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SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	Sonic The Hedgehog 2 is a side scroller 2D platformer which has the player playing as Sonic the Hedgehog. When you launch Sonic The Hedgehog 2, you are brought to the main menu screen where there are 3 buttons to select from, one being “1 Player” the second being “2 Player VS” and the third being the “Options” menu., once you select “1 Player” you are instantly put into the first level of the game.
There are 20 levels in Sonic The Hedgehog 2, with multiple of these being set in their own respective environments with the end of each Zone (level worlds) having a unique boss.

The player progresses through these levels by getting to the end of the level which is always to the far right. As sonic you can go both left and right, spin jump, and go into a ball and charge into a roll to travel at great speed, which can be used to go fast and to hit enemies. There are checkpoints throughout most levels which the player can respawn at if they lose a life. The player has 3 lives in total (more can be obtained throughout the game via different methods such as getting 1-ups and collecting 100/200 rings). Once the player’s life count reaches 0, they must restart at Emerald Hill Zone 1 (the first level). Sonic The Hedgehog 2’s health system is unique to any other platformer, as you only die if you hold no rings (unless you fall out of the map or get crushed by two objects, then you die regardless). If the player is holding at least 1 ring, when hitting a hazard or enemy, sonic will be knocked back and lose all his rings, making him vulnerable to losing a life if he doesn’t get at least one ring back. The gameplay mainly stays consistent throughout, with just the levels and their environments changing frequently, although this changes at Sky Chase Zone as then you are travelling on a plane opposed to travelling on ground. You beat the game by beating the final boss in Death Egg Zone (level 20).





	UNIQUE SELLING POINTS (USPs)

	[image: Diagram

Description automatically generated]In Sonic The Hedgehog 2 there are 7 collectable “Chaos Emeralds” that the player can collect, you obtain these emeralds by completing the corresponding minigames, one minigame for each emerald. You get into the minigames by having at least 50 rings, then jumping above specific checkpoints throughout the game after you hit them. Once in the minigame, they all follow the same structure, all being in a pipe and having a ring criteria that needs to be collected in order for the player to get the Chaos Emerald. Collecting all 7 of these Chaos Emeralds grant the player Super Sonic, and an alternate ending.                                                                                 [1]                                                                     



	PLATFORM-SPECIFIC FEATURES

	On the iOS and Android remasters of Sonic The Hedgehog 2, there is an additional Zone (level) which was cut from the original release of the game, it was officially complete when making the remaster for the mobile devices. Included in this Zone is one extra level with a boss at the end.
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	Throughout Sonic The Hedgehog 2, there are many mechanics, hazards, power-ups and collectibles for the player to utilise/collect. One object that is commonly used in most levels is the spring. The spring first appears in the first level of the game, its use is when the player hits the spring it launches them in the direction of which it is facing, making them travel at high speed, this is useful so the player can traverse the level at high speed, and often reach certain places or/and rings that may only be accessible when getting enough speed to travel higher off a slope. Another hazard commonly found are spikes, these are featured in the majority of levels and have a simple purpose, to damage/kill the player. When coming into contact with spikes, they are fine to touch if you walk into the side of them, no matter how fast you’re going, but if you happen to land on them from above, they will damage/kill you. Spikes are either static on the ground or can hide in the ground then pop up. Within most levels, there are powerups scattered throughout that the player can collect by jumping on the video monitor that contains them, one of the powerups that can be found in these video monitors are 1-Ups, which give the player an extra life, as well as a few others such as one that gives the player extra rings, and another that gives a speed up.




	MECHANIC DETAILS

	NAME:
	Spring

	WHAT DOES IT LOOK LIKE?
	[image: ]
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	EFFECT ON PLAYER:

	Quickly propels the player in the direction that the spring is facing making them travel at high speed instantly on connection.

	WHEN WILL IT FEATURE IN THE GAME?
	Commonly found throughout most levels of the game.





	HAZARD DETAILS

	NAME:
	Spikes

	WHAT DOES IT LOOK LIKE?
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	EFFECT ON PLAYER:

	Will hurt/kill the player (depending on if they currently have any rings or not).

	WHEN WILL IT FEATURE IN THE GAME?
	Commonly throughout most levels in the game.






	POWER-UP DETAILS

	NAME:
	1-Up

	WHAT DOES IT LOOK LIKE?
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	EFFECT ON PLAYER:
	Grants the player an extra life.

	WHEN WILL IT FEATURE IN THE GAME?
	Can be found typically hidden in some levels in a video monitor, the player gets the 1-Up by jumping on the video monitor.





	COLLECTIBLE ITEMS

	The main collectable found in Sonic The Hedgehog 2 are rings. These are found in every level (except for the final one). These essentially act as health (and have some other uses too such as awarding the player more score based on the number of rings they finish a level with), as if the player has at least one ring, they won’t die when hitting any enemy or hazards, although they lose all the rings they’re holding when doing so. Also, if the player is holding at least 50 rings, they can play the special minigames that can be accessed throughout the game when hitting certain checkpoints. Another use for rings is if the player collects 100 and 200 of them, they get an extra life.
There is an achievement to be earned by collecting rings, which requires the player to accumulate 500 rings collected in total.



	COLLECTIBLE DETAILS

	NAME:
	Ring

	WHAT DOES IT LOOK LIKE?
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	BENEFIT FOR PLAYER:

	Acts as health, making it so the player cannot die from hazards or enemies, so long as they’re holding at least one, although they lose all their rings when doing so. Also has more utility uses, such as allowing access to the minigame special stages and giving a 1-Up for obtaining 100 and 200 rings in a level.

	WHEN WILL IT FEATURE IN THE GAME?
	Constantly throughout every level in the game except the last one.


	CAN IT BE USED AS CURRENCY?
	No


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	One achievement (on the Steam version of the game) titled “500 Rings to Rule Them All”, where you need to accumulate 500 rings in total (this can be done throughout multiple playthroughs of the game).




	COLLECTIBLE DETAILS

	NAME:
	Chaos Emerald

	WHAT DOES IT LOOK LIKE?
	[image: ]
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	BENEFIT FOR PLAYER:

	After collecting all 7, the player can transform into Super Sonic (by jumping when they have at least 50 rings) which will grant the player invincibility to enemies and hazards, an increase to acceleration and a heightened jump. When Sonic transforms, the player’s ring count will slowly deplete, Sonic will de-transform whenever the ring counter reaches 0 (or if the player reaches the end of the level as well as if they manage to die by any other means).
Collecting all 7 Chaos Emeralds also changes the game’s ending

	WHEN WILL IT FEATURE IN THE GAME?
	One features in each minigame, the player gets them by beating the minigame (by collecting enough rings).	

	CAN IT BE USED AS CURRENCY?
	No

	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	No



	GAME ECONOMY

	There is no economy system in this game.
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SECTION 8: ENEMIES



	LIST OF ENEMIES

	In Sonic The Hedgehog 2, there are a total of 23 different enemies, those varying from melee enemies that charge at the player, some that will throw projectiles, and one that even self-destructs shooting out projectiles in all directions. Sonic The Hedgehog 2 did a great job in creating variety for each of these enemies, all appearing exclusively to their respective Zones (level areas).



	ENEMY DETAILS

	NAME:
	Coconuts


	WHAT DOES IT LOOK LIKE?
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	ATTACKS:

	Climbs up and down palm trees, once the player gets close, they stop moving and start to throw coconuts at them.

	WHEN WILL IT FEATURE IN THE GAME?
	In the first zone, the Emerald Hill Zone (first two levels).

	HOW DOES THE PLAYER
DEFEAT IT?
	By doing a spin jump and hitting the Coconut.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	When defeating a Coconut, the player will earn 100 score.



	ENEMY DETAILS

	NAME:
	Chop Chop

	WHAT DOES IT LOOK LIKE?
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	ATTACKS:
	Charges towards the player when it sees them.

	WHEN WILL IT FEATURE IN THE GAME?
	Chop chops features in the game in the third zone, the Aquatic Ruin Zone (5th and 6th level).

	HOW DOES THE PLAYER
DEFEAT IT?
	By doing a spin jump or spin dash and hitting it.

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 score.






	ENEMY DETAILS

	NAME:
	Grabber

	WHAT DOES IT LOOK LIKE?
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	ATTACKS:
	Crawls on the ceiling, when the player is below it the Grabber will drop down and grab them, if the player doesn’t escape from their grasp in time they will take damage.

	WHEN WILL IT FEATURE IN THE GAME?
	In the second zone, the Chemical Plant Zone (3rd and 4th level).

	HOW DOES THE PLAYER
DEFEAT IT?
	By spin jumping into the side of it (not from below as the grab will cancel your attack).

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 score.




	LIST OF BOSS CHARACTERS

	[image: ]Bosses appear at the end of each zone (level archetypes) in Sonic The Hedgehog 2. There are 11 in total (not including the extra one in the remake for mobile devices) and they all must be defeated in order for the player to move onto each next zone. Each zone has its own unique boss that has abilities as well as  the fighting area for the boss fight is unique to each zone. For example, one is set in an area similar to a pinball machine. The way the player defeats the bosses stays relatively the same though, all being you need to spin jump and hit the boss a number of times to defeat it. Often the boss will have certain parts of it that can’t be touched due to spikes meaning the player will have to hit them from certain angles, or at certain times, for example, in the final boss spikes come in and out of the way from the boss, so the player must wait until there are no spikes.                                                                                                                 [11]



	BOSS CHARACTER DETAILS

	NAME:
	Catcher Eggman


	WHAT DOES IT LOOK LIKE?
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	ATTACKS:

	Travels horizontally back and forth the area, while periodically dropping spiked balls below, when not dropping spiked balls, the boss has a constant laser beneath, meaning the player can never spin jump and hit them from below, they must do it from the sides or above.

	WHEN WILL IT FEATURE IN THE GAME?
	At the end of the final level in the Casino Night Zone.


	HOW DOES THE PLAYER DEFEAT IT?
	By using the sloped sides to get high enough to spin jump and hit the sides or top of the boss enough times to defeat it.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player earns 1000 score, as well as being able to progress onto the next level.





	BOSS CHARACTER DETAILS

	NAME:
	Submarine Eggman


	WHAT DOES IT LOOK LIKE?
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	ATTACKS:

	Comes out of the 2 lava lakes, alternates between the two. When coming out of lava Submarine Eggman takes one shot towards the player before going back down, when Submarine Eggman has descended back into the lava, lava will splash onto the nearby platform, the player must jump to a platform further away to avoid being hit.	Comment by Joe Turner: It's not really important honestly, but he takes 2 shots, then a final one that sets a platform on fire

	WHEN WILL IT FEATURE IN THE GAME?
	At the end of the final level in the Hill Top Zone.

	HOW DOES THE PLAYER DEFEAT IT?
	The player can defeat Submarine Eggman by spin jumping on him a number of times when he comes out of the lava.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player earns 1000 score, as well as being able to progress onto the next level.

















	BOSS CHARACTER DETAILS

	NAME:
	Death Egg Robot

	WHAT DOES IT LOOK LIKE?
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(Pictured on the right)
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	ATTACKS:

	The boss slowly moves towards the player, during this time, the player can try to spin jump and hit the body to damage them, although if timed wrong, the player could hit one of the spiked hands and die (during this boss you will always have 0 rings, meaning if you take any damage you instantly die). Once the Death Egg Robot has moved enough across the ground, it will jump into the air and track the player with a crosshair, once locked on, the player must move out of the way in time otherwise the boss will crush them. One final attack the boss has is that it can lean over and shoot its hands towards the player. This can be dodged by going far enough away from them.

	WHEN WILL IT FEATURE IN THE GAME?
	In the very last level, after defeating the previous boss that needs to be defeated before versing the Death Egg Robot.

	HOW DOES THE PLAYER DEFEAT IT?
	The player defeats the Death Egg Robot by hitting its body with enough spin attacks.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player earns 1000 score, as well as beating the final boss being able to quickly travel right to beat the game.
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