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Modern Skills




Mminslugesohh:munmlrdinlhisminnof

the guidebook. Colling his chopter @ “walkthrough” would be

misleading, since you'll be racing ot the speed of light through these levels. For
this reason only major obstacles and hidden bonus locations are detailed in the
Iem,ubngwiih'mlpldmpsumllhmﬂwiulﬁps.
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s the“Whit Space” stage, where you on swilc characers and play
: i desed. Typically boh Ac 1 ond Act 2 mustbe completed before the
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Route’3B=4

Another Red Star Ring hovers abave the tiny
platform bebind the first Spinning Platform when
entering the dark Hall via the “upper” route.

This can be tricky to get since you must jump onfo the
platform from the Spinning Platform without Homing Atiacking or being
shot by the Eggrobo positioned directly behind if.

This area can sfill be accessed even if you took the lower route. Once
you use the Zip Line o reach the suspended corridor, simply.tum around
and Boost off the platform, at an angle 1o the right. This should carry
you ono the last Spinning Platform. From there if you jump and Homing
Attack from the forward edge, you'll hit the second platform. Jump and
Homing Attack slightly to the left and you might be able to shoot over
the next platform, collecting the Red Star Ring. Its even rickier than
the upper route, but there won't be any Eggrobos o deal with (they/Il
drop downstairs fo attack). It can be done!

Dask Halls
The Lower Route)

e Entering the dork Hall via
| the lower enfrance, you
must jump across fwo
long Breakable Platforms. -
Try not o drop info the S
room below or you'll
fall between o triongle:

of Eggrobos and hove Bgm,am.dlﬂ ,r[ ]
fo bounce your way out. Instead, Boost to fiy over the Breakable Plafforms and @tj’ t..h g Baﬁk,s J‘Hha'!@

Homing Attack the fwa Eggrobos who drop down from fhie level above fo atfock.

Bounce from the second enemy onta the Spring pads fo the right and bounce up Justbefore the end ofthe rind ri, the fustest way through fhe

fo the ledge above. Collect the 1-Up on the next level up and then jump onto the iomp ond gide Sonic o the lld:l: Mﬁ?WTﬁTﬂhm :

nearest Spinning Platform. Allow it o carry Sonic around fo the other side, and jump Gy s ke | e Breokal . Mmﬁmwmhg
psing sufoce, N !

on another Spinning Plafform. Quickly jump onto the center cirde and the Switch, level. Run to the bock and nfa fhe Warn Paint to|
which octivotes o series of block “steps” when stepped upon. iump onto the Warp Paint to beam
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Route4A-3

from the platform midoute fo.
the platform ogain ot a higher point fo
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Route 6A%1

ARed Star Ring and
the small secret




. Drop into the hole on fhe
| right to collect 6 Rings,
ond then drop ogoin. A
Fan blows Sonic to the
right. Jump over the
ledge und confinue fo
the right fo catch an Air
Bubble ond more Rings.
Then jump back up to the higher ledge, ond corefully jump up and fo the right,
avoiding the Spikes profruding from the left. Jump onfo a suspended block with
Spikes on the left side, and jump fo the platform above with 8 Rings. A finy.platform
moves back and forth obove. Wait for it o slide under the woll to the leff, and jump
onfo it os it emerges. Ride if all the way to the right, and wait for the plotform
above fo start emerging from the left while your platform starts back. Jump up fo
the higher ledge and ride it to the middle, then jump up to the plotforms on the
right. This is where the “upper” and “lower” routes meet.

A Bounce fiomy
a Chopper
Determines Route)

et e

The two routes described
50 for meet ot o
plotform neor a gate,
which a Chopper swims
through and jumps
over endlessly.
From close fo
the ledge,
jump onta the Chopper os it passes bensath the gate. The resulting
atfack bounces Sonic onto the upper platform. He should shay
/‘ on it, provided you release the Walk /Run control just before
he lands. Back up o the left edge and run across this finy
/ platform before jumping fo ensure you lond inside the
Cannon. Firing Sonic from the Cannon, he lands

-

e

on the concrete archvwoy of the upper level, Jump onfo the g
find on Invincible. Use fhis item fo quickly jump ocross the
Spin Jump on Spinner ’

reqordless of ifs shielding, ‘ 7

and continue until the

routes converge ogoin.

Routel6A-23
Spin Jumping and bouncing from the Chopger
onto the platform above it successfully allows
you fo — -
aceess the
nearby upper route Cannon,
which fires Sonic directly af o
Red Star Ring on the upper
level.

AN LLE

Missed) the) Choppe
Fired fyom the)
Other Cannon

Having missed the upper plotform ofter Spin Jumping the Chopper, youlhe
toke the lower route and use the Cannon gt fhe end. This fires Sonic to an g
more platforms that is a little slower fo cross. Jump up the ledges, Spin Jump
Eog Pawn, and roll downhill. Wait for fhe Spikes on the ledge obove to recede, e
{ump onto the temporarily flat surface and jump to the left. Run fo the right ond
{ump to the platform above, The next couple of columns begin fo drop, preventing
you from reaching 0
1-Up. The Time Bcke
skill is reqired, so ot
Sonic may slow fime
| enough fo be cble 10602
across the columns 092
item before they diop
too low. This skil oy
: appears inthe Skl Shop
ofter clearing the gome. With o without the item, jump onto the plofforms cbo®
the Eqg Pawn and use the yellow Spring behind it fo fly over the next wall ondof®
0 wotery walkway. Follow this to gnother Spring and jump out onto dry lond

Use the nearby platforms to reach the next ledge. The upper and lower roufes:
converge here. .
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Route 6825

) .
P,
\‘* ! . . . . d
- _ Thelast Red Star Ring in this stage i locote
o : - 2.t the very top of the second side-view ared. To
P, = reach i, you must enter the underwater temple

- A 2 3

P t through the upper entrance, via Rm'nbuw _ngs ol the " Like last fime, upon completing Acts
end of the horizontal wall run. Run up the ramp until Sgn!c Jaunches > Highway, Giy Escepe and ‘Seastde Hill
‘ onto a Wall Jump I.’unel. Jump I?u(k and forth until Sonicis m.the very Challenge Act Gates appear on the p
\ top on the upper sideways-moving column. Bounce onto a series of e stages. So foo appears @ new!
2
<&

moving columns that quickly rearrange themselves fo prevent Sonic Like last fime, you must complefe one
from jumping right. Ride the platform up, jump off fo the left, across ). | . Fﬂ;e rresnavechtnd
two sefs of Spikes while columns descend from the ceiling. The fwo rails fereacilie A
lead direclly fo the Red Star Ring. Jump up o grab if, then drop down

o level fo exit.

Act 2. Each challenge completed allows

a bell above the gate and also to collect
Boss Gate Keys. With

all three Boss Gate

IS NINAINSNINONSNSONOL W Kels ins possession;

move under the Boss

\ ;
\ )

etwee
Ro

—
Pt

Gate to the far right

mj t_’ﬁl@) - to unlock it. You may

then enter the Boss

llL 9) :)W‘Jhggl,._sj Gate tfo fight Perfect

i Chaos.

Though last time the Doppelganger ch
ot e oppe vl Boost the easiest to complete, we can no lq
i ) them due fo the improved AL of S

to exit quickly ond fly up double during these events. Instead we
the romp. Massive Giant 2 Challenge 1: Overdrift for Speed Highwas
Spheres roll back and forth Escape Act 1 Challenge 1: Lord of the Boa
across the finol roadwoy, the easiest challenge.
hoping fo crush Sonic.
Maintain boost, pick up

Rings along the way to prolong your burn, ond zip through the wheels os sofely os

possible. Quick Step left orright fo dodge incoming stones. The most dangerous part

is inside o dark tunnel, so hopefully you have some Boost remaining fo get through.

Score some exira poins at the end by hitting the Trick Jump Panels fo the leff or

right and perform a Freestyle Trick before landing. Run up sfairs to the Goal Ring fo

complete your vacation af Seside Hill

Upon reaching the beam
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Routej7A-1

The first Red Star Ring
next fo the yellow Spri
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( pe
™ Around the) Long Downhill
=/ pound Buildi in) Potentiall D
T Round| Building) 1N FOLE e
! A Landing on the upper evels of this rined buiding means being able to follow
shortcut to the exit platform on the ofher side. Falling from fhe upper platforms o
londing on the lower levels from the red Spring of the previous area means jumping
- - across the lower plotforms
: ond Spin Jumping enemies
| in your way. Alsa be
coreful not fo jump onfo
ledges where a Explosion
Tropis about to burst upper level. Otherwise
with magmo. you'll drop to the lower
level and have fo cross a
The upper poth is ricky nasty and slow series of
indeed. Londing on o long ~ MoVing platforms in order
) 1amp, Use your forward to continue. You also
il / ‘ momentum fo confinveup Won'tbe able fo access
‘ \ the curve of the end. Guide  the shartcut poth through
/ £ | Sonic trough the air fo the next oreq.,
A [ ) b / land on the next moving
S Breakable Platform. S

£ @) w®) Vg
) iata
il Y4 Quickly jump to the next platform ond then to the next Breakable Platform. If you \JgoEVJ!JVJLm.gj t‘.!j‘,»g)
don't collect many of the Rings hanging in the air don't worry about it; they're quJJpJgE ll-eVJg[SJ

meant fo make you stop and fry ogoin, but you shouldn’f. You have fo keep your
speed up in order fo it the next moving platform, and then bounce for enough fo

‘\\ Spin Jump the Iblis Worm juting from the side of the building. Bouncing from the
blis Warm, you must then Spin Jump a [blis Toker, anofher [blis Worm, land on a
platform and Spin Jump onotfer Iblis Taker fo land on the platform above, Missing
that, you'll have to drop fo the lower level ond bounce from fhe: yelow Spring to reach

the exif platform. Lond on the crate fo smash if and reveol another Spring. Bounce from

it on fo the high moving
platform above, and jump
over fo the rail that fokes

Sonic awoy from the r p ! i
You an nccess o foster i e
ol ess 0 faster route by jumping up fo the left and Spin Jumping

Ibfs Toker to reach the platform befind it Failing fhat jump, go ofead
the Stor Postand up the curved 1amp beyond. This puts Sonic below
platforms with Explosion Traps on them, Anticipate when ]
platform will go o, then jump onto i Watch the geyser

jump fo it as it's going -
out. Jump to the right f
pltform 1o collect Super |
Ring ltem Box x2, ||
then leop over the |
geyser platforms to the ‘
otherledge. |
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Route'8A=3

A Red Star Ring hovers over the floor swilch
on the upper route through this multi-level
interior orea. To reach it you mus! oulmaneuver

the barrels thet roll - 5
ntermittently ocross the upper
level. You con still reach this
item if you drop fo the bottom
evel simply by using the
platforms to the right
chimb back up to the top

e of the tiny plotform ond immediately Spin
00 r. Use moving platforms 1o jump back up to the
the area; frankly, you don’t want fo stoy on the more dangerous lower route.

Jounce from the yellow Spring of the top fo fand on the uppermost level.

Tie Can Play
At This) Game)

Time fo exoct o e revenge ogoins! the
the snamy on the fop platform, collect
porked of the right edge

il Sonic pushes it

down onfo the ramp
below. Follow the barrel

down the slope os it

crushes ol Egg Fighters in .

your path!

By buiding up enough speed on the downhilslope, you should be 01
directly off the edge of the plarform and land on the opposite, collecting

-

A Little Stunt; to T

Tiltthe Walk /Run control rght fo run downhill through a loop, and

vertical descent. Jump before reaching the bottom of the somp fo fiy cbove
low area and hitu group of balloons. Bouncing upward fo the right from

vith enough speed, you should fly thiough ond collact mast of o Cloud of Rings
hanging over the areo. Spin Dash to full speed, then dash up the niext romp

vertical and fly bockwords to the left, hittng o red Spring on a ledge 1o
of the next area. :

-

e 05:41
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Flying high from the
yellow Spring, you'll
notice 0 Super Ring
Item Box ond an
Invincble on the
ledge obove. The Spring |
doesn't corry Sonic -
high enough o reach

it, 0 quickly jump on the moving platform to the right and fide it up fo the top.
Jump onto the item quickly, os two Egg Chasers immediotely suround Sonic ond
fire cuting beams. Invincible protects Sonic long enough for i fo get out of fheir
sights, Spin Dash ocross the romp to the right and bounce fo fhe level above.

©08:01.68
o1

Route18A=4

A Red Star Ring hovers above the plotform
o the left of the yellow Spring at the fop
M, % ; S i,n area. Jump up the platforms quickly I::I;

B4 > 1o the left to reach it. The Egg Chasers s
== a“x‘ "!.'mu n‘m\ ““Jp"’J‘J N, Sonic with their beams, so you may have to fake a hitjustfo ¢ | ]
Dash to Reach) New) i ol

He Ijgljhlg Ring vithout colcing ol of

the regular Rings below it, so
that if Sonic is knocked back
Jump over the nex ledge he collects a Ring and prevents | &8

B\ ond drop down on the his own death while recovering
| other side, but don't hit from domage.

| thered Sping fooearly.
| Instead, face the red
(4| Spring, Spin Dush to ful
" speed, and then hit the
red Spring and bounce
the opposite direction up o ramp into @ vertical spin dosh. This
method cories Sonic way above the next level with a Star
Post to o compartment obove that is only accessible vio
this method or by toking o shorcut through Dash
Rings from the previous area.
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- Rooftop Rumn: Act 2































Final Stages
Are Never Easy

Planet Wisp is a fascinating level full of exploration
and fun to be had, especially with the help of the
locals. While there are many different routes one can
follow through this complex stage, this guide will
basically explain a route that allows you to collect

all five Red Star Rings and get to the Goal Post in a
reasonable fime. After you've cleared the stage of all
Red Star Rings, you'll want to run it again and take
some long shortcuts we'll point out in order to score a
perfect rank.

—s : 1o g 8

Find the Hidden)

Y B ' \ .

High Route)

ht, run uphill, jump over some Spikes and Spin Jump a Eqgg Pawn.
wing platform behind it, jump onto the free fo the left for o

onto the

Super Ring Item Box, ond then jump back across fo the right and Spin Jump
f Run from the left edge where the Egg Pown was stationed to the fop
d jump fo the suspended platform above. Stop on this long platform

-~

© 0015 98

003

and then jump up the finy plafforms above to the right. Wait for the next moving
plofform fo descend. Another Egg Povim rides on if, and will hurl its pitkare. Jomg
this projectile, Spin Jump
the Egg Pawn, and lond
on its plaform. Ride the
platform fo the fop and
jump through the Dash
Ring on the right. |

Sonic lands on o floating
rack. Run ceoss fhis full
rackiond jumpito the next,
confinue o the edge ond
jump wite o' the rght.
Sonic should fond on o
P Breakable Platform below
on-entronee to o smoll
nook; quickly jump info the comporiment above. Inside this area you!llfind o Pink
Wisp Copsule. A smallicon oppars below Soric's Ring Counter, indicafing fie cn
use this item whenever desired. Pink Wisp Capsules allow Sonic to transform o
spiky ball and roll up walls and surfoces. Press Tronsform (@ on PloyStofion 38
on Xbox 360), jump onto the cefling fo the right, and roll hrough the space fo'the
area above the enfrance o the building under construction.






s The) Next) Red) 3
caling, roll o the right, §ng 3 !{Awa

ond drop onto o small Gear
| Platform. An rrow icon
| appears, painfing right. il
¥ the Wolk/Run control to
the right o get he Geor
Platform started, then Spin Dash fo ful speed and release, Moving the wheel rases
o romp overhead. Afterword, Sonic (sfll o spiky pink ball s flung onto the right side. |
of the ramp. Quickly roll over the top of the ramp and to the other sida before he

transforms back. Even if you have pink spike time remaining, wait on
the ramp.

up there i yau aren’t) jump fo the right onto some Breakable!
the plotforms are moving away before jumping on them,
next romp. At the fop of this short ramp you'll nofice one sef
above and one fo the right; jump on fhe platforms fo the
around fo the right side, and jump off fo Spin Jump a Egg Pawn,
You must bounce from the Egg Pawn fo the ledge above if. Now:
gy Pawn on the level above. You must jump from the left edge o
on, land on fop of the Egg Pawn, and bounce to the platform above.
Wisp Capsule here, jump up to the ceiling, and fransform midair. Hold
control upword fo sfick
1o the roof immediotely

Y
— — offer transforming. Then
7 foll  litle fo the right
E— jﬁ.ﬁa@i&&)—-———ﬂ\ (to make sure Sonic’s
ARed Star Ring hovers ot the fop of the room, - fucing fhe right way),
above the romp you just shifted to the right. Spin Dosh, ond rol

Wait af the bottom unfil Sonic transforms back to
normal,
then Spin Dash and fly up the e \ =
ramp li; collect the item at the o potte 5%
corner, high overhead. For the Following the instructions above, when
purposes of this walkthrough, Dashs and rolls across the cniliné
try fo lond directly on the lip he'll follow a [ine of Rings info asmall ceiling
of the ramp. where another Red Star Ring s concealed.

across the ceiling, TR

4

NN NSNS



















: Planet W






































































allenge)1;Cream
ifﬁbm’]







allenge) S53Terro|







Challenge) 23 High-Rise
alloon) Climb
















x Q with Sonic
t Team’s lizuka-s:

what he is doing. ow do

A, Well, what matters most to/Sonie

actions. It is difficult to capture and set |

contrary, without such jump actions, the,gamewomd

the controlling performance of the game, when Sonic is run
well-balanced level-design. For example, at a stage whe

that enable you to react instantaneously, and in a scene where the
jumping.

Q‘ Sonic Team did some really amazing things with th
lavorite boss fight in Sonic Generations? Is there any part













