We take Sega’s
favourite son and
give him three good
thrashings in this first
part of a two issue
complete guide to
hedgehog busting!
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75 SOLUTION

ANGEL ISLAND

Welcome to the wonderful world of Sonic 3. This, the Bloomin’ hell. it's the Bloominator!

ou get hit by this,

try and grab

life is yours! A good incentive some rings back as they cascade
to grab every ring going. across the screen.

first level, is little more than a taster for the tough As all Sonic-fanatics know, Remember, i

tasks ahead. Prepare to face stages so immense JRRIVIEHNR IR orany, Badniz

they seem to never end, a whole new

— set of evil Badniks, and more
~ perilous platforms than = % 4

:m. you can shake a stick [ L i

'

.

Lty LRt p
?w*"; [
o B8

In these early stages the onus is on you to collect as many
extra lives as possible. It makes sense to accumulate some
reserves before the later stages — after all nobody could
claim these early stages are difficult!

The main problem here’s avoiding the flaming pits caused
by a typical piece of Robotnik skulduggery. Who else but §

a good kicking at the end of the stage!
s nTDWS

the duind o may be hot, but his s

bottom of this ’ gehog who's foo cool fo

FR ek . ump over this ditch and into
of the burning forest.

pult Sonic into ] 7
the Special i is always an asset in

Stage.

o get fo this
giant golden
ring, and the
special stage
¥ spin-blast
‘ thr ough the
rock focateq fo
the right

STAGE

m’t rug into tﬁue:se ELL;m ﬂ:s as

send you flying back the w

you aame(More oﬁen than not,ay
this will be into the path of an

awaiting Badnik.



SOLUTION
1-UP

This is the first
exira life in
onic 3.
?’hroug\'\oui the
“HEY! Run at full pelt gome there
into this loop the loop and are plenty 10
witness one of the most collect and you
famous moves in video-gam- Restart points like this one come b eed them!
ing history! Its also a must to in useful if you die, so always s
cosﬁect 100 rings activate them as Sonic flies by.

S R m e

Spikes are an occupational hazard Push aside the rock located on the
or Sonic, so gauge your leaps top of this grass platform and jump
before jumping them. This saves onto the |egge underneath. Foll
you from the heart-breaking sight down and grab some pretty ni

of all your rings going to waste. ' power-ups. Go Sonic, go!

Get ready to dice with d
; and take on this nas
More rings to collect here, so device. A well fimed jump's

what are you waiting for? ital, otherwise it's curtains.

€ cause of 9a-guardiang
| 00 arsonist nees to bthe forest firg| Thi oh YOL{ need to avoiq i
| - 50N and Sonic's j U9t a good leg. o e jump onto e DU at the
| ; he rob e ma . Dle part e one vy
| 0 nt 0 R uln
l get you inttg thzrzaatgo\/fe Sonic, u?y,-gg t’g i)r"%y thit him, Tf; ;gbgﬁdh'tsy ead. A?tr:r
Ot it's flame Icting yet ack on hj
1 R Yo more damage, Four hits
|

These rock-platforms disappear at timed § e B Jump over the
intervals and can be a bit of a pain fo. i | Bloominator
contend with. However, nce | and grab this

always pays in the end. T iy B 2% byrilliant Flame
of good old-fashioned timi Shield. Ifs
enough fo set

Tails on fire!

D §

B

oo SSUE20 Skca




This level brings Sonic into contact with some really long tunnels. Prepare
for the time of your life as Sonic hurtles along at breathtaking speeds,
accumulating a huge pile of golden rings as he goes. Not bad work if you
can get it!

Collect every ring on offer at this stage. Much like the power-ups, they're a
lot easier to get at than on the later levels. So this is the best time to go for
the magic 100 rings, which guarantees Sonic an extra life. It's also the
chance to be 50 rings in credit, allowing you to activate a Starpost. Now
enter the all-new Bonus Zone and grab goodies galore!

P
Hya

Level 2-1

The evil essence of Dr Robotnik has
penetrated deep into the core of the
Angel Island. This is your big chance to
finally release the First Act from it's
mortal torment and move on to bigger
and better things.

Hydrocity looms, all you have to do is
find Robotnik’s guardian and destroy it's i
rotten soul. Pretty damn easy, eh? Well § ” ’ : .
maybe it is at this stage, but don't get m‘ng:‘ﬁrm.w'" confinually rise
too cocky. As our massive maps show 2 'w'"xcfg:“'fs ze:?fh“
when you read on, Angel Island’'s mere- .
ly the tip of the proverbial iceberg. Eees T T TN R T TR TR e T T TR N
Youyve been Warned! l;!: X - s WK ) 5 L T 3 ‘&L: e o A - ., wo

e T A P e N e % ¢ i o

After dealing with Mr. Catakiller,
you can then charge down this plat-
form collecting the rings as you go.

Well, ring-a-
ding-a-dong!
It's time for a
lovely bonus of
ten rings
methinks...
And why not?

A hidden bouncy-bumper will, er,

“bounce” you onto the platform

above here.
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As Sonic’s such

el O, let's turn
o 2 up t\'\ﬁ_ heat on
a sparky 1€ is thing,
\o»f, he'd r\_Oc_r 3 tqby‘- Co\\?d
doubt Opplae : Blast through the wall and zoom this P°Wer“\;p0
o Yoﬁ g{ s down this sliding tunnel. Can any- i iy ond be‘_co‘b Al
kk)\!?wr?‘ iy one see any light at the end of if2 living nrebet:

im.

S
LIGHTNING

Walk through the wall and jump

onto this switch.

this would be called al
loop-the-loop, eh? A tri
you

. 4 : & e ducwn B0s i&“.
loop-the-loop-the- Some cunningly placed spikes are, um, cun-
ﬁl;laoop- e-loop awaits ningly placed IF;ere. You should be able o
, 50 go at it full pelt! avoid them if you use the hidden spring below
; to the right to reach the plattorm above.

Mr. Monkey Dude
should be spiked to
death before he can

attack you, so get fo itl

his platform will col-

lapse, sending you

falling, but-you will be
unced back by some

bumpers. Ifs a stran
~world, is it

Waitch out! Rhinobots
about! If you jump over
im when he's rewing-
up, chances are that
ﬁou will avoid any con-

ontation with him.




Enter the space-age city of the future for some wild high-jinx. Watch out for the ever-growing
posse of bad-tempered Badniks, all out to flay Sonic'ﬁwic}e! This is another of those Sonic acts
designed for those among you who love watching our favourite hero struggle for breath in
the under-water zones. Tﬁis regions full of areas ideal for all kinds of water sports, ranging
from deep pools to fast-flowing canals. A particular menace to look out for is the section in
which a strong current drags Sonic fowards a set of spikes, sharpened in anticipation of his
arrival. Use the metal poles to overcome these deadly obstacles.

Hey kids, look! A wh
ter of rings, just waifing fo be gEsss
grabbed. A handy ugdiﬁon e
to anybodies eollection!

Right from the :
start, jump up SRl T AR R | <E ‘
to grab ten . A This power- ‘
lovely rings. If's i i v 3 2 i u‘pswoArtlI;‘ te? i
like taking ¢ 4 I e, i ‘ . rings. A bit o
candy from a e B : b T R e e B oborgcm,
= t s e even
today’s inflated
standlards!

e B oo W T B e T i SN s . P L ...43“""-':""'“ kg
T e 4 S s dm 14 AR o SIS T S e 1 SR s [ 98 S ol
o S O 100 B O e 08 5 Liih gl
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£ %
Fans like this one blow/you higher *
in the air. A”owinF you to reach

« ofherwise impossible platforins.

- ot

Bl

S Renar  Funny things hoppen;, and here's o 725
“EiEiaes fine example — bounce into one %
= of these bumpers and continueto =2
T be bashed between the two for 754
Sernanine ever. lsagood job Sonics o7 L EeR
SRt hard-headed! T

0 e §
- g etipulipto s

Grab this handy S e Sonic uses his upper-body stre
1-up. The best  28a "t here to drag himself along the |
power-up in the BEEE i SRRl vayor belt and grab a host of i
game, courtesy Fod o Dy 3 -

of SEGA XS. 8 e AT Rt

Hurrah!
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i Slide along here to
o i “enter ring heaven.
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WHEEEEE| Zoom around this
|00F~the~|oop and your well on
the way fo finishing this level.

Ry ‘W“ﬁ
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3 TR S S 1 e ot o o e B e Just go with the flow. Don'tresist - ==
Walk throuah R SSRRRR these bumpers, they cotaﬁuh you.in EREE et
- the right direction fo finish the level. fes St

s s ey
s e 12 o i (SN S S g

1SS TN e e o 8 e *’““““"'.‘".."”J"'y;_ii?"-:ﬁ: 5 > Ly 15 b3 the wall and
T jump into fnis
giganhc go d-

en ring. - W ok o T N B Gl YR P 1o
; TR - G P 1 Groovy! o - b s e ”‘,~"a.»,..n_;,m.:‘_:; pl e
. L O S T Ty e Capaih (o b Dot 1
3 S et Make sure you control Sonic s mowne. LR : : B o R TR o
= e . e e T o G 7 T8 1 T 0 I g

=% carefully, otherwise the spikes are Lt
oini’to puncture our plucky, "
lve friend.
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POWER-UP KEY

Every man is created equal, except a 1-UP ‘ FLAME-SHIELD _ INVINCIBILITY

man with a power-up that is! Where
would you be without a power-up The most important power-up of This acts as a shield against any For a limifed time only, this
y ! all. Anyone attempting fo com- fire attacks. You also perform a allows you to walk through the
eh? But what’s the best power-up to pl{ete fhehgcme, witl:iout the hﬁ!p Fireba(lil-Spin-Dcsh lE)y jumping level without sltf)fferin any dam-
, ot any cheats or codes, is wel up and pressing a button. Not fo - age fo yourself. If's always nice
get? Confused? Well, here’s a com- advised fo seek out a few of these. be sneezed af, unre):ss yoS’ ve go?a hanky!. to be immortal, evgn i it’ys only for a shorty while!
plete guide to help you.

LIGHTNING ROBOTNIK SUPER RING WATER SHIELD

Double-jump if you press a This is the equivalent of being This power-up is worth ten rings. You can breathe underwater
button twice. The real bonus struck by one of Dr Robotnik's Just think kids, collect 50 and and bounce like a ball with this
is rings automafically drift Badhniks, or getting impaled on a ou enter the bonus room, col- % power-up. Jump on any
towards you. It also acs as spike. So don't touch it, unless & lect 100 and you can get an : : Badnik's head to instantly kil i,
a nifty shield when the going gets tough. histic tendencies that is! extra life! If only everything was as simple! without the threat of losing your rings.

you have masod

o«

The spikes are harmful.
Please don't touch them.

mim

mmm

Don't fouch that bumpé‘r,
it sends you hurtling
back the way you came.

The hunt's hotting up, and Tails is panic-stricken (He
remembers the last time the East Devonshire hunt :
came this way!). Thankfully, things can only get & ‘hedgehogs life when you can
better. Make clever use of the bumpers, springs EEELSUREITEMIEEIE GRS
and tunnels to send Sonic winging on his way. Nothing could be easier.
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Loop that loop, collecting loads
of valuable rings as you go.

SRR R R R

= Kill Mr Paintdexter, before dropping i
down to gobble up the power-ups. F&

SPIN DOCTOR

Dr Robotnik is giving the washing a spin, unfortunately Sonic and
Tails are along for the ride! To defeat this guardian, wait until the
water stops churning. Once the pool’s calm the robot rises, before
coming down to the left or right. Wait for this moment to launch a
bounce attack. Simply repeat the process until the robot explodes.

r‘*::_f’ ey o w &
J E o == 77

J "I /\ A r .

L

Hit this re-start point, just before you
take on the r]um(lmnl Well, it saves
time should Robotnik beat you

¢ Grab onto these rails and

‘N()'I‘ your way IIVV/H“]'\
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Welcome to the second stage in the all-acton, faster than a
speeding bullet, Hydrocity. Sonic’s journey through the
Floating Island is now well under way; from here on in the
pace is relentless.

This level requires plenty of forward planning, especially
when exploring the many under-water sections. It's no good
diving to the depths if you don’t keep an eye out for handy
air bubbles. So always keep Sonic’s lungs filled with air

This loop-the-loop lark makes
for easy pickings on the ring

At this stage in the level, don’t
front, wouldn’t you agree?

forget to hit this re-start point.

Jump info this shoot to head'for
=+ bigger and better things later in,
= the level.

S W\

— e

2 Quickly work your way up here fo

‘= avoid the moving wall: :
Hedgehogs have a tough enough %
time crossing the road, without - #8
5= getting crushed by a wall as welll &

& Crash through these walls by 5%
using the trusty super-spint

e o
[

The powers of invincibility can
be yours if you jump over the
row of spikes that are in your
| way. Remember though kids, o o
you only have about 30 sec- .

- onds of invincibility to play

R e B B around with, so make the best

5 . ‘ PRI of it '
Use this spring fo propel you up o INVINCIBILITY
onto the higher platforms. Next

head to the far left and activate the
re-start point.




This water-fall sends you
hurtling down the drain. Go
with the H%W but try to keep an
eye on the ferrain around you.

o T T, ™ e T RN

=
-4
5

Yet more rings to collect on the
rollercoaster ride of a life fime.

ik SOLUTION

1-up’s ahoy,
shipmates!
Strut your stuff
through the
wall and jump
this TV set to
get a life!

&= These groovy fans faunch you up'

into the higher platforms for yet g

more ring collecting high-jinx. f&es

Keep the speed up dlong these |
daredevil shoots, and admire the
F)erb animation as you go. A must
or high-speed adrenaline junkies!

Zoom up hel
and co'r:act
another extr
Jife fo add to
our huge c
rection. Life's
good, eh?




SOLUTION

The final level of the Hydrocity is jam-packed with hair-
You need fo be going at raising water-shoots and terrifying death-slides. The one
quite a pace to make it When you make it up bonus is each of these is full to bursting with precious
up here, so get those here, keep on running to gold rings, so get your collecting hat on.
Nike trainers on! the right. This is a massive level to negotiate and the unwary play-
RS ; 7 er could end up going round in circles. Watch out for the
spikes often found below the exit points on the slides,
otherwise aII your good work’s wasted!

Wonder down
this funnel and
| lo and behold, &
ten rings are

yours! nough
Super Rings

for everyone!

T bR

T e Bl

Let the hand grab you to send your speedome
This sends yo% hurtling towar e eﬁzegf the

ROBOTNIK’S ALl

BLOOMINATOR MONKEY DUDE TURBO SPIKER

Bloomin’ helll This "’;J To teach this Monkey
poor excuse for a 1

Dude a lesson is sim-
sand-mixer  throws

ple. Jump up and
energy balls out at spin attack him after
you, which you must he’s fired all his
dodge. Kill it by jump- coconuts at you.
ing on top of him Without his defenses one less Badnik to
after he’s fired.

he is harmless. worry about!.

CA'I'AKII.I.ER RHINOBOT BLASTOID

Kill  this meanie
before he has a
chance to fire a clus-
ter of energy balls at
you. The Spin-Attack
is your best bet.
Jumping tends to be
erratic, costing rings..

Turbo Spiker launch-
es a spike off his
back. Avoid this. To
kill him, you should
spin attack him. Just
one hit, and there’s

This strangely-named Badnick is a slow-moving
fiend. This makes it hard to kill him, but kill him
you must, so jump up and spike him!

A split second of
revving-up before he
charges at you is all
the warning this guy
gives. Take a running
jump over him and
you're in the clear.
Couldn’t be simpler!




OBOTNIK

you're dead
meat. If's the
equivalent fo a
hit from a

Badnick!

Activate this You want rings?
power-up and You got it!

Time your jump onto this movin
barrel and fry not to get crushed!
It's plain-sailing after that. Well,
until the next obstacle anyway!

A good sense of timing is
required here to avoi
becoming a pin cushion.

The Guardian! See the Boxout on-
how to defeat this parti ’

-NEW BADNIKS

JAWZ

To kill this flying-robot-shark, jump up under-
neath him before he has a chance to defend

himself. Otherwise steer well clear!

MEGA CHOPPER

Let this devious fish grab
onto you and you've got
real problems. His grasp is
so incredibly strong he can
hold you down until you
drown.. A real dirty fighter!

POINTDEXTER

This Pointdexter
character is only vul-
nerable when his
nasty-looking spikes
are withdrawn. Don’t
attack him when he’s
“Spiked-up” or it's
curtains for you!

These are no ordi-
nary spikes, but
rather some devious
creation by Robotnik.
You can jump on the
spikes, but have to
spin Sonic to Kkill it
before you get hit.

TUNNELBOT

The Tunnelbot
tries to carve
you up with his
two drills. Jump
onto him when
he’s floating just
above you to
win the battle..

MANTIS

Looking much like a
grasshopper, this Badnick
can be found in the
Marble Garden area of
the game. Chances are
you can keep on running
right at him and he’ll jump
out of your way!




This platform collapses when you stand on it. Go
up for your last chance to reach  the bonus room.

& This bubf.)ie mgﬁ Bo;inik‘sba -z
i inthe s tkes iryou bum i o
' ﬁ::o hirg, cng 505 hiz smoﬂerp :
This act brings Sonic’s Spin Dash Attack to the 3 A 2. " ‘mote, furking fleaiby,
fore. Use it to destroy any marble walls standing pE=#¥ it g |8 v e B S
in the way, wipe out any Badniks dumb enough to & T s ' - L Bl
try and stop our hero or jet propel Sonic up the
steep hills found in every level. [
You should also be thinking seriously about the #
number of Chaos Emeralds you've collected by &
this stage. Remember, without the Emeralds the ¥
game can't be completed properly and we don't
want that do we!

Hit the TunnelBot from under-
& neath but watch out — it fires at we
you and tries fo crush you.

P =y

Spin Sonic j
the pillar i I,Z’:
left o gain
access to the
Pecial Zone

A lovely line of rings to notch up as
you shoot down this steep bank.

B 20, S d TGS e
Mis$ithiis spinnin? wheel of plat-
forms dnd the ofly"waiy'isdiown;

SPECIAL . et
T = . A :

L3

-~

= Vol
Access from | "’i o 'hefl e;_

the rightto  SEEwEHE
enter the Zone. ’f{_jl
A Chaos ; “‘r_"a )

Emerolds  IEAACEiS e ;
oy orns MBS eees 2o
4 Tl }a& e

to catch if you:
the screen and
 first bonus ring.

| earlystage.  §%ieg N

] g R
¥ _1‘ Kop N .
Rl % % Robotnik mokes o briekappear- l 3
i ance 1o start oft Barthquaks., |
Don't hang &round:
" S ra ’.' -




NVINCIBILITY]
—L Y
truly great
{ thingi. Sonic
| can feel com-
iy bl 5
b”b%l - Stand :enh:al on the spinning

-

dise o seeSenic spirited off to 4

L D ‘ ; angtherioeafion:

Steel sdpiked balls rotate
toward the ground. Time it
well to spin or walk past.

W Spin on'the wheels ficked in‘th
. =-garthvand pillars‘appear tof
i sficke lifeo lor edsTérfor, Soni

Kou get .3
out of there quick. Ofherwise, &2
Burntioby, burn! A

o g7
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This section of the Marble Garden has plenty of revolving platforms and dis-
appearing ledges to contend with, so the watchwords are timing and
patience. Unless you're using one of our nifty Action Replay codes, try to
avoid jumping into anything before you've checked out exactly what to
expect. Also make sure you always activate the re-start points as they go by,
it saves an awful lot of heartache and frustration in the long run!

B e s e P P e S A

the right to fly into this S SEES
shaft. Go down fo get o "5 % g,
handy power up. et RS |
Sivdion Wi, Wik i b

springs are very powerful and
hurl Sonic backwards very fast.
Avoid them unless you enjoy ieing
sent back from whence you came!

5% LA
8 This spiked pillor falls to the - §
{ ground every ofher second so 4 i i | 4 o o g | i
on't get flattened. e B ¥ © p——————— - . Bl 2 b
o ; ' , Ll Waich out for the revolving spiked
pillar. It moves left and right and i
catches out any-unwary players.

Use this disc to hover through
the air. Run right or left for
speed and direction, while
! faking it easy makes you lose
height.
e




. Ascend the

po
§

. three platforms faige:
. M » and collect an
445 i B ¥ extralifeon
4 Duck the arrows that spout from % this ledge.
the stone face, Wait for the : :

cs;round to collapse, allowing
onic fo continue,

Take care not fo rush this little &
| collection of horrors and time a

y dly tm;wn
o Needless to say, it you go

e ’

" down this shaft zou' re on the

receiving end of razor-sharp
& spikes. Our advice — seek an
alternative route!

A pair of Badniks linger
# about, waiting for an inno-
% cent hedgehog to pester.
P
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The Marble Gardens see Sonic and Tails pelting
down steep inclines. Speeds are so great even
the Linford Christie of the animal world couldn’t
possibly cope. Dangers lurk in the form of balls
on swinging chains, various mean-spirited

Ride on the spinning disc to travel far, -

Always spin on these blue
F and fost.

wheels fo reveal exira platforms.

o N, (1]
~ Mantis stalk this grassy
Either bop them swiftly
head, or run over or un

_ them before they react.

Welcome to a Pandora’s box of
delights! This code could prove to he
the saviour of anyone still having prob-
lems completing Sonic 3, even with our
superb solution. Use the code above to
access four great cheats. You can
select any level, design any level,
become Super Sonic and even play the
game in slow motion.

“the hill far enough fo |
er length ;Ujosﬁiﬁ

Grab the'elastic and get dragged up

across to the

timum success rate

ANGEL ISLAND o8 us

HYDROCA XY =0 us
HARBLE GARDEN =8 us

CARMIUAL NIGHY BONUS

fim Nw N N e

FLVING BATTERY SPECIAL SFAGE

ICECAP SOUND TESY x00x
LAUNEH BASE
HUSHROOH UALLEY

SANDOPOL LS

SELECT

Fed up with all your friends laughing
at your inability to get off the Angel
Island? Well fret no more. Simply
enter the code and press Start, when
Sonic waves his finger on the intro-
duction screen. Marvel at the won-
derful choice of levels available to
you. The game couldn’t be simpler!

A Al A e e B R A e

Slide down the slope fo get more
rings than it fakes to get Mark to
answer the SEGA XS tips line! Don't

DESIGN

Enter the code and press Start, when
Sonic waves his finger press Start
and choose the level you want to
play. Once on the level press A and
Start. Now press B to change Sonic
into a ring. You can change the
object at any time by pressing A,
while C places the object.

jump or you miss them all.

MOTION

Follow the Level Desigry procedure
as described. Press start to pause
the game, then hold down B to play
the game in slow motion.

It's especially useful on the Special
Zone, allowing you to take time col-
lecting spheres. Even the tea boy
managed to get a Chaos Emerald!




By spinning on this you're able fo
Use the position marker to save time. corrﬁ on to the left and up. Making it

Very useful if you get killed and much easier to reach the continue
want to start from where you left off. point at the top of the stage.

Exira life for

e e
e AR, W = Jumpion fop of this statue
2% . ; i head fo stop the arrows. This
= 8 alsotriggers access fo the
secret cave beneath.

-5

the endurance.
‘[ Gettoitviaa

secret pas-

.50‘98' NSex? - Another very useful position marker $o
< f lesb(; ot in case you mess things up later on. '
. nus. This one allows you fo continue ‘ :

Q, much closer fo the end of the stage. 7 © ::!*f"
: .

e

This irritating spring bounces you sill
if you fall from the w

ONIC

(Above). Place the
Television anywhere on
the screen by pressing C and
then press B to return Sonic to
his normal state.

The highest status of all is,
now within your grasp — no
longer will you die if Sonic
falls on some spikes, while )
the threat of falling off a ledge
becomes mere child's play! All you
have to do is jump on the TV you've

/’

Everyone craves the Chaos Emeralds, [ W o .
ultimate accolade of simply carry out @ﬁ “AX Way ust placed and, low and behold,
being Super Sonic, but  all of the foliowing &, Sonic's turmned "Tt? the new, _
ws few can achieve the procedure. e Tl mp“y’]"‘%d Sluger Sc:jnac. : -~
“< honour purely on Use the Level ‘x?/* ‘ thatsthef to ofoalrl‘cm i
merit. Worry no longer, we're  Design, as 2 Qg i e afe g © (A
about to prove the old adage that described, and fools who are always telling f§ " -
cheats never prosper wrong! then use the A you to play fair. Cheats def-

initely do prosper, well, if
they have a nifty little gadget like the
Game Genie they do anyway!

To dispense with the unnecessary button to change
irritation of actually collecting the Sonic into a TV




SOLUTION

AS

More Marble mayhem for our duo of frenetic You never
furballs. Guide them by following the arrows know when A swinging metal ball spells danger
to bash it out at the end of the level with : you need an and so do the spikes beneath it.
Robotnik in his souped up flying machine. | § oxtalie so
With a radical mixture of loops, slopes and rab them on
: L) the easier lev-
“ bonus stages, Sonic and Tails have a mas- ok Bl
sive task ahead in this immense level. One ' 3
more thing — it’s not easy either! It may be
a garden but don’t stop to smell the roses!

A spinning disc’s a hardy short- 8
cutonce you get it turning right.
IF you get to the left shaft mctge

~ sure you have your disc to

g% escape again.

This loop sends Sonic spiralling

down the pole and you better hope

he lands on the left-hand side.

B8 Otherwise he's in for an unpleasant

meeting with those nasty spikes.
e g e v el
: ; S

%
' Rt SRR e e,
Get your B e S
o : f i Robotnik makes a brief appearance [
Tl bt & ond fries fo btmt Sonic. Eon" fotle &

: too many: risks here as he quickly p
here. NOtLUS‘ disappears after the initial aftock. SEEEEEN

an extra lite
What a coward, eh!
butdlso a " i AR

1 Super Ring.

'SONIC'S SUPER

This is the coolest gy = -’11 «

o |

o4

-
"
-

of Sonic’s new
moves, mainly
because Tails
gefs to play an
active part in the
game. Use the

A
second confroller
to manipulate the ;

younglor cor el | lepd TTNRENRd.
25 INS D SPIN DASH SUPER SONIC

If you find yourself in a no-win situation quickly This old favourite from Sonic 2 can get you outof  The only way to obtain this power-up, unless you
press the A, B or C button twice fo generate an almost any pickle. Use it to smash through walls, ~ use our cheats, is to be a star F:)luyer. Enter the
energy shield. This protection lasts long enough scale steep hills or wipe out a Badnik. Hold down  Special Zones and collect all the Chaos Emeralds,

or Sonic o escape from the danger. on the Joypad and press fire fo acfivate if. when you have enough Sonic goes super!

e
i

.w"‘w*'
M




Don't jump prematurely as you're The ground collapses here, leading the
bound fo jump into the spikes. way to further sections of the Gardens.

b This face spits poison arrows, so

o duck them ancfiump on the but-

& ton above it. The ground eventu-

 ally collapses allowing access to
deeper levels.

Robotnik sits arrogantly in his
flame-spurting Hovership.
Defeat in the usual way, by
bouncing all over it.

s o\ s b L K
Lots of Markis await. Jump on them or i
il over them 1o progress with Sonic com- £

pletely intact! B

Profection from WEEEESE
fire is just what &

you need

against

Robotnik's
machine at the




Snes*Mega Drive

#*

B To ensure that you never nmiss ; UiCs Ultimate Games Bible, tear this
fnnnoutandlnndlttommt.

PLEASE RESERVE A REGULAR COPY OF Alternatively, call our subscriptions department
GAMES WORLD: THE MAGAZINE FOR:

T — 1 ] | P g ] YL

Address. And have Games World: The Magazine delivered
to your door every month for a whole year for
only £30.00. It’s a must!

Games World: The Magazine is available on the last Thursday
RO GO s i i T e e e i of every month, priced £2.50. It is produced by the utterly

Tel: brilliant Paragon Publishing Ltd (01202 299900) and
B T o e r e distributed by Seymour International Press (081 679 1899).
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FREE GIANT PULL-OUT POSTERS IN EVERY ISSUE!

Shear-bliss!

Kick off the season with
Britain’s brightest monthly
poster magazine!

H All the big star names!

H 15 stunning posters

every issue!

B Exclusive interviews!

B Fabulous foothall features!

Oi! newsagent:

Please reserve me a copy of football heroes (ISSN 1358 -
0299) at £1.95

name:

address:

postcode:

telephone:

football heroes is distributed by Seymour Ltd (0181 679 1899) and pub-
lished by Paragon Publishing (01202 299900). Fully SOR



K325 BRITAIN'S ONLY COMPLETES
G -
L

EXCLUSIVE

S 'SOLUTION TO

£4.50

Blimey, the Saturn arrived
withe a " full solution’ to
Clockwork Knight. Weralso
blasted Syndicate .apart,
Smurf-ed till we dropped
and went round in circles on
BC Racers. «Oh yeah, we
also finished "Saonic “and
Knuckles. We're so good!

furyy
o ,,,f’:
THE by

)

Issue 9
£3.50

A complete player’s guide to
Super Street Fighter 2,
Dragon, Marko's Magic
Football, Ground Zero texas.
Ecco the Dolphin, and tons
more...There's also that
wicked Cammy chick on the
cover, your collection's not
complete without out it.

Issue 17
£3.50

The hammer just had to fall
on Sega’'s Story of Thor in
this issue. We gave Mega
Swiv the bullets There was
deaths, everywhere  with
Lemmings and Corpse Killer
fully tipped and finally we
revisted Jurassic . Park.
Spared no expense.

DFED
aos

Isue 10
£3.50

The first XS to go monthly
and it had a very scary
geezer on the cover that
made my gran swallow her
teeth!  Honest! Mortal
Kombat 1l, The Chaos
Engine, The Hulk, Dragon’s
Lair, Dune and Cool Spet,all
tipped to the max.

Issue 18
£3.95

We busted the biggest hits
of the year in this platform
solving. special.  Mickey
Mania, Earthworm Jim, Cool
Spot, The Lion King and
Prince. of Persia all got
tackled and defeated by the
bonus «point . collecting,
guardian defeating XS team.

Issue 15
£4.50

Another scary bloke was on
the cover of issue 15. It's
that Doom game, busted on
the 32X. There are also
larger than life solutions to
Snatcher, Cosmic Carnage.
Clayfighters, Earthworm Jim,
Second Samurai, Sonic and
Knuckles...phew.

Issue 19
£3.95

A killer of a special issue.
We gave you lucky folks a
guide to the meanest of beat
‘'em-up. Super Street Fighter
Il “was thrashed, Mortal
Kombat |l crushed, Virtua
Fighter, Clay Fighter and
Cosmic Carnage also came
in for a serious beating.

Please send me the following
ssues of SEGA XS:
Issue(s).. o

SIZNALUNG .. vc. ot i ecaisaunkaussenassirensns
Address..

L e o e o E o
Phone NO: e eees e ekraasen
Method of payment (please
indicate)

[ ] CHEQUE/POSTAL ORDER

Please make payable to Paragon
Publishing Ltd.

(] CREDIT CARD

Expirydate_ /_ /
CardNumber___/  / /
Please return this coupon or a

photocopy of it (together with your
cheque/PO if applicable made
payable to Paragon Publishing Ltd)
in an envelope to the following
address:

XS Back Issues, Paragon
Publishing Ltd, FREEPOST (BH
1255), Paragon House, St Peters
Rd, Bournemouth, BH1 2JS. It
won’t cost you a penny in stamps
posted in the UK. Alternatively call
our credit card hotline on 01202

299900 or fax us your details on
01202 299955.
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GARFIELD EXGLUSIVE © FREE SEGA XS SUPPLEMENT - PRIZES GALORE!

a regular copy;

you wish to reserve a copy of

BEGAPRO or SEGAPRO CD, hand this g
m in to your local newsagent.

Please reserve me a copy of:
'] SEcAPRO (ISSN 0964-2641) at £2.50
|| SecAPRo CD (ISSN 1354-859X) at

.99
SecAPRO and SecaPRro CD are available Satu rn.

he second Thursday of every month. Excl“’s'ive Pics! M’ Fever Pitch
5eaAPRo And SEAPRo CD are distributed by | A “““° Road Rash III

. mfaandidppe e a Indiana Jonhes” GreatestAdventures.
e fully SOR. ;

............................ Garfield: ﬂauyhl ln fhg \Act
......................................... EI \ B3 Drive
p— L . ‘J-"Iu !

---------------------------------------- Sﬂ‘m art orm J'mﬂ/ Me a m
' al Rage — Mega Drive
e Monsters — S5aturn

2/5]] =
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NEW MEGADRIVE GAMES FROM £14.99
USED MEGADRIVE GAMES FROM £5.99

NEW RELEASES AND MANY OLDER TITLES AVAILABLE ALL AT LOW PRICES
A FULL LIST CAN BE SENT ON RECEIPT OF AN S.A.E.

AME

VISA
TEL: 01223 663996

ONE
FAX: 01233 664830

MAIL ORDER: 14 SANDY MOUNT, BEARSTED, MAIDSTONE, KENT, ME14 4PJ
SHOP: 18/20 NEW RENTS, HIGH ST, ASHFORD, KENT TN23 1JJ

PART EXCHANGE

WE ALSO STOCK MEGA CD, 32X, SATURN, PLAYSTATION, 3DO, SNES, NES,
MASTER SYSTEM, GAMEBOY, JAGUAR, PC, CD ROM, AMIGA, ACORN

% WHY BUY ? LIST THE \
ONLY 5 MEGA-DRIVE GAMES
£3.50 THAT YOU WANT
0 A OF SIMILAR VALUE
IN ORDER OF PREFERENCE
MEGA o CHANGE
——— INCLUDE YOUR
SEND YOUR BOXED GAMES NAME & ADDRESS
&
INCLUDING MANUALS CHEQUE/P.O PAYABLE TO:
IN A PROTECTIVE ENVELOPE ek Xcfanel?

P.0. BOX 11751, ABERDEEN, AB42 7ZW J

&

«IBM PC - ATARIST * SUPERNES - MEGADRIVE - GAMEBOY - AMIGA -
« MEGA CD-COMMODOREG4 - GAMEGEAR - CDi » SINCLAIR SPECTRUM *
«NES+-CD 32+ NEO GEO - ATARI JAGUAR* MASTER SYSTEM -

DIAL-A -1 §8®

HINTS N’ TIPS N’ CHEATS N’ POKES

ALL FORMATS CHEATLINES JUST SA ”YES" FOR YOUR SYSTEM

IF YOU MISSED LAST WEEKS MESSAGE CALL 0891 101 235

NEW! Soga Spot-Cheats, 32X, Mega CD, Mega, Master0891 445 933
NEW! Handhold Hot Line-Gameboy, Gamegear, Lynx.0891 445 990
NEW! Console Choatline (i it oats Caris it lives hore!) 0891 445 991
"m m Minfendo Games Line = SNES ceeoeeeee °',| 445 " 3
"Iw‘ ﬁ. ‘.l" ".“ h . '.m 032 nooono"' 4‘5 1‘6

Are you stuck PROBLE Malmllom N’ Answer Service

Inaseme? wBUSTERS 0891 445 977

SONIC N’ KNUCKLES - GAMERS GUIDES ...................0891 445 946
SONIC 1,2 & 3 0891 445 941

EARTHWORM JIM 0891 445 985
LION KING 0891 445 951
MORTAL KOMBAT 1 & 2 0891 445 987
DONKEY KONG COUNTRY 0891 445 928

STREETFIGHTER 2: (World Warrior, Super, Turbo,SCE).....0891 445 940
THE STRIKE LINE: JUNGLE, DESERT, URBAN ................0891 445 953
DOOM 0891 445 926
FOR FULL INFORMATION ON ALL OUR SERVICES cALL 0891 445 939

GUIDING LIGHT COMPUTER SERVICES LTD,P.O. BOX 17, ASHTON UNDER LYNE, OL7 OWW

If you are under 18 please ask permission to call. Maximum call charge at peak
rate £3.68. Calls cost 39p per min cheap rate, 49p per min at all other times.

'EE NN ENNNNNENNEN N 00000
Unit 11, BARDEN CLOSE, BATLEY, WEST
YORKSHIRE WF17 7JG

MEGA DRIVE MEGA DRIVE MORTAL KOMBAT 2. .. ... .. . ... £42.99 WIZARDPINBALL .. ... ....ov.. .. £29.99
ALENSOLDER: i £3500 ROADRASHB.......coveneennes £32.09 STARWARS ARCADE . ........... £09.99  MEGADRIVE MASTER SYSTEM CONVERTOR-
ASTERIX & POWER OF THE GODS . £36.99 ROCK N ROLL RACING........... £32.09 STELLARASSAULT.............. £39.09  PLAY ALL YOUR CLASSIC MASTER SYSTEM GAMES
PlOODSHOT.. e £07.99 RUGBY WORLD CUP95.......... 0909 SUPERMOTOCROSS ............ £35.09  ONBOTH THE MEGADRIVES 182. .. ... £19.99
BRIAN LARA CRICKET . .. ........ £32.00 SAMURAI SHODOWN ............ £35.99 MEGA CD AMERICAN/ JAPANESE MEGADRIVE CONVERTOR-
CANNON FODDER .......eunvsns £32.09 SENSIBLE SOCCER ............. £39.00 WWFRAW .. ...oovvenennnnn. £39.99  PLAY INPORTED AMERICAN OR JAPANESE GAMES
DR ROBOTNIK'S MEAN BEAN MACHINE . £24.99  SHINING FORCE 2. . ............. £19,00 S BCRAGERS ST % i s o= mi i £35.09  ON YOUR UK. MEGADRIVE ............... £14.99
EARTHWORM JIM. . . .o veen. ... £43.99 SKELETONKREW............... £31.99 CANNON FODDER............... £35.99
FEVERPITCH -0 €3990 SOLEIFS wi o uEet e i £38.99 CORPSEKILLER................ £39.99 GAME GEAR ACTION REPLAY CARTRIDGE .. £25.99
FANTASTIC DIZZY & COSMIC SPACEHEAD . £19.99 STREETRACER ................ 23408  DOUBLESWITOH . .. ... vabimmne v £35.99  HEATSEEKER 2 JOYPAD - 9 BUTTON PAD WITH
F1 WORLD CHAMPIONSHIP EDITION£39.99 SUPER STREETFIGHTER 2. ....... £3599 EARTHWORMJIM............... £35.99  TURBOFIRE, AUTO-FIRE AND SLOW MOTION. BUT-
EIEAOS Yt ) s £92.99 'SYNDIGATE . i ini £3699 ECCO2......c..cvnvevencnnses £24.99  TONS ABCXYZ ALL INDIVIDUALL SWITCHABLE PLUS 3
INCREDIBLE HULK ... ©veee. ... £17.00 CTHOR - i ih finobiiiio £ 4599 ETERNAL CHAMPIONS . ......... £CALL  EXTRA TURBOBUTTONS............. ONLY £1299
JIMMY WHITE'S SNOOKER. . . ... .. . £0500 THEMEPARK .......cceevevereririinnes £35.09 FORMULA 1 WORLD CHAMP EDITION £CALL
JUDGEDREBD e £39.99 TOEJAM&EARL2 .............. STBOTEIMYST 1 o e £39.99  ULTRA 2IN 1 JOYPAD- WORKS ON BOTH MEGA
KAWASAKI SUPER BIKES . . .. . .. . . £32.99 TOUGHMAN BOXING............. £04.99 ROAD RASH (FROMJULY) .. ...... £32.99  DRIVE AND SNES - 6 BUTTONS WITH TURBO,
MAN UTD CHAMP SOCCER . ... ... £32.09 URBANSTRIKE . ........ovvenn.. £3509 SHINING FORCE ... ..uvvuvennsns £32.99  AUTO-FIRE, SLOW MOTION AND ADDED THUMB CON-
MEGA BOMBERMAN . . .. ......... £32.09 WAYNES GRETZKY HOCKEY ... ... 49,00~ SNATCHER L., i rooid o by Rabio0 MRollER. et Bl S £16.99
MEGA DRIVE MOUSE . ........... £07.99  WINTER OLYMPICS. ............. £15/60 " SOULSTAR'Z. i v £15.99
MICRO MACHINES 2. ... ......... BH500 XOMEN DS S e £3E60. VSYNDICATE .- 0 s ot £CALL  PHASE 9 GRADUATE PAD- SIX BUTTON WITH AUTO-
MIGHTY MAX Br Bl S £18.99 THEMEPARK. e ot - £CALL  FIRE & SLOWMOTION. .. .vvveeeeeeenn.. £11.99
MORTAL KOMBAT2 . .. ... ...... g4p.99 | SEGA SATURN NEXT GENERATION
NIGEL MANSELL'S INDYCAR .. .. .. 1999 |CONSOLE WITH VIRTUA FIGHTER GAME GEAR SEGA MEGA DRIVE MOUSE- ESSENTIAL FOR GAMES
NEALIVEG5 e e googg |AND ONEPAD............... £355| ECCO2-THE TIDESOF TIME ... .. .. 0599 WHICH USE A CURSOR SUCH AS CANNON FODDER,
PETE SAMPRAS TENNIS ‘96. . . . . .. £35.99 32X EIFACOCGERE . £06.99  LEMMINGS, SNOOKER,COMES WITH ITS OWN
PGATOURGOLES: & B oy el ORI syt MECGA MAN ... T £93.09  MOUSEMAT.....oeereesinnnieenss ONLY £27.99
ES&TE(R;JSLIJ\;% """"""""""" 22233 CHAOTIX ... £39.99 xg;‘;{“ Qg;‘g‘;ﬁ """""""" gggg MEGA DRIVE SCART CABLES (SPECIFY 1 OR 2)£9.99
RBIBASEBALL. ... .. ... .......£17.99 :ADECT’E\)F L e giggg SONIC DRIFT RACING .............£2690 SEGAAWAYTAP...........cooooevcree. L2959
REDZONE: . b g ioed 19,90 % i e e R T ST R 2 SUPERGCOLUMNS .. .vosheeees gCALL  CDBACKUP RAM CART. FORMEGACD. ... £20.99
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In the blue corner we have Sonic the Hedgehog. In the
red corner we’ve Knuckles. This time though, you took
the role of either of them. After four appearances on
the Mega Drive (if you include Sonic Spinball),

_ the question on people’s
lips, was - can they do it again? Well the answer to that
was definitely yes! With the option to plug into previous
Sonic games, it gave our spiky blue hero a whole new
lease of life. So due to popular demand, over the next
few pages and issues you'll find hints, tips
and players’ guides to one of the most popular Sonic
games ever.Get ready fortsom'e hard-hitting platform
action!
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As you come off the loop and down the hill stop once in a while fo check out what's
‘ above the mushrooms. Bounce on them to find a great collection of rings.

HILL
L 1 1-1
ZONE A

Level one presents Sonic with a
choice of routes to reach the end of
the level. Be careful which way you
choose! Take the wrong route and
you will miss some of the many hid-
den extras scattered around the
opening level of play.

Finally watch out for the hovering
Butterflies and Dragonflies waiting
around every corner. It only takes a
jump on the head to finish them.

W spﬂ(l Ie"eysogtmﬂ\el."boﬂomm‘k Ih’e“ hm"dyeoyr:mn'g ;:ih\"E:i?“e m%g[’: If you find yourself struggling to reach the top of the ledge use this

Sonic jumps fo the side, keep an eye out for the hidden spring fo put some height in your stride.

ering dragonfly.

GUOTORIHY % : t

§r

When Sonic enters the hidden he comes across a large m Just above these mushrooms there are some more rings. Once you've col-
Collect this to be fransported to a bonus level. lected over 100 rings Sonic will be rewarded with an exira life.

K
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When you pass the Star Post remember to jump through the stars that
appear above the post. This will fake you to one of the bonus stages.

PR A W AN

Instead of going straight on drop down this to find a yellow spring.
g i on o o s dep e elow g @
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Y 4 If you decide to take on the role of

KN“CKLES RO“TE Knuckles for the first level, you will be
given the opportunity to take this alterna-

tive route. To reach all areas remember to use Knuckles' extra abilities of climbing and flying. Take your time when

climbing the walls, you never know where the spikes are going to appear next!

e
e,

L,
R

If Sonic his route he will find this large ring tucked in the wall. Collect this
to tr’;l::;or;syou to anoﬂwrm'ybonus m$ “(‘Jn‘c:ﬁerengwlbd lhem spheres. When you've
momged fo

At the start of level 1.2 there arelzleniyof ings to pick up. Make sure fo collect
them, as it will not take you long to collect 100 rings and gain an exira life

-
i b R

In the second half of the Mushroom Hill
Zone there are plenty of bonuses to keep
you occupied. However, be sure to take
your time. There are also plenty of
Robotnik’s followers about. Watch out for
the large weather cockerel. You will see
him expand as he takes a deep breath,

before he blows the wind in your direc-
tion. Make sure that if you get caught by
him, he doesn’t blow Sonic onto some-
thing even deadlier behind you.

4
i

To reach the pulley to take an alfernafive route stand right on the edge of the wooden &
ledge. From here you will be able to see the pulley. Now judge your leap carefully.
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If you jump onto this , you will find some valuable power-ups for Sonic, including the Lightin
shY»ZIUd 'quPd: acts nke'Z".?igf?;’ to afiract the rings. 5 L sdian.

S~

Winnywiwnponblhismushwnse&sawosnmﬂweightﬁsesinhlheoir.%eni’\ Tucked in here is a nice surprise for Sonic fo collect. To get to
descends, it hits the opposite mushroom, thrusting you into the air. it leap over the spring and find the enfrance.

b Before jumping onfo another mushroom that will throw you into the air, leap fo
the left to ﬁ’:d an opening to a power-up. This one is the Flame Shield.

\ In this small opening in the wall is a box. Jump on this to collect the ten
rings contained in?lge. ;

a7
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This is the end of level 1.2. Spin and jump onto the radar, before keeping After destroying Robomik’s base, he will rise up and fly off to the right. You will
Sonic spinning in the corner, while still bouncing on the radar. Affer a then see the scenery change colour. Start moving off to the right in pursuit of the
moment or fwo, Dr. Robomik appears and the chase begins. mad man. Take the path shown to keep him in your sights,

N

R oty Y

st

Check out the mushrooms to see if there are any rings situated above them. You ¥
need to collect 100 rings as soon as possible to gain that all-important exira life.

48 SeG 2



Remember to trigger off the Star Post. At the end of this stage Sonic comes face to
face with his biggest foe. So, if you lose your first battle with Robotnik, you only
have to start from this point again, saving time and frusiration.

Before leaping onto the pulley jump onto the large w

eather
cockerel. Once he's desiroyed move to the right to find another
large ring to collect. This takes Sonic fo a new bonus stage.

Level 1-2 Cont:

Use this mushroom fo jump up onto the ledge to reach the hidden This is where the Knuckles level integrates with the Sonic level. As you go on he will face
power up tucked into the wall. the same creatures as Sonic. The ending of the level is also the same.
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This is the alternative route you can take if you play
. as Knuckles. Where you see Sonic float up to start
level 1.2, Knuckles can smash through the wall and
take this all-new route. There are more rings to col-
lect on this part of the stage with Knuckles, than there
are with Sonic when he’s on the corresponding
stage. Take your time and use our red heros’ extra gt VTS
ability to climb the walls in order to investigate the Y _ B o .::;

hidden ledges above. . R i



A

pass between these rotating drums place Sonic or Knuckles at the edge
of the drum. As he reaches the top, move left as quickly as possible to pass
across to the next drum. ,

) % x; éli;‘

Be careful wh from platform to platform. Wait till you ‘ve
= en|ump|udnged !:Irohhonbgfloreoﬂemphngmoss.

After defeating Robotnik in the previous level,

you would have seen the tremendous end whenSomc comes across the giant rofating blades tha
sequence where a large airship flies past you. eep the ship in the air, UmP onto the pole. This will C‘Wse
The next level takes place on board that ship. H;S'ef‘z'r:cm:?u:a i pole. Now press your D-pad in
After hitching a ride, you go about your duty Y 9°

to try and bring a stop to Robotnik’s evil plans.

This level see’s Sonic trying to avoid all the

traps set out for him by the bad guys.

Take your time when approaching something

you havent come across before. If your

Knuckles, try climbing every possible wall to

look for hidden extras. They're out there, it's

just a question of working out where!

-
-
-
{i11]

BE
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These large green elecironic units placed around the ship are giant magnets.
When you come face to face with the spike balls wait For them to be
up by the magnets, then run under them. Don't try to jump them!
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Again wait for the magnets fo pull up the spike balls, then run under

To climb to the top of this section stand on each ledge. Now crouch down and cause i ol ol B e

character to spin. He will then spin up to the next . Keep repeating this -
mhn’lwaw?nwﬂnhusﬂn’ra:;wr,mcmhgsg:ﬂm?bmo% b

en you enter the large wire mesh drum, let your momentum ca
yourot);ndfoﬁndcnerxsn:. . i

‘ : Lt
: e

| B e
| ¥ Pl b el e e
{ ]

|
% When you find this archway, pick up an awful lot of s to complete a
[ re'volth:: and confinue mgugh ﬁm level. e e
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To cross through these drums you need to place Sonic very carefully. When on the

Hetber are starting to get near the end of this level. When you've reached the small moving ledges wait until the ledge is as low as it goes before leaping into the
rofating balls, jump to the left and collect as many rings as you can. Now leap across drum. To exit get Sonic on the edge of the drum. Now, as the ledge reaches it's
to the un';t' and lowest point, jump down onto it to continue.

prepare yourself for the next conflict with Sonic’s arch rival.
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This end of level Guardian is one of the
hardest to defeat. Keep spinning on top of
his head, then, when you see his eyes
flash, get ready to leg it when he swings at
you. Now jump off him and stand to the left
or right. He will now hit himself on the head.
Repeat this three to four times to destroy
the crazed masochist!

w ' ' 0 i
bt Siubed % Sahed
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When you jump onfo these pods be aware that different thing come out of them. Some Use this moving platform to reach the top of this section. From there,
will have mrdmgw some rings fo collect and some release the - bg P i ' =
' jump onto the rotating balls and then onto another platform. Repeat this
creatures that Robotnik has : pr't‘ocpedureagoinlonrgudllhebp.
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When this hoop lowers you down jump to the middle of the screen. If you don't the ho:};‘: will lower

Watch out when running along this passage. Somefimes large ladybirds appear.
This one’s got a giant gun furret strapped fo its back for added fire power!

you down onto some spikes, tucked away to the left and the right of the passage. ,

f’ B

vl rh sra’ i o2 e

Level 2.2 see’s Sonic entering even deeper depths of
the ship. Here you come up against more of the same
creatures you encountered on the previous level. Again
take your time when approaching these new perils.
Remember to collect as many rings as possible as
quickly as you can. If your total exceeds more than 100
rings you gain an extra life — although you probably
already know that by now!
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After springing up the narrow passage be careful where you land. You will see a rotating unit
that throws a ball of fire out. To stop Mrom doing this stand on top of it.
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When you enter the 1l keep to the centre. Th Don't fry fo jump across the spikes as this gap is just too far. Stand on the
sp.km.w onseb:rhr;drsg f:us::‘g;'snsm death ::nme ;ode}::;;e ¥ first platform and wait for it fo climb into the air. l‘ll ump onto the hoops
and wait for the seconJ platform to appear.
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As you climb up the wire mesh drum keep an eye out for the
rings that are hidden inside the drum.

You're getting nearer and nearer fo the end of the level, so make sure This is where you come face to face with Sonic's old enemy. He will trap you in
you've collected as many rings as possible, including these ones here! .Qareo if possible. Watch for the large beam that fires down at you.

- e
Guardian
This isn't quite the end of this level.
To defeat Robotnik repeatedly
bash into the yellow beam and
eventually it will be destroyed.

After you have done this chase
the cowardly fiend through the ship.
As a metal bar rises across the
screen you have to find your way
out before coming face to face for
the final showdown of the level.
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: These pillars will rise up from the .. Outside in the , this is not much
SANDOPOLIS R R T

It's time to become a desert hedgehog
and take on the traps and trials of the
aztec ruins. Watch out for those swing-
ing scorpion tails. There are plenty of
spikes to jump and more than a few
ways to get crushed. Power ups may
help you on your way but most impor-
tantly, make sure you have at least one
ring up your blue sleeve, or any little
knock will make you a dead hedgehog.
Mud slides and quicksand will take
some getting used to but as long as
you don't get too carried away with the
speed of the game, everything is fairly
straightforward and linear.

L _ - % 4 3 - £ ii s> 1 & v

Run at full pelt into this springy net and ill be thrown into th Either push this block onto the cogs in mid air and ride it or jump into the quick sand
muu?i ,wamg:glfnny w:;;?“':ﬂyyw ca: o WISonic ugoml:‘e ﬂm;\ and iumr:)u’%iour way sluggishly ﬁ:gugh the quick sand to the ; orm. The ﬂrst way is
until you are on the higher ledge, just like a spawning Salmon. ditficult but the second is more risky. A big blue sandworm lives in the gunge.

Use this device fo swing down o the lower chamber and grab the power up. Careful of this Scorpion, as ifs sting can lash out
Alternatively, the power up and stand on the collapsing plutmm quite a distance. Wait fill it is facing the opposite
below, prepare for a mud bath and some frantic jumping action to survive. ¢ direction before you make a break for it.
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Kill the Skorp first. Climb on to the platform. Jump left to increase
your ring fotal and right to slip onfo a small mud slide which enables
you to progress further into the game.

GUARDIAN

If this guy thinks he’s Rocky then

. 8 ‘g" } aEer Sonic must be Rambo! Stand to
e 4 the right of him. Wait until his
a3 et o Y head appears. When it does
j jump and spin into it. He crum-

bles and shifts to the left. He

rebuilds himself, but keep
repeating this attack method
until eventually he is pushed
over into the quicksand on the
left. Rocks aren’t renowned for
their swimming ability you know.

Act Two of Sandopolis is difficult. Throu the act you must keep putting the lights on
B i e e

A =0 & W S B P 0 e
Push this stubborn black lever to the right fo open a door further up the stage. If slides «his is the final part of Act One. The pyramid rises out of the ground and the stone
back fo i's original position , 50 you must move quickly afer it is primed. guardian emerges out of the door, at first a mere block of rough shapeless stone.

Sandopolis goes underground, deep into the heart of the
ancient stone temple. One rule remains constant
throughout, what ever you do, keep the lights on or be
attacked by a barrage of vicious ghosts. Be patient with
this stage, as you will have to overcome some big prob-
lems. You will inevitably get caught up in the mud slides
at some stage but try not to get your knickers in a twist
about it. Where there’s a hedgehog, there’s a way!
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This lever opens the door fo the on the wall. To get to the door, thro
R o Thi o o b e o E ek P
onto the cogs and jump on top of it. Ride it fo the door. Ywmustbeqmdd

If you stand here, the floor gives way and will land on the spikes
Q belY:;‘v Use the device above you:,:yeod byr::ch the lower pillars.

Knock this nozzle and sand shesouf.You
must do this o progress but

Always stay on fop of it or s aheba.n
chases you th rmm ﬁy led tun-
nelsnndgwayouuc ofseconds
clear the path ahead
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GUARDIAN

When this Robotnik
beast moves for-
ward jump on its
claw in the fore-
ground. From here
spin onto its head. A
layer of its stone
armour falls off tem-
porarily. Now attack again so the metal pod
glows white. Keep this up, at all times avoid-
ing the lasers blasts that are fired at forty
five degree angles to the ground. Be quick
or you'll be pushed into the wall.

Pull this chain for the all important lights fo stay on onh Make your way around the top of this stone block, down
keep ghosts at bay. onto the pillar and then across to the right.

v W
Double trouble awaits unwary s in the After the guardian is destroyed you can jump on this
form of two Skorps. q to release the furry animals.

~—’1 .L: L 3 i.‘« ¢ -
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the door at the top of the steps. Don't
oy myupme feps. Don't hang

it this button to
about on these steps
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To activate these lifts and make them

the exploding rock creature on the step.

LAVA REEF

Touch this button to open the door, but be careful of
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Above the wall is a gun that fires pellets at you. Hit it and the door opens. Now - : ;
time your dash past the spiky ball. When you pass it, it's released and it chases This is a ramp. If you go down here at speed you will clear the lava easily.
you, so get a move on.

D L

it for a few seconds
le, then hop past the

Lava intermitantly falls from the ceiling\. Sfuﬁ/i
e mi

This spiky ball is not stationary. It rolls from left to right
eap to the safe zone in

in a frenzy, churning up rock. Jump over it and get fo to time {our I
the higher iedge quickly. second lava flow.
. - : 5 ATREDG

e o

LR LV
E A L frA St U
S Lo
oSO AR L
Y e SN,
. > o2

20 rings can be snatched up here, but be careful of the You are near the end now, with just a few tight tunnels to race
nasty steam that puffs out of the pipe before you reach down. The only obstacles in your way are a couple of Badniks and
the power ups. bellowing clouds of steam.
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First avoid the two robot chains. They shoot out little bullets so hide in the
corner. When they descend bounce on the metal disks on the end of them.
The next phase is a big hand
that chases you from left to
right. When it pauses, it will
come down on the earth it is

looming over, in a grasping
motion.Spin and jump on it
when it s Ero bing the

%round. The hand is ™ fairly
slow so take all the time you
want and be accurate.
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Jump on this spring and collect rings and Be warned ! Do not touch these Robotnik symbols or you will loose
a flame sheild. your wings or a life.
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T SR \ TN O\ B | Descend further still into these colouful caves. Less rough and

AR | SR R TR, ) ragged than the first act, these caves have a man— made feel,
e 'H"ﬁ'- e & P Wlﬁ‘\ plenty of flame throwers installed to set your fur on fire,
and spiky things to bump info. You'll have your work cut out
for you and the toughest Guardians so far push your abilities
to the limit and then some! You will need to practice precise
jumping to complefe this level.There are many stages that
require exact placement of your character to survive or even
just progress further.
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These spiked balls are sucked up to the ceiling and then dropped a few Waaal Watch out for this triple trouble, in the form of three long range
moments later. When they are up, shoot past them at speed. blasts of fireballs. Jump over them when they have died down.
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Jump on to a platform on this revolving

:.;lhﬁk*“ Tricky business, these moving platforms. A couple of them have spiky
you fo a hi

balls circling them, just fo keep you on your toes.
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Jump up to these huge revolving steel poles and grab the handles. When it
swings you around, so that your feet are pointing toward the ceiling, let go
and you will fly up to the green floor above.
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Pelt down here to accelerate off the of fire spouting guns in the walls at thi
g mcnrezllyorywm“::p roas'etsi. e o
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When you zoom up this bend, do not jump or press any but-

ton until you want to fall off onto a platform. This thin platform is a faste of things to come.
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Keep up with this fast scrolling level, or you will perish. Some sections fall out
=y na'nem. Not ya problmnless you decide o stop.

when you walk over

The top picture is an early guardian that
showers Sonic with missiles. The second is
more sophisticated. He pops up to the left
then the right and makes the lava flow toward
it at a gradient. You have to jump onto step-
ping stones that are sliding down with the
lava. Careful not to touch the lava when you
jump. Robotnik also throws little mines at you
which you must also evade. The mines even-
tually slide back to Robotnik if they miss you
and blow him up.

FINAL PART
NEXT MONTH

These platforms fall down with the lava so you must jump from platform to
platform very swifily in order to survive. B o ok
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Sonic Special
part two - we
finish him off!_




