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Sonic 2


	
INTENDED PLATFORMS

	
Xbox, Nintendo Switch and Windows (PC)





	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	
The game is aimed at people between the ages 3+, who love fast paced action, colourful settings and character-driven gameplay. It draws in both Sonic fans and newbies who enjoy challenges, exploration, and the chance to play again. This includes creative and competitive players who enjoy honing their movement skills and finding hidden secrets.





	INTENDED PEGI / ESRB RATING

	
Pegi 7





	CONTRIBUTING TEAM MEMBER:
	Eve Davis - 2502178




	[image: ]
		GAME DESIGN DOCUMENTS:
TEN-PAGER TEMPLATE
	1





 

SECTION 1: TITLE PAGE	   	







SECTION 2: GAME OUTLINE





	GAME STORY SUMMARY 

	

Sonic shows up at West Side Island and meets Tails, a young fox who looks up to him. Not long after Dr. Eggman storms the island, hunting for the Chaos Emeralds to power his new weapon, the Death Egg, a massive space station aimed at world domination. As Eggman’s robots take over the island, Sonic and Tails team up to stop him.
 
They race through the different zones of the island, take apart Eggman’s machines, and collect the Chaos Emeralds before he can get his hands on them. Their journey leads them to the Death Egg, where they confront Eggman’s toughest robots in a final fight. 







	GAME FLOW

	

An exciting, action filled journey where Sonic and Tails dash through different areas of West Side Island, facing off against Eggman's expanding army of robots, uncovering hidden Chaos Emeralds, and tackling increasingly dangerous levels as they make their way to the Death Egg for an epic showdown to stop Eggman's plan for world domination.
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SECTION 2: GAME OUTLINE 
   	





SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE
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SUPER SONIC  -->  [image: ][image: ]





	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	Sonic the Hedgehog

	GENDER:
	Male 

	SPECIES:
	Anthropomorphic Hedgehog

	AGE:
	15

	FACTION:
	Freedom Fighters

	KNOWN ASSOCIATES:
	Tails

	(Extra categories)
	

	(Extra categories)
	





	CHARACTER’S BACKSTORY
	

	
Sonic grew up as a free-spirited adventurer, traveling the world in search of thrills long before he ever set foot on West Side Island. Known for his incredible speed and strong sense of justice, he often stepped in to stop dangers wherever he went, including his first encounter with Dr. Eggman when the scientist began turning animals into robots and building his mechanical empire.

	
Sonic has a bold, confident personality, along with a deep loyalty that shines through in the gameplay, he’s fast, driven by momentum and always moving forward, encouraging players to rely on speed, quick reflexes and smooth movement. His signature moves include the Spin Dash (charging in place to shoot forward) and the Spin Attack (rolling into enemies at high speed), platforming skills and collecting rings to keep his life going. These abilities boost the game’s focus on quick movement, exploration and fast reactions, creating a play style that matches Sonic’s energetic and heroic character.




	CHARACTER CONTROLS / PLAYER CONTROLS

	XBOX
· Move / Run: Hold Left or Right on the Left Stick or D-Pad
· Jump: B
· Crouch: Hold Down on the Left Stick or D-Pad
· Spin Dash: Hold Down, then press and hold Y to charge → release to dash
· Look Up: Hold Up on the Left Stick or D-Pad
· Spin Attack: While running, press Y to curl into a ball and attack

[image: ]
NINTENDO SWITCH
· Move: Left Stick or Directional Buttons
· Look Up: Up or Left Stick Up
· Crouch: Down or Left Stick Down
· Jump: A or B
· Pause Menu: – or +
· Spin Attack / Spin Dash: Press Down while running to spin. Hold Down, then press or continue to hold to build speed for a Spin Dash
[image: ]
PC (Keyboard)
· Move: W / A / S / D
· Jump: J
· Action / Spin Attack: K
· Whistle (if used by Tails or partner mechanics): I
· Secondary Action: L
· Rotate Camera Left: Q
· Rotate Camera Right: E
· Start / Pause: Enter
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	CHARACTER APPEARANCE
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	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	Miles “Tails” Prower

	GENDER:
	Male

	SPECIES:
	Anthropomorphic Fox

	AGE:
	8

	FACTION:
	Hero

	KNOWN ASSOCIATES:
	Sonic the Hedgehog

	(Extra categories)
	

	(Extra categories)
	







	CHARACTER’S BACKSTORY
	

	
Tails resided on West Side Island as a timid young fox, often subjected to teasing due to his twin tails. He dedicated a significant portion of his time to constructing small machines and exploring the island, which allowed him to cultivate a natural aptitude for mechanics. Upon Sonic's arrival Tails was inspired by his confidence and speed, motivating him to pursue Sonic and ultimately accompany him on his adventure.

	
Tails is intelligent, curious, kind-hearted and determined, but still a bit timid. He supports Sonic with unique abilities such as flying, tail-spin attacks and using machinery or gadgets throughout the adventure. His flight ability makes him more beginner friendly and allows access to alternate paths, hidden areas and safer navigation. He helps Sonic by lifting him during jumps, defeating enemies and piloting vehicles like the Tornado plane.




	CHARACTER CONTROLS / PLAYER CONTROLS

	
XBOX
· Move / Run: Hold Left or Right on the Left Stick or D-Pad
· Jump: B
· Crouch: Hold Down on the Left Stick or D-Pad
· Spin Dash: Hold Down, then press and hold Y to charge → release to dash
· Look Up: Hold Up on the Left Stick or D-Pad
· Spin Attack: While running, press Y to curl into a ball and attack
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NINTENDO SWITCH
· Move: Left Stick or Directional Buttons
· Look Up: Up or Left Stick Up
· Crouch: Down or Left Stick Down
· Jump: A or B
· Pause Menu: – or +
· Spin Attack / Spin Dash: Press Down while running to spin. Hold Down, then press or continue to hold to build speed for a Spin Dash
[image: ]
PC (Keyboard)
· Move: W / A / S / D
· Jump: J
· Action / Spin Attack: K
· Whistle (if used by Tails or partner mechanics): I
· Secondary Action: L
· Rotate Camera Left: Q
· Rotate Camera Right: E
· Start / Pause: Enter
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SECTION 3: MAIN CHARACTER(S) & PLAYER CONTROLS 
   	





SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	
The game is made up of a series of quick paced levels called zones, which are further split into several acts that lead players through different environments and challenges.
 
Each Zone introduces fresh obstacles, various enemy types and unique platforming mechanics, ramping up the thrill as players moves towards a boss battle with Dr. Eggman at the end of key acts.
 
The way the game progresses creates a feeling of momentum, shifting from natural landscapes to industrial areas and finally leading to Eggman’s high tech fortresses. Along this adventure, players face major moments, like zooming through loops, dodging rising water, manoeuvring on moving platforms, racing across tall structures and ultimately breaking into the Death Egg for the final battle.
 
This design keeps a lively pace while making sure each stage has its own unique and unforgettable features.





	UNIQUE SELLING POINTS (USPs)

	High Speed Dual Character Gameplay players can choose to play as either Sonic or Tails, each offering a distinct playstyle, Sonic focuses on sheer speed and momentum-based platforming, while Tails provides greater accessibility and exploration thanks to his flying ability. 

Branching Paths and Replayable Level Design the zones are crafted with multiple routes, secret paths and skilful shortcuts that reward players for mastering the game and encourage them to replay levels for faster completion times or to collect more items. 

Dynamic Zone Variety Each Zone brings new mechanics like rising water, magnetic platforms, conveyor belts and sky rail systems keeping the gameplay fresh and challenging as players progress through the adventure. 

Signature Set Pieces iconic moments, such as racing against collapsing bridges, manoeuvring through high-speed tubes, escaping from rising threats and the final showdown on the Death Egg add excitement and a cinematic feel to the gameplay without breaking the flow of it. 

Transformation Based Power Progression by gathering all the Chaos Emeralds, Sonic can evolve into Super Sonic, giving players a major skill and collection goal that dramatically changes the speed and power dynamics of the gameplay.




	PLATFORM-SPECIFIC FEATURES

	Xbox & Nintendo Switch:
· Vibration / Haptic Feedback: Controller vibration enhances high-speed sections, boss battles and environmental effects such as explosions or ground impacts.
· Motion Controls: Players can tilt the controller to move during Special Stages or menu navigation.
· Save Data / Cloud Saves: Automatically stores progress, Chaos Emeralds, unlocked modes and character upgrades.
PC Version:
· Custom Controls: Full keyboard and controller remapping for accessibility and personal preference.
· Graphics Options: Adjustable resolution, frame rate and visual effects for smoother gameplay.
· Mod Support: Allows players to customize characters, skins or stages if supported by the development tools.
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SECTION 4: GAMEPLAY 
   	





SECTION 5: GAME WORLD




	GAME WORLD

	
Green Hill Zone – Lush Forests and Rolling Hills
 The iconic starting zone features winding paths, loop-de-loops, and grassy landscapes. Players encounter basic enemies and rings while learning movement mechanics. This zone sets the stage for Sonic’s adventure and introduces the conflict as Eggman’s machines begin appearing in the natural environment.
[image: ]

Chemical Plant Zone – Industrial Hazards
 A hazardous, high-tech environment with conveyor belts, toxic water, and spring-loaded platforms. Players must navigate dangerous machinery while avoiding environmental hazards. This zone represents Eggman’s escalating influence over the island.
[image: ]







Sky Chase Zone – Aerial High-Speed Action
 Sonic and Tails race atop Eggman’s flying battleship, dodging obstacles and attacking enemies in the air. This zone highlights Tails’ piloting skills and adds variety to the pace of the game.
[image: ]
Mystic Cave Zone – Underground Exploration
 Dark tunnels, moving platforms, and crumbling walls challenge the player’s precision and timing. Hidden paths lead to extra rings and power-ups. The zone shows the island’s natural secrets being threatened by Eggman’s machinery.
[image: ]
Death Egg Zone – Final Showdown
 A massive space station in orbit, filled with mechanical traps and powerful enemies. Players face Eggman’s ultimate machines and navigate complex hazards before the final boss battle. This climactic environment concludes the story, emphasizing the stakes of stopping Eggman.
[image: ]




	LOCATION DETAILS

	NAME:
	Chemical Plant Zone


	WHAT DOES IT LOOK LIKE?
	Industrial area with metallic platforms, large pipes, moving conveyor belts, glowing chemical pools and mechanical hazards. Colour palette features purples, greens and silvers.



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Tense and hazardous. The environment feels mechanical and dangerous, creating a sense of urgency as players navigate through the zone.



	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Driving electronic/techno soundtrack with rhythmic percussion and energetic bass to emphasise speed and danger.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear progression: accessible after completing Green Hill Zone. Hidden paths and bonus stages connect to special areas for extra rewards.



	GAME FLOW

	
Start -> Act 1 -> Conveyor Belts & Moving Platforms -> Chemical Pools / Hazards -> Checkpoint Star Post -> Springs & Pipes -> Enemy Gauntlet -> Act 1 End -> Act 2 -> Alternate Routes / Hidden Areas -> Mechanical Obstacles & Fast Pacing -> Mini-Boss / Mid-Boss Encounter -> Boss Encounter -> Zone Complete -> Unlocks Next Zone
Explanation / Notes:
· Start: Player enters Chemical Plant Zone. Players get introduced to environmental hazards like chemical pools and moving platforms. It teaches timing and precision in addition to speed.
· Act 1: Introduces standard Badnik enemies, conveyor belts and spring puzzles to challenge movement skills.
· Conveyor Belts & Moving Platforms: Force players to plan jumps carefully while maintaining momentum.
· Chemical Pools / Hazards: Encourage exploration of alternate paths and careful timing to avoid damage.
· Checkpoint Star Post: Marks midway point allows entry to bonus stages if enough rings are collected.
· Act 2: More complex platforming sequences with higher-speed sections, moving obstacles and vertical exploration. Alternate routes reward skilled players with extra rings or shortcuts.



	LOCATION DETAILS

	NAME:
	Green Hills


	WHAT DOES IT LOOK LIKE?
	Rolling green hills with checkered brown soil, looping loops, tall palm like trees, sparkling waterfalls and blue skies. Springs, rings and Badnik robots are scattered throughout.


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Energetic, adventurous and playful. The environment encourages speed and exploration, giving players a sense of freedom and fun.



	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	Upbeat, fast tempo electronic theme with catchy melodies to match the sense of motion and excitement.


	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Linear progression: completing Green Hill Zone Act 1 and Act 2 unlocks the next Zone (Chemical Plant Zone). Players advance sequentially while earning rings and Chaos Emeralds along the way.



	GAME FLOW

	

Start - Act 1 -> Checkpoint Star Post -> Loop-de-Loops & Springs -> Mini-Boss / Enemy Gauntlet -> Act 1 End -> Act 2 -> Hidden Paths / Alternate Routes -> Rings & Collectibles -> Boss Encounter -> Zone Complete -> Unlocks Next Zone (Chemical Plant Zone)

Explanation / Notes:
· Start: Player enters Green Hill Zone. Basic tutorials for running, jumping and spinning.
· Act 1: Introduces standard enemies and small platforming challenges.
· Checkpoint Star Post: Marks midway point, entering it can lead to a bonus stage if conditions are met.
· Loop-de-Loops & Springs: Encourage high speed gameplay and exploration.
· Mini-Boss / Enemies: Optional combat or challenge sections to break pace.
· Act 2: More complex platforming and enemy patterns. Alternate routes for advanced players.
· Boss Encounter: Eggman’s first boss attempt or mechanical contraption to defeat.
· Zone Complete: Rewards, ring count and progression to next Zone (Chemical Plant Zone).
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SECTION 5: GAME WORLD
   	





SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	
The entire gaming experience is marked by its fast pace, excitement and liveliness, filled with a fun and adventurous vibe. This game mixes quick action with colourful, lively environments and characters, this creates a happy and uplifting atmosphere rather than a dark or serious one. While it’s easy to pick up and it is funny, the gameplay also respects skill and expertise, delivering excitement and challenges without being too harsh.






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

	
This feeling is communicated to the player through fast-paced gameplay, dynamic level designs and lively audio-visual elements. Momentum based movement, loop-de-loops and quick reflex challenges create continuous excitement, whilst bright colour palettes and over the top animations keep the vibe upbeat and enjoyable. Energetic music, engaging sound effects and smooth controls boost the thrill of speed, while various level challenges and boss fights add moments of tension that make achieving success feel rewarding instead of punishing.




	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
Special Stages: Through checkpoints, this mode shifts gameplay into a high speed, 3D half pipe view focused on collecting rings to earn Chaos Emeralds. The distinct camera angle and UI help players quickly understand the different objective. 

Time Attack Mode: This option lets players go back to any unlocked Zone or Act with simplified interface that highlights timers, split times and record achievements, perfect for both competitive players and speed runners.

Two Player/Co-op Mode: A simple interface makes it easy to play on a split screen, where one player controls Sonic and the other takes charge of Tails, encouraging teamwork.

Boss Battle Interface: During boss fights, the HUD is designed to be more straightforward with fewer distractions, focusing on player health, chances to attack and environmental dangers.





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

	
When the game stars up, players are greeted by the title screen, showing Sonic confidently in the foreground with Tails next to him. This backdrop features a bright blue sky. The game logo is eye catching and colourful, enhanced by subtle animations like some particles flying by and the background panning. The upbeat music sets the tone for the game’s fast paced and adventurous vibe.

[image: ]

Once the start button is clicked, It will change into a loading screen telling the player what map they're playing on. From here, players go straight into Green Hill Zone, making sure the gameplay kicks off quickly without any lengthy setup.






	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	
The game is designed to bring out positive and energetic feelings that match its fast-paced action/adventure style. 
During the fast-platforming parts, players should feel excitement and adrenaline, driven by momentum, music and fast moments. 
Some areas that are filled with dangers or those that are time sensitive, for example, rising water or industrial settings are meant to create tension and urgency, making victory feel more rewarding.
Boss fights are put in the game to be both tough and empowering, it gives players a deep sense of achievement when they win against the boss, while the overall vibe stays fun, adventurous and uplifting rather than stressful or punishing.







	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	
Music and sound are used to boost speed, emotion and player feedback throughout the game. Upbeat music plays in fast paced areas to create a sense of urgency and adrenaline rush to motivate players to move quickly whilst still being catchy and memorable.

Every area has its own music track and theme that reflects its environment, whether its bright and cheerful tunes for outdoor spaces and more intense and mechanical sounds for industrial zones to quickly set the mood. 
Sound effects are closely tied to gameplay feedback like collecting rings, defeating enemies, using springs and speeding up all have unique, satisfying audio cues that make actions feel responsive and rewarding. 

When in high pressure moments like rising threats or boss battles, the music ramps up to increase urgency and excitement, this lets players feel heroic as they tackle challenges. Overall, the audio design creates a fun, thrilling and empowering experience without inducing fear or anxiety.





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

	
The players can navigate the menu with an easy, user-friendly interface designed for quick gameplay access. The menus include big icons, clear test and smooth transitions with navigation handled by the directional buttons or analogue stick and selections confirmed with just one button press. This setup makes the experience welcoming for new players while remaining efficient for experienced ones.
Here is a shell menu flow chart:

Title Screen
· Press Start
· Main Menu
Main Menu options:
· Start Game
· Time Attack
· Two-Player Mode
· Options
· Extras
Start Game:
· Story Intro
· Character Selection
· Green Hill Zone
Time Attack:
· Zone Select
· Act Select
· Gameplay
Two-Player Mode:
· Mode Select 
· Character Assignment
· Gameplay
Options:
· Audio Settings
· Controls
· Display Settings
· Back to Main Menu
Extras:
· Artwork/Unlockables
· Sound Test
· Back to Main Menu

The menu is organised in a clear and tiered way, making it easy for players to navigate without feeling overwhelmed. The visual and sounds feedback such as sound effects when options are selected and animated features in the menu this keeps the experience engaging and in tune with the games vibe.
Shell menus work separately from the actual gameplay and don't directly affect how well players perform but still they improve accessibility, customisation and replay value.
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SECTION 6: GAME EXPERIENCE
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	
Mechanics:
The core gameplay focuses on momentum-based platforming, where players build and maintain speed using slopes, loops, springs and boosters. Moving platforms and environmental features require careful timing, while checkpoints (Star Posts) save progress and allow access to bonus stages. Different paths in each level encourage exploration and give skilled players a chance to find faster routes or extra collectibles.

Hazards:
The hazards in the game are environmental threats that can injure or even kill the player if they aren’t avoided. These hazards include things like spike traps, toxic chemical pools, crushing platforms and falling debris. They add tension and challenge to the gameplay which forces players to react quickly and adapt their movements while keeping up with how fast pace the game can be.

Powerups and Collectibles:
In Sonic 2 the game has rings that act as a health system and somethign to collect while shields give temporary protection from damage. Invincibility grants short term immunity and increased speed; Speed Shoes make you move faster and extra lives gives players more chances to progress.
These items and powerups encourage players to explore and help maintain a good level of challenge in the game.




	MECHANIC DETAILS

	NAME:
	Moving Platforms


	WHAT DOES IT LOOK LIKE?
	Metal or stone platforms that slide horizontally or vertically, these are often attached to rails, chains or mechanical arms. Some platforms move continuously while others activate when the player steps on them.



	EFFECT ON PLAYER:

	Players must time their jumps and movement carefully to stay moving and reach new areas. Moving platforms can help access higher routes, cross gaps or maintain momentum through a level.



	WHEN WILL IT FEATURE IN THE GAME?
	Introduced in early zones to teach timing mechanics and used more often in later levels with increased speed and are more difficult to master.






	HAZARD DETAILS

	NAME:
	Spikes


	WHAT DOES IT LOOK LIKE?
	Sharp metal spikes that are in the floors, walls or ceilings. Some are stationary while others can come in and out at times intervals.


	EFFECT ON PLAYER:

	When players walk or fall into the spikes it causes the player to lose rings or a life if the player has no rings on them. The players are forced to slow down, react quickly or choose a different path.


	WHEN WILL IT FEATURE IN THE GAME?
	They appear from early zones and after, with more complex spike patterns happening later in the game.





	POWER-UP DETAILS

	NAME:
	Shield


	WHAT DOES IT LOOK LIKE?
	A glowing, transparent energy bubble surrounding the player, the orb has a subtle colour effect depending on the shield type.


	EFFECT ON PLAYER:

	The shield protects the player from one hit without losing rings or a life. Some shields variants may provide additional benefits such as immunity to certain hazards.


	WHEN WILL IT FEATURE IN THE GAME?
	The shields can be found in earlier levels and can be hidden in harder to reach areas to give players a reward for taking a harder route.








	COLLECTIBLE ITEMS

	
The main collectible in the game is rings; these are scattered throughout every level and encourage exploration and skilled movement. The rings act as a health buffer during gameplay and gathering a lot of them boosts the players overall score and unlocks bonus content, for example, access to special stages only when certain conditions are met. Collecting these rings motivates careful plays and need skill development without changing the core mechanics.

Another key collectible is the chaos emeralds, which can be found in special stages. While they dont have an immediate impact to the game, after collecting one by one, gathering all of them unlocks Super Sonic, this rewards dedicated players with a powerful transformation. This gives players a long term goal and enhances replay value as they can go back to stages to collect any they missed.

Other collectibles include 1 up icons and hidden emblems, these can be found in secret or challenging areas. These encourage exploration and replaying levels and can unlock achievments, concept art or extra modes in the Extras menu. Collecting all items makes players feel complete and happy after achieving full completion.

[image: ] <- 1-Ups in Sonic 2












	COLLECTIBLE DETAILS

	NAME:
	Rings


	WHAT DOES IT LOOK LIKE?
	The rings are small, floating golden rings that spin in place and have a soft shimmering effect. They are placed along paths, jumps and they change routes throughout each level.


	BENEFIT FOR PLAYER:

	The rings act as a health addition, taking damage causes the player to lose rings instead of a life. Collecting rings also increases score and allows access to special stages.


	WHEN WILL IT FEATURE IN THE GAME?
	The rings are in every zone and act from the beginning of the game.


	CAN IT BE USED AS CURRENCY?
	The rings can’t be used as currency, but they are required to unlock bonus content such as Speical Stages.


	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	After collecting many rings or finishing levels without losing any can give players achievements.




	COLLECTIBLE DETAILS

	NAME:
	Chaos Emeralds


	WHAT DOES IT LOOK LIKE?
	The chaos emeralds are normally big and brightly coloured gemstones, each with a unique shape and colour which can be obtained at the end of Special Stages.


	BENEFIT FOR PLAYER:

	When players collect all chaos emeralds it unlocks the Super Sonic transformation, granting increased speed and temporary invincibility when playing.


	WHEN WILL IT FEATURE IN THE GAME?
	They will be able to get when players enter the special stages, which is towards the beginning in early levels and continuing until late game stages.


	CAN IT BE USED AS CURRENCY?
	The chaos emeralds are more of a progression and unlockable rather than a currency.



	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	When players collect all chaos emeralds, they unlock a big achievement and completion rewards.









	GAME ECONOMY

	
Sonic the Hedgehog 2 skips the usual in-game economy. There are no shops or currency system, and players cannot buy items or upgrades. This choice keeps the gameplay fast and focused and movement, skill and progression rather than managing resources or spending money. However, the game does provide a kind of reward system through collectibles. By collecting a lot of rings and finishing special stages to gather all the Chaos Emeralds, players can unlock Super Sonic, a powerful transformation that changes the gameplay significantly. Whilst this isn’t a traditional economy, players might see it more as trading effort and skill for more power, rewarding the players who master the game and explore rather than just spending money.
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SECTION 8: ENEMIES




	LIST OF ENEMIES

	
The game features a range of Badniks created by Dr.Eggman, each designed to challenge the players speed, timing and awareness. The enemies vary by zone and environment, encouraging players to modify their movement and attack strategies. Most of the enemies are robots that contain captured animals, this highlights Eggman's role as the main villain.

Examples of in-game enemies include:
· Badniks
· Buzz Bombers
· Crabmeats
· Coconuts
· Eggman Boss Machines





	ENEMY DETAILS

	NAME:
	Buzz Bomber


	WHAT DOES IT LOOK LIKE?
	The Buzz Bomber is a yellow and black robotic wasp with mechanical wings. It hovers in the air and faces the player when approached.


	ATTACKS:

	The Buzz Bomber fires small projectile bullets at the player after briefly stopping to aim.


	WHEN WILL IT FEATURE IN THE GAME?
	This enemy is introduced in early levels such as Green Hill Zone and appears again in later levels with more complex placements.


	HOW DOES THE PLAYER DEFEAT IT?
	The player can defeat the Buzz Bomber by jumping on it, using a spin attack or running into it whilst invincible.



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	When the player defeats the Buzz Bomber, it frees a small animal, rewards points and helps the player maintain momentum and clear paths forward.




	LIST OF BOSS CHARACTERS

	
Boss characters represent formidable adversaries that emerge at the end of significant zones, normally controlled by Dr.Eggman. Each fight with a boss challenges the players skill in movement, timing and awareness. Boss battles serve as final moments that finish Zones and keep the narrative going.

Boss Characters:
· Dr.Eggman
· Egg Mobile
· Egg Drillster
· Death Egg Robot








	BOSS CHARACTER DETAILS

	NAME:
	Dr.Eggman - Egg Mobile 


	WHAT DOES IT LOOK LIKE?

	A large, floating mechanical pod piloted by Dr.Eggman, equipped with industrial machinery such as pistons, drills or crushing arms. The design matches the metallic and hazardous theme of Chemical Plant Zone.

	ATTACKS:

	The boss uses swining pistons, crushing attacks and environmental hazards to damage the player. The movement patters become faster as the fight progresses.


	WHEN WILL IT FEATURE IN THE GAME?
	The boss appears at the end of Chemical Plant Zone as the final challenge before progressing to the next Zone.


	HOW DOES THE PLAYER DEFEAT IT?
	The player can jump or spin attack the boss during brief openings when it exposes its weak points, while avoiding its attacks and hazards.


	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	Defeating the boss completes the zone and allows the player to move on to the next area of the game.
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SECTION 9: CUTSCENES



	CUTSCENES

	CUTSCENES

	Sonic the Hedgehog 2 will not have any cutscenes as the game is designed to remain fast paced and uninterrupted. Locking the players behind non-interactive scenes would break the momentum, which is the main point of the gameplay. Instead, the story is conveyed through level design and enemy encounters.
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SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
Sonic the Hedgehog 2 has unlockable content and bonus materials that encourage players to replay, for example, gathering all the Chaos Emeralds lets you access Super Sonic, which gives players a quicker and invincible version of Sonic.

There are hidden paths, secret areas and bonus tokens that push players to explore thoroughly by providing extra lives, score boosts and access to Special Stages.
Additionally, the bonus content includes concept art, music tracks and challenge modes that you can unlock by completing zones or collecting all optional items.

While the game doesn't offer downloadable content it does support two player co-op gameplays, allowing one player to control Sonic and the other to control Tails in a replayable mode. These features give players important goals beyond just finishing the main story and increase the chance that players replay the game while keeping the game fast paced.





	REPLAY VALUE

	
The game makes players replay the game by having collectibles, alternate routes and skill-based challenges. Players are encouraged to revisit levels to collect all the rings and complete special stages to earn all Chaos Emeralds and unlock Super Sonic for extra achievements. There are other objectives, secret areas and high score goals, while two player mode allows friends to replay levels together. These incentives keep the gameplay engaging and motivate players to improve their skill and complete the game fully.













	CONTRIBUTING TEAM MEMBER:
	Eve Davis 2502178



SECTION 10: BONUS MATERIALS 
Scott Rogers ‘Ten-Pager’ Template	   	
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