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Sonic the Hedgehog 2 
[1]
Rebecca Jones - 2305750

	
INTENDED PLATFORMS

	
[bookmark: _Hlk152974332]Nintendo Switch



	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	[bookmark: _Hlk152974337]
Early to late teens who are interested in platformers would get the most out of this game, as younger children may not understand how to play. This game may also interest those with an interest in speed-running, as the game features a timer and has particular emphasis on going as fast as possible.





	INTENDED PEGI / ESRB RATING

	
[bookmark: _Hlk152974345]Intended to be rated as Pegi 3, due to the game’s relatively mild cartoon violence. The game is unlikely to frighten any young children.
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	[bookmark: _Hlk152974366]
Sonic the hedgehog, alongside best friend Miles “Tails” Prower, face off together against the evil scientist Dr. Robotnik, his plans to create a machine to take over the world using his robots, made from the captured animals of the island. Sonic and Tails must save the captured animals and find all seven chaos emeralds, gems with incredible powers, to prevent Robotnik using them for his machine. [1]







	GAME FLOW

	
Sonic the Hedgehog 2 is a fast-paced side-scrolling platformer in which Sonic and Tails must foil the evil scientist Dr. Robotnik’s evil scheme to take over the world, free the captured animals that have been turned into his robot army and gather all seven chaos emeralds before they can be used for evil in Robotnik’s machines in order to save the world.
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SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	
Sonic -
[image: ][1]


Tails - 
 [image: ] [1]





Robotnik -
[image: ] [1]



	CHARACTER DOSSIER / DETAILS 

	[bookmark: _Hlk152974418]NAME:
	Sonic the Hedgehog

	GENDER:
	Male

	SPECIES:
	Hedgehog

	AGE:
	Teen

	FACTION:
	Protagonists

	KNOWN ASSOCIATES:
	Miles “Tails” Prower


	
	CHARACTER DOSSIER / DETAILS 

	NAME:
	Miles “Tails” Prower

	GENDER:
	Male

	SPECIES:
	Fox

	AGE:
	Teen

	FACTION:
	Protagonists

	KNOWN ASSOCIATES:
	Sonic the Hedgehog



	CHARACTER DOSSIER / DETAILS 

	NAME:
	Dr. Robotnik

	GENDER:
	Male

	SPECIES:
	Human

	AGE:
	Adult

	FACTION:
	Antagonists

	KNOWN ASSOCIATES:
	Robots



	CHARACTER’S BACKSTORY

	
Both Sonic and Tails live on the island the game takes place on. Sonic enjoys running as fast as possible all over the island and Tails idolises him, trying to keep up with him. Shown in game via Sonic’s speed, and Tails’ following behind him, helping by collecting rings and hitting enemies. Sonic’s signature abilities include his ability to run fast, spin into a ball to damage enemies and his spin dash which can be used as both an attack and as a speed boost in acts. Tails’ abilities are the same as Sonic’s, except he uses his tails to propel himself forward instead of being able to run fast like Sonic.

Dr. Robotnik is an evil scientist who wants to take over the world and this is reflected in-game as his robot army is made from captured animals, and when in direct conflict with the player he uses his machines to fight (End of zone boss fights, Mecha Sonic, Death Egg Robot). There is one instance where Robotnik is not inside a robot, at the end of Wing Fortress Zone, but still uses machines to fight for him. 




	CHARACTER CONTROLS / PLAYER CONTROLS

	 
[bookmark: _Hlk152974426]Nintendo Switch Controls [2]

· Left and right directional buttons – Walk, Run
· Top directional button – Look up
· Bottom directional button – Look down, Crouch, Spin
· A button – Jump
· B button – Jump
· X button – Start
· Y button – Jump

[image: ]










[3]
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SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	[bookmark: _Hlk152974434]
The game will be separated into different unique “zones”, most of which contain multiple contain multiple acts. Zones one to seven will contain two acts, zone eight will contain three and zones nine, ten and eleven will each have one act.

1. Emerald Hill Zone, Act 1 & 2
2. Chemical Plant Zone, Act 1 & 2
3. Aquatic Ruin Zone, Act 1 & 2
4. Casino Night Zone, Act 1 & 2
5. Hill Top Zone, Act 1 & 2
6. Mystic Cave – Act 1 & 2
7. Oil Ocean – Act 1 & 2
8. Metropolis Zone – Act 1, 2 & 3

9. Sky Chase Zone
10. Wing fortress Zone
11. Death Egg Zone




	UNIQUE SELLING POINTS (USPs)

	[bookmark: _Hlk152974441]
A past-paced platformer featuring a series of unique areas with different paths you can take to reach the end, rather than each level being a completely linear experience.

The game also has a two-player competitive race mode and hidden bonus stages which can be accessed to gather collectables.





	PLATFORM-SPECIFIC FEATURES

	
No platform-specific features.




 




	[image: ]
		GAME DESIGN DOCUMENTS:
TEN-PAGER TEMPLATE
	4





 

SECTION 4: GAMEPLAY 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 5: GAME WORLD




	GAME WORLD

	
Rough sketch of Emerald Hill Zone –

[image: A cartoon of a game

Description automatically generated]

Rough sketch of Chemical Plant Zone –

[image: A cartoon of a city

Description automatically generated]







	LOCATION DETAILS

	NAME:
	Emerald Hill 


	WHAT DOES IT LOOK LIKE?
	· Bright colours, mostly brown and green.
· Trees, flowers, waterfalls


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Cheerful, full of life

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Upbeat, high tempo music.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Levels/acts are unlocked via linear progression, Emerald Hill being the first zone and automatically unlocked upon starting the game.



	LOCATION DETAILS

	NAME:
	Chemical Plant Zone


	WHAT DOES IT LOOK LIKE?
	Factory setting, mostly full of greys, yellows and blues 


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Opposite to Emerald Hill, which was full of natural life, Chemical Plant is an industrial area.

	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Upbeat, high tempo music, with a more industrial feel.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Levels/acts are unlocked via linear progression.









	GAME FLOW

	
[image: ]

 









	[image: ]
		GAME DESIGN DOCUMENTS:
TEN-PAGER TEMPLATE
	5





 

SECTION 5: GAME WORLD
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 6: GAME EXPERIENCE



	GAME EXPERIENCE

	
The main theme of Sonic is to move though areas quickly, so the game should maintain a mostly upbeat tone with high tempo music, with some humorous elements sprinkled in as this game is targeted towards a younger demographic.





	HOW IS THIS FEELING GOING TO BE PRESENTED TO THE PLAYER?

	
The quick pace of the game should be presented to the player in the form of the characters regular speed being quite high, having abilities that allow the player to move faster, an additional level timer in the top right and fast paced music.

An example of a humorous element should be Sonic’s idle animation, in which he’ll start to tap his foot impatiently, staring at the player.





	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
Super Sonic mode – Can be accessed by the player when all chaos emeralds are collected from special stages and 50 rings are collected.





	WHAT DOES THE PLAYER FIRST SEE WHEN THEY START THE GAME?

	[bookmark: _Hlk152974460]Sketch of start-up menu –
[image: ] 




	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	
· Want players to feel cool, from being able to successfully navigate acts quickly.
· Upbeat, energised.
· Positive emotions




	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	
Zone music will be mostly upbeat, energised themes to keep with the games theme of speed, which is something that would not work with slow or gentle music. Want players to feel energised. “Speed” sound effects should be added to speed boosts to add to this.

A shiny or “ringing” sound effect should also be added when players collect rings so players know from the start that this is something they should be collecting, also giving players a sense of satisfaction.




	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?

	
[image: ]
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	
MECHANIC: 
· Bubbles
· Star Post

HAZARD:
· Water
· Spikes

POWER-UP:
· Shield
· Power Sneakers
· Invincible
· 1-Up




	MECHANIC DETAILS

	[bookmark: _Hlk152974477]NAME:
	Bubbles


	WHAT DOES IT LOOK LIKE?
	Bubbles will spawn from the ground, eventually producing a large water bubble which the player can take a deep breath from to reset the underwater counter.


	EFFECT ON PLAYER:

	Gives the player more time underwater and prevents the player from drowning in underwater sections.


	WHEN WILL IT FEATURE IN THE GAME?
	In acts submerged with water or liquid sections, on the floor of the submerged area.




	MECHANIC DETAILS

	[bookmark: _Hlk152974483]NAME:
	Star Post


	WHAT DOES IT LOOK LIKE?
	A post with a red ball at the top featuring a star.

	EFFECT ON PLAYER:

	Acts as a checkpoint for the player when they pass through it. If players have lives remaining after a fatal hit they will be sent to the last star post they passed through. Touching a star post with over 50 rings will give the player access to the “Special stage” via a ring of stars above the post.


	WHEN WILL IT FEATURE IN THE GAME?
	[bookmark: _Hlk152974493]At certain points throughout a majority of acts.





	HAZARD DETAILS

	[bookmark: _Hlk152974502]NAME:
	Water


	WHAT DOES IT LOOK LIKE?
	Appears in acts as large, submerged areas in either water or other liquids.


	EFFECT ON PLAYER:

	Restricts the players ability to breathe as the characters cannot swim, this gives the player a time limit to either find a way to the surface to get air or to find an air bubble which will reset the air timer and give the player more time.


	WHEN WILL IT FEATURE IN THE GAME?
	In zones submerged with water or liquid sections.





	HAZARD DETAILS

	NAME:
	Spikes


	WHAT DOES IT LOOK LIKE?
	Tall, silver spikes, either obvious or hidden, moving up and down.

	EFFECT ON PLAYER:

	Does damage to the player.

	WHEN WILL IT FEATURE IN THE GAME?
	All throughout different zones.




	POWER-UP DETAILS

	[bookmark: _Hlk152974509]NAME:
	Shield

	WHAT DOES IT LOOK LIKE?
	TV shaped box with the screen depicting an image of the shield.

	EFFECT ON PLAYER:

	Shields the player from damage for one hit. Also adds a visible shield around the player character to show when the player has a shield.


	WHEN WILL IT FEATURE IN THE GAME?
	In each act, appearing from the start. Players will need to find them in each zone.




	POWER-UP DETAILS

	[bookmark: _Hlk152974515]NAME:
	Power Sneakers

	WHAT DOES IT LOOK LIKE?
	TV shaped box with the screen depicting an image of a shoe.

	EFFECT ON PLAYER:

	Player will be able to run at twice the speed for a certain amount of time.


	WHEN WILL IT FEATURE IN THE GAME?
	In each act, appearing from the start. Players will need to find them in each zone.




	POWER-UP DETAILS

	NAME:
	Invincible

	[bookmark: _Hlk152974523]WHAT DOES IT LOOK LIKE?
	TV shaped box with the screen depicting an image of a sparkle effect.

	EFFECT ON PLAYER:

	Shields the player from damage for a single hit. Also adds a visible sparkle effect to the player character to display when the effect is active.


	WHEN WILL IT FEATURE IN THE GAME?
	In each act, appearing from the start. Players will need to find them in each zone.




	POWER-UP DETAILS

	[bookmark: _Hlk152974530]NAME:
	1-UP

	WHAT DOES IT LOOK LIKE?
	TV shaped box with the screen depicting an image of the currently player character (either Sonic or Tails).

	EFFECT ON PLAYER:

	Increases the amount of lives the player has by one.


	WHEN WILL IT FEATURE IN THE GAME?
	In each act, appearing from the start. Players will need to find them in each zone. Can also be gained by either gathering 100 rings, or scoring 50,000 points.




	COLLECTIBLE ITEMS

	· [bookmark: _Hlk152974534]Rings
· Lives
· Points
· Chaos Emeralds




	COLLECTIBLE DETAILS

	[bookmark: _Hlk152974542]NAME:
	Rings


	WHAT DOES IT LOOK LIKE?
	Shiny golden rings that spin in the air.



	BENEFIT FOR PLAYER:

	Acts as a form of health for the player. Every 100 rings grant the player a new “life”.


	WHEN WILL IT FEATURE IN THE GAME?
	In every zone.



	[bookmark: _Hlk152974548]CAN IT BE USED AS CURRENCY?
	No, but will grant a new life every 100 rings gathered.





	COLLECTIBLE DETAILS

	NAME:
	Lives

	WHAT DOES IT LOOK LIKE?
	Appears as a character portrait with a number next to it on the bottom left of the screen.

	BENEFIT FOR PLAYER:

	Gives players multiple attempts after getting hit with no rings.

	[bookmark: _Hlk152974552]WHEN WILL IT FEATURE IN THE GAME?
	All throughout the game.


	CAN IT BE USED AS CURRENCY?
	No.




	COLLECTIBLE DETAILS

	NAME:
	Points

	WHAT DOES IT LOOK LIKE?
	Number on the top right of the screen.


	BENEFIT FOR PLAYER:

	Grants the player extra lives at certain amounts of points.

	WHEN WILL IT FEATURE IN THE GAME?
	When defeating enemies, and at the end of acts.

	CAN IT BE USED AS CURRENCY?
	No.




	COLLECTIBLE DETAILS

	NAME:
	Chaos emeralds

	WHAT DOES IT LOOK LIKE?
	Seven different multi-coloured emeralds


	BENEFIT FOR PLAYER:

	When all seven are collected, gives player access to “Super Sonic” when 50 rings are gathered.


	WHEN WILL IT FEATURE IN THE GAME?
	All throughout the game, found in special stages.


	CAN IT BE USED AS CURRENCY?
	No.






	GAME ECONOMY

	
Game does not have an economy system.
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SECTION 8: ENEMIES



	LIST OF ENEMIES

	
· Buzzer
· Masher
· Coconuts
· Etc.




	ENEMY DETAILS

	NAME:
	Buzzer


	WHAT DOES IT LOOK LIKE?
	Wasp shaped robot


	ATTACKS:

	Fires projectiles towards the player


	WHEN WILL IT FEATURE IN THE GAME?
	Emerald Hill Zone


	HOW DOES THE PLAYER DEFEAT IT?
	Hitting it with a spin attack


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 points



	ENEMY DETAILS

	NAME:
	Masher


	WHAT DOES IT LOOK LIKE?
	Piranha shaped robot


	ATTACKS:

	Jumps up from under bridges to bite the player

	WHEN WILL IT FEATURE IN THE GAME?
	Emerald Hill Zone


	HOW DOES THE PLAYER DEFEAT IT?
	Hitting it with a spin attack


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 points



	ENEMY DETAILS

	NAME:
	Coconuts


	WHAT DOES IT LOOK LIKE?
	Monkey shaped robot


	ATTACKS:

	Throws coconuts at the player.


	WHEN WILL IT FEATURE IN THE GAME?
	Emerald Hill Zone, on trees


	HOW DOES THE PLAYER DEFEAT IT?
	Hitting it with a spin attack


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 points


	LIST OF BOSS CHARACTERS

	
At the end of each zone, the player will have to face “Dr. Robotnik” in a variety of different machines that each have their own set of attacks. Most zones will have their own variation of the Robotnik boss fight. Though, the final stage of the game will include “Mecha Sonic”, a robot imitation of Sonic which will serve as the games penultimate boss fight.

· Robotnik (All zones)
· Mecha Sonic
· Death Egg Robot



	BOSS CHARACTER DETAILS

	[bookmark: _Hlk152974564]NAME:
	Dr. Robotnik (Emerald Hill)


	WHAT DOES IT LOOK LIKE?

	Robotnik sitting inside of a drill car, which his flying machine sits inside of at the start of the fight and at the end to flee.

	ATTACKS:

	· Drives side to side.
· Launches drill

	WHEN WILL IT FEATURE IN THE GAME?
	At the end of Emerald Hill Zone, Act 2.



	HOW DOES THE PLAYER DEFEAT IT?
	By jumping into it.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Defeating Robotnik will grant the player 1000 points, access to the next zone as well as being able to free a box of animals.




	BOSS CHARACTER DETAILS

	NAME:
	Dr. Robotnik (Chemical Plant)


	WHAT DOES IT LOOK LIKE?

	Robotnik sitting inside of his flying machine, a pipe leads up to him and he has a transparent container above him slowly filling with harmful chemicals.

	ATTACKS:

	· Throws harmful chemicals at the player

	WHEN WILL IT FEATURE IN THE GAME?
	At the end of Chemical Plant Zone, Act 2.



	HOW DOES THE PLAYER DEFEAT IT?
	By jumping into it.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Defeating Robotnik will grant the player 1000 points, access to the next zone as well as being able to free a box of animals.



	BOSS CHARACTER DETAILS

	NAME:
	Mecha Sonic 


	WHAT DOES IT LOOK LIKE?

	A silver robot version of sonic created by Robotnik with sharp, blade-like spines.

	ATTACKS:

	· Rolls into a spikey ball and charges to the opposite side of the screen.
· Rolls into a spikey ball and jumps to the opposite side of the screen, which also releases projectiles.
· Uses rockets to slide back and forth on the stage.

	WHEN WILL IT FEATURE IN THE GAME?
	The penultimate boss of the game. Appears at the start of the final stage.


	HOW DOES THE PLAYER DEFEAT IT?
	By jumping into it, avoiding the spikes otherwise the player will get damaged.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Player gains access to the final boss.



	BOSS CHARACTER DETAILS

	NAME:
	Death Egg Robot


	WHAT DOES IT LOOK LIKE?

	Giant robot which resembles Dr. Robotnik

	ATTACKS:

	· Walks toward the player
· Flies up, off-screen and targets the player’s current position, locks on and tries land on top of them.
· Fires its spiked hands at the player

	WHEN WILL IT FEATURE IN THE GAME?
	The final boss of the game. Appears at the end of the last stage.


	HOW DOES THE PLAYER DEFEAT IT?
	The player can damage the robot by jumping up and hitting its body, while watching out for the robot’s spiked hands.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Rewards players with the completion of the game, including an end cutscene and credits.
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SECTION 9: CUTSCENES



	CUTSCENES

	
Death egg explodes in the sky.
[image: ]

Tails watches the explosion.
[image: ]

Tails takes off in the plane.
[image: ]

Birds help Tails find Sonic.
[image: ]




Tails saves sonic from falling (goes back to looking like gameplay).
[image: ]

Rescued birds fly in from the left with Sonic and Tails.
[image: ]

Plane turns around towards screen, Sonic jumps off and does a victory pose.
[image: ]


[1]

	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	Small 2D Cutscene at the end of the game.


	BRIEF DESCRIPTION OF SCENE:

	Briefly shows a series of pictures of Tails on the ground, and then cuts to a scene of Sonic falling from the sky and Tails saving him with the plane.

	WHEN WILL IT FEATURE IN THE GAME?
	At the very end of the game, after the final boss.


	PURPOSE:
	To conclude the game story.
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
· Multiplayer Vs. mode, two players will be able to race each other in three different levels and bonus levels.

· Finding all chaos emeralds to unlock Super Sonic mode.





	REPLAY VALUE

	
· Getting faster times.
· Exploring different routes through zones and acts.
· Going back to find chaos emeralds and bonus levels.
· Playing the game as Super Sonic.
· Getting higher scores.
· Playing the game as Tails.





















References:

[1] Sonic the hedgehog 2. [Software], Japan: SEGA, 1992
[2] SEGA AGES Sonic the Hedgehog 2. [Software], Japan: SEGA, 2020
[3] “Joy-Con Controller Diagram,” Nintendo Support: Joy-Con Controller Diagram, https://en-americas-support.nintendo.com/app/answers/detail/a_id/22634/~/joy-con-controller-diagram (accessed Dec. 11, 2023). 
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