Q0 Zone's special in-depth
solutions service for the big
Sonic The Hedgahog games
continues. However, this
time STC presents the
latest and greatest Sonic
adventure yet — Sonic 3 on
the Mega Drive. Your guide,
Vincent Low,

SUAIC 3 &3

PART 1 - THE ZONES

Things to lok out for in all zones:-

*  TWs containing Super Rings [10 Gold Rings), Invincibllities, Speed Shows,
Water Shields, Lightning Shislds, Flame Shislds, 1-Ups, Robetnike (drain
pewer from Soale and Tabls).

*  5tar Posta (lead te the Boaws Stage — o Guaball Machine with sxlra 1-
Ups, powar-yps, Gold Risgs and other goodies).

*  Gian! Gold Rings (lead to the Special Stage — grab blus balls and Chass

Emeralds).
*  Ramps.
' Loope.

*  Red and yellow Poge Springs.

e ANGEEISLERY

A a3t act to gel you wp 1o speed and ready for the big evenls to come!
% to look sut lor:-
Vine swings.
Floating
platforms.

Things to wateh
Bloominater.
Caterkiller Jr.
Mgnkey Dude.
Ahinabat.
Collapsing ledges.

Welcome to 1he Floating Island! Senic and Talls' first
lecation has & real |ur|g|t feel with lusk
fsliage, ramps, loops and vines 1o swing
an, There are pleaty of hiddea
chambers, high ladges wilh goody-
packed TVs 10 find and some nice
touches (movable boulders on top of
broakable ground, revealing more juicy
TV Hems!)
Tha mew Water and Fire shields are well
placed givieg you (and Sonic) a chasce o
become familiar with them,
Otber mice touches incliede bouncing olf the end-
of-act sign 1o bodst your score and win a pessible bonus
T¥, plus the all-new Spocial Stage where Sonic has to gathar
blué balls [aof red!] to earn ke all-important Chaes Emeralds.

__ACT 2

Time to got dewn to some sericus work as Act 2 requires your uimast alteation!

Things to look out for:-
»  Swilches.

*  Tunnels.
o Waterfall.
*  Ropa ride.

Things te wateh out for:-

*  Rhinabet.

«  Gaterkiller Jr.

*  Retating Spiked Plat-
farms.

The Rkisabat is as toagh as his
Earth-type samesake and will
charge Sanic without warning,
8o don't hang arownd in his
prisence] The dreaded
Bloominater is also really
saeaky.

Laok for kidden chambars ia
wills lor the Giant Geld Ring to
access the Special Stage, and
use the Star Posts to get exira
items contained in the Bosus
Round (remember, you need 50
gold rings 16 activate it).




_HYDROCITY

sold your breath — this will leave you gasping!
Things te loek eut for:-

*  Overhead conveyor belts,
¢ Bwitches.

v Balety poles.

+  Water propaliers.

+  Alr fans.

¢ Bpeed Hand catapults.

Things to wateh out fer!

i Poimtdexter,

*  Mega Cheppers.
Blastaids.

*  Turbo Spikers.

Hydrocity is {nof surprisingly)
adinly underwater. The nasties
come thick and fast. Undowbi-
edly the worst are the Piranhas
- you need & fast flick (el and
ght an the D-Pad to shake them
H othermwise they'll prevent
somie fram |unping. | Sy

Remembear to stop for air ;
wgularly (keep an eagle aye opan for bubble streams) and take your time
when you're in & tight corner,

If you find the Water Shiald, teke it. It's invaleablie bocawse you don't meed
Iz stop lor air and it repals bullels frem the canmons!

Chack walls for hidden chambers aad Giant Riags.

You'te really under pragsure at the starl of 1his stage!

Things to look eut for:-
Spinning Pillars.
Water prapellers.

Hand catapult,

Things to wateh eut
lar:-

o Jawa.

v Turbo Spiker.

*  Robetnik.

Keap your cool! Use Dash Attacks 1o
g0 right and wateh oot For the yellow
springs = they're just where you
doa’'t wanl them!

There are plenty of fast slide and
bridge sactions so beware of Bad-
niks and sress you may whiz by 1hat
hald wsalul goodies.

TWs are used sneakily hare. They
can hold usetul shields bul may be
placed oer spikes o even — gasp
= Doctor Robotnik!

MARBLE GARDEN
«GED

This may seem like a real break from the action of the last couple of zones,
but be waraed ... Marble Garden is fast and the Badniks loiter in the most
painful places!

Things to loak out lar:-
*  Platform-raiging Wheels (use Spin Dash Attack to aclivatel.
*  Flying spinnars.
*  Gient Rotating Plat-
forms.
Mineshaft,
Pulley Lifts.

Things 1o watch sut for-
Bubbles.
Spikers.
Arrow-Shooting Heads.

Owverhead Spikes.
Spiked Ball On Chain.
Falling Spiked Pikars,
Spiked Pole.

Merble Garden has you
looping tha loop on giant,
Ihree-armed rotating
platferms and climbing steep
hills wsing lang pulley lifts.

You gat 1o collect lzads of rings by racing Senic down long dizgonals and
by using the flying spinners to good elfect. These are also great for covering
ground guickly — bub getting used to flying them takes a little practice. Run
Sonic loo Tast and you'll fly ght into same overhead spikes!

One of the nastiest abslacles is the rotating spiked ball on a chain. |1
moves very fast and your timing has to be spot os 1o get aver it. Try
fellowing it on its backswing and leap as soon as it starls 1o swing back
Towards you,

It you find & Lightning Shield make sure you get really close to all the
fings around you a& it aulomatically draws them to Sonic!

#3 wsual, check the walls arcund youw for hidden chambers and 18at Giast

ACT 2

Jush as fast as Act 1, bul keep your cosl as the Badnik combos come thicker
and faster.

Things te loek eut for:-
+ Palley Lifts.
*  Mineshaft.

Things te wateh suf for:-

v Spikers.
+ Mantls,
*  Bubbles.

+ Arrow-Shooting Heads.
*  Mud Pits.

Tha Mantis spring up from undergromnd, usually in groups of two ar more, 50
mave carefully when hitting ane.

There's a tricky left-to-right sequence when the grouad starts 1o fall away
above you. Move right quickly before Sonic gets crusked or captured.

I WEXT: More secrete revealed — starting with the Garnival Might Zone




ACT 2

Thay mct ingorporates mudh of the previoes sel's demanls.

Things te look oat lor-
* Ridge Bempais,

* Large Canege [Sonic-Bhoohieg)
" Swrlh.

v Thermal Plates.

o Anti-Grav platiorms,

Things 16 wileh el fr-
« Bateats

*  Spinaing platlerms
L Eruchles

Hergaarh iy slhchad det erdlgrs hocs Seded w9 Do wuen Ldter gpaeds
The ‘candy shcn’ coumns Relp 1w 3 Mg dowawdrd 388 upwad rids
whid? Bumpers mawe Lle thal Bil lougher. Use
the Slae Pests o et to the ‘Gemball
Wickiet' Boawy Ronnd white rov (a0

Q Zone's in-depth solution rach up exien lrves and shialds

for Sonic 3 on the Mega It Sonic laads in ong of the large

Drive continues. Your quide canmons it will theow him on almesdt any
| . g f direction, The read dangers ap 1he

Yincent Low once aqain / Bale, t1pieoing tadipti Y bbd Bmeg
provides the low down on Blocks that cresh you .

the lat d areatest There is & Benss Rousd i thes aet,
¢ latesl and greales tonningly concealed in The lefl mall sent to

Sonic adventure yet. e canapn. f the Dheaw TV5 you find thare, be
careful of the gap in the Naor beseath the middle onal

SOKIC 3 gl

PART 2 - THE ZONES CONT'D -

=

| RAIUAL NIGH <3

ACT 1 -_,_E

-

Things o look out Fori- | :
v Balkbens I
* Ridge Buempars. I
+  Bumpers I

+  Gandy Stick.

*  Gignd rotating mesh columans
¢ Frama Carribry.

] Dropping Platigrm

o Cml.

A ACEBIUNE
LACTS 1 & 2

Dy out those thermals and prepare to enter the lcecap Zone! T
Thiags th wileh ot for-

containg basically the same items in bolh acis, which we'll cover in this

*  Batbets, seclion.
+ Clamers
*  Blaslers Things to lock out for:-

v Spring-losded drams.
Thare bre Sased of bompirs 10 ke Soaic srousd, thermal columas nad swing Lifts,
patlerme 12 carey dim, gad even 3 droppong platfors that you have 19 jamp lce Blocks.
ol i ordes 1o maie i1 rise again! Bownce ol balloons 10 reach the highe Spring Boards,

phaces holding hidden TVs and rings. Spring Drums.



Thimgs to watch out for:- ] - Things to leok qul Tor:.
Star Pointers. . +  Overhead Sming.
Penguinators. +  Rotating Gold Cups,

s Gatapell Levers.

+  Flodting Platterms,

lce Pillars, +  Travelators.

Smow Ledge. + Tubes,

Things te watch out for:-

+ Flybets.
+  Ribois {two 1ypes!|.
o Orbinagls.
*  Snail Blasters.
) | : + Gorkey.
need 3 steady bhand on the | o8 *  Overhead Lasers.
ou may get the ' +  Flamg walls,

*  Rotating Red Sirens.
+  Rotaling Magnetic Drums,

Howewer,
decived
find are very t
liming is creiall
The lce Blasters are
Fiendish, and the upward

You hava to learn soma new timings for the spring-loaded drums bat
remember ... avold those Penguinators as they keep coming back!

Liwnch Base can best be described a5 extremely Bazardows 10 your haadth!
You are faced with & heavy duty line-up of spikes, Fiybo! homing birds,
{lamp throwers and ball-swinging Ribots!

Take your time and carelully svaluate 3l 1Be ilems sround you. Try e
lake them owt, or — il your peries can teke this — jump over or rus past
thim,

Some of the worst combos come on the huge magnelc rotaling drums
which Bave spiked orbs in tha middla and under them, They are mized with
springs and fleme throwmers to give 8 dasgercusly painful combo. Bosmers,
yiru havi bien warned!

-

The lems eacouatered in Lagnch Base are very similar to those within 1he
keacap Ione, Howaver, Act 2 has more Robotalk TV to aveid, and mare
TV power-ups to collect in the Torm of Water and Fire shialds. Act 2 alse
bas laster and longar sections 1o complete.

Both are seriously heavy rounds 5o you really have 1o earn those points
= mever mind trying to keep Soale unharmed!

[P0
i
i




ACT 2

DOCTOR ROBOTMIN'S FLAME CRAFT

As soon a8 Robotaik appears, jump up and bl Bim, quickly go A
belore he releases a fire Bosmb, then jump Sonic upper ¢ gl ang
Bit Robalniks deadly machine again. Be carelul &% he disappears
because Somic could go flyieg 18rough Boboinik and fall into the
wilertsll gt the lar right

He will then mowe gver 1o the left

Qnty more, move to 2 pesition aboul faur mches loom She lar lait
sade ol the ledge and wait. When Robotnik appedrs, jusp up Lhes
guichly go right. As soon as be relesses anolher bomd leap wp

and [#1L 1o it ham, 3ad when you land fump to kit him agan

He will disappear behind the waler and go acress to the righl.

J Again, mowe Sonic ta the regat eage knd
repeal the abowe menbigned moyes,

o : Afier hitting Robotaic thres more
Q Zone's special Sonic 3 limes hig maching will Fisally blaw

Mega Drive solution continues up.
its in-depth coverage on the

: 2 A bridge appears Lo the right
big Sonic The Hedgehog and Sanic's lurry friends apoear
game. Your guide, Vincent fram apave ia Rabotaik's prison
Low 13}:!35 }'EIIJ thrt}l.tgh th? chambes which floals down, Mt Lhe

2 kollom of it to release tkem.

latest and greatest Sonic

adventure yet. v you should Hose & lile and redlart, ensure you
grab tke ecira lile by e Rhinobol on the way back Te
Aokotnik.

s n H I [ 3 ﬂ Once Sonic has freed his pals move him onto the bridge.

PART 3 - THE BOSSES

b zone features a mid-polnt boss - uswally one of Robotnik's badniks - and
¢ Big Boss, Doctor Robotnik himself in one of several diabelical

AHGEL ISLAKD

- ACT 1

DOCTOR ROBOTNIK'S FLAME CRAFT

*  Robotmik witl appear From behind the waterfall at the far right side of the . : :

scraen, Make Sonic Spin Attack 1me craft thea quickly back off to the far 'Im

right. Rebatais will drop & bomb on the bridge cawsing it to coliapse - 5o DOCTOR ROBOTHIKN'S WHIRLPOOL MACHINE
make sure Soaic ise'l slanding on if!
The first of Robotnik’s twa fiendish water machines in this zone. This

* Robelnik will disappear one ¢ easy 10 beat provided you keep calm.

pack inbo the walerdall and
matesialise to tha lar right
Bebind fhe screen of maters,
To get him ta materahise
direcliy abave you, s1and
apprexemately lour inghes
from the sdge of the ledge
al e far fight side.

Stand wxactly in the centre of the sereen in front of the undersater
pillar. Aeboteik's cralt will drop in the middie of the screen and thes fly
off the screen,

He'll then appear from the upper lelt at high speed - 8o be ready. Jump
Sonic as high as possible. Robotnik then drops in from the upper right.
Again jump straight up as kigh as you can.




dagger-shaped rock amd e Tusnelbat thal zips down.
. Take it out by carefully ramating it as il descends from shove.

v The end-of-2ct marker drops in from abave, so rack sp 1hose peiats
and fry 1o gt a bonus TV,

Again st
the above

Afte

DOCTOR ROBOTNIK'S WATERSPOUT AND DEPTH CHARGE MACHINE

e to give im, Ro
h an aven de

DOCTOR ROBOTHIK'S JET DRILL POD

+ o o the far right as Robatnik | v Owlekly gel Sonie 10 the Tar left corner and wail lor Aeboteik 1e
ds fram top | | appear from above in his 2vil new machine.

* AS 500n a5 he's within range leap up asd tam ham (175 possible 10 gl
in Taree solkd bils).

carelul, = |

whizzi 3 v Robenik's macking will thes drop 1o the greund - 5o ram (2. 1 will then

i 1all from under you.

v Hewer fear Teils s hae!
v Taiks will grak Sosic aed carry him iato (e $ky, Mowe him across 1o
the siddle upper pasl of the screen and feap off herd a1 Robalnik,

Bounce off him hard Lo avoed 1he pod's ¢l sngines,

v He will thea Hy away, but Tails will Be ready to grab Sonic il he
happens 1o fall.

+ Garelwlly position Tails so that Somic can jump off oate Robetnik and
bownze ol Bim &% hé #nlers the screen,

* You can get it mere than ond kit il your timing ks good and you
bownce off kim hard encugh

v After wight Bits the Jet Drill explodes, your turey trignds’ prigon ship
Meats in drom ahove enabling Tails 1o ram it and refesse them.

MARBLE GARDEN

TUNNELBOT

*  Dash AHack tareugh the wall te your right aad yoo'll tind yoursed! in
& chamber will 3 nasty Tunnelbol badnik lo 18e wpper right.

" Jump wp ta cam i snd lemps of reck will Tall frem abeve. Avoid the



ACT 2
DOCTOR ROBOTNIK'S ENERGY SHIP

] Robaltah will §8087 11gm bhy SRR Tepht o8 Bag R

He will drep 2 bl lrom big
$hig, which you have fe
amd. Robetmk will positoan
ki $Rip gver ol craating an
energy charge which sucis
Soag !

Push hard is the sppatate
Srh il g el 0 i
bermg pelingd 12 The sadiut
will 12 bad Rebator wel
descend to pecd wp The BEl.
HErE's powr

[ ETI

5 5 = Quickly leap up and ram 2e
0 Zone's Sonic 3 Mega Drive ship. When B has collecled ba

solution concludes its in-depth babl you can 4000 ram hom mEch
coverage on the h-u-g-e-s-t aut 38 o deod the Ball agan

Sonic The Hedgehog game. { s
Vincent Low guides you VWBea the ball bas BLopped manibpbe
through the final stage of the CEA TR B8 ke quitaly. thegadve
latest and greatest Sonic Bway 10 avoid Te eeery vl

adventure yet. . o Repeal 1he above mowks urtl you hive hisim

#ighl fimes. His shop will explode and go off 1o e riget.

Tou can feligw him and release Seme's friends dgan,
PART 4 - THE BOSSES CONT'D

H H I U H l H | E t uses to engcle itsell with,

drap go to fe uppar left
le‘ ll Whan tha (ciballs fly up, jump
m the badnik a5 quickly a3 possible. The ice balls 81 drop from
e - gvedd them

SELF D-STUCT MACHINE

.o
L ¥ % Keap 1o tha far right and the process will repaat wh the ice balls
This ede 14 quite towph 1o beal of you = s ™R [ I Senic o c
Boa't keap youd wils pbovt yeu. AN yiy = :
BEwk I 40 i got 1 To desteny dpedf! - - umtil the ice
P ." i balls have

A% the DeStruct Machine drops in ek gone - then

Trem above stand 19 the leli of it Em ram it

As the blade sepasates Irom the After five

zody and Flies wp, try te baep 23
cE0ie B8 pasdibie 19 the san body, The oaly way te bead il s to get the
Blde bo ram the madn body whin 108 pee dad exlended

Aftter Powr hats of eaploded and you Srop domn to 1he nent pet! el marker

af those
At the bollom you cae leap up Bad Bounce on the end-ol-act marker 10 riscial sxtry
FREK Up FOWT BEGrE!



[ _ACT 2
JOCTOR ROBOTNIK'S FREEZE-0-MATIC

Wait for the moment he fires a

spray from directly under bis ship
e will hygve a8

chdnce of getting in a g

against him

FWING'M SPINEZ

Thet mpct-1 e guig BHIRIE NRE 10 B
T wasds] a2k T4 badl - pia kA
gw'

v Pgpbos Sonkg on (de mood e ol 1he
SECRBR pESn (b CHuirg BHOCL
from wiegh by il Brgs S
W RS, do e mave Y ar
right as o desceass.

v Waitter ity orplatieg Brms e move cut ol The way and eniere 1he
SRR BT e ot pur yow befere peu e Sener slengdt op o cam
A W pem e g w12 ThE A when 0 SIS M4 Sat ol 1R wly. Ve
tdh @ tha gl will as leng an ypou don b mave el er nght!

v AMer S kilg 0 will grploge gnd if5 T me 1o rack wp the prnls as the
wed g0 MArke Gestendy’

DOCTOR ROBOTNIL S FIMAL EHALLENGE
Thig ig it e finpl shomdbmh with o Eg Brekth' However, This o4 the

mosi gefhabt Balte jH B Rodotsil galeEhEn b1 B¢, Bul 1BTE4
dabelon ngw darces. S et

Fomolah appeirs sppEr Feght oh hol B8P 17 rhiskL dERil up b8 three
Pt gt BRd reteater b ledge Tom belew A begr mile babl i Tired
fram tag wal.

To baat hm pos have 5o laap ofl the leage ad sam Aosalnd whist
pveideng the bali: the problem g that the bal launches & ddlerent
heopbin bod 31 1E2208, 40 you're (6]l gresiaag!

Tha bl lechaagod 1§ 18 bata 1he Bolte 1ad jueg 08 DNd ledge 1ad
wedp famemng Robotmie'y crat a8 quecidy 38 possable. Aler wegit hids
11wl explode.

G roght 1o Yo sk o1 Robelei y o8 Egg-0-Matics. Clomb o wad il
taaed @ff NMyong Soner ta thy riphl. Kewohoen sppaacs o osl of you
sgndmg gn fog ol & lgwar. Ka op Dopphed off bis pedch snd Somic
conlizues ta 17y rigat ustd he mests up with Aokalnd once sgaen!

Thay teme Hobelnk Bat o dexdly new tople-slage craft. He rooes op
frpm The right fwing faaars 0! Boaig. Ram g phap Tovd lamid 19 blow
TP ttlere b rEpE down blen!

Rum mos another 1bul imes and ha diplodes lo reappear lor e
‘ampteenth lime

Thin Tamg kg palaty hoy mpu] dasgereed Craft yel! Walch aut for the
Graal Eachanatal Daady hat 2as grik Setrd aad Lk b riage.

You have 19 hib hom @igh? Dmas 1o Bedl hm and reach the end
SefueRcd, RSSum g ol cowrdk INEL you colected 3l peaen Ghaos
Embraidy

The miaeg ard
raally touge and
unhrgi-ing herg,
Hawhve!, prachicd
1 L
81 ragh

Robetmik’s spehad
machane will allacs

8 thee wag 5e = =
(TR T r B
osguy to be bare = M ikt -

ol 4 mit

When f gees (el and nghl eboe Senc ol wel swoop down The cenlre
ol The Bprern, Wit e the migdle 6 The brena Thel pOBOR SORIE A
I lanE fherd o 18 reght sedb o Tee srreda. By Rabalmb descends,
Mag up and bil b ghep. than ledp LM bad gt e rtb dbadly
Apned.

I b comed n from TRe fogeht or @1, ¢l 10 the centre of In3? thard of
Thg bgft gt ‘?H of the ppepen Ay be paléry Deap tiphtTedl kb hid Big
g

Wau! fmong mudt Be g8l an o make conlact wih 1he gkt part o
1mg ship - you' | spen see what is mesny

If adl goey will yoo'ee then Trgated 10 the wod ofogame dequents.
Coagratulatang!

mammaoth Soale 3 solutin
n The Qi




