


WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION

Anyone who uses the Dreamcast should road the operating manul for the software and congole before aperating them. A renponsible sduly
should read these manusls togather with any minors who will use the Dreamcast before the minor uses it

HEALTH AND EPILEPSY WMIN'IN'B
Soma small number of people are ptible to of loss of when to centain Nashing lights or
light p that thay In everyday life, such as thoss in centain telovision images or video games. These selrures of loss of
consciousnass may occur even If the parson Iul naver had an epileptic seizure
W you or anyone in your family has ever had related to spilepay when exposed to flashing lights, consult your doctor prior t using
Droamecast.
In all um parents should mnnlmr the use n! \Mﬂ: gamaes by mur childran. It any player axperiencos dizriness, blurred vision, eye or
itches, loss of « wny ] of IMMEDIATELY DISCONTINUE USE AND

tDNSI.IIJ YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions st all times when using Dreamcast

» Sit a minimum of 6.5 feat away from the television screen. This should bu as far as the length of the controlles cable.

* Do not play if you are tired or have not had much sleep

* Make sure that the room in which you are playing has all the lights on and is well it

* Stop playing video games for at least tan to twenty minutes per hour. This will rest your ayes, neck, arms and fingers so that you can
gontinue comforably playing the game in the hature

OPERATING PRECAUTIONS

To prevent parsonal injury, proparty dumuge or malfunction:

* Hetors removing dinc, be sure it has stopped spinning.

+ The Saga Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc in

ything othar than » D console, espoctally not in & CO player.

* Do not allow fingerprints of dirt on either side of the disc,

* Awvoid bending the disc. Do not touch, smudge or scratch its surface

* Do not modily or onlarge the center hole of the dise or use o disc that is cracked, modified or repaired with adhesive tape

» Do not write on or apply anything 1o either side of the disc

* Srore the disc in its origingl case and da not expose it to high tampersture and humidity.

« Do not Inave the disc in direct sunlight or near & radiator or other source of heat.

« Use lofis cloaner and a sof dry cloth to clean disc, wiping gently from the center to the edge. Naver use chemicals such as benrene and
paint thinnar 1o clesn dike

PROJECTION TELEVISION WARNING
Still pleturas of images may couse permanent picture tube demage or mark the phosphor of the CAT. Avaid repeatad of axtendad use of
video gamaes on large-scraen projection televisions.

SEGA DREAMCAST VIDEO GAME USE

This GOROM can only be used with the Sega Drasmcast vidoo game system. Do not attempt to play this GO-ROM on any other CO player,
doing so may dlmun the headphones and/or spaskers 'rm gamo s licensed for home play on the ann Dreamcast video game systerm
anly. Unauthorized copying, reprod rantal, public p of this gama s o vialation of applicable laws, The ch and
wvents portrayed in this gama are putely fictional Any similarity to other persons, Iiving or dead, s pur-h coincidental
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Seven preclous emeralds with a mysterious and compelling power
Relics from an anclent warrior land
An eple tale full of joy and sorrow
Now fate has opened a new chapter
Destiny repeats itself as the adventure unfolds...

Tharik you for purchasing Sonic Adventurem! Please note that this software is designed for use

with the Di .
IngSmbcmrtu?:nm Be sure 10 read this instruction manual thoroughly bufore you play:
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CONSOLE AND CONTROLYER OPERATION
[oreamcast conrrouier |

¥ Sonic Adventura™ Is a one- ANALOG
player gama. Connect the THUMB
controller into Control Port A PAD
of the Dreamcas!.

¥ To return to the title screen at
any point during game plar;o
simultaneously press and hold
the ®, ®, ®, @ and Start Buttons.

@ BUTTON

A Insert the memory card |
into an expansion socket of |
!

the controller.

BASIC CONTROLS =
! Lt ! | DI Anciog Thumb Pad |

: ;11'? walg;‘ pmu:he Anah’.m Té'l‘;.lnl"ﬂlb Pad lightty i? 1:;-19

D-Pad/An Thumb Pad [Select]| : rection you o walk. linue pressing in the

@ Button | n!srfCun!lnunllo the ] : | same direction to run, To reduce speed quickly,
Next Screen) t | press in a different direction. i

: __._But!nn
Jump height varies with each character.

i ¥ For detalls on actions unu_};é 10 each individual

CANCEL/RETURN TO THE

PREVIOUS SCREEN
O Button/@ Button

OFad a®en

Stop the character and press up or down on the D-Pad for a 180°
frontal view. This allows you lo view the surrounding area around
the character. There are some areas you can use this button to
zoom the camera in and out,

The camera position will retumn to normal once the character is moved. |

PANNING THE CAMERA _ Trigger Mor @ ]

Use Tri W or B to pan the camera in a full 360° rotation.
NOTE: In soma situations, such as when your character is near
a wall or In an enclosed area, panning may not be possible.

©.0.or @ Bution
To pick up ltems such as bombs or s, stand in front of the
Iltem and press the @, ©® or @ Button, Actions thal are common
to all characters (e.g., walking, running, etc.) can be made while
carmying an item. However, actions that are unique to each
character (s{.g.. Sonic's Spin Dash, Tails' Flying, etc.) cannot be
perormed while carrying an item,

@, 0, or © Button

SHAKING OR WAVING
ITEMS and Analog Thumb Pad

Usa this action to “shake” iterns or objects that cannot be moved.
Also use this action to “wave” items or to “cuddie” your Chao.
It is recommended to use the @ Button when handling Chao.

THROWING OR SETTING e
ITEMS DOWN 0.0, or_. Button :

To throw an item, press the @, @ or @ Button while moving. To
set (tems down, press the @, @ or @ Button while stnppacﬁ

i character, see racter Introductions” from p. 18.

*

Never touch the Anal
_Doing so may disrupt

BASIC CONTROLS  ACTIONS COMMON TO ALL CHARACTERS -

Thumb Pad or Triggars l/H while turning the Dreamcast power ON.
-:_:ontrolle{ Initialization procedure and result in maltunction.
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STARTING A GAME

When the title screen appears
memory card selection screen.

, press the Start Button 1o display the

MEMORY CARD SELECTION/FILE SELECTION

MEMORY CARD SELECTION [ R 22U IE=TN - =

After you tum the Dreamcast power ON and start the game, the
card selaction screen . Select the memory
“Sonic Adventure” game file you wish to play from among the connected

VMU units that appear on the screen.

memory
card containing the

TSI ¢ % - i 0 0- i

The file selection screen appears once a memory card (s selected. Selact the game file you

wish 1o use. When the confirmation window
starting a game for the first
¥ DELETING GAME FILES
wwjnmmawwuhtodﬂulound
the @ Button, Use the Analog Thumb
adorﬂ‘:cD-Fmtommw‘mm

to three rate Sonic Adventure les

empty file. To play a continual

, select either “OK" or “Cancel”
can be stored on one memory card. When
game, ba sure to
the same game fila for overwriting (saving)

the game data.

I LT ¢ *+% 0 - e 0.0 - Concol |
: il eopid b  ADVENTURE (Seep.7)
.. | memory card and
[}
" 2.,‘,“‘,,: 2‘;&,‘2‘:‘"‘”" Select this item to enter the adventure mode
Lo Select a game mode 3’ the game.
—— sing this moda, you can play the adventure
10 start gRme piay. slory as any of the six characters,

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

Select this tem to replay any of the action Select this item to modify the various game
stages or minl-games that have been setlings or conduct sound tests.
successfully cleared during play in the

"Adventure” mode.

You can also view a list of the number of

emblems each characler has collected,

Select this item 1o access the *Sonic Adventure” web site. A variety of Sonic Adventurem™
related information is available at this site.

¥ CAUTIONS REGARDING INTERNET ACCESS

This software is not equipped with the functions necessary for selting up a communications
anvironmant,

In order lo access the “Sonic Adventure” web site, it is first neoessnrrr to use the Dreamcast
Browser, included with the Dreamcast unit, to register online or perform user registration
check,

Once the user registration check is complete, the menu screen appears.
Select "Sonic Adventura™ Home Page® to to the “Sonic Adventure” web site. This
web site contains a variety of information about Sonic Adventure.

For detlaiia about email or operation guidelines, refer to the Dreamcast Browser instruction
manual,
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* S €O - Enter, ® or @ = Cancel

It is possible to le the message setti
mm'ﬂmn:mm@
Use % 1o select and @ 1o enter a setting,

Sonic Adventure™ supports the following
languages:

French

English Japanese
Spanish  German

.U i
select a track and press @ 1o start rmck &% 10 select and @ lo enter a sefting,
Pms.or.msinppiayblckandphumto

the sound test menu.
To retum {0 the main mony, select To Main ~ FLECHANGE
or

u sound To switch 1o a different Sonic Adventura™
8L, hmytﬂdﬂo sfecks file or erase a game file, select this

from any stage | me, Use 4 to select
an ftem and @® 1o select humbers. Prees © to display the memory card and file
1o start playback and @ or @ to stop playback Selection screens

Far details, see '1.=ﬂn Salection” on p.4.

Select “To Main Menu"® or press @ or @ to return 1o the main menu.

ADVENTURE FLOW

The central game of Sonic Adventurem is called the “adventure mode”,

The adventure mode is of two “areas”. One area, calied the “Adventure Field",
contains a variety of "Evants” that are encountared in the course of the overall adventure
story, The other area is called an "Action Stage”. In an action stage, each individual character
must fullill a unique "goal” In order to clear the stage successfully, The general flow of the

be lllustrated as follows:

...And 80 on until the
“Final Stage"” for each
character is
successiully cleared,

CHARACTER SELECTION #8690 - Enter, ® or @ = Cancel |

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 selectad at the start of a new
game, The other characters will becoma avallable for play as you
progress through the adventure story. For detalls, see p.8.

Basic control instructions for the selected character are displayed along
with a brief summary of the particular “goal” that the character must
maet to successiully clear the action stages. It is recommended that you
before playing the game. Press @ to continue to
the next screen and @ or @ to retum to the previous screen.

These screens provide a shor story summary about the selected
character, Press @ or @ 1o retumn 1o the character selection screen,

NOTE: These summaries are not di the first time the
character is selecled. s oy

|
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ADVENTURE FIELD

Because there are no time limits or goals to complete in the
adventure field part of the game, leel free to investigate and
explore the adventure fleld as much as you like.

However, in order to continue the overall game, il is necessary
to find the Level Up ltams that grant your character special pow-
ars as well as to locate the various action stage entrances when- &S
aver your character is in the adventure field.

Each of the three areas within the adventure fleld contains a “Chao Garden". A chao garden
is a special location designed for ralsing Chao creatures. For details about Chao creatures,
seo p. 15,

EVENTS i -

Whenever you discover a new action stage entrance or meel up with a new character while

In the adventure field, an “event” In the form of an FMA (Full Motion Action) sequence |s

shown, Events occur automatically and while the event is "playing”, you are unable o oper-
ate your character.

CHARACTERS

Sonic is the only character thal can be selected at the stant of a new
ame. 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 selacted immediately following
thelr respective introduction.

BATTLING THE BOSSES

Sometimes a "Boss" will a r in the adventure field after you have
successiully cleared an action slage. It I8 necessary for you 1o locate
and defeat the boss in battle to continue to the nexi stage. The battle
starts as soon as the boss's name and life gauge appear on the screen
Ramambar, It is important to have at least ona ring throughout the battle
to prevent your character from dying when attacked. Once the boss's life gauge reaches zero,
victory Is yours and the batile ends.

CHAO CREATURES

A special feature of Sonic Adventure is the ability for you to raise a

unique species of creatures called “Chao”. A Chao creature is essentiall

a "virtual pet” that you first encounter in the form of an ng& in the

adventure field. If you discover an egg, take it to a Chao Garden, halch

the and raise your chao creature.

You will find one “Chao Garden® in each area of the adventure field. A Chao Garden s a

protected enemy-free location spncllica)lr daesigned for raising Chao. All prospactive parents,
be forewamed! 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. 15.

ACTION STAGES

Each character has a diferent 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 |s 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 dis-
play for aach individual character, see the character introductions on p. 18,

E

RINGS & BONUS LIVES —

A number of rings can be lound in each action stage. Your character can
survive damage inflicted by an enemy attack as long as they are carrying
at least one ning. However, when aftacked, they will automatically lose
all the rings they ware carrying. If attacked when not carrying any rings,
ur character will lose a life.
never your character collects 100 rings, they will recelve an extra life. tem
boxes containing an extra life can sometimes be found in the action stages as well,

POINT MARKERS ===

You will find a number of point markers throughout each action stage tha

you can use 1o 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 touched with the time that was logged when the marker was

originally touched. The exacl time at which the point marker was touched is

Qie:,pcl:zded briefly at the bottom right of the action stage display whenever a point marker is
to! ;
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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 emblams per action
stage. Additional Sonic emblems can also be found in both the mini-
gamas and scattered about the adventure field. The total number of
emblems you have collected is displayed in the file selection screen. For details, see p, 4.

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,
i o ey all 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 enler
"(innllnua' to restart® the game at the beginning of the same stage or "Quit™ 1o return to the
fitle screan.

GAME OVER

*In the adventure fleld, your character will
restart from the location whare the character
was when the game was last saved

*In action stages, boss battles or minl-games,
your character will restart at the beginning of
the stage.

Start = Pause, # ® = Select, @ = Enter,
PAUSING THE GAME N e l B |

To *pause” the game durin PAUSING IN THE ADVENTURE FIELD

game play, press the Starlq!ut!on —

and the pause window appears, v E‘:";Lﬂ‘:; = Select lo continue

851133;“5 b :3 mef“:ﬁm ¥ Quit = Select to quit the game
il A piighiody Lediolns and raturn 1o the title screen.

type of stage you are in when the
game Is paused. Refer this dia- | PAUSING IN THEUACTION STAGE
ram and select an option from  w Continue = Select to continue the game.

the pause window. ¥ Restart = Select o forfeit the rings your character is
carrying and restart the game from the location of the last
point marker touched,

¥ Quit = Select to quit the game and retum 1o the entrance of

the action stage in the adventure field,

There are two types of “ftems” that can be collected In Sonic Adventura™, A number of “ltem
Boxes” are located throughout the action stages as well as speclal "Level Up ltems”, that are
hidden within the adventure field
HIGH-SPEED SHOES
These shoos provide your character

with a boost! of spooed for a imiled
tima

“Level Up ltems” 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 ftem (or
tems), see p. 18

INVINCIBILITY

Lo this fem 1o destroy anemien
without damage for a limited time

LIGHT SPEED SHOES [SONIC]

Thess special shoan enable Somics
Light Speed Dash

5 RINGS
Ands 5 rings 1o your nng collection

THE ANCIENT LIGHT [SONIC]

Tap into this sacred power 1o unlaash
Sonic’s Light Speed Attack.

10 RINGS
Adds 10 rings 1o your ring collection

RHYTHM BADGE [TAILS)

This relic of an anclent warrior rce
enabley the Rapid Tails Altack

RANDOM RINGS

Adds 1, 5, 10, 15, 20, or 40 rings 1o
your nng coliaction

SHOVEL CLAW [KNUCKLES])

Knuckles can di buried items
with these aft 1o his gloves

SHIELD

ur character from dam
me only,

Protects
ago one

WARRIOR FEATHER [AMY]

This ancient warrior amulet enables
Amy's Spin Hammer Attack

MAGNETIC SHIELD

Attracts and collocts all nearby rings
until damage s sustained

JET BOOSTER [GAMMA]

An E100 sones [0 booster that
enables Gamma 1o hover in the alr

EXTRA LIFE

Adds an extra iife to the total num
ber of extra ives

LIFE BELT [BIG)

With this iife pranetver. Big can stay
atloat in tha waler

HINT ORB

Thase illuminated balls provide hints
whon consulted

A There are other hidden Level Up lems,
80 seek and you will find!
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proceed through the game, will encounter a number of
oedyo aln ra?ﬂmnu while participa these mini-games may award you
ni Is suoce?dul!y danagmd it will be regialm od In the “Trial Mode" (for details,

Maneuver Talls’ al

reaches zero.

game. Doyuurboﬂ?gdellmy

lana, the “Tormado”, to pursue and ge the
high in the sky in this 3D shooting

“mini-games”. Fulfilling
o with bonus tems.

see p.14) ing you 1o replay the game as often youll ke, While soma mini
prayﬂl by evory character, certain mini-games can only be playod by certain

minis

tha enamy before the Tormado life gauge

CHARACTERS

Sonic, Talls

OPERATING
INSTRUCTIONS

Airplane Maneuvers/Targel Lock-on Davice =
Thumb Pad
re Gun = Press oither ®, @ or @

Missila Lock-on = Press and hold either @, @ or ©®

while aiming the target lock-on device
ngmnm--mg:u...

or @ after lock-on

Race across the sand coverad nﬂmahuardamallyduicnad

“sandboard”, maneuvering to avold numerous cles along the way.
To reach the goal of this mini-game In style, try pressing @ on the
jump ramps.

CHARACTERS | Sonie, Tails

OPERATING Sandboard Maneuvers = Analog Thumb Pad

INSTRUCTIONS | Jump = Press @

J

c M3 A~ D v E N T U R _E

Take part in this no-holds barred "Whack-A-Sonic” game using the one and only Amy with
her special hammer action

COMpmnubywhackmg “Sonic” dollaaathaypogm up from a circle of holes, Bonus points
are awarded for whacking the “Super Sonic* watch out for the “Dr. Robotnik” dolls.
Whack those and you will lose points. Exceed the current high score and victory is yours,

| CHABACTERS |

OPERATING Amy Maneuvers = Analog Thumb Pad
INSTRUCTIONS wnack Action = Press @ or @

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

Race sach character independen nhz' while recording their best times,
to see who will make it to the top three best rankings,

CHARACTERS | All characters

OPERATING Accelerator = @ Button
INSTRUCTIONS &:’h (reverse) = @ or @ Button

Maneuvers = Analog Thumb Pad and I/ Triggers

Enter your hand-raised Chao creature in one of several races to
compete for a top ranking against other Chao.
For details, see p. 15.

NOTE: Chao races are not available in the trial moda.

—
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In the trial mode, you can saelect and mplngwpnrwiounl cleared action
stages and mini-games that are separate the adventure :
Selact “Trial" from the title screen 1o display the ltems "Action Stage®
and “Minl-game”. Select and anter an item 1o proceed to the character
seloction screen,

ACTION STAGE #4840 - Entor, @ or @ = Cancel

Salect “Action Stage"” to display the character selection screen and

select a character, All the action stages that have been previously

zle’:‘wd the selected character appear. Select the action stage you
1o play,

When the confirmation screen listing the character and stage you
have selecled appears, select either “OK” or “Cancel”,

MINI-GAME #94840 - Enfer, @ or @ = Cancel |

Saelect “Mini-game” to display the character selection screan, and then
salect a character,

All the mini-gamaes tha! are avallable for the selected character
appear. Select the mini-game you wish to play.

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

EMBLEM RESULTS #9490 - Enter,  or @ = Cancel |

Select "Emblem Results™ 1o view a list of the emblems each character
has collected. Use the Analog Thumb Pad or the D-Pad 1o salect a
character to dhm the emblems collocted by that character. Press @
to retum to the mode menu.

o

GHAO GREATIRES

RAISING CHAO CREATURES IN THE CHAO GARDENS

An added feature of Sonic Adventurem™ is the "A-Life" a_rmom Iinstalled
within protected anvironments called “Chao Gardens”, This system
enables you to hatch, raise and interact with a unique species of virtual

creatures called “Chao”. Be sure to take your parental rasponsibilities
aerlog: for how you care for yo:& (:?:oo malum ml: nselgeu:;ne not g
on rph’rn developmant olr personality, vior and quality of life,
Ngr!: The time only flows In the Chao garden while a character is present. Whenaever they
leave the Chao n, time stands still,

_ 2 N -
Chao are hatched from 8 that can be N’.oa
found in Chao Gardens or the adventure @

fleld. The Chao life cycle spans three basic

stages: Eqg ® Infancy # Maturity. Keep tabs on the mood and health of your
To snhance Ks brvsical waks and abilies, Chao by noting ihess mood indicators.

our Chao creature can absorb the charac- behavioral changes ecc.ordimto the food
eristics of the small animals rescued from rou provide and manner in which you freat
the action stages. To do this, use the @ 1.

Button to pick up and hold a small animal in Once matured, your Chao can be bred with

front of your Chao, As the absmlcn takes another mature Chao. This mating process

Flam. r Chao creature will visibly trans- will yield a new for you to hatch and
orm, Chao will also undergo physical and raise. Such is the life span of a Chaol

RACING CHAO CREATURES AT CHAO STADIUM

Pit your Chao against seven other Chao in the Chao Stadium races.
Select a level and style and watch ‘em go! Don't forgat to chear your
Chao along to victory!

Jump on the “Entry” button in the lobby of the Chao Stadium. When the race menu appears,

set ropriate ltems and start the race.
Race Ilm &lelon

- Chao Race (Jewel): A jewel goes 1o the winner of this advanced course (one eniry only),
- Chao Race (Baginner): course (one entry only).

- Multi-entry: Pit a number of raised Chao against one another in this mode,
Racecourse Selection = Select a course from the avallable options.

Chao Selection = Select the location of your Chao from the available options.
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PLAYING *6HA0 ADVENTYRZ® USING YOUR Vil

TAKING YOUR CHAO FOR A WALK

Transfer your Chao to a Visual Memory Unit (VMU) to take them on an
adventure, To do this, use a characler o pick ug;yom Chao and carry
It over to the “Transporter Machine” located in the Chao garden, Jump
on the red button and set the Chao down. Select a VMU and press the
@ Button, The Chao will automatically be transported to your VMU
When multiple VMUs are connected, you will nead 1o select which
VMU to use to hold your Chao,

One VMU can hold only one Chao and one egg at a time.

“CAUTION: To avoid inadvertently attacking your Chao, it Is recommended that you only
| use the © Button when picking up Chao creatures,

PLAYING “CHAO ADVENTURE"

“Chao Adventure” is an independent mini-game thal you can play using your VMU. After you
have transported your Chao to the VMU, remove the VMU from the controller to start the
game.

" &% and @ Select
@ : Retum to the previous screen

Select the game mode and once the title screen appears, press the @ and @ Buttons
\sfimﬂﬂaneously fo start the game. To quit the game, press the Sleep Button to tum OFF the
power.

¥ Helping a Chao in Need

Your Chao will likely have its share of
“accidents”, such as tripping and falling
down, in the course of an adventure.
When this ns, be sure 1o lend a
helping hand by pressing the @ Button
to halp it up.

¥ Leading the Way

When your Chao reaches a crossroads,
someone has to make a decision. Just
who I8 in charge here anyway?

&

PLAYING “"CHAO ADVENTURE"

¥ Flying Fists Battle

When your Chao encounters a “Bully Chao,” it's battle time. To punch,
use the @ Button to stop the dtsellayod roulette on the white bar. Each
punch landed lowars the bully's HP (Hit Points) and when its life gauge
reaches zero, you win!

If your Chao has too nuh:r accidents or battie losses, the adventure will
end 50 do your best 1o help your Chao and finish successtully.

Note that if your Chao axperiences multiple accidents or Is defeated in battle, the adventure
walk will abruptly end so do your best to assist your Chao and finish the adventure successfully,

#® and @ : Select
O : Return 1o the pravious screen

Press the @ Button at a.nr time during the adventure to display the menu screen, Items avall-
able for selection are as follows:

A STATUS: Review your Chao's status,
A ITEMS: Check your item hoard or feed

A OWNER: Displays xur personal data,
A FRIEND: Displays data about your

your Chao. Chao's dates,

A GAME: Beat the game in three tries o win A MAP: Displays the progress of your Chao
a prize, adventure,

A MATING: Connaect to anothar VMU to set A SETTING: Sound on/off, enable/disable
up a Chao dale... data exchange or edit personal data.

A BATTLE: Connect another VMU to set A NAME: Input/edit the Chao's name.

up a Chao battle.

RETURNING YOUR CHAO TO THE CHAO GARDEN Ll

After reconn your VMU to the controller, take a character to the

Chao garden and jump on the red button of the Transporter Machine.

Select the Chao 1o retum to the garden and press @. Your Chao will pop

?:Lnoflhemamne. Pick it up and give it a snuggle. Love is a happy
haol

CAUTION: Set the VMU to the file or time mode before connacting it to the controller,

A Soclalizing is healthy, so Invite your friend's Chao to come over and play with your

Chao in your Chao garden
A Thoete are magic portals the characters can use 1o wirp between all three Chao
Gardens. . to find these, first discover the gardens. Good luck and happy parenting!
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He's the U\;aﬂd's fastest, hypersonic

hedgehog

With a strong love of freedom, the only
thing Sonic hates is oppression,
Despite his short temper, deep down
he's a really nice ?uy who is 100%
committed lo helﬁ ng thase in trouble
whenever and wherever he can.
Sonic's adventure begins just as he Is
returning home from a long journey...

Destroy the capsule to rescue
the animals trapped inside.

¥ Jump on the switch atop the
capsule located at the end of
the course to liberate the
enslaved animals and clear the
slage.
NOTE: In some scenarios, an object
other than a capsule may be the goal,

There are several possible shortcuts in
ench stage s0 be sure 10 axplore various
routes along the way.

UETER INTRODYESTIONS

ACTION STAGE DISPLAY

Elapsed Time
Number of Collected Rings
Remaining Lives

Rescued Animals

¥ For a description of the actions commaon 1o all the charactars, see p.2. = b

furious spin attack in mid-jump.

Pasition Sonic near an enemy and jump so that as he lands, he strike:

©® Button

anemy with a

HOMING ATTACK in Mid-jump
Use this attack to have Sonic automatically zero ing anemies,
_enemies are within range, use this move to have Sof n a “Jump Dash.®
SPIN DASH O Button

Whether stopped or on the move, press and hold the
In place. When you release the button, he will dash
the Analog Thumb Pad both to aim and steer. Just

After oblaini

can perform the following actic
el

“Light Speed Shoes’y
you press and hold the @ or @ Bul
themselves around Sonic until he'g

T Aoloa | Button
Seek and obtain the "Ancient Light! to enable 16 destro
anemias within range using thi | powerful -
PEED DA R ___m

As long as there efemies withinstrik nge, you

rform this uniq tion Yo send Jonig s up a pathway of
it rings suspended In mid-al i \&

NNV L
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MILES “TAILS" PROWER

This sweel-natured fox is a natural bom

mechanic with the unique ability to fly high
in the sky using his two I talls.

A long time friend and admirer of Sonic,
Talls devoted himself 1o tinkering In his
wol while Sonic was away on his
jouney. Tails' adventure begins one

danhon. In the midst of performing a
flight test with his latest aircraft inven-
tion, he suddenly began (o experience
engine trouble and...
To find and destroy the
ahead of gonlc.
¥ In some scenarios, an object other
than a capsule may be the goal,
The most important thing Is to beat
Sonlc so take full advantage of Talls'
unique “propelier” action 1o find the
short cuts that will enable him to
reach the capsule faster.
ACTION STAGE DISPLAY
© Elapsed Time
@ Number of Collected Rings
® Remaining Lives
© This gauge shows the positions of both Sonie/Dr.
Robotnik and Talls relative to thelr prograss on
the course. The left side represents the starting
point and the right, the finish line.
© Rescued Animals

¥ For a description of the actions common to all the characters, see p.2.

TR s e © Bt n Wiy

Prassing the @ Button while in mid-jump enables Talls to fly high in the sky, but be care-
full If you try 1o fly for too long, Tails will get tired and suddenly drop to the ground.

¥ Propeller Flight Manauvers
Pressing and Holding

[ the @ Bution

l ® or ® Bution

Increase upward altitude

Sudden drop In altitude (Not pressing anything will
cause a similar @ due 1o gravity.) s

TAILS ATTACK

|

@ or @ Button

Press the @ or @ Button while stopped or.when m_m&? have Tails attack any nearby
enemies with a 360° spin.

i ]
c M3 A Oy E

RAPID TAILS ATTACK
Seek and obtain the Rhythm Badge 18 execute this powerful coptinuous
attack. A

Prass and Hold the @ or @ Bution |,

N T R _E
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Knuckles is one wild and powertul
spiny anteater. Although blessed with
an honast, stral& 1-up personality, he
often lacks flexibility. With his powerful
arms, he can glide through the air 1o
attack and land some serious punches,
Guardian of the Master Emerald for as
long as he can remember, one
seamingly normal day his world Is
shattered a ad\rentura begms

To collect 1hrae l:li thn fra ments
__of the Master Emerald.

T . e
Uso Knuckles' special emerald radar to
locate the fragments. The radar
Indicator changes from blue to red and
its tempo speeds up, the closer he s to
a fragment. Also, not all the Emerald
fragments are “visible®, Somatimes they
are buried underground or hidden inside
anemies so be sure 1o hunt around.

ACTION STAGE DISPLAY

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 Emerald fragments.

Numbaer ol Collected Emerald Fragments -
Displayed as each fragment is collected.

Rescued Animals

Use the Analog Thumb Pad to maneuver Kn
gliding jump by hitting enemies with Knuckie's
cause Knuckles to take damage.) Release th
possible to revive the glide by pressing and

an
!znudﬂn la'lgrlg:; (itis

Knuckles will auu:malhcally ta climb 'ﬁ g?
this, execute a glide ju lrh aim him at the wish to glfmb
wa]l use the Arlaiog uma Pad to maneuver him _ESd press.the

Press @ or @ to executé afunch. Executsiwo punchesh
Knuckles perform a tnlra. mora powerful dqh punch”/

Positipn’ ltnuckles
simultansously. He'
avallabla buried items. |

¥ R IE
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Always bright and cheertul, Amy is the
self-appointed girtriend of Sonic.
Possessing a strong competitive
streak, she Is second lo none when in
control of her Piko Pike Hammer,

With many fond memories of her
Sonic-chasing days, she's thrilled
when thair two worlds collide again
with the sudden appearance of a huge
spaceship one fine day...

Find and grab hold of the balloon while
avolding capture by the evil robot ZERO.

It Is important that Amy and her bird
companion escape togather. If necessary,
use drum cans or other such shalter to
hide, ZERO can't be destroyed but he
can be knocked over lempora

limited number of times, If attacked
too often, he becomes invincible so
don’t overdo it.

ACTION STAGE DISPLAY

© Elapsed Time

©® Number of Collected Rings
© Remaining Lives

O Rescued Animals

14
¥ For a description of the actions common to all the characters, see p.2. J
® 0r @ Buton .
Press the @ or @ Button while walking or when s1 Am
anemies with her Plko Piko Hammer. Note that aven she ca af{
ly overturn ZERO, he cannot be dastmyad Furtha n only i \;
‘ed number of times. g~ L~
Press © or @ while refining | || W
Press @ or @ while running to have Amy swing gr, strike the ground and P X
her high in the alr. Note that Amy must be in a ful In order for this jum rk t >
until her hammer apgurs belore pressing @ or @. This mp
heights higher than her normal jump, =N
Prass @0r @ in m * -
and-attack en ir\ﬁk! alr, <
1
SPIN HAMMER ATTACK
Pmssndhddﬂte' . Bhnonwmlem:aﬁng :
haveAr“ n% hammer rapidly In a 360%.8wi
ad Dr release. lhﬂ or @ Butt
Note that if Amy spins in 809 10100
dizzy and won' balbleh?a kﬂﬂfbht

.~
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E-102 GAMMA
Created by the evil Dr. Robotnik, E-102
Gamma Is an E-100 series gunner robot.
Shortly after his “birth”, Gamma must
pass a test that will enable him 1o join
an elite unit of robots. His destiny then

takes a drastic 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,

T_;sum to destroy enough enemies
along the way 1o save enough time
1o dastroy the final target,

You can Increase the allotted time by
destroying enemies; however, killing
each enemy one al a time uses more
time than can be gained. Instead, “ock-
on” to multiple enemies and blast them
all away at once to sam bonus time,

Allotted Time Display
Number of Collected Rings
Remaining Lives

Warning Countdown (Countdown begins when the
remaining allotted time reaches 5 seconds.)

Bonus Time (Added to the total allotted time
whenever lock-on (s made.)

Rescued Animals

Press and hold the @ or @ Bution to activaly

enemy and “targel lock-on” will occur automaiita 50 tho'Ane :

and aim the laser beam. When lock-on is suetessilly Aefuéved, the target lock-on sl

appear over the enemy, You can have Gamma lock-op 1o'multiple ene by waving 1

laser beam around an area with many ;mamlu :i. t both the laser beam and 18
aw Ry

lock-on indicator will disappear after a
‘ ) ) I “
6/ @ htor L

HOMING MISSILE LAUNCH |/ Raleat

After achleving “lock-on” using the laser gun, release 1 o @
siles 1o attack, Note that Gamma can be moving when “béking on” or |a

ROLLING MODE

Gamma will automatically transform from an up “w ing modgfo
moc!ewhmwnrheroa;tI;!:s)afull-lp«d.Prnzm!hﬂt?‘;1 an 1o retim
walking modae. ;

HOVERING
Press and hold the @ Button in mid-jusip
nd his jt boos

descend slowly using t boa
booster will tum off and Gam
continue hovering by pressing
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BIG THE CAT

E

This giant cat is one laid-back and
easy going fellow who loves 1o fish
and Is never without his favorite rod
g?dllurg.s | life. her wi

eads a tranquil life, together with
hisgbuddy "F "ina ﬁ?ﬁn a
sarene part of he jungle. Until one
day when suddenly Froggy underwent
an unusual transformation. ..

To fish for and catch Big's pal Froggy.

¥ Fish of various 0s and sizes
live in the many fishing spots found
throughout the adventure field so
:mrow hand at catching other fish
ile searching for Froggy.

In order 1o calch a fish (or Fro%y} you
must! first “hook” rour prey. To do this,
once the fish (om] bites the lure,
m # on the g Thumb pad to
| {secure) the lure and then reel it
n.

Once Big has the life belt, he will automatically float when he is in the water.
Use the Analog Thumb Pad to move Big around or to position him for casting.
Prass the @ Bution 1o have Big dive underwater and use the Analog Thumb
Pad to walk him on the bottom. When the @ Button is released, Big will float
up to the surface.

ACTION STAGE DISPLAY o
[Normal Mode (Before Casting) Display| | Fishing Mode (After Casting) Display | 9
|_
Y ; Z
© Waight in Grams of Enti tch
@ Number of Collected Riglgs /. n
© FRemaining Lives e 1) & A !
© Line Tension : e Y
@ Reel Position 2 g ° ; ~Ji
© Line Length : - s
@ Rescued Animals . s 4 1%
© Cast Indicator - . |
- - . - I

¥ For a description of the &

ians commen'to al the characters, see p.2.
POWER MOVES (CARRYING, THROWING,

PULLING OR PUSHING) .°'.E{}
meﬂg'sla{tgephyulqw w 10 lift, carry and throw heavy objetts that I

1

characters can't,
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BIG THE CAT ENEMIES
0 I o
@ or @ Button DR. ROBOTNIK
Use the @ or @ Button 1o have Big cast Into the water. 3
Z || 1. Position Big facing the water, press and hold the @ or @ Button to display the cast indicator Yes, just as we all feared, the mad scientist is back and

and use the Analog Thumb Fad to position the cast indicator over the desired spot.
2. Release the @ or @ Button to automatically cast the lure to the desired spot
an L?La cast is successiul, the lure will sink down and the game will switch into “fishing
mode”.

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 battie has begun and this time, A
Dr. Robotnik ("Eggman” to Sonic and his pals) has at long 1‘”&
last figured out how to hamess the massive ancient powers

of the 7 Chaos Emeralds to destroy the world!

_ Press and roloase the @ or @ Bution _

Using the same action as when casting, face an enemy and press and hold the @ or @ Button 10
display the cast indicator and use the Analog Thumb Pad to position the cast indicator over the
enemy. Releasa the @ or @ Button to attack.

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

T oo (o the Diagram Below

ATa Vv E§Ew S

- = = s e e This mysterious liquefied life-form that had been trapped
[ @Button  [Reeling In Quickly] [ @ or @ Button | Reeling In Siowly | in the Master Emerald was released by Dr. Robotnik to do
—_——— —— e his evil bidding. Chaos grows bigger and more powerful
[Analog Thumb Pad | Tugging the Rod | with each emerald that O Robotfik adds to him. What wil
happen to the world if Dr. Robolnik manages o add all
m seven Chaos Emeralds...?
z . gyt . - : f
- P e o Ly -
.4 — - =~ == —- == = _ |
1.0nce the lure has sunk 2. Usa the Analeg Thumb:  3:Once you reel in the fish"]
underwater, tug on the Pad to maneuverthe = closg-anou h.lﬂfnwm’ }
lure to entice the fish rod system so that tha wautomall Tot |
G frog). When the fish fih (mm dossngel “_ oMhe willeer Keep an eye out for this Armed with swinging balls
frog) bites the lure away and reel in gargfyl. i B o T bomb throwing robolic mon- and chains, this free-floating
b press down on the ly 80 as not to uﬂgzﬂk.?l._ S ) 4 key, who can attack using robot can attack from a
Analog Thumb Pad ] 1y vy - two types of bombs. distance.
to hook It. — .

. . -




