found in both the mini-games and scattered
about the Adventure Field. The total number of
emblems you have collected is displayed in the file
selection screen.

GAME OVER & CONTINUE

Your character will lose one life if they sustain damage
while not carrying any rings. Your character can also
lose a life, even when carrying rings, if they fall off the
Action Stage course or a cliff in the Adventure Field.
The “Game Over” screen appears when the number of
“extra lives” your character has reaches zero and they
lose their last life. Select and enter “Continue” to restart
the game at the beginning of the same stage or “Quit’
to return to the title screen.

GAME CVER

| : i *In the Adventure Field, your

*In Action Stages, boss battles or mini- . .
. character will restart from the location
games, your character will restart at
where the character was when the

the beginning of the stage. game was last saved.

NTURE

PAUSING THE GAME

To “pause” the game during game play, press the
START/PAUSE and the pause window appears. Options
available in the pause window vary according to the type of
stage you are in when the game is paused. Refer this
diagram and select an option from the pause window.

g
s

¥ Continue: Select to continue the % Free Camera = Toggle (1) / (R] Button to

game.(Also in the Action Stage) search for the direction to proceed.
¥ Quit: Select to quit the game ¥ Map: Identify your location

and return to the title screen. ¥ Mission: Details of each mission can
¥ Camera: Switch the camera settings. be viewed.

 proceed is automati ically mdic ated by
thecamera. ;
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,‘_,.;:%BVENTURE DX-Director’s Cut. A number of “ltem Boxes” are located
_throughout the Action Stages as well as special “Level Up ltems”, that
”'are hidden within the Adventure Field.
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“Level Up Items” provide an enhanced ability or action that can be
used for the rest of the game. For details on each character’s
unique level up item (or items), see p.12-p.18.

HIGH-SPEED SHOES

These shoes provide your
character with a boost of speed
for a limited time.

LIGHT SPEED SHOES [SONIC]
These special shoes enable

Sonic’s Light Speed Dash.

INVINCIBILITY
Use this item to destroy enemies

THE ANCIENT LIGHT [SONIC]

Tap into this sacred power to
unleash Sonic’s Light Speed
Attack.

without damage for a limited time.

5 RINGS 4  RHYTHM BADGE [TAILS]

Adds 5 rings to your ring P This relic of an ancient warrior race
collection. " enables the Rapid Tails Attack.

10 RINGS SHOVEL CLAW [KNUCKLES]

Adds 10 rings to your ring > Knuckles can dig up buried items
collection. ' with these attached to his gloves.

RANDOM RINGS

Adds 1, 5, 10, 15, 20, or 40 rings | This ancient warrior amulet enables
to your ring collection. Amy's Spin Hammer Aftack.

SHIELD

Protects your character from
damage one time only.

LIFE BELT [BIG]

With this life preserver, Big can
stay afloat in the water.

MAGNETIC SHIELD

Attracts and collects all nearby
rings until damage is sustained.

JET BOOSTER [GAMMAY]

An E100 senes jet booster that
enables Gamma to hover in the air.

EXTRA LIFE A There are other hidden Level Up

Adds an exira life to the total ltems, so seek and you will find!
number of extra lives.

HINT ORB

These illuminated balls provide
hints when consulted.
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MINI- GAME'S"

As you pfme@ftwmh the game, you wul eneounfer a number of

“mini-games”. Fulfilling certain requirements while participating in these.
mini-games may award you with bonus items. Once a mini-game is
successfully cleared, it will be regdster%d in the “Trial Mode” (for
details, see p29) enabling you to replay the game as often as you like.
While some mini-games can be played by every character, certain
mini-games can only be played by certain characters.

.\.'\c'\.f

SKY CHASE (ACT I/l)

Maneuver Tails’ airplane, the “Tornado”, to
pursue and engage the enemy spaceship “Egg
Carrier” high in the sky in this 3D shooting mini-
game. Do your best to destroy the enemy before
the Tornado life gauge reaches zero.
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ICE CAP / SAND HILL <

Race across the sand covered ruins aboard a
specially designed “board”, maneuvering to avoid
numerous obstacles along the way. To reach the
goal of this mini-game in style, try pressing the ®
Button on the jump ramps.

ICE CAP : Ski down the mountain on a snowboard!
# SAND HILL : Race around the dessert with a sandboard!
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HEDGE HOG HAMMER

Take part in this no-holds barred “HEDGEHOG HAMMER” using
the one and only Amy with her special hammer action.

Collect points by whacking “Sonic” dolls as they pop up from a
circle of holes. Bonus points are awarded for whacking the “Super
Sonic” dolls, but watch out for the “Dr. Robotnik” dolls. Whack those
and you will lose points. Exceed the current high score and victory
IS yours.
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TWINKLE CIRCUIT

Rev up your hover car and hone your driving
skills to compete in this 3D-racing game.

Race each character independently, while
recording their best times, to see who will make it
to the top three best rankings.
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- CHAO RACES <

Enter your hand-raised Chao in one of several
races to compete for a top ranking against other
Chao. For details, see p.38.

NOTE: Chao races are not available in the Trial
Mode.
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BTRIALTMODE

TRIAL MODE

In the Trial maﬂé,\._yc&u can select and replay
; previously cleared Action Stages and mini-games
! that are separate from the adventure game.

Select “Trial” from the title screen to display the
items “Action Stage” and “Mini-game”. Select and
enter an item to proceed to the character selection
screen.

< 1 31F

ACTION STAGE

Select “Action Stage” to display the Character
Selection Screen and select a character. All the
action stages that have been previously cleared by
the selected character appear. Select the action
stage you wish to play. When the confirmation
screen listing the character and stage you have
selected appears, select either “OK” or “Cancel.”

MINI-GAME

Select “Mini-game” to display the character selection
screen, and then select a character. All the mini-
games that are available for the selected character
appear. Select the mini-game you wish to play.

S OH»ISIIC A TN FDINT1IIIRE T Diresccteser ' <

When the confirmation screen listing the character
and mini-game you have selected appears, select
either “OK” or “Cancel”.

EMBLEM RESULTS

Select “Emblem Results” to view a list of the
emblems each character has collected. Use the
Control Stick to select a character to display the
emblems collected by that character. Press the ®
Button to return to the Trial Mode menu.
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mﬁ Eé-a -unlﬂeked to play once all the stages of each

icter have been cleared using every character respectively in the
nture made There are a great number of missions to clear. The
emzssm can be cleared randomly, as it is not necessary to clear them

R S

gi;*ggﬁe eﬁar F@r the detailed game flow, see below.

If a character The game data is If the screen above
touches a mission saved is displayed, the

object, the details automatically both mission is cleared.

are displayed on when the mission Go and find more

the bottom of starts and when it missions and clear
screen. is cleared. them all!

Check the Mission
Num. and the
details.

The missions cleared are
ﬁ!iﬁ;alay&ﬁ with a mark below.

discovered but not yet cleared
is displayed to the right. The
missions that have yet to be
d:asmvered ar& shown m a

S, AO3DIIIC] XK AN I NIANAAY “:}?Nm‘?;

= 1 S

indicates a character to use
for clearing the mission.

. [The details of the chosen mission | | ® Sonic - Blue

 |can be viewed. ﬁ the mission has We|  |® Miles - Yellow
® Knuckles - Red
® Amy - Pink
— |e Big The Cat - Purple
@ E-102 - Gray

(A mission that has been |

3% The color shown on top left ]

~ Mission Start Mission Cleared
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By clearing a certain condition, mini games will be
made available one by one. If a mini game becomes
available, it will be displayed onscreen. Some of the
mini games can be played by 2P. For detailed in-
game controls, see below.

Pause Menu

To pause the game, press the Button.

® Resume : Go back to the game and continue.
® Restart : Restart the game from the beginning.
@® Quit : Quit the game and return to the Mini Game Selection screen.

# Note that when playing mini games with 2 players, insert the 1P
controller into Controller Socket 1 and the 2P controller into Controller
Socket 2.

(A game
The game description as
unlocked is well as the
displayed. goal to clear

the game can
be viewed.

it

Use the Control Stick to Press to return to
select a game to play. the previous screen.

Y
- (A detailed in-game control is shown. Read
U — carefully before playing the game. Press the ®
e Button to start the game, and press the ® or

#5 t MM o Sk R

.

# In “Tails Adventure” included in the Mini Game Collection, the :
password can be viewed at the Tails’ House. To resume the gameplay at
the beginning of the game, enter a password. Note that on the password

@8 Button to go back to the previous screen.

A

START/PAUSE, otherwise the password will be automatically

ﬁﬁﬁﬁﬁﬁﬁﬁ

-----
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~ screen displayed at the Tails’ House, do NOT press any other buttons




, _tmi&tfe ﬁcosystern Iearnmg and breeding
1 ;_5 Wﬁrﬁmgm the player’s actions.

’Thé Chao Data automatically saves when you leave
the Chao Garden. 8 blocks of free space are

required in the Memory Card in which the Main Data
is also saved.

—~( RAISING CHAO D

Confused Happy Alarmed Thinking

Keep tabs on the mood and health of your €hao by
noting these mood indicators.

Chao are hatched from eggs that can be found in Chao Gardens or
the adventure field. The Chao life cycle spans three basic stages;

Egg O Infancy > Maturity.
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W Hatching an Egg

There are two eggs found in the Chao Garden.
The Eggs will hatch by themselves, but you can
also hatch them. Chao’s personality varies upon

the way you hatch them, so try to hatch them in
various ways!

W Giving Food

Chao grow up eating nuts from the tree. To obtain
nuts, stand in front of a tree and press and hold
the Button to grab it. Next, use the Control
Stick to shake the tree. When the nuts falls from
the tree, give them to Chao.

® Shopping / Sell items

You can buy nuts using the rings you have
saved in the Action Stage, or you can also
exchange items you no longer want to keep with
rings. Use the up and down of the Control Stick
to select Shopping or Sell Items and press the
® Button.

You can buy or sell items. Use the Control Stick to select items you

wish to buy / sell and press the @ Button.

C_satlt
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HOW TO DOWNLOAD

| @ First raﬂﬁ prck up your Chao, take it to the Chao Transporter and step
‘é‘i ?-;_r;xnfﬂne red button.

O ) Your Chao should be seen on the screen of Game Boy Advance™.
- To start the mini game, select either of the icons displayed on top right.

mm

® Make sure that the Game Boy Advance™’s power is turned ON. If
it is turned OFF, you will not be able to download.

® Make sure to connect the Game Boy Advance™ Game Link™
Cable to Controller Socket 4. You will not be able to download if it
is connected to Controller Socket other than Controller Socket 4.

S AN IGNANCCOY

To interrupt gameplay of the mini-game, press the STAF{T Button and
select SLEEP MODE, in order to save battery life. To resume game,
simultaneously press the START Button and the ® Button. SLEEP
MODE is an energy-saving mode, but since the GameBoy Advance™’s
power is left ON, the battery power will be consumed slowly.

Please note that when the Game Boy Advance™ with downloaded
mini-game is turned OFF, the mini-game data will be erased.

ERROR MESSAGES i

If you encounter any problems during gameplay, the following error
messages may be displayed on the screen. See below for the solutions.

[Message] GBA™Game Link™ Cable may not be connected properiy
'Reconnect the GBA™Game Link™ Cable and download
-again. a0
[So!ution] Displayed either when the GBA™Game Link™ Cableis
- disconnected or when there is an error in mmtm";ation .
‘Make sure that the GBA™Game Link™ Cableis
~connected properly, and try downloading agaunxz” _;j
{ﬁ!essage] Game data was not downloaded correctly. = =~
Solution]} mrsprtayed when downloading was not cam
m&sﬁiﬁ' _m‘?g agam o
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» How to connect

B Required Items

G Game Boy ADVARCE™ . . .. ..ooivmonvimnosssvnisii 1
® NINTENDO GAMECUBE . ...........¢0cnuveeuns w3
® “SONIC ADVENTURE DX-Director's Cut"”
"NINTENDO GAMECUBE Game DisC ............. 1
® NINTENDO GAMECUBE Game Boy Advance Cable
Goliaepnndld s sl e s e e 1

How to connect the NINTENDO GAMECUBE
Game Boy Advance Cable (sold separately)

1. Connect the Game Boy Advance™ Game Link™ Cable (sold
separately) to NINTENDO GAMECUBE.
*# Refer to the diagram below for the location to connect to.

2. Connect the NINTENDO GAMECUBE Game Boy Advance Cable
(sold separately) to the Game Boy Advance™.

3. For controls afterwards, see description on p.36.

* Please do not connect unused the Game Boy Advance™ and Game Boy
Advance™ Game Link™ Cables to NINTENDO GAMECUBE.

M Caution on Link Play

On the following conditions, the game may not be able to communicate, or may

malfunction.

® When linking with a cable other than NINTENDO GAMECUBE Game Boy
Advance Cable (sold separately).

® When the NINTENDO GAMECUBE Game Boy Advance Cable (sold
separately) is not connected all the way in.

® When the NINTENDO GAMECUBE Game Boy Advance Cable (sold separately)
and NINTENDO GAMECUBE/Game Boy Advance™ are not connected properly.

® During communication, when the NINTENDO GAMECUBE Game Boy
Advance Cable (sold separately) is disconnected/ reconnected.

® During communication, when either the NINTENDO GAMECUBE/Game Boy

Advance™ is turned OFF, or the RESET Button of the NINTENDO GAMECUBE

is pressed.
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E@Ziﬁﬁ:@hﬁo for Cheese with help from Tikal. Before starting to play, it -

e necessary that you download this mini game following the
- :mstrucltmns wtlmed on p.34-p.35. For the game control, see below.
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Move a player: 4V €® Pause the game

Pick up and Hold Chao /
Press again to release Chao
2) Go onto next dialogue

(1) Release Chao after
picking up

How To View Screen

(Meet Cheese here |
(@ When Starting afgamg;tt;?

Receive a mission from
:Ghﬁﬁse here anﬁ start th

i e
'-I.Awemngaﬁh&ese*

Move to this point haidmg 1 .
Chao to access Cheese am:k

T, identify your Chao. -
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Game Rules

There are 7 Ghéo in total on the ﬁeid You, as Scmic must Ilrst flnd g

Tikal. She will advise you about t?he Cham you have to locate. Based
on her tips, you must discover the Chao and deliver it within the time
limit. If you bring her the right Chao, you can obtain rings and begin
the next mission. Note that bringing her a wrong Chao gives you a
disadvantage of time loss. Find the 6 Chao and get special bonus
rings! The game will be over if the remaining time becomes zero or
you complete all the missions.

Game Flow

1| Game Start

After starting the game and before exploring the
field, access Cheese to receive details of the
mission.

2] Get Tips from Tikal

Get Tikal to describe the Chao you are currently
looking for, and go and find the exact Chao!

Tha
A bl 48

3] Identify your Chao

If you find the Chao, bring it to Cheese to see if TrTE s e
you got the right Chao. You can move onto the
next mission to find the next Chao by completing
the mission.

4] Game Over

- You can win the game by fmcﬁng allthe Chao
- thhlp m g{ven Hme Hawevgr the g&m@ WI” be

N
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the NINTENDO GAMECUBE Game Boy Advance Cable (sold seperately)
as detailed below.

Required ltems

® NINTENDOGAMECUBE ................. SRS T
QGame Boy ADVANCE™ . .. .. .cvisnninumavidnass 1to 3
® “SONIC ADVENTURE DX-Director's Cut”" Game Disc .... 1
® NINTENDO GAMECUBE Game Boy Advance Cable
(Goldsaparstoly) ... ..o vevssnnscrirarsssases 1803

*i- Before playing a game using the Game Boy Advance™,
make sure to put Chao into the Tiny Chao Garden. For

details on how to move your Chao to the Tiny Chao Garden,
see p.42-p.43.

» How to connect

1. Connect the Cables of a number of players to the Controller Socket
of the NINTENDO GAMECUBE.

*k See the connection diagram on the right for where to insert the
NINTENDO GAMECUBE Game Boy Advance Cable (sold
seperately).

2. Connect the Cables to the Game Boy Advance™.

3. Turn on the power of the NINTENDO GAMECUBE console.

4. Turn on the power of the Game Boy Advance™.




CHING

Cautmn on Lmk' Play . . .
* Connection between the NINTENDO GAMECUBE and Game Boy
- Advance™ may not occur cﬂrrectty m the faﬁnwmg cases:

® When the NINTENDO GAMECUEE:G&[U;E::BQ)! Advance Cables (sold
seperately) other than Game Boy Advance™ Game Link™ Cable are
used.

® When the NINTENDO GAMECUBE Game Boy Advance Cables (sold
seperately) are not inserted properly.

® When the NINTENDO GAMECUBE Game Boy Advance Cables (sold
seperately) are not connected to the NINTENDO GAMECUBE or the
Game Boy Advance™ properly.

® When the NINTENDO GAMECUBE Game Boy Advance Cables (sold
seperately) were inserted or removed during linked play.

® When turning off the power of the NINTENDO GAMECUBE or the

Game Boy Advance™ during linked play, or pressing the reset
button of the NINTENDO GAMECUBE.

® When in conditions which do not allow linked play to operate
properly in the Tiny Chao Garden (i.e. when the Chao is talking).

How to connect the Game Boy Advance™ to the
NINTENDO GAMECUBE using NINTENDO GAMECUBE
Game Boy Advance Cables (sold seperately).

SCONIC AIDVENTURE DX Director's Cut
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ENTERING A CHAO RACE
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ars, set the appropriate items and start

Race Mode Selection

- Jewel Race: A jewel goes to the winner of this advanced course

(one entry only).

- Party Race: Pit a number of raised Chao against one another in

this mode.

# Chao Select = Select the location of your Chao from the available

options.

# Course Select = Select a course from the available options.
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Errur Message

If you encounter any problems durmg gameplay, the fnllowmg error
messages may be displayed on.th&_scmﬁn._ 5&3 below for the solutions.

@ Displayed as NINTENDO GAM ECUBE Errnr Messages

[Message]
[Solution]

[Message]

[Solution]

[Message]

[Solution]

[Message]
[Solution]

[Message]

[Solution]

[Message]
[Solution]

Unable to select. Please bring your Chao.

Step on the button of Chao Transporter holding your
Chao.

Unable to select. Step on the button without holding your
Chao.

Step on the button of Chao Transporter without holding
your Chao.

This Memory Card contains a different Chao Data.
Overwrite?

The Memory Card you are currently using already contains
a different Chao Data. The Chao Data you are going to
save will overwrite the data already contained in the
Memory Card.

The Game Boy Advance™ is not connected.
Please check if Cables are connected to both the NINTENDO
GAMECUBE console and the Game Boy Advance™.

Chao is already there. You can't go to the Tiny Chao
Garden.

There is already a different Chao in the Tiny Chao Garden
of the Game Boy Advance™ you selected. Drop off your
Chao in the Tiny Chao Garden after picking up the Chao
which is currently in the Tiny Chao Garden.

Your garden is full. Unable to pick up anything.

Please note that you can only keep up to 24 Chao and 40
fruits in the Chao Garden at the same time. Take enough
Chao and fruits out of the Chao Garden before picking up
any Other Cha,ﬂ or fru:ts

. Displayed as Game an Advance“‘“ Errnr Messages

SCONIC AIDNVENTURE DX Director’'s € Uit
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DROP ¢ | |

\#biﬁtett Game Boy Advance™ to NINTENDO GAMECUBE with
ﬂm‘mnm GAMECUBE Game Boy Advance Cables (sold seperately).

~annect the Game Boy Advance to the NINTENDO GAMECUBE using the NINTENDO
GAMECUBE Game Boy Advance Cable (sold seperately) is as detailed below.

Required Items

® NINTENDO GAMECUBE .............

@ CGame Boy AGVance™ ... ..ccconamssasossnsss va AP
® SONIC ADVENTURE DX-Director's Cut Game Disc ......1
® "Sonic Advance"/ "Sonic Advance 2" /

“Sonic Adventure 2 Battle” / “Sonic Pinball Party” Game Pak ...
® NINTENDO GAMECUBE Game Boy Advance Cable

LSO SEPOrEtalY) iy s dnies VENE adk

*#* Although you can still play the Tiny Chao Garden without
the “Sonic Advance" / "Sonic Advance 2" / "Sonic Pinball
Party” Game Pak, using the Game Pak will allow you to save
your game progress in the Tiny Chao Garden as well as give
you access to special items.

SN LINIACY Ol Nmﬂ -

» How to connect

1. Insert either of the 3 Game Paks into the Game Boy Advance™,

2. Connect the NINTENDO GAMECUBE Game Boy Advance Cable
(sc}ld seperately) to the Socket 2 of the NINTENDO GAMECUBE.
*# See the connection diagram on the right for where to insert
the GBA Cables.

5,403 =341 ] X

3. Connect the NINTENDO GAMECUBE Game Boy Advance Cable
(sold seperately) to the Game Boy Advance™.

i L

4. Turn on the power of the NINTENDO GAMECUBE console.
5. Turn on the power of the Game Boy Advance™.

See p.46 for further details on how to transfer Chao.

R R o e e
ok R e
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Caution on Link Play

‘Connection betwﬁen the NINTENDO GAMECU BE and Garne Boy
|| Advance™ may not occur cafrrectfy in the fni!owmg cases:

® When the cables nther than Game Buy Advancem Game Link™ Cable
are used.

< st

® When the NINTENDO GAMECUBE Game Boy Advance Cables (sold
seperately) are not inserted properly.

® When the NINTENDO GAMECUBE Game Boy Advance Cables (sold

seperately) are not connected to the NINTENDO GAMECUBE or the
Game Boy Advance™ properly.

® When the NINTENDO GAMECUBE Game Boy Advance Cables (sold
seperately) were inserted or removed during linked play.

® When turning off the power of the NINTENDO GAMECUBE or the

Game Boy Advance™ during linked play, or pressing the reset
button of the NINTENDO GAMECUBE.

@® When in conditions which do not allow linked play to operate
properly in the Tiny Chao Garden (i.e. when the Chao is talking).

How to connect the Game Boy Advance™ to the
NINTENDO GAMECUBE using the NINTENDO GAMECUBE
Game Boy Advance Cable (sold seperately).

SCONIC ADNVENTURE DX DDirectorr''s




| \ To transport the Chao, pick up the Chao, and take it
“ to the Chao transporter located in the Chao Garden,

~ the Tiny Chao Garden from the Game Boy

choose the Chao, nuts and eggs to pick up. Then
b sa]ect “F‘ick up" am:t press the @ Button.

B % Note that the toys you obtained in the Tiny Chao Garden cannot be p!cked up. m@"“
T e
. -

e T e e T
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-
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P””gﬁﬂr ﬁhaﬁ you raised in the Chao Garden to the Tiny Chao
1 of Game Boy Advance™ or bring your Chao you raised in the Tiny %:

e

 Garden to the Chao Garden. You can also transport your Chao fmm
lemory Card to another.

s e i 8

and step on the red button. Then the Chao will be
put in the Chao Transporter.

After stepping on the red button, the Chao Transport
Menu will be displayed. Use the +Control Pad to
select the menu and press the @ Button to enter.

Ch_.oTr*H:.w*M

To put your Chao in the Game Boy Advance™, put
your Chao into the Chao Transporter and use the up
and down of the +Control Pad to select the Game
Boy Advance™ you wish to transport the Chao into
and press the @ Button. See p.42-43 for details on _
how to connect the Game Boy Advance™ with the A
NINTENDO GAMECUBE.

CAUTION

%You can save only one Chao in the Game Boy Advance™. If there is airead
one Chao in the Tiny Chao Garden, you can put no more Chao in.

To pick up the Chao, nuts and eggs you raised in

Advance™, step on the red button without Chao,
and use the +Control Pad and the ® Button to

CAUTION



In order to change your Chao’s name, use the

- +Control Pad to select the characters and press
the @ Button to enter. When finishing changing
the name, select OK and press the @ Button. You
can change the name with up to 7 characters.

Say good-bye to Chao. Once you've said good-bye to
the Chao, you cannot meet the same Chao again.
Pick up the Chao you wish to say good-bye to, step
on the red button of the Chao Transporter and press
the @ Button.

| Sleep mode is a power-saving mode. You can use this when there is no “Sonic

¢ Advance"/ “Sonic Advance 2"/ "Sonic Pinball Party” Game Pak present. Press

. to activate the Sleep mode, and use and the @ Button to reset

| the Sleep Mode. Note that even in the Sleep Mode, the battery is being used.

 When not playing the game for a long time, or turning the switch of the Game

' Boy Advance™ OFF, use the Chao Transporter to bring your Chao back to the

Chao Garden, so your Chao Data will be saved. You can save the data only

¥ when there is a Game Pak of either of the 3 present. Press in the Tiny
Chao Garden, and select “SAVE & EXIT."”

You can raise your Chao in the Tiny Chao Garden of either of the 3 games for
Game Boy Advance™ or play various mini-games. You can also take the rings
you gained into Chao Garden in the “SONIC ADVENTURE DX-Director's Cut’
with you. Note that once you have put your Chao into the Chao Transporter of
the Tiny Chao Garden, mini-games can be played without connection to Game
Boy Advance™. ltems that are hard to find may appear and the gamedata in
both the Chao Transporter and the Tiny Chao Garden can be saved
simultaneouly if connected to Game Boy Advance™.

- Chao can travel in between SONIC ADVENTURE DX-Director’s Cut and Sonic.

ADVENTURE DX-
&

xxxxxx

et oy

| When ending gameplay, activate the Iep Mode to conserve baery

By dropping Chao into the Tiny Chao Garden using the Chao Transporter, ycur '

.....
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%-ENTUEEEQK?@E&GF’S Cut & un gioco per un unico giocatore. Collega il controller per =
| ECUBE alla presa per controller 1 di NINTENDO GAMECUBE. -

NE DELLA POSIZIONE NEUTRA DEL CONTROLLER

t nsione vengono premuti i pulsanti L o R o vengono spostati il Control

ck 0 lo Stick C dalla posizione neutra, la nuova posizione sara riconosciuta come
_quella neutra. Cid causera un controllo scorretto durante il gioco.

L e Pulsante L Pulsante R
- Per reimpostare la posizione neutra del -

~ controller, rilasciare tutti i pulsanti e le leve ‘ ‘

e lasciare che tornino nella loro posizione neutra. e
Successivamente premere simultaneamente

| pulsanti X, Y e START/PAUSE per 3 secondi.

R SRR
SRR R

Stick Stick C

SALVATAGGIO FILE

SONIC ADVENTURE DX-Director’s Cut & un gioco compatibile con Memory Card
(Scheda Memoria) per NINTENDO GAMECUBE. Le Memory Card (Schede Memoria) per
NINTENDO GAMECUBE sono in vendita separatamente. Nonostante il gioco riconosca la
Memory Card (Scheda Memoria) in tutti e due gli Slot per Memory Card (Scheda
Memoria), si consiglia di inserire la Memory Card (Scheda Memoria) nello Slot A per
Memory Card (Scheda Memoria). E necessario 1 blocco per salvare un file di gioco.

Fare riferimento al manuale di istruzioni del NINTENDO GAMECUBE per indicazioni su
come formattare e cancellare i dati sulla Memory Card (Scheda Memoria).

Questo gioco € progettato per funzionare con la console portatile Game Boy Advance™,
Per connettere il Game Boy Advance™ al NINTENDO GAMECUBE & necessario utilizzare
il cavo Game Boy Advance™ per NINTENDO GAMECUBE (venduto separatamente). Per
informazioni addizionali, fare riferimento alle istruzioni allegate al cavo!

> SALVATAGGI CREATI AUTOMATICAMENTE
File record di gioco: 1 blocco # File Chao Garden: 8 blocchi

Modalita a 60Hz \

Questo gioco pub essere impostato nella modalita a 60Hz per una migliore e pil chiara
visualizzazione se til televisore supporta tale modalita.

Connettendo il cavo RGB per NINTENDO GAMECUBE ad una televisione con un terminale
RGB e funzioni PAL60, sie potra ottenere una migliore visualizzazione del gioco con un
ridotto sfarfallio delle immagini.

Per attivare la modalita a 60Hz, tenere premuto il pulsante B mentre & visualizzato il logo
\LNINTENDO GAMECUBE fino all'apparire del messaggio: “Visualizzare in modalita a GOHI?”_‘J
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;mﬂ;&[if&-#ﬂéﬁiuﬁ.g%tete giocare in modalita avventura nei panmdigmqﬂ%mlﬂ
| 6 personaggi. NOTA: Sonic & l'unico personaggio disponibile all'nizio di una nuova partita.

lita Avven «Potete giocare in modalita avventura nei panni di ung




Modalita Prova...Seleziona questa modalita per rigiocare uno dei livelli o dei minigiochi
completati con successo in modalita "Avventura”.

Modalita Missione...In questa modalita puoi cercare di trovare le missioni sparse nel
Campo Avventura e completarle tutte. Una volta completati in modalita "Avventura”, tutti i livell
di ciascun personaggio saranno sbloccati anche in questa modalita.

Raccolta Minigiochi...In seguito a determinate azioni questa modalita apparira sulla
schermata del Menu Principale e potra essere selezionata.

Opzioni...Seleziona questa voce per modificare le impostazioni di gioco o testare il suono.

i
AZIONI COMUNI A TUTTI | PERSONAGGI __ ;

......

CAMMINARE E CORRERE e
SALTARE e

el
33353\5%"3-% SE

MUOVERE LA TELECAMERA

TRASPORTARE OGGETTI ‘?f‘i‘“”*i’*‘**?*@’*“ g .
SCUOTERE O AGITARE OGGETTI .}
GETTARE O LASCIARE OGGETTI E'

AZIONI SPECIFICHE DI SONIC 0
SPIN ATTACK 0

HOMING ATTACK -

S A

AZIONI SPECIFICHE DI TAILS >{
PROPELLER FLIGHT ~ Pulsante (® durante un salf ffgé%s?ﬁ%‘; A

TAILS ATTACK o m el

v

GLIDING JUMP L .3
CLIMBING o 3 un muro J

PUNCH ATTACK . - Disants -
AZIONI SPECIFICHE DI AMY }3:
HAMMER ATTACK Q

HAMMER JUMP /

JUMP ATTACK 0

SPIN HAMMER ATTACK 4
AZIONI SPECIFICHE DI BIG ¥ (]
POWER MOVES (TRASPORTARE, i‘f;;;;% ¥
LANCIARE, TIRARE O SPINGERE) = >
CASTING . _ Pusante®oc@® 4~

LURE ATTACK | ulsat i C

FISHING v

E
R *‘*9'5"*"\ ‘fﬂo— :-a.-.aq.,g i

LASER GUN

HOMING MISSILE LAUNCH _Rilasciar
ROLLING MODE .



. SONIC ADVENTURE DX-Director's Cut dr ett spel for en spelare. Anslut NINTENDO

S, AOGDSSHIC] XA M I NIAAY

~dem inta neutrallage och haller darefter in X-,

+F1_ D

Fida

BE Baﬁdk@ntmﬂ il NINTENDO GAMECUBE handkontrollanslutning 1.

'Fﬂr ?att aterstalla handkontrollen till normalldge  L-knappen R-knappen
sl_appar du alla spakar och knappar och later ' '

Y- knapparna og START/PAUSE samtidigt i
3 sekunder.

Syrspaken

C-Spaken
SPARA FILER -

SONIC ADVENTURE DX-Director's Cut dr ett spel som kan anvandas tillsammans med
NINTENDO GAMECUBE Memory Card (Minneskort) (NINTENDO GAMECUBE Memory

Card sdljes separat). Spelet kanner automatiskt av Memory Card i en av de tva Memory
Card-platserna, men vi rekommenderar att du satter in ditt Memory Card | Memory
Card-plats A. 1 block krédvs for att spara en spelfil.

Se bruksanvisningen till NINTENDO GAMECUBE fér information om hur du formaterar
och raderar filer pa Memory Card (minneskorten).

Det har spelet ar kompatibelt med Game Boy Advance™. Fér att kunna ansluta Game
Boy Advance™ till NINTENDO GAMECUBE behdver du en NINTENDO GAMECUBE

Game Boy Advance™-kabel (sdljs separat). Se bruksanvisningen till kabeln fér ytterligare
information.

» SPARA FILER SOM SKAPAS AUTOMATISKT
Spela sparad fil: 1 block Chao Garden File (Chao Garden-fil) : 8 block

60Hz-ldge N\

| det har spellaget blir bilden skarpare och tydligare om du spelar pa en TV som stéder 60Hz-lage.

Nar du ansluter NINTENDO GAMECUBE RGB-kabel till en TV med RGB-kontakt och PAL60-
funktion blir bildvaxlingarna mjukare och filmrar mindre.

For att aktivera 60Hz-laget haller du B-knappen intryckt medan loggan fér NINTENDO
GAMECUBE visas och tills meddelandet “Would you like to display in 60 Hz mode?” visas pa
skarmen. V&lj YES (ja) fér att aktivera spellaget.

&dwhture -Me (Aveﬂtyrsla e)... Du kan bara spela aventyrslaget nav
flgurarna QB& @a‘t arba{a Sﬂnm som ar tlllganghg i bnfjaﬂ pa ett nytt Sp@@elw i e

<<<<<<<<<<
>>>>>>>>
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Mission Mode (Uppdragsldget)... | det har laget forsoker du att hitta och genomféra
uppdrag som ligger utspridda | aventyrsfaltet. Nar en figurs nivaer i Adventure-laget genomférs
blir samma figurs nivaer aven tillgangliga i det har laget.

Mini Game Collection (Minispelsamling)... Du kan vélja det héar alternativet pa
huvudmenyn nar du har uppfyllt vissa spelkrav.

Options (Alternativ)... V4l det har alternativet om du vill géra nya instaliningar av spelet

eller testa ljudet.

HANDLINGAR GEMENSAMMA FOR ALLA FIGURER

GA OCH SPRINGA
HOPPA

KAMERASVEP

BARA OBJEKT
SKAKA ELLER VIFTA OBJEKT
KASTA ELLER STALLA NER OBJEKT

SONICS RORELSER
SNURRATTACK
MALSOKANDE ATTACK
SNURRANDE SLAG

TAILS RORELSER
FLYGA MED PROPELLER

TAILS ATTACK
KNUCKLES RORELSER

GLIDHOPP
KLATTRA

SLAGATTACK

AMYS RORELSER
HAMMARATTACK
HAMMARHOPP
HOPPATTACK
SNURRANDE HAMMARATTACK

BIGS RORELSER
KRAFTRORELSER (BARA, KASTA,

DRA ELLER KNUFFA)
KASTA UT

LUR-ATTACK
FISKA

GAMMAS RORELSER
LASERKANON
AVFYRA MALSOKANDE MISSIL
RULLANDE LAGE
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I HARDWARE SETUP

TS T oIS SIIa X4 SN LNIAOY DINOS

du spiller.

ADVENTURE DX-Director's Cut er et spill for én spiller. Koble til NINTENDO
handkontroll til NINTENDO GAMECUBE handkontroll tilslutning 1.

T AV KONTROLLEN TiL NOYTRAL POSISJON
x_ :T_%ﬁgi'ﬁ-_knapﬁén er trykket ned, eller at styrespaken eller C-spaken

. ﬁ?ﬁ‘"&tmﬁvnﬁﬁmi posisjon mens maskinen er skrudd pa, vil disse posisjonene

satl som neytral posisjon og medferer at du far en ukorrekt spillkontroll mens

o L-knappen R-knappen
For & nullstille kontrollen, slipp alle knapper og ‘ ’
‘spaker og la de falle tilbake i neytral posisjon, ) A —

deretter hold nede X, Y knappene og START/ Ll g

PAUSE samtidig i 3 sekunder.

Styrspaken

C-Spaken

LAGRE FILER

Spillet SONIC ADVENTURE DX-Director’s Cut er kompatibelt med NINTENDO GAMECUBE
Memory Card (minnekort) (NINTENDO GAMECUBE Memory Card selges separat). Selv om
spillet kan gjenkjenne minnekortet i begge de to minnekortportene, anbefales det at du setter
det inn i minnekortport A. En blokk er nadvendig for a lagre et spill.

Please refer to the NINTENDO GAMECUBE instruction booklet for directions on how to
format and erase Memory Card files.

This game is designed to work with the Game Boy Advance™ handheld video game system.
To connect the Game Boy Advance™ to the NINTENDO GAMECUBE, you will need a
NINTENDO GAMECUBE Game Boy Advance™ Game Link™ Cable (sold separately). See the
instructions that come with the cable for additional connection information.

» LAGRINGSFILER SOM OPPRETTES AUTOMATISK
Play Record File (Spillregistreringsfil): 1 blokk Chao Garden File (Chao Garden-fi): 8 blokker

60Hz mode ~

This game can be set to a clearer display and better quality on TVs that support 60Hz mode.

When you connect NINTENDO GAMECUBE RGB Cable to a TV which has RGB terminal an
PALG0 function, you can enjoy smoother game screen with less flickers.

To activate 60Hz mode, press and hold the B Button while the NINTENDO GAMECUBE logo is

being displayed until the message “Would you like to display in 60 Hz mode?” appears. Select
U’ES to activate the mode.

~ Adventure Mode (Eventyr-modus)... Du kan spille eventyret somenavde seks
| figurene i historien. OBS: Sonic er den eneste figuren som er tilgjengelig nar t -
| Trial-modus Mode (Pro

ve-modus) ... Velg denne modusen for & rep
iflene som du har lost mens du spilte Eventyr-m

andlingstrinnel



Mission Mode (Oppgave-modus)... | denne modusen kan du prove & finne
oppgavene som er spredt rundt om i spillet, og deretter lose dem. Nar alle trinnene for hver
figur | Eventyr-modus er lest, vil de frigis for den aktuelle figuren for & spille i denne modusen.

Mini Game Collection (Minispillsamling)... Nar du leser en bestemt oppgave, vises
dette menyelementet pa Hovedmenyen, og det kan velges.

Options (Alternativer)... Velg dette menyelementet nar du vil endre spillinnstillinger eller
foreta lydtester.
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PANORERE KAMERAET
B/ERE OBJEKTER
RISTE ELLER VIFTE OBJEKTER
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13. Dn‘ectar of Product Development - KATS SATO
E.I Localization Producer - KUNIYO MATSUMOTO
(3 Senior Producer - MATT O'DRISCOLL

'J Technical Producer - ELLIOT MARTIN

J European Product Manager - MATHEW QUAECK

1 European Partnership/
Trade Marketing Manager - SUSANNE EGLETON

J European Head of PR - ASAM AHMAD
J European Commercial Manager - MARK HORNEFF

[ Localisation Team - BRIGITTE NADESAN (FR)
— GIUSEPPE RIZZO (IT)
— MARTA LOIS GONZALEZ (ES)
— EVA BACKMANN (DE)

(J SOE QA - DARIUS SADEGHIAN
- ROY BOATENG
— CHRIS GEILES
- DAVID SMITH

2 European Marketing Director - MATTHEW WOODLEY
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g Ex&cuﬂue Vice President Sales and Marketing - MIKE SHERLOCK
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MNRRANTY FOR TOUR CORY ©F
©AME CUEE GAME SOFIMYARE (PGAMEY)
WARRANTY: Sega Europe Limited warrants to you, the original purchaser of the
Game, that this Game will perform substantially as described in the accompanying
manual for a period of 180 days from the date of first purchase. If you discover a
problem with the Game covered by this warranty within the 180 day period, your
retailer will repair or replace the Game at its option, free of charge, according to the
process identified below. This limited warranty: (a) does not apply if the Game is
used in a business or for a commercial purpose; and (b) is void if any difficulties with
the Game are related to accident, abuse, virus or misapplication. This limited
warranty gives you specific rights, and you may also have statutory or other rights
under your local jurisdiction.

RETURNS WITHIN A 180 DAY PERIOD: Warranty claims should be made to your
retailer. Return the Game to your retailer along with a copy of the original sales
receipt and an explanation of the difficulty you are experiencing with the Game. At its
option, the retailer will either repair or replace the Game. Any replacement Game will
be warranted for the remainder of the original warranty period or 180 days from
receipt, whichever is longer. If for any reason the Game cannot be repaired or
replaced, you will be entitled to receive your direct (but no other) damages incurred
in reasonable reliance but only up to the amount of the price you paid for the Game.
The foregoing (repair, replacement or limited damages) is your exclusive remedy.
LIMITATIONS: TO THE FULL EXTENT ALLOWED BY LAW, NEITHER SEGA
EUROPE LIMITED, ITS RETAILERS OR SUPPLIERS ARE LIABLE FOR ANY
SPECIAL, INCIDENTAL, PUNITIVE, INDIRECT OR CONSEQUENTIAL DAMAGES
ARISING FROM THE POSSESSION, USE OR MALFUNCTION OF THIS GAME

Call Centre: info@segahelp.com

e 8

vt r's € ual

Call Centre Numbers: gy 0903 99 231 (€1,12/min)
Deutschland 0180 3000 410
Eire 1 890 925 555
Espaia 902 20 23 24
France 0820 37 61 58 (€0,12/min)
Italia +44 (0)141 272 1113

Nederland 0903 99 231 (€0,68/min)
Osterreich 0900 4007342 (€1,23/min)
Schweiz 0900 105 805 (2.50CHF/min)
UK 08456 090 090 (local rate) )

Permission is required from the telephone bill payer before using the phone.

Prices subject to change without notice. This service may not be available in all areas.
Call length is determined by the user. Messages subject to change without notice.

For more information on Sega products visit us on the Web at www.sega-europe.com
Information in this document, including URL and other Internet Web site references, is
subject to change without notice. Unless otherwise noted, the example companies,
organizations, products, people and events depicted herein are fictitious and no
association with any real company, organization, product, person or event is intended
or should be inferred. Complying with all applicable copyright laws is the responsibility
of the user. Without limiting the rights under copyright, no part of this document may be
reproduced, stored in ot introduced into a retrieval system, or transmitted in any form
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or by gy s | »Wﬁ??ﬁrh‘?ﬂ@hah@l;: photocopying, recording, or otherwise), orfor
any purpose, without the express written permission of Sega Europe Limited. |
SEGA, the SEGA logo, and SONIC ADVENTURE are either registered trademark
trademarks of Sega Corporation. Ori
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Continve the exciting adventures of Sonic and
friends in SONIC ADVENTURE 2 BATTLE.

AVAILABLE NOW
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www.sonix-dx.com
SEGA EURQPE, LTD. 266-270 GUNNERSBURY AVENUE, LONDON W4 508.

SEGA, THE SEGA LOGO, AND SONIC ADVENTURE ARE EITHER REGISTERED TRADEMARKS OR TRADEMARKS
OF SEGA CORPORATION. ORIGINAL GAME ©SEGA ©SONIC TEAM/SEGA, 2003 ALL RIGHTS RESERVED.
WWW SEGA-EUROPE.COM. DOLBY, PRO LOGIC, AND THE DOUBLE-D SYMBOL ARE TRADEMARKS OF DOLBY
LABORATORIES. SEGA EUROPE.
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