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Sonic The Hedgehog 2 Mania 


	
INTENDED PLATFORMS

	
In the developing “Sonic The Hedgehog 2 Mania” to be played on the “Xbox Series X”, “PlayStation 4”, “PlayStation 5”,” Nintendo Switch” and for the Computer.
For the computer we are publishing the game on “Steam” and on the “Epic Store”. 







	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	The targeted age for the game is young teenagers in the 11-16 age bracket but the content will also be enjoyed by an older age group.





	INTENDED PEGI / ESRB RATING

	“Sonic The Hedgehog 2” does not contain any lights or sounds that can frighten a child.
It contains a very mild form of violence and does not contain any sexual activity or bad language. 
The game should qualify for PEGI (Pan European Game Information) 3 [1].
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SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	Sonic The Hedgehog has a trusty companion called Tails, who is a two tails fox hence his name. He mimics everything that Sonics does. Also in the game is the villain Dr Eggman/Dr Robotnik.

Sonic start from the “Emerald Hill” and must travel to the “Death Egg” a spaceship and stop the villain, Dr Egg man. Along the way to the spaceship, he must acquire Golden Rings which will help him go on to collect the Chaos Emeralds this in turn will transform Sonic into Super Sonic making him faster and stronger. He must bring together all the “chaos Emeralds” to fight Dr Eggman. Dr eggman is also trying to collect the emeralds to power his space station “The death egg” and conquer the planet.

This is just the outline of the story which will increase the difficulty ass you got to different levels.






















	GAME FLOW

	Sonic the Hedgehog 2 is a 2D platform, side scrolling game, following the adventure of sonic the hedgehog as he travels across an island going through different scenarios fighting the robots, releasing animals and collecting the chaos emeralds all part of the narrative to defeat Dr Eggman and take down the spaceship.
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SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	Sonic the Hedgehog the key character:
A small anthropomorphic blue hedgehog with long spiky hair representing the needles of a hedgehog. The rest of his body is humanized with a large head and bug eyes, a small body with arms and legs.
The only clothing that Sonic is wearing are his white gloves and his very vibrant red shoes. 
Sonic has a round oval shape but to show his edginess Sonics hair is made of spikes and made of triangles [2]. So, the players are going to understand that they are playing a character that is cool and edgy, but he can also run fast.
The inspiration comes from the Disney character Micky Mouse’s features of white gloves and big shoes [3].
The negative side of Sonic is that he can swim.
[image: ] [3]
Figure 1 Sonic The hedgehog Rought Concept
 





















Tails:
A small anthropomorphic yellow fox.
Shorter than Sonic but his features are two tails which him allow him to fly.
This character is made of round shapes but no spiky hair like Sonic.
Like Sonic the clothing that Tails wears are red shoes and white gloves. 
The body’s oval shape and similar clothing gives the player the impression of two friends.
[image: ] [4]
Figure 2 Miles Prower "Tails" Rought Concept

Eggman/Robotnik:
The main protagonist is Dr Eggman obviously his body is shape like an egg. 
He controls different types of dangerous vehicles to attack Sonic and Tails 
[image: ] [5]
Figure 3 Dr Eggman Rought Concept




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

	NAME:
	Sonic

	GENDER:
	Male

	SPECIES:
	Anthropomorphic Hedgehog

	AGE:
	15 

	BODY COLOUR:
	Blue

	CHARACTER DOSSIER / DETAILS

	NAME:
	Mile Prower “Tails”

	GENDER:
	Male

	SPECIES:
	Anthropomorphic Fox

	AGE:
	8

	BODY COLOUR:
	Yellow

	CHARACTER DOSSIER / DETAILS

	NAME:
	Dr Eggman

	GENDER:
	Male

	SPECIES:
	Anthropomorphic Egg

	AGE:
	50-60

	BODY COLOUR:
	Red and black



	CHARACTER’S BACKSTORY

	Soni the Hedgehog was born on the planet Mobius. 
One day Sonic meets by accident the professor Dr Kintobor, and a friendship start between the two characters [6] [3]. 
Dr Kintobor his main objective was to get rid of all the evil on the planet Mobius by using his machine R.O.C.C (Retro-Orbital Chaos Compressor) and powered by the chaos Emeralds, but he’s missing the last crystal: The Gray Emerald [6] [3].
Sonic one day, training on Dr Kintobor treadmill, Sonic breaks the sound barrier, ‘and the aftereffect of this exercise turns him blue. Sonic acquires the red shoes as a gift from Dr Kintobor and this allows him to go even faster.
One day in Dr Kintobor laboratory, working on the R.O.C.C (Retro-Orbital Chaos Compressor) [6, 3] an error occurs, and the computer exploded. The explosion turned the professor to goes crazy, and he self-proclaims to be Dr Eggman because of his egg shape body [6] [3]. His new plan now is to have control over everything on the planet Mobius and sonic is the only one that can stop his evil plans.

Sonic is very fast, and his personality is the same level. He can’t handle slow tasks; he can’t sit still.
If the player isn’t moving the character, Sonic looks at the player gives a cross look and tap his foot. But generally, his personality is Fast, Edgy and Cool. Running around, he performs stunts and jumps.
His signature moves are Supper Spin, Super Dash, and his speed to help with his attacks.



Tails:
Tails lives in the woods, bullied by the animal of the forest because of his two tails. Tails becomes friendly with Sonic, because Sonic allowed Tails to tag along with him and that how they become companions. [6] 

Dr Eggman:
As we already know Dr Eggman becomes corrupted and evils because of the error in the R.O.C.C computer. [6] 



	CHARACTER CONTROLS / PLAYER CONTROLS

	[image: ]Basic Movement: 
D (Directional) Pad:
-Up: Sonic crouch looks Up. 
-Up (Keep pressed) Camera Moves up
-Down: Sonics crouches down
-Down (Keep pressed): Camera Moves down
-Left: Sonic starts from walking to accelerate towards the left
-Right: Sonic starts from walking to accelerate towards the Right.
Buttons:
-A/B/X: Jump 

Attacks:Figure 4 How the controllers work for Sonic. [20]

-A/B/X:
When Sonic jumps, he spins a can destroy the Badniks and cause damage to Dr Eggman vehicles
- Left/Right D Button + A/B/X 
Supper Spin: When sonic is running he can become a spinning ball and destroy and can help to liberate the animals. 
- D Button Down + A/B/X: 
Super Dash attack: If Sonic needs to get fast e can turn in to a ball and start building his speed. Once build enough speed he can in an instant go super-fast.
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SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	Gameplay:
The player must stop Dr Eggman as he is trying to take control of the planet. Sonic with his trusty sidekick Tails must travel from the Emerald Zone to the “Death egg” to stop Dr Eggman. Sonics starts the game with 3 lives which can be rejuvenated by the rings. During their travels their going to have to collect the points by fighting the robots: The Badniks. Collecting Golden Rings which gives him protections and points and going through each of the 12 zone as fast they can. However, if he doesn’t have any rings the next attack against Sonic will die and use one of his spare life points and return to the nearest check point.

Checkpoint “Special Stage”: When Sonics crosses the check point with 50 rings, he can go to the special stage which allows him to collect one of the seven chaos emeralds to help becomes Super Sonic. This in turn make him faster stronger and invulnerable.

Sonic Controls: 
Sonic controls are simple to work. For controllers left and right d-pad to go to the “left” or to the “right”. For the keyboard is “A” or D” to move to the “Left” or to the “Right”.

Sonic’s Enemies: 
Dr Eggman/Robotnik is the main evil protagonist who wants the emeralds to power his spaceship. 
Badniks are robot that trap animals inside theme self’s which sonic must liberate the animals trap inside them. Each zone has a different type of Badniks which adds to the complexity of the game. 

Sonic Levels: 
There are 12 Zones, and each zone becomes more difficult to get through. In each level sonic is going to fight different types of Badniks and each one of them has a unique attack and effect.
But the levels are also filled with hazards: Spike, hidden shotting arrows and even water (since sonic can’t swim). Each defeated Badniks gains Sonic 100 points. 
As the player progresses thru the Zone, more badniks will appear making going through the level difficulty even harder.


The collecting of the Chaos Emeralds acts as a stimulus to the player giving more motivation for getting stronger and faster to get through each zone and a sense of achievements. 




	UNIQUE SELLING POINTS (USPs)

	Multiple character Selection:
The game allows you to play as Sonic and as his side kick Tails.
If the player goes to the options menu, they can choose which one they would like to play as. Tails has a limited mobility which might make it more of a challenge to play with him as the character. [7]


Special Stage:
When the player collects more than 50 rings which ever zone, he’s in.
In the Special Stage, Sonic is going to be running in this endless half-pipe, where the player has the chance to collect one of the seven Chaos Emeralds. [7]
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SECTION 5: GAME WORLD




	GAME WORLD

	From the Emerald Zone to the Oil Ocen Zone, the zone is divided in two acts. Metropolis Zone just has 1 to the Death egg they have just 1 act. [6] [8]
Level 1: Emerald Zone 
The level is going to be located on an island, tropical hilly zone and in the background the player can see the sea. While on the run, Sonic can go around this loop-de-loops and twisting pathways.
If sonic goes deeper into the map he’s going to travel through narrow path field with spike and badniks.
[image: ]

Level 2: Chemical Plant Zone
The aesthetic of this level is going to be in an industrial zone, in the background there is going to be a city and the overall atmosphere is very dirty.
This level contains les Badniks but more loopy loops and longer pathways for Sonic to run even faster than before. 
In the second act of the level, there is going to be purple water and Sonic cant breath under or swim so the player can’t be underwater for too long.

Level 3: Aquatic Ruin Zone
The location on this level is going to be a water level set around ruins, for example like the ancient maya ruins. 
The level is going to be divided in two by the water. This stage the badniks are less, but some of them are behind walls and if the player isn’t going to be careful when going super-fast, they are going to ambush Sonic.

Casino Night Zone:
The casino is set around a giant set of flippers and bumpers, giving the impression that Sonic is going through a giant pin ball machine. In the background there is the sparkling Casino City at night. Overall, this zone should be colorful and sparkling.

Hill top Zone:
This zone is going to set up high above the clouds and in the background, you can only see the top of the mountain piercing thru the sea of clouds.
This time Sonic is going to explore the inside of the cave. He also must be aware of the lava pits and hearth quakes. But mostly this time Sonic is going to edge to edge in carts and use see-saw to travel around the map.

Mystic Cave Zone:
This zone is going to be set in a cave and the environment is going to be darker and claustrophobic as there are narrower pathways. 
The cave is lined whit thick stalagmites (The top one is colored in purple, bottom one are in green) 
The background is going to be dark to give the sensation of depth. 
The only source of light is going to be the lamps set around the zone.
This zone looks like it was man made, because of the orange wooden pillars, but abandoned. 

Oil Ocean Zone:
As we are getting closer to Dr eggman factory where he produces gallons of oil. 
In this zone the level is set at sunset so the sky is all orange color but in this orange background the player can see thins silhouettes of the factory’s distend in the horizon whit small aerials light around them. 
In the foreground the pathway is above the ocean of oil, and this is connected by big green oil tanks whit golden and purple tubes. 

Metropolis Zone:
Metropolis is not a city but is a giant factory owned by Dr Eggman.
The background is one massive wall of machinery and has a lot of pipes and moving components.
The pathway in the foreground is going to be green and bolted onto the ground. 
In this area there are going to be air pipes that spring upwards, cylindrical tunnels made out of mesh that constantly are spinning around. 

Sky Chase Zone:
This level is different from the others. The player will be flying up in the sky whit the airplane. The background is going to be big fluffy clouds and the blue sky. In the foreground the player will be standing on top of the airplane filled by Tails. And at the end of the level the player will have to jump from the airplane to the flying fortress of Dr Eggman.
[image: ]

Wing Fortress Zone:
This zone is base around Dr Eggman flying battel ship. Whit a blue-sky background and the huge bronze battleship, the path that Sonic is following will take him around the ship with many platforms, guns and propellers and rockets. 

Deth Egg Zone
Once arrived in Dr eggman spaceship, the background looks very futuristic with brown/bronze valves and pipes and in the middle of the stage, the player can see Dr eggman face watching the battel between Sonic and Metal Sonic.

These zones give the impression of traveling around the Mobius Planet. [6]




	LOCATION DETAILS

	NAME:
	Level 1: Emerald Zone


	WHAT DOES IT LOOK LIKE?
	The zone is located on an island and is a tropical hilly zone and in the background, there is the sea.


	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	Green hilly country feels whit in the background you can see the sea and give it a pleasant, relaxed feel to pull the player in to the game.


	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	As a starting game located on a tropical island the music is going to be happy and cheerful.




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	Is connected through a linear progression through different scenarios and levels with inbuilt quests of star point in each level.







	GAME FLOW

	[image: ]
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SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	The theme of the game is an action-adventure game in a cartoon form which will appeal to a teenage generation brought up on cartoons. But the twist is of the adventure will motivate an older demographic. 
 














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

	The feeling presented to the player is one of speed with an adrenaline rush, action and problem solving all at speed. Giving a sense of achievement when collecting the emeralds and defeating the robots with a target to destroy the main enemy.
























	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	
Special Stage: In each act there going to be “Star Post” and if the player has collected 50 or more golden ring the “Start Post” is going to be surrounded by stars. This will indicate the player can access the “Special Stage” [7]. 
The player will be transported into a 3D Half-Pipe tube where the player must confront several challenges from collecting several rings. But while collecting the rings sonic and tails will have to avoid bombs and take very sharp turns in a very fast paces run. If the player didn’t collect enough ring during run, the player will be sent back to the “Star Post”.
But if the player manages to collect all the required rings, the player will collect the chaos emerald. If the Sonic can collect 7 Chaos Emeralds, Sonic can become “Super Sonic”, which can become invulnerable to almost any type of damage, can go even faster, jump higher.




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

	Initailly the Sega company logo appears this is then followed by the Sonic and Tails 2 logo. 

[image: ]






On the bottom of the screen there are three options: 
1 Player, 2 player Vs, Options.
1 Player: The adventure for Sonic and tails begins in the Emerald Zone 
2 Player Vs: In Two Player mode if the player has two controllers the players can play together in a split screen mode and race each other. One player can play as Soni and the other can play as Tails. 
Options: In this area the player can choose to change the character (They can play as just Sonic or just Tails). The other option is going to change the items on the “2 Player Vs” and the last option is going to change the sound volume.











	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	The game should evoke fun, excitement, an adrenalin rush.
In the final by removing the rings as a support, we can induce and emotion of anxiety and nervousness giving the player a range of emotions.





	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	The Music in Sonic The Hedgehog 2: Right from the games start, the player is going to be greeted by the company logo tone “Seeee-gaaaa”.
After the brief introduction the music start is in a 16-bit style.
The game music in each level should represent its surrounding.
For example, in the first zone (Emerald Hill Zone) the location is going to be a tropical zone with the sea in the background. The music for this location should be light and cheerful.  Example: 
(https://www.youtube.com/watch?v=oMgQJEcVToY&list=PLzjkiYUjXuevVG0fTOX4GCTzbU0ooHQ-O&index=1) [9]

But whenever the player is going to confront Dr Eggman the musical effect should be more dramatic and loud Example:
(https://www.youtube.com/watch?v=_4Q9BevcYTE&list=PLzjkiYUjXuevVG0fTOX4GCTzbU0ooHQ-O&index=58) [10]

But every time the game is going to defeat the boss the music should give the player a sense of victory.
The overall music should be one that can be played in a loop, and it’s going to be recognizable. 

The Sound Effect in Sonic The Hedgehog 2:
In the game a lot of action and running is going on and the sound effect is an important aspect to convey to the player the information of their action and choice.
Whenever Sonic is running and starts to spin the sound should be of him accelerating, but when he tries to stop the sound should be of him creating a screeching sound like a car breaking very hard.
Whenever the player is going to collect the Golden rings, the sound should be a “Tink”, is should give the effects that the player has collect something valuable and important. Example (https://www.youtube.com/watch?v=qfx6yf8pux4)  [11]
But whenever the player is going to get hit, they lose all the coins, and the sound is going to be as all the coins dropping.
When Sonic is going to destroy one of the Badniks, the sound is just a “POP”.










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

	
(You could provide a flow chart diagram of the Shell Menues/Screens here. 

Shell menus are any aspects of the game such as title screens, options, character/vehicle selects and any other interactive part of the game that does not directly have an immediate effect on gameplay.)

[image: ]Figure 5This is how the player navigates the shellmenu


































[image: A diagram with blue squares and black lines

Description automatically generated]Figure 6This is the illustrations of when Sonics dies
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SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	MECHANIC
In every zone there is going to be moving platforms that can help or aggravate Sonic’s path.
Each zone has its unique mechanic that can help or hinder the player. For example, there is a mechanic that instantly speeds up or launches into the air Sonic, these are Spring Jumps.
In the Casino Night the map is filled with various types of mechanics like bumper flippers like in a pin ball machine. This can help Sonic to gain height on the map or gain even more points.
 
HAZARD
In each zone there are hazards that will harm and kill instantly Sonic. For example, in the first zone the hazard is going to be spike that will make Sonic loses his coins, but if Sonic doesn’t have the coins it will kill him.
Another hazard is going to be water in the Aquatic Ruin Zone. The water is not going to kill Sonic immediately, but if sonic stays under the water more than 30 seconds they will die, unless they can find an oxygen source. 
POWER-UP
In the game there are going to be Super Items that can help Sonic throughout his adventure:
Power Sneakers: Allow Sonic to go even faster than before. 
Super Ring: Once obtain the item, it gives Sonic ten coins at once.
One-Ups: Give the player 1 more life (or to gain one more life the player can collect 100 or 200 rings)
Invincible Shield: If the item gets activated, start will start to appear around Sonic, and he will be protected from attack for a short period of time.
Shield: This item when activated a force blue shield will protect Sonic from just one attack.
Chaos Emeralds: When Sonic collects the seven Chaos Emeralds in the Special Stage, will allow him to become faster, jump higher and invincible.

	COLLECTIBLE ITEMS

	During the game the player is going to collect golden rings that protects Sonic from the hazards.
Also, at each end of an act if the player has collected more than 100 Golden rings, Sonic gain an extra life. 
















	COLLECTIBLE DETAILS

	NAME:
	Golden Ring


	WHAT DOES IT LOOK LIKE?
	Like a gold ring 



	BENEFIT FOR PLAYER:

	The Golden rings will give Sonic health and protect him against the attack from the enemies. But when attack Sonic loses all the rings.
Also, they can be use for opening the Special stage when the player collect more than 50 rings. 


	WHEN WILL IT FEATURE IN THE GAME?
	In each Zone of the game, except on the last zone when the player is battling in the Death Egg 



	CAN IT BE USED AS CURRENCY?
	NO



	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	NO





(NOTE: Copy-paste the tables in this section as necessary for each gameplay mechanic you wish to feature.)
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SECTION 8: ENEMIES




	LIST OF ENEMIES

	The enemies (Badniks) come in a wide variety, from monkey Badniks hanging from tress throwing coconuts to badniks spiders cling to the ceiling that can grab the character and trap them in. Crawl Badniks deflect Sonics attacks.




	ENEMY DETAILS

	NAME:
	Buzzer [12] [7]


	WHAT DOES IT LOOK LIKE?
	The Buzzer appearance looks like mechanical bee with jet packs.



	ATTACKS:

	The Buzzer shoots a projectile from hi stinger.


	WHEN WILL IT FEATURE IN THE GAME?
	In the two first act of Emerald Hill Zone 



	HOW DOES THE PLAYER DEFEAT IT?
	This Badniks can fly so Sonic has to jump and spin to destroy it 

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 Points

	ENEMY DETAILS

	NAME:
	Coconuts [7]

	WHAT DOES IT LOOK LIKE?
	Mechanical Monkey 


	ATTACKS:

	Will through at Sonic coconuts 


	WHEN WILL IT FEATURE IN THE GAME?
	In the two first act of Emerald Hill Zone 



	HOW DOES THE PLAYER DEFEAT IT?
	Coconuts in hanging on top of a tree and Sonic has to jump and spin to destroy it 

	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	100 Points









	LIST OF BOSS CHARACTERS

	The main enemy is Dr Eggman listed below are his different types of vehicles. [8]
Egg mobile: 
The first fight against Dr eggman is going to be him driving the “Egg mobile”, trying to run over Sonic. In the front of the vehicle there’s a big drill.
Chemical Plant Zone:
At the end of the second act sonic will fight Dr eggman on a chopper. His attack is going to be him sucking the acid and storing it in his mech and dropping the chemicals on Sonic. But the player must look out for the floor on the left and the right because they repeatedly and regularly loose support and reappearing shortly after.
Aquatic Ruin Zone:
In this boss fight there’s 2 pillars with four birds faces on them facing inwards. Robotnik will come flying down from the middle. Sonic can’t jump high enough and attack him. Dr Eggman will strike the pillars with his huge hammer. This will cause the pillar to randomly shoot an arrow and it will land on the opposite pillar. Sonic can climb on the land and arrow and attack Dr Eggman.
Casino Night Zone:
The fight takes place in a big pinball machine where Dr Eggman is in his flying sauces. 
Dr Eggman is throwing at Sonic the spikey bombs, trying to grab him with his pincers or shocking him whit electricity.  
Hill top Zone:
In this zone the fight is going to take place in a pool of lave where sonic has only two rocks to stand on. 
Dr Eggman this time his piloting his heat resistant submarine, throwing at Sonic fire balls and burning one of the islands that he is standing on. 
Mystic Cave Zone:
In this stage Dr Eggman is going to have attached to his Egg mobile two giant drills. He will attack directly at sonic moving to the left to the right or he is going to use the drills to create an earthquake and debris and spikes will start to fall.
Oli Ocean Zone:
Sonic has two choices of platforms, suspended above a sea of oil. Like previously Dr eggman has a submarine with a laser gun attack and a spike. Sonic will have to doge the fast-shooting laser and doge the sharp spike. Dr Eggman will also shoot at the platform where sonic is standing, to create a shockwave.
Metropolis Zone:
This time Dr Eggman has changed tactics. This time there are 7 orbs flying around him at high speed. The 7 orbs will protect Dr eggman on his side so the only spot that sonic can attack are the bottom or the top of the Egg-mobile. When sonic lands an attack Dr Eggman will realis on the orbs and it will transform into a ballon of eggman, bouncing around and damaging sonic.
Sky Chase Zone:
In this zone there is no boss fight.
Wing Fortress Zone:
This time Sonic won’t fight against Dr eggman since he is trapped inside of one of his traps. For Sonic to liberate himself he must destroy the core and disable the ray barriers. Wil trying to destroy the core there are going to be moving platforms with spike on the bottom that can harm Sonic.
Deth Egg Zone
In this final battel Sonic will have to fight against two bosses. The first match will be against a mechanical version of Sonic, called Mecha Sonic. Mech Sonic has the same attack of Sonic: Spin Attack, Dash Attack, but it can’t go fast as normal sonic. 
The second match will be against the Eggman Mech. A huge robot in the shape of Dr Eggman. This time the mech is equipped with two giant spike arms that can go pierce in anything, and the mech has in stored several dangerous weapons.




















	BOSS CHARACTER DETAILS

	NAME:
	Egg-Mobile


	WHAT DOES IT LOOK LIKE?

	The vehicle that Dr eggman is controlling is a jeep and In the front of the vehicle there’s a big drill.

	ATTACKS:

	Mian attack will go to the left and right. Once sonic has hit Dr Eggman 7 time, the vehicle will shoot the drill against Sonic.



	WHEN WILL IT FEATURE IN THE GAME?
	In the first Zone, Act two



	HOW DOES THE PLAYER DEFEAT IT?
	Hitting the Egg-mobile 8 times 



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player when defining Dr Eggman it will receive 1000 points and it will have the chance to liberate the animals form the Dr eggman contraption 





	BOSS CHARACTER DETAILS

	NAME:
	Eggman Mech


	WHAT DOES IT LOOK LIKE?

	The mech that Dr Eggman is piloting is large, red robot and the shaper resembles the characteristics of the Dr Eggman.

	ATTACKS:

	


	WHEN WILL IT FEATURE IN THE GAME?
	In the last Zone “Death Egg”



	HOW DOES THE PLAYER DEFEAT IT?
	Hitting the Egg-Mech 12 times 



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	The player when defining Dr Eggman, it will receive 1000.
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SECTION 9: CUTSCENES



	CUTSCENES

	



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

	VISUAL STYLE:
	2D cutscene 


	BRIEF DESCRIPTION OF SCENE:

	The scene is going to be in 4 frames.
 

	WHEN WILL IT FEATURE IN THE GAME?
	Right before the end cut scene at the end of the game. 



	PURPOSE:
	After Sonic destroys the “Deth Egg”, down to the planet ground, Tails quickly notices about the explosion and quickly gears up to rescue Sonics.



[image: ]






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

	VISUAL STYLE:
	(examples: 2D pre-rendered cutscene, live action, etc.)
2D cutscene 


	BRIEF DESCRIPTION OF SCENE:

	The scene is going to be in 4 frames.
 After Sonic destroys the “Deth Egg”, down to the planet ground ,Tails quickly notices about the explosion and quickly gears up to rescue Sonics.

	WHEN WILL IT FEATURE IN THE GAME?
	Right at the end of the game 



	PURPOSE:
	(examples: is this scene included to introduce a new character, ability, plot point, etc.)



	CONTRIBUTING TEAM MEMBER:
	(YOUR NAME HERE)
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	BONUS MATERIALS

	If the player has a friend or family member, they can challenge theme on the 2 VS mode, where the first player plays as Sonic and the second player plays as Tails. 
The two players will compete for who goes the fastest and who collect the most point. 
















	REPLAY VALUE

	Whenever the player finishes the game, the end will differ in 3 types:
The first ending: if the player finishes the game with sonic the ending will have Sonic celebrating while tails is piloting the airplane.
The second ending: if the player selects the character Tails the finish will have Tails celebrating while Sonic is piloting the airplane.
The third finish: If the player is playing as sonic and collects all the chaos emeralds the game will have the cut scene of Supper Sonic flying with tails piloting the airplane.















	CONTRIBUTING TEAM MEMBER:
	(YOUR NAME HERE)





Bibliography

[1] 	Pegi, “Sonic the Headg Hog 2,” pegi.info, [Online]. Available: https://pegi.info/search-pegi?q=Sonic%20&op=Search&age%5B0%5D=&descriptor%5B0%5D=&publisher=&platform%5B0%5D=&release_year%5B0%5D=&page=4&form_build_id=form-Sj-cX1VN7PG63TM0B2y0OZpRGN-DMls6ITIeeTGpgKA&form_id=pegi_search_form. [Accessed 24 11 2023].
[2] 	N. Shahbazi, “All You Need to Know About Shape Language -Character Design,” pixune, 2 10 2022. [Online]. Available: https://pixune.com/blog/shape-language-technique/. [Accessed 21 11 2023].
[3] 	TeeChu, “The Origins of Sonic the Hedgehog,” TeeChu, N/A. [Online]. Available: https://www.teechu.com/sonic-hedgehog-history-origins. [Accessed 25 11 2023].
[4] 	N/A, “Tails Front and Side View,” Sonic Retro, 13 11 2009. [Online]. Available: http://info.sonicretro.org/index.php?title=File:Classic_tails_orthographic.svg&limit=50#filehistory.
[5] 	N/A, “Dr Eggman,” Sega, [Online]. Available: https://asia.sega.com/SonicOrigins/en/about/.
[6] 	M. Pattenden, “Stay Sonic,” Penguin Book, 1 3 1993. [Online]. Available: https://retrocdn.net/images/c/cd/StaySonic_Book_UK.pdf. [Accessed 23 11 2023].
[7] 	Sega, “Sonic the Hedghog 2 Manual,” sega, 21 11 1992. [Online]. Available: https://manuals.sega.com/genesismini/pdf/SONIC_THE_HEDGEHOG2.pdf.
[8] 	N/A, “Sonic 2 > Stages and Story,” soniczone0, A / N. [Online]. Available: http://www.soniczone0.com/games/sonic2/stagesandstory/. [Accessed 24 11 2023].
[9] 	Bulby, “Kirby's Return to Dream Land Title Theme 8 Bit Remix,” Youtube, 10 11 2012. [Online]. Available: https://www.youtube.com/watch?v=oMgQJEcVToY&list=PLzjkiYUjXuevVG0fTOX4GCTzbU0ooHQ-O&index=2.
[10] 	R. Landry, “New Super Mario Bros. Wii- Tower Boss (VRC6),” youtube, 10 8 2012. [Online]. Available: https://www.youtube.com/watch?v=_4Q9BevcYTE&list=PLzjkiYUjXuevVG0fTOX4GCTzbU0ooHQ-O&index=59.
[11] 	IltubodiFlegias, “Super Mario Bros. - Coin Sound Effect,” youtube, 6 6 2012. [Online]. Available: https://www.youtube.com/watch?v=qfx6yf8pux4.
[12] 	N/A, Director, Sonic the Hedgehog 2 (Mega Drive/Genesis) [Longplay]. [Film]. N/A: www.youtube.com, 2014. 
[13] 	K. Kalata, “Sonic the Hedgehog 2,” Hardcore Gaming 101, 6 7 2018. [Online]. Available: http://www.hardcoregaming101.net/sonic-the-hedgehog-2/. [Accessed 28 11 2023].
[14] 	L. M. Thomas, “IGN,” Sonic the Hedgehog 2 Review, 11 6 2007. [Online]. Available: https://www.ign.com/articles/2007/06/11/sonic-the-hedgehog-2-review. [Accessed 28 11 2023].
[15] 	N/A, “SEGA,” SEGA, 21 11 1992. [Online]. Available: https://origins.sonicthehedgehog.com/. [Accessed 28 11 2023].
[16] 	S. Rogers, Level up : the Guide to Great Video Game Design, Chichester: Wiley, 2014. 
[17] 	S. Pettus, “The making of Sonic the Hedgehog,” Red Bull, 26 7 2016. [Online]. Available: https://www.redbull.com/gb-en/the-making-of-sonic-the-hedgehog. [Accessed 21 11 2023].
[18] 	B. John, “Why Sonic the Hedgehog 2 Has the Greatest Music of Any Video Game,” The Brag, 8 11 2021. [Online]. Available: https://thebrag.com/sonic-the-hedgehog-2-has-the-greatest-music-of-any-video-game/. [Accessed 28 11 2023].
[19] 	“Sonic The Hedgehog 2 (Mega Drive) Review,” Hogan Reviews, 26 08 2023. [Online]. Available: https://hoganreviews.co.uk/2023/08/26/sonic-the-hedgehog-2-mega-drive-review/. [Accessed 1 12 2023].
[20] 	N/A, “Xbox Controller for the Xbox Seris X,” Microsoft, 10 11 2020. [Online]. Available: https://www.xbox.com/en-GB/accessories/controllers/xbox-wireless-controller-usb-c.
[21] 	S. Claiborn, “21 Crazy Facts About Sonic and the Console War He Started,” IGN, 26 6 2014. [Online]. Available: https://www.ign.com/articles/2014/06/26/21-crazy-facts-about-sonic-and-the-console-war-he-started. [Accessed 28 11 2023].




SECTION 10: BONUS MATERIALS 
Scott Rogers ‘Ten-Pager’ Template	   	
image2.png
A A
00 &R
CONEISY
A. l/ 5





image3.png




image4.png




image5.png
Start: Select/Pause

AJump
Bijump
XJump

Move character/Move Camera
Select Options




image6.png




image7.png




image8.png
Level 2

Level 1 iy Level 3 Levela Levels
Emerald Zone. m;::e a Aquatic Ruin Zone Casino Night Zone Hill Top Zone
Level 10 Level Level 8 Level 7 Level 6
Wing Fortress Zone Sky Chase Zone Metropolis Zone 0il Ocean Zone Mystic Cave Zone

Level 11

Death Egg Zone




image9.png




image10.png
Title Screen

Main screen 1 Player

2Player Vs

Options




image11.png




image12.png
2
L

OV

| %%ﬁ @f@
pa
e

Eal e





image1.png




