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INTRODUCTION 

This is not a normal book, it's a gamebook. You don't 
read through it like a normal book, starting at the first 
page and ending with the last. Instead, Zone Rangers 
lets you decide how Sonic and Tails will solve puzzles, 
collect rings, defeat their enemies, release their friends, 
and put an end to the sinister schemes of Dr Robotnik. 
If you make the right choices, they'll win. If you make 
the wrong choices - well, that's too horrible to think 
about. 

Before you start playing the game, read through the 
simple rules on the next few pages. The rules are 
almost exactly the same as the ones in the other Sonic 
gamebook, Metal City Mayhem, but read through 
them because there are a few differences. You will also 
need one ordinary die, and a pen or pencil. 

Playing The Game 

In Zone Rangers, you help to guide Sonic and Tails 
through the action. Every so often they will need 
advice and you must help them out. Their adventure 
will succeed or fail depending on your choices. 

The book is divided into three hundred sections, each 
one with a number. The first one is i., the last one is 
300 but you don't read through them in order. Instead, 
each section ends with several different things that 
Sonic and Tails could do next, and a number for each 
option. Once you have decided what you want Sonic 
and Tails to do, tum to the section with that number 
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and read it. Continue doing this until you have either 
finished the adventure, or come to a 'GAME OVER' 
along the way. 

Before you start, you have to decide how good Sonic 
and Tails are at doing certain things. Everybody knows 
that Sonic' s very fast and very cool, but do you know 
exactly how cool, or how fast? This is your chance to 
decide. 

What Is He Like? 
If you tum to pages 12-13 and 14-15, you will find 
the Vital Statistics sheets for Sonic and Tails - a list of 
what they can do, what they are carrying, how many 
lives they have left, how many rings they have col­
lected, and a few other things. 

In the centre of each page are Sonic' s (or Tails' s) 
abilities. There are six of these: Speed, Strength, Agil­
ity, Coolness, Quick Wits and Good Looks. Beside 
them is a description of the ability and a box, which is 
empty at the moment. 

Fill in Sonic' s Vital Statistics sheet first. Read the 
descriptions of his abilities. Choose the one that you 
think he should be best at, and write a '5' in that box. 
Put a '4' in the next best, a '3' in the third best and '2' 

in all the rest. The different numbers show what 
Sonic' s strengths and weaknesses are. Then do the 
same on Tails' s sheet. 

Doing Things 
Some sections of the book will ask you to roll on one 
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of Sonic or Tails' s abilities to beat a particular difficulty 
number. This means that you should roll one die, add 
the number you've written by that ability, and compare 
the total to the difficulty number. If the total is equal 
to or higher than the difficulty, Sonic or Tails has 
succeeded (yes!). If the number is lower, they have 
failed (oh no!). Follow the instructions in that section 
to find out what happens next. Sometimes the section · 
will give you other numbers to add to your roll, so 
read each one carefully. 

Fighting 
Sonic and Tails can also use their abilities to fight 
enemies. Sometimes defeating them is so easy that 
you won't have to roll a die at all, but at other 
times you'll be asked to roll on a particular ability. 
Usually it's Strength or Speed, but it can be any of 
the others depending on the enemy and the type of 
attack. 

All of Sonic and Tails' s enemies have a rating, a 
number usually between four and ten. To fight an 
enemy, roll one die and add it to whichever ability 
either Sonic or Tails is using in that fight: the section 
will tell you. If the number you roll is higher or equal 
to the enemy's rating, ·the enemy is beaten (pow!). If 
not, the enemy has a chance to strike back against 
Sonic or Tails. Roll a die and add it to the enemy's 
rating. If the total is more than 10, they have hit the 
relevant hero (ouch!). If the total is less than 10, the 
enemy has missed and Sonic and Tails can attack 
again. 
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. Sometimes Sonic and Tails will fight the same enemy 
at the same time. When this happens, add their two 
abilities together, and add the total to your die roll. If 
it's higher than the enemy's rating, the enemy has 
been hit (wham!). If not, then the enemy strikes back 
by adding one die to its rating, trying to get higher 
than 15. If the roll is higher, roll a die to see who has 
been hit. If you roll a 1, 2 or 3 it's Tails; 4, 5 or 6 and 
it's Sonic. If the enemy misses, it's our heroes' tum to 
attack again. 

When Sonic or Tails is hit by an enemy or a trap, two 
things can happen. If they are carrying any rings, they 
lose them all and must try to get past the enemy or 
trap again. If they are not carrying any rings (because 
they haven't found any yet, or because they haven't 
picked any up since the last time they were hit) they 
lose a life, and must go back to earlier in the adventure 
to try again. The section will tell you where to tum. 

Lives 
Sonic and Tails start the book with three lives each. If 
either of them loses all his lives, you have failed and 
must start the adventure again from the beginning. 
There are two ways to get extra lives: the two 
characters can find them concealed along the way, or, 
if either Sonic or Tails ever has more than 100 rings at 
one time, then they automatically get an extra life. 

Carrying Stuff 
Both the characters start the game carrying a few 
items. The book will tell you if and when they can use 
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these. They may also pick up new items along the 
way, or lose some in the course of the adventure. 
Always write rings, lives and new items down on 
Sonic or Tails' s Vital Statistics, and cross off the ones 
they don't have any more. 

That's everything you need to help Sonic and Tails 
through the perils that await them as they range 
across the Zones of the planet Mobius - and beyond. 
Now tum to Section 1 and read on. 



\ 

SPEE·D 
_,. 

Sonic' s really fast. His training and · ~is 
speciaf shoes make him the fastest there. is, . 
and he loves the feeling of speed. But. that . 
can lead to trouble. Sometimes he's going 
so fast he doesn't notice things, or can't see 
when he should stop - or even can't slop 
and collides with things. 

STRENGTH 

0 
Sonic' s pretty tough and he kno_ws it. Hei 
can run all day and smash Robotnik' s traps 
just by bouncing on them. But he relies on 
his strength too much and doesn't always 
think about problems - it's much easier to 
bounce on them. That attitude can put him 
in dangerous situations. 

\ 

AGILITY 
Sonic' s ·a natural gymnast. Climbing, jump­
ing, swinging, swimming, diving, exploring 
- he can do it all, and he .J.oyes to show off 
his abilities by exploring and going where 
his friends can't. But he. 'must be cafeful; , 
just because he can get into some p~aces 
doesn't always mean he can get out again. 

CC»C»LNE .SS 
With those spikes and that attitude, how 
can Sonic be anything but cool7 But he's 
cocky as well, and thinks he can do things 
he can't. And sometimes he'd rather have 
fun than do something important that has 
to be done. 

. \ . 



CllUICI< WITS 

·· E3 When something happens, Sonic' s always 
the first to react to it. But he doesn't like 
hanging around and hates waiting for 
things - or people. Sometimes that means 
he's not prepared for what might happen 
next. 

GOOD LOOKS 

~ 
L1J 

LIVES LEFT: 

Sonic looks good, and he knows that when 
he meets people, if he's charming and 
polite, he can wow them. But he is a bit 
vain; he takes care of his appearance and 
doesn't like doing things that'll mess up his 
spikes or his trainers. 

RINGS: COLLECTED: 
(If Sonic has more than 100 rings, he gets an extra life) 

SONIC'S STUFF: 
(Keep.a list of equipment, gadgets and food that Sonic will collect in 
his adventures here) 

Red trainers White gloves 



SPEED 

Tails is almost as fast as Sonic - in fad, if it 
wasn't for Sonic, he'd probably be the 
fastest creature on Mobius. But because he 
tries so hard to be better than his hero 
Sonic, he often doesn't notice things, and 
trips over them, or can't steer around them 
in time. 

STRENGTH 

Tails tries to be like Sonic and therefore 
likes to show how strong h~ is. He's good. 
at smashing traps and bouncing on enemies, 
but he has a habit of getting things wrong 
and making mistakes. 

AGILITY 
Tails has one thing that makes him a great 
gymnast - his. twin tails. He can use them 
to hover like a helicopter, or with a quick 
flick he can change direction or spin 
through the air. He's so proud of this that 
he shows it off too much, and sometimes 
he uses it when there are better things he 
could have done instead. 

CC»C»LNESS 
Nobody's as cool as Sonic, but Tails tries' 
hard, and he's been hanging around his 
hero for so long that . some of it is 
beginning to rub off. There's ·no wcqr tll~t 
two bushy tails will ever be as slick . and 
streetwise as cool blue 5pil(es( put_ Tails is 
no slouch in this deparl?'enf. , · . 

" ' 
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CllUICI< WITS 
Tails isn't the quickest-thinking guy on the 
planet Mobius, but he has his natural foxy 
reactions, and when danger threatens he 
can sometimes move faster than Sonic. 'Ad 
first - think later' is his motto. 

GOOD LOOKS 

LIVES LEFT: 

Which would you rather cuddle up to - a 
spiky hedgehog or a smooth orange fox, 
with a sleek fur coat, two gorgeous bushy -
tails, that cute flick of hair and his white 
whiskers? In fad,Sonic is everyone's favour­
ite, but Tails tries hard. 

DOD 
RINGS COLLECTED: 
~If Tails has more than 100 rings, he gets an extra life) 

'TAIL'S THINGS: 
(Keep a :list of equipment, gadgets and food that Tails will collect in 
his adventUres here) 

Red trainers • • 1 ,., White gloves 
. .,; 

- I' 't 
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1. 

It's a cool spring morning in the Green Hill Zone, and 
Sonic and Tails are lying under a palm tree, sleeping as 
hard as they can. Sonic is dreaming of receiving the 
Mobius Prize For Being Best At Everything, while 
Tails is dreaming of hunting wild chocolate eclairs, 
armed only with a toothbrush. The two friends were 
up late the night before, watching television. The film 
Zone Alone was being shown on TVPM (Television 
Planet Mobius) for the first time and Sally Acom had 
invited everyone to a party to watch it. Sonic and 
Tails had seen the film before and didn't like it, so 
they left the party before the film started and spent 
the rest of the evening eating microwaved snacks and 
watching monster movies on video. They didn't get to 
sleep until they'd watched their favourite, Mobzilla 
Fights Outer-Space Monsters From Planet Z twice. Still, 
they can doze as much as they want - heroes like 
them don't have to get up to go to school or work, 
and they don't have anything special to do today. 
Everything' s quiet, which usually means that Sonic' s 
enemy Dr Robotnik is plotting something, but Sonic 
and Tails beat him thoroughly last time and they are 
pretty sure that he won't be back for a while. 

Tails grunts and turns over. He's dreaming that a herd 
of cream eclairs are hiding behind the Cosmic Washing 
Machine and he's wading through strawberry jam to 
. get to them, carrying his trusty toothbrush like a 
quarterstaff. Sonic isn't dreaming, he's floating half­
way between being asleep and waking up. He's warm 
and comfortable but there's an annoying noise at the 



edge of his hearing. It's a sort of buzzing, roaring, 
grinding sound and it won't go away. 

Imagine that you are Sonic - what would you do? Do 
you think he should ignore the rumbling, roll over and 
go back to sleep? If you do, tum to section 233. If you 
think he should get up and wake Tails as well, tum to 
section 78. If you think Sonic should go and investigate 
the sound on his own, tum to section 114. 

2 

The leader of the wart-hogs looks at Tails and Sonic 
for a long time. Finally he speaks. We have wasted 
too much time with these two,' he grunts. 'If they will 
not help us, we will not help them. Chase them into 
the ·jungle, and let them hope the crocodiles do not 
find them.' Sonic and Tails find themselves surrounded 
by more spear-points than they want to count. The 
wart-hog warriors advance, pushing the two heroes 
out into the dark jungle; then they tum and rush 
away, their leafy clothing blending with the foliage to 
camouflage them perfectly. In a few seconds there is 
no sign of them. Tum to 136. 

3 
The signs lead to the escap~ pods' entry hatches, and a 
crowd of androids gathered outside them. There is a 
hubbub of confused conversation and nobody seems 
to know what's going on. Several of the androids have 
holes in their chest areas with wires trailing out, and 
are being supported by their comrades. Sonic and Tails 
dart between the androids, heading for the escape 



pods. When they reach the outside wall, Sonic looks 
up, noticing an alarm button on the wall. The 'glass 
over it has been broken, and a light flashes on and off 
just above it. However, it could be a circuit failure, 
leading to a false alarm. If Sonic and Tails still want to 
head for the escape pods, turn to 127. If they hope it's 
a false alarm and rush back after the red robot, turn 
to 191. 

4 
We don't want to hurt you,' says Sonic, crossing his 
fingers, 'but you and your tribe have been acting real 
mean. It's got to stop.' 

'Yes,' says Tails. 'We can't let you rush around attack­
ing the other inhabitants of the jungle. It's not neigh­
bourly, and it's not nice.' 

'So,' says Sonic, 'the coolest thing would be for you 
to stop. If you agree and give us that Chaos Emerald, 
we'll go away and won't bother you any more.' 

'But,' says the chieftain in a voice like gravel, 'but 
the rock says that I can rule the jungle. It says I'm 
supposed to. Who should I believe?' He's very 
confused by all this. Should Sonic and Tails attack 
him while he's confused (turn to 255) or stop being 
friendly and start being nasty to him (tum to 
56)? 

5 
Sonic is standing on the ledge by the cell window. 
Outside is the city, bathed in early evening sunlight, 
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but unfortunately there are strong iron bars in the 
way. To bend the bars far enough for him to squeeze 
his hedgehog body through, Sonic must roll on his 
Strength to beat an 8. If he makes the roll, tum to 242. 

If he fails, the bars are too strong and he falls back into 
the cell, exhausted; he lands on the see-saw plank, 
snapping it in two. Now he can't try that trick again. 
Should he climb the walls of the cell (tum to 222), 

overpower the guard outside the cell (tum to 133) or, 
if he has some rope, lasso the hook in the ceiling with 
it (tum to 76 )? 

6 
The two animals dive into the swirling ocean. Behind 
them the ship fills with water and sinks with a gurgle. 
None of the robots are paying any attention to them; 
they' re too busy carrying the Chaos Emeralds down 
into the submarine. The swim is further than it looks, 
and by the time Sonic and Tails haul themselves up 
onto the submarine, the robots have disappeared inside 
it with the Emeralds, and the hatches are dosed. One 
gold ring lies there (write it down). There is a hiss as 
air bubbles up from around the submarine and it 
begins to sink. 

'It's sinking!' says Tails, stating the obvious. 

'No - it's submerging,' says Sonic. 'We have to get 
inside before it disappears.' 

If Sonic has picked up a crowbar in his travels, he can 
use it to prise open the hatch (tum to 84). Otherwise, 
he and Tails can use their brute strength to force the 
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hatch open (tum to 256 ), or they can be polite and 
knock (tum to 155). 

7 
'I'm innocent! I've only just arrived! And I've never 
heard of the Outcasts,' replies Sonic. 

'A likely story,' Galen says. 'I submit before the court 
two crucial pieces of evidence. One -' he holds out 
the Chaos Emerald, '-this Chaos Emerald, remarkably 
similar to the one which powers our own city. This 
one may be a fake, or it may be genuine, but one 
thing is certain: it should not be in the possession of 
this spy!' All the cats applaud. 'Now, the second piece 
of evidence,' continues Galen. 'I ask you to cast your 
eyes over this invading reprobate. What do you see, 
fellow citizens?- There is a certain cat-like appearance 
to him, but he is BLUE! As we all know, only mutants 
are blue, and- all mutants are Outcasts .. here. Guilty as 
charged! Guards, take him away.' 

Oh dear. Tum to 259. 
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8 
-ZZZZZZZZZZAAMM! The white light flicks off 
and Sonic and Tails fall into a bush. They're outside, 
somewhere. Around them are tall trees blocking out 
the sun, flowering plants of vivid colours, and shrubs 
bearing multicoloured fruit. From high in the tree 
branches comes the constant warbling of birds, and 
small creatures rustle in the undergrowth. 

'W owl' breathes Tails, getting out of the bush he 
landed in and looking around. 'Where are we, Sonic?' 

The hedgehog carefully climbs out of his bush as it's a 
thorn bush, and sniffs the air. 'It's the Jungle Zone,' he 
says. 

'I haven't been here before,' Tails observes. 

'I have, Tails,' Sonic nods. 'You've got to be careful 
here. It's a dog-eat-dog world in the Jungle Zone.' 

'Not a cat-eat-dog world?' Tails asks. 

'What are you talking about?' Sonic replies. 

Well,' says Tails, 'foxes are related to dogs, and 
there's a big cat over there that probably wants to eat 
me.' 

'Bogus!' comments Sonic. Coming towards them is the 
huge face of a ravenous dagger-fanged W arcat. It 
opens its mouth wide, showing more teeth than most 
dentists see in their whole lives, and lets out a roar 
that shakes the trees. Do Sonic and Tails attack the 
W arcat (tum to 227) or run away from it (turn to 99)? 
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'Chaos Emeralds?' Ross asks. 'No problem. We'll put 
them into the Warps of Confusion.' 

'Do what?' Tails asks, mystified. 

'The Warps,' Sonic explains. 'They were the Special 
Zones around Mobius. You wouldn't remember - we 
hadn't yet started to hang around together.' 

'That's right,' says Ross. 'Robotnik didn't build the 
Warps, but he used them to hide the Emeralds from 
Sonic. Once something is in a Warp, it's almost impos­
sible to get it out.' 

'So how do we put them there?' Sonic asks. 

'Two ways,' Ross answers. 'Either we lend you a 
spacecraft and you can do it, which is risky because 
you don't know the way, or we'll do it for you. It's 
what we were designed for.' 

Sonic and Tails can offer to do it themselves (tum to 
288), let Ross do the job (tum to 262) or ask him if 
there's another way out of the space station (tum to 
74). 

1.0 

Tails dashes in to attack and the ·figures tum in 
surprise. 'Look! It's Tails!' shouts one of them. 

Wow! Sonic' s pal Tails? Wow!' replies another. Tails 
sees they're monkeys, half-frozen with the cold. He 
screeches to a halt, slipping a little on the ice. 'It IS 
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Tails!' the monkey continues. 'Fantastic! He'll save us -
although Sonic would be even better. Is he here, 
Tails?' 

'No, he's not,' the fox responds crossly, 'but I can do 
anything he can. What's your problem?' 

'That's the problem,' says the monkey, pointing. With 
a splash, a huge metal machine shaped like a shark 
surfaces in the open water. Does Tails help the mon­
keys by attacking the shark (tum to 268) or look 
around for a teleporter device (tum to ~s)? 

11 

'DON'T JUST ST AND THERE!' yells Robotnik. 
'React! Show how angry you are! I want to watch 
you realize how eggs-cruciatingly powerless you are!' 
Sonic and Tails don't even blink. 'Aw,' Robotnik says, 
'you're -no fun.' He flicks a switch and the energy coils 
around the barrels of the Zap Cannon begin to glow. 
'I'm not bluffing,' he says. 'Do something or I'll fry 
you.' Still the two animals refuse to respond. 'Ah well,' 
sighs Robotnik. Energy flashes from the Zap Cannon, 
and the two heroes vanish. 'Let's eggs-ecute the plan,' 
mutters Robotnik, disgruntled. With nobody to stop 
him, the demented doctor has won. 

GAME OVER 

1.2 

The vines snap with a twang and the drawbridge 
plummets into the moat. Sonic jumps down onto it 
and grabs four gold rings lying there (write these 
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down). Wart-hog warriors run towards him through 
the opened outer gate. 'Come on! We're in!' Sonic 
shouts, and charges into the stronghold, dodging the 
rotten fruit that the guards are firing at him. Tum 
to44. 

t.3 
It's a race against the bulldozer, and it has a head start! 
Sonic hits top speed so fast that he leaves scorch­
marks on the grass as he hurtles ahead of the huge 
yellow machine, dashing in front of it to grab the 
sle,eping fox by his twin tails and drag him out of the 
way. The bulldozer thunders past, its treads thrashing 
the ground mere centimetres from Tails' s head. 

Tails opens. one eye. 'You've saved my life again,' he 
says. Thanks, Sonic. You're a true friend.' 

'I know,' says Sonic, not embarrassed by his friend's 
praise. Well, Tails is not the most careful of foxes and 
Sonic saves him about twice a day, so he's used to 
being thanked for it. Now the two friends have to 
work out what to do next. Select one of the choices 
from the list and tum to that section: 

Chase the bulldozer and attack it? 
Chase the bulldozer and jump on 

board? 
Follow the black road to see where 

it goes? 
Explore the rest of the Zone? 

Tum to .21..2 

Tum to .26 

Tum to 107 

Tum to i.70 
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The three Outcast agents look at him again. 'You're 
right,' says the bird, Number Two. 'He has to be an 
Outcast like us. The cats would never let anybody 
blue and spiky into their city. Welcome to our organiza­
tion, Number Four.' 

'I still think he looks like Sonic the Hedgehog,' growls 
the dog. 

Sonic knows that one of the agents in the room is an 
agent for Galen and the cats who run the city, but he 
knows that if he tries to warn them, he might end up 
talking to the spy. What does he do? 

Talk to Number One, the badger? 
Talk to Number Two, the tall bird? 
Talk to Number Three, the dog? 
Ask them all what their plan is? 

15 

Tum to 38 
Tum to 126 
Tum to .253 
Tum to 101 

The Emeralds are giving off so much heat and light 
that it's hard even to look at them. Sonic half-closes 
his eyes and speeds across the floor towards the 
spinning, flashing shapes. Suddenly two bolts of light 
streak out from them, one blue and one green, and 
shoot across the room. If Sonic has more than two 
friends with him, tum to .295; if not, tum to 163. 
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With his speed slowed, S~nic can change the direction 
he's falling. Below him he can see what looks like a 
pool of water on top of a building - just the thing for 
a safe landing. He twists in the air and falls towards it. 
'Aaaaaaaaaaaaah!' he screams as he realizes that it's not 
a pool of water, but a huge sheet of glass. Desperately 
he tries to steer away from it, but he's too close. There 
is a colossal CCRRAASSHH as he hits the glass and 
it shatters into billions of pieces which fall with him 
into the room below. 

There is a party going on in the room - or there was 
until Sonic dropped in. Nobody was hurt, but all the 
guests are covered in broken glass and the food is 
filled with shards and splinters. Sonic pulls himself out 
of a huge sponge cake and looks up. There is no noise 
apart from the tinkling of a few final fragments of 
glass. Everybody in the room is looking at him and 
they all seem to be large cats. What should he do? 

Be cool about it? 
Offer them the Chaos Emerald as a 

gift? 
Attack the most important-looking 

person there? 

17 

Tum to 110 

Tum to 245 

Tum to 291 

Tails dashes towards the fridge-machine. The mam­
moth turns, points its long trunk at him and blows. A 
cloud of frozen icicles shoot out, whizzing through the 
air like darts. 



That's not fair!' Tails complains. 'Nobody told me he 
could do that!' He must roll against his Agility to beat 
a 6 to dodge all the icicles. If he fails the roll, one of 
them hits him and he loses all his rings or, if he has no 
rings, a life (tum back to u5). If he dodges successfully, 
does he smash the fridge (tum to 175), attack the 
mammoth (tum to 102) or keep going for the Chaos 
Emerald (tum to 297)? 

18 

The two heroes wait at the edge of the clearing. After 
a few minutes two crocodiles appear from the jungle, 
walking upright on their hind feet and carrying 
wooden crossbows. 

When are we going to stomp out that wart-hog 
village?' one of the crocs says. 

'Soon,' replies the other. 'Tomorrow, maybe.' They 
walk towards the gate, and one looks around warily 
while the other unlocks it. Sonic and Tails must roll on 
their Good Looks, to beat a 9. This time it's different 
from usual, though, because they' re trying to get 9 or 
less. If they roll 9 or less, the crocodiles don't spot 
them; tum to 52. If they roll 10 or more, they've been 
spotted and the crocs rush towards them; tum to 181. 

19 
The android looks up. Tonic! Sails! I'm a big fan of 
yours,' it says weakly. 'I was bringing you a cup of tea 
when a red thing dashed past me carrying some Chaos 
Emeralds, and then another one jumped out of - oh 
dear.' It looks sadly at the hole in its chest. 
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Which way did the one with the Emeralds go?' Sonic 
demands. 

'To the right,' the android points. 'The other one ran 
off to the left.' 

Sonic and Tails aren't stupid enough to split up, so 
which way do they go: left (tum to 169) or right (tum 
to .232)? 

.20 

'You must be lying!' Robotnik exclaims. 'How else 
could you have known that I would be broadcasting 
secret mind-control signals in the middle of Zone Alone 
last night, then deliberately not watch it so you slept 
through the hypnotic programming early this morning. 
Ha ha ha! Brilliant! What you don't know is that I have 
used my teleporter devices to place Chaos Emeralds all 
over Planet Mobius, where they will cause confusion 
and disruption! Ha ha ha! I'm a genius! By tomorrow I 
will rule Mobius!' He glowers at Sonic and Tails. 'But 
now you know too much. I must get rid of you 
immediately! Guards! Remove their gloves and shoes!' 

'No way!' gasp Sonic and Tails together. Sally 
Acom and Porker Harris move towards them. Should 
Sonic and Tails resist (tum to u9) or let them-



.21.-23 

selves be stripped of their shoes and gloves (turn to 
71)7 

21. 

Nobody stops Sonic and his companions on the way 
to the High Tower. The streets are deserted and the 
blue-green light from overhead casts an eerie pall over 
the city. There is only one entrance to the tower: a 
heavy wooden door reinforced with iron bars. It stands 
open, and Sonic and his friends slip into the hallway. 
There is no sign of anyone. There is a closed door 
here, and a stone staircase leads upwards. Sonic looks 
around, but all he sees are scratches in the stone walls 
which look like claw-marks, and two gold rings on the 
floor (he can take these). Should he and his companions 
open the closed door (turn to 228) or climb the stairs 
(turn to i.50 )7 

22 

There isn't much space for a run-up, but Tails sprints 
to the edge and jumps off into the air. A grey shape 
leaps out of the water and the metal shark's jaws clash 
shut millimetres below his feet. Tails yelps, but man­
ages to land safely on the main ice-field as the shark 
splashes back into the sea. The figures wave to him 
and cheer. Should Tails look for a teleporter device 
(turn to 145) or attack the shark (turn to 268)7 

23 
'A robot!' shouts Sonic. He swings and knocks the 
robot's head off. It bounces to the floor, and the silver 
being picks it up and refits it on its neck. 



'That wasn't very polite,' it says. 'I was about to wel­
come you to our space station and tell you that I am R0-
55, or Ross to my friends, but I shan't now. So there.' 

Sonic and Tails are taken aback by this self-reconstruct­
ing, petulant android, but Sonic retains enough pres­
ence of mind to think of a question or two. What does 
he ask? 

'Who built you?' 
'How do we teleport out of here?' 
'Do you know how to dispose of 

unwanted Chaos Emeralds?' 

.24 

Tum to 159 
Tum to 74 

Tum to 9 

'Attack when I shout three,' Sonic says. 'THREE!' 
Spinning blue and orange balls hurtle towards the 
door of the fort, and it explodes into sawdust. Sonic 
and Tails unwrap themselves and stand in the hallway 
of the building. There's a staircase leading up and 
down, and under it is a heap of strange objects, with 
two power-up monitors on top. Tails grabs them. 

'Look!' he shouts. 'This one's got ten rings in it! And 
the other's got - oh wow! - a blue power-shield, the 
kind that protects the wearer from one injury. Cool! 
Which one do you want, Sonic?' 



Choose who of the two gets the shield and who gets the 
rings, and write the items down on their Vital Statistics. 

'I feel better already,' says Sonic. 'Where to now?' 
Choose whether they go up (tum to 142) or down 
(turn to 296 ). 

25 
'Okay,' says Sonic. 'I'm a spy. Just don't torture me.' 

Ravis looks at him and sneers. 'You may be a spy, but 
you're certainly a craven coward. Such people are of 
no use to us.' He raises his voice. 'Guards! Take this 
pathetic creature out into the desert and tie him to a 
stake. He will make a tasty breakfast for the vultures.' 
The guards drag Sonic out into the night. Ravis turns 
away - and notices you. 'And as for you,' he says, 
'just shove off, okay? Go back to the first section of 
the book. You'll have no more luck here.' 

GAME OVER 

26 
Jumping onto speeding bulldozers is very dangerous, 
so don't try this at home. Sonic and Tails, on the other 
hand, are professionals and are sitting on the machine's 
bonnet, watching as it destroys more of the Green Hill 
Zone. 

'I can see why they call it an earth-mover,' says Tails. 
'Boy, that's some machine!' 



'Let's get going,' says Sonic. 'We've got to stop it 
moving any more earth - or moving at all.' The two 
heroes can head for the driver's cabin at the top of the 
bulldozer (tum to section 204) or for the engine (tum 
to section 251). 

27 
The cell is like the one Sonic was in before, with a 
stone floor and one window set too high to see out 
of. There's a bed made of planks laid on piles of bricks, 
covered with a single blanket. In the middle of the 
ceiling is a large hook. Nothing is hanging from it, it's 
just there. Sonic and the others check every stone and 
brick but there are no secret ways out of this cell. 

Sonic can ask what the other two are carrying (tum to 
105) or bang on the cell door (tum to 278). Alterna­
tively, if he has decided how he wants to escape, he 
can try the following: 



Lasso the hook in the ceiling (if he has 
a rope). 

Make a see-saw catapult with the 
planks and bricks. 

Climb up to the window. 
Overpower the guard outside the cell. 

.28 

Turn to 76 

Turn to 182 
Turn to .2.2.2 

Turn to 133 

Tails and the small monkey are at the bottom of the 
crevasse. Far above, the sky is a thin blue line between 
the ice walls. 

'Are we stuck?' asks the monkey. 

'Not if I can help it,' Tails says. What would Sonic 
do?' 

'I don't know but I think we should ask the reader's 
advice,' says the monkey. 

Quite right too. Should Tails climb out of the crevasse 
with the monkey on his back (turn to 183) or walk 
along the bottom of the crevasse to see where it leads 
(tum to .275)? 



/ 29 

The door is solid metal, with a small sliding door set 
in the middle of it. Sonic bangs heavily on it and it 
slides open to reveal the ugly face of a cat guard. 'I 
don't care what you want,' he snarls, 'you're not 
getting it. Shut up and let me have some peace.' The 
small door slams shut. Does Sonic look out of the 
window (tum to 202) or check out the bed (tum to 
83)? 





30 
Pulling the spacecraft out of a dive, Sonic spots a red 
speck against the starry sky. It's the small robot's ship, 
quite some distance ahead. Sonic kicks in the ship's 
afterburners and speeds after it. The smaller ship jinks, 
zigzags and dives towards a field of asteroids ahead of 
it. From the way it's flying, the two animals can tell 
that it's agile enough to zip between the floating, 
spinning rocks. They don't know if theirs is, and 
there's only one way to find out. Do Sonic and Tails 
pursue the red ship through the asteroids (tum to 211) 
or fly around the edge, hoping· to find the target on 
the other side (tum to 189)? 

31 
Sonic can charge at the gate (tum to 249), climb the 
walls (tum to uo ), climb a tree beside the clearing 
(tum to 87) or see if he can think of anything better 
(tum to 272). 

32 
Sonic tells the Outcast leader how the Outcasts' spies 
were betrayed by Number One. Ravis listens carefully. 
'Hear this,' he says. 'The Outcasts will attack the city 
tonight. I will lead our main assault on the gates of the 
city, but you shall go with two of my warriors to the 
city's rear wall. When you see a white flare in the sky, 
climb the wall. Your mission is to free our agents and 
then find the Chaos Emerald. Will you do it?' Sonic 
nods, and Ravis shakes his paw and gives him two 
gold rings (write these down). 'Wonderful! I will give 
you your weight in dates, and many goats when we 



win,' he proclaims. Sonic politely refuses the last offer, 
and goes to meet his warriors. Mark· down '2 warriors' 
on Sonic' s Vital Statistics, and turn to 119. 

33 
Bruised and surprised, the W arcat gives a long howl 
and disappears into the depths of the jungle. Suddenly 
six figures appear from behind trees. They' re dressed in 
clothes made of leaves, wear large, carved wooden 
masks and carry spears. They seem impressed by Sonic 
and Tails and keep their distance. One or two of them 
keep their spears lowered. It's hard to tell if they' re 
going to attack Sonic and Tails, or if they' re afraid the 
two heroes might attack them. Should Sonic and Tails 
attack (turn to 81) or show that they're friendly (tum 
to 298)? 

34 
The streets are quiet at this time of the evening, and 
Sonic sneaks easily towards the High Tower without 
being noticed. The strange light continues to pour out of 
its windows, lighting up the whole city, and the longer 
Sonic watches it, the more uneasy he feels. Suddenly 
there is a scream from up ahead, and then another. A 
crowd of people are charging down the street towards 
Sonic, but they haven't noticed him because something 
large and ferocious is chasing them! Sonic can't see what 
it is but he can hear it howl. The crowd is getting closer 
and there is nowhere to hide. He must get out of the way 
or be trampled. If Sonic sprints in front of the crowd, 
heading towards the gates, tum to 289. If he sneaks 
through the shadows towards the gate, turn to 154. 



35 
Sonic fires the ship's engines and pushes the throttle 
forward. The spacecraft shoots across the water and 
rams the massive submarine amidships. A gaping hole 
appears in it and it begins to tilt to one side as water 
pours in. Sonic and Tails cheer loudly - then stop as 
water begins to fill their own ship, gushing in from a 
crack in the cockpit canopy. 

'Computer!' shouts Sonic. 'COMPUTER! Open the 
cockpit!' There is no answer except an electrical fizzing. 
The water closes over the ship and it sinks slowly to 
the bottom of the ocean, far below. 

GAME OVER 

36 
'Hi,' Sonic says, standing up in the remains o the cake. 
'I'm Sonic and I've just dropped in - awk!' His arms 
are grabbed by two large cat-guards, who haul him 
out of the cake. The Chaos Emerald falls to the floor, 
and one of them picks it up and passes it to the most 
impressively dressed cat-person in the room. 

The impressive cat looks at the Chaos Emerald, and 
then at Sonic. 'Sonic,' he says. 'Sonic the Turtle-' 

'HEDGEHOG!' 

'Shut up. We have heard of you, Sonic the Turtle. We 
don't know why you are here, but we will find out.' 
He raises his voice. 'Start the trial!' Tum to 69. 



37 
Whether they took the wrong course, whether they 
were just too slow, or whether it disappeared in the 
middle, there is no sign of the red ship, its pilot or its 
contents when Tails arid Sonic arrive on the far side. 
It's gone, and the Chaos Emeralds have gone with it. 
Sonic and Tails have failed to save Mobius. 

GAME OVER 

38 
Sonic speaks to the badger, who is shuffling papers on 
the table. 'Someone here is a spy for Galen and the 
others who run the city,' he says. 

The badger looks at him. 'A ~py? Don't be ridiculous. 
I've known Number Two and_ Number Three for ages, 
and I trust them as far as I can spit.' He looks at Sonic 
through narrowed eyes. 'The more I learn about you,' 
he says, 'the less I like you.' Does Sonic talk to 
Number Two (turn to u6) or Number Three (turn to 
253), or ask the group about their plans (turn to 101)? 



39 
Sonic grabs the pole that Galen was using as a club. 
Above him, the Chaos Emeralds are twisting and 
spinning faster and faster, and the light from them is 
so bright it hurts his eyes. Sonic can tell something 
really bad will happen if he can't stop it, but the 
Emeralds are so hot he can't even jump close to them, 
let alone grab them. Does he use the pole to knock the 
Chaos Emeralds together (tum to 282) or apart (tum 
to 213)7 

40 
The side of the building isn't finished, and Sonic and 
Tails have no problem getting to the top. None of 
their friends or any of the robots working on the 



building pay any attention to them. It's as if they 
weren't there. Soon they stand on the tallest girder, 
looking out over the Zone. It's not a nice view. Ugly 
buildings have appeared, many with tall chimneys 
pouring out grey smoke. Roads zig-zag across the 
landscape and vehicles move along them. This isn't the 
Green Hill Zone that Sonic and Tails call home; it's 
been changed! It makes the two heroes very unhappy 
to see their favourite place like this. In the distance, at 
the end of a new road, is a very large, ornate building 
made entirely of metal. On its roof between towers 
and fortifications is a huge satellite dish. There is a lot 
of movement around the building. Sonic and Tails 
watch for a while, and then climb down. Once the 
friends have reached the bottom, should they walk 
along the road towards the building (tum to 107) or 
talk to one of their friends (tum to 293)? 

41 
Tails and the rescued monkey stare across the crevasse 
at the others, stranded on the other side. 'Can you 
jump that gap?' he asks them. 

'Not a chance,' the monkeys reply. We're exhausted.' 

We could jump back,' says Tails, 'but we have to get 
to the top of the mountain, and only we two are on 



the right side for that. We'll keep going; you see if 
you can find some shelter or some food.' He and the 
monkey set off up the glacier. 'Don't worry, we'll be 
okay,' he says. What's your name, young lad?' 

'Mildred,' says the monkey, 'and I'm not a lad. If you 
paid more attention you'd notice that, like you might 
have noticed that weird plant ahead of us.' 

It is a weird plant. Its twisted stem sticks out of the 
snow and divides into six branches. Three of them 
have orange flowers with big fleshy petals, and the 
other three dive back into the snow. The plant shud­
ders, as if it was shivering. Should Tails and Mildred 
investigate it (tum to 286) or avoid it (tum to 111)? 





42 
The monkeys crowd around Tails and thank him. 'You 
were excellent!' they say. 'You're as good as people 
say. We wish we could see Sonic in action too.' 

'Well, this is sort of a solo mission,' says Tails. 'You 
haven't seen Sonic, then?' 

'No,' says one of the monkeys, 'we haven't seen much 
since we woke up this morning, only this snow and 
ice everywhere. It's very confusing.' 

, What else does Tails ask the monkey? 

'Where are we?' 
'Who are you?' 
'Have you seen a Chaos Emerald?' 

43 

Turn to 158 
Turn to 274 
Turn to 216 

An accented voice filters out of a small speaker on the 
instrument panel. 'Lasers n-n-n-not fitted to prototype 
T-t-t-toho. So sorry. T-t-t-turn to section 3-3-3-30,' it 
says. 

'Bother!' says Tails. 'What was that about section num­
bers?' 

'You'll learn,' says Sonic. 'That's one smart computer. 
Did it say 30 or 330? I hope it was 30, because there 
are only three hundred sections in this book.' He flips 
the Toho through a loop and dives towards section 30. 

44 
The scene inside the stronghold is chaotic. Wart-hogs 
rush across the drawbridge to attack the crocodiles, 



but they have only spears while the defending reptiles 
have crossbows that fire overripe fruits at the confused 
wart-hogs. Things are getting messy and the ground 
is covered with peel and pulp, making it slippery. 
Crocodiles are moving to defend the two buildings 
inside the stronghold: the large and important-looking 
fort, and the stockade where the crocodiles keep their 
prisoners. If Sonic knows that the crocodiles have a 
prisoner he wants to free, tum to 106. Otherwise turn 
to 2 ~ to attack the fort. 

45 
Sonic and his soldiers must fight the beast. Sonic will 
have to use his Strength, but he can add 1 point for 
each soldier with him. The beast has a rating of 10. If 
it scores a hit on Sonic' s side, roll a die. On a 1, 2 or 3, 
Sonic has been hit and loses all his rings. If he has no 
rings, he loses a life; turn back to 277. If you roll a 4, 5 
or 6, one of Sonic' s soldiers is hit and knocked out. 
Cross him off Sonic' s Vital Statistics and continue with 
the combat. If Sonic and his warriors win, tum to 157. 

46 
Sonic and Tails sprint away, heading deep into the 
jungle. 

'Where are we going?' Tails pants. 

'Away!' replies Sonic, his words left behind as he 
hurtles through the forest. 'Can't you hear? That 
Warcat is right behind us!' 

Tails can hear it. He can feel its hot breath on the back 



of his neck. It must be so close it could almost bite 
him. Then he sees something ahead. Roll on Sonic' s 
and Tails' s combined Quick Wits, to beat a 10. If they 
succeed, tum to 118. If they fail, tum to 174. 

47 
The Emerald is incredibly hot! Tails can feel the heat 
through his gloves and he knows he has to get it 
away from the wires and cables around it as soon as 
possible. He dashes across and leaps towards the 
teleporter. There is a familiar flash of bright white 
light, and a F AZZZZZZZZ! Tum to 277. 

48 
The cabin is very cramped, and Sonic' s spikes keep 
poking the other two. Chirps protests loudly and 
insists that he has to get on with making new roads all 
over the Green Hill Zone, but the other two ignore 
him. 'Look!' Tails announces. The television set was 
made by Nik Robot Industries. Nik Robot - Robotnik! 
He must be behind this.' 



'That's nothing!' says Sonic. 'I've found these!' He 
shows off the five gold rings hidden under Chirps' s 
seat. (Write them on Sonic's Vital Statistics, in the box 
marked 'Gold Rings'.) 

'PUT YOUR PAWS IN THE AIR AND LEAVE 
THE VEHICLE,' declares a loud voice from outside. 
Sonic and Tails can see five animals - all friends of 
theirs, or so they thought - hovering over the bull­
dozer on airbikes. Each airbike has two machine-guns 
fixed to it. 

'I guess we'd better do as they say,' says Sonic. 
'There's too many - and they' re our friends. We 
should be saving them, not beating them up. Maybe if 
we follow them we'll find out what's happening.' 

The two heroes leave the cab, paws on their heads. 
The leading airbike swoops down and its pilot Sally 
Acom sneers at them. 'Walk along the road, you 
renegades,' she says. 'Make any false moves and we'll 
shoot you.' The road is long and its surface is hot, and 
Sonic and Tails walk for ages. Eventually the road 
leads to a building made of metal. Its surface is 
studded with rivets, and there is a huge satellite dish 
on the roof. Over the door is a sign: 'Robotnik 
Broadcasting Company. We bring Mobius to you.' 
Tum to :1.24. 



49 
You don't want to know what happens to people who 
enter the freezing vacuum of space without a space 
suit on. No, you don't. It's really, really gross. Put it 
this way, the phrase that astronauts use for it is 
'Explosive Decompression'. See what I mean? Not nice 
at all. Just accept that it's GAME OVER for Sonic 
and Tails and close the book. Start again at the begin­
ning. 

50 
Sonic must fight Number Two and Number Three, 
one at a time, using his Speed. Number Two has a 
rating of 7 and Number Three has a rating of 8. If 
Sonic loses a life during this fight, cross it off his Vital 
Statistics and tum back to 94. If he wins, tum to .210. 

51 
Add the number of rings that Sonic has to the number 
of rings Tails has. If the total is more than 50, tum to 
185. If they have fewer than 50 rings between them, 
tum to 70. 



52 
'The rest of the warriors will join us soon,' says the 
wart-hog leader. Shortly Sonic hears creatures ap­
proaching through the twilight, and more wart-hogs 
appear. The leader turns to Sonic. 'You've seen things 
here,' he says. 'How should we attack?' What does 
Sonic suggest? 

Climb the trees and swing across on 
the vines? 

Climb the walls? 
Batter down the gate? 
Or does Sonic try to think of 

something better to do? 

53 

Tum to 87 
Tum to 120 

Tum to 249 

Tum to .27.2 

An accented voice fills the cabin. 'No 1-1-1-lasers fitted 
to prototype T-t-t-toho. So sorry. Crash landing imm­
imm-imm-imminent.' 

'Whoops,' says Tails. Tum to .224. 



54 

54 
'Nobody, eh?' says the badger. 'And you just happened 
to drop in on our secret meeting, I'm sure. I think 
you've been eavesdropping for ages, listening to our 
plans. In fact, I think you're one of Galen's spies, sent 
to catch us.' The three back away. Will Sonic fight 
them (turn to 50 ), say that he's Sonic the Hedgehog 
(turn to 195) or claim he's a spy for the Outcasts (tum 
to 231)? 





55-56 

55 
Sonic leaps onto the gantry with Tails close behind. 
It's a long climb, but they reach the entrance to the 
rocket with seconds to spare. They dive in and the 
door slams shut behind them. From outside they can 
hear the last stages of the countdown: '5. 4. 3. 2. 1.' 

'Did you know,' enquires Tails, 'that films invented 
rocket countdowns? The scientists really used count­
ups, but countdowns were more exciting.' 

There is a rumble below them and the rocket lifts off, 
gaining speed and height. The animals are pressed 
against the metal floor, their faces pulled out of shape 
by the g-forces. Slowly things return to normal, and 
they run to a porthole. The rocket's take-off has burnt 
up most of Robotnik' s base. A small dot takes off from 
the blazing ruin and zooms away, trailing smoke:· 
Robotnik in his Egg-o.,matic. 

'I hope you crash!' Sonic yells at him, and turns to 
Tails. 'Now we've got to work out how to stop the 
rocket delivering the Emeralds.' Our heroes can search 
the rocket (tum to 180) or open the hatch (tum to 
165). 

56 
'Hey, scaly-face!' Sonic shouts. 'We thought wart-hogs 
were ugly but you take the biscuit in the "grossness" 
stakes!' 

'Yeah!' Tails adds; 'you need need something to give 
you smoother skin - like sandpaper.' 



'Or a mask,' Sonic taunts. 'The only way babes would 
want to be dose to skin like yours is if you made it 
into a bag!' 

'GRAW 0 W ARRR!' replies the chieftain. 

Roll on Sonic' s and Tails' s combined Coolness scores, 
to beat a difficulty of 8, to see how angry they have 
made the chieftain. If they succeed, tum to 1u. If they 
fail, they can attack him (tum to 153) or be polite and 
friendly to him instead (tum to 4). 

57 
The emeralds rattle out of the delivery device and 
Sonic and Tails rush to the porthole to watch them 
falling behind the rocket, towards the ground. 

'Did we do the right thing?' asks Tails. 'Shouldn't we 
have found a place where Robotnik wouldn't be able 
to find them?' 

Sonic is about to answer when he looks at the com­
puter. A message is blinking on and off on its screen. 
'EMERALDS DELIVERED - MISSION COM­
PLETED,' it reads. 'SELF-DESTRUCT SEQUENCE 
INITIATED.' 

Sonic looks back at Tails. 'We've blown it,' he says, 
and the rocket explodes. 

GAME OVER 

58 
Before long, Sonic sees a cluster of tents between two 
sand dunes. There are no lights or fires, no sign of an 



,;g-6t. 

oasis or a well, and no movement. Does he scout 
around the outside of the camp (tum to 269) or walk 
boldly into the middle (tum to 172)? 

59 
Sonic lies still, ignoring the rumbling, thudding, grind-
ing noise as it gets louder and closer. The horrible 
smell fills his nose and the ground begins to shake. 
Sonic puts his paws over his eyes and ears to blot it all 
out, and so he doesn't see the giant bulldozer before it 
squashes him flat as a pancake. Remember Sonic is 
never slow to act when there's a job to be done. Now 
tum back to section 1 and try again. 

GAME OVER 

60 
Tails dashes to the edge and leaps into the air, trying 
to catch the monkey by the collar of its coat. Roll on 
his Speed to beat a 9. If he makes it, tum to 139. If he 
fails, tum to 226. 

61 
As Sonic and Robotnik argue, Tails feels his fingers 
brush against something on the body of the robot 
holding him. He presses it and the robot's grip relaxes; 
it must be the 'Off' switch. He glances around and 
notices something lying beside the Egg-o-matic. It 
looks as if it's fallen out of the small machine. The fox 
ducks down behind a crate and sneaks forward. Robot­
nik is absorbed in his argument with Sonic, and doesn't 
notice as Tails creeps up to his seat, grabs the object -



it looks like a backpack, marked 'Emergency Parachute' 
- and sneaks back to the robot. He straps the parachute 
on and stands up, pretending th~ robot is holding him. 
Sonic has noticed all this happening, of course, but 
hasn't reacted in case Robotnik noticed too - what a 
hero. What should he say now to continue the argu­
ment? 

'You're mad, Robotnik. Your plan 
will never work.' 

'You' re a genius, Robotnik. How is 
your rocket guided?' 

6.2 

Tum to 200 

Tum to 258 

'Hey!' Tails shouts. 'Who are you and what are you 
fighting?' The figures on the shore look up to see who 
was shouting. Tails ducks behind the snow-bank so 
they don't see him. 

'Hey!' he hears in return. 'We' re monkeys from the 
Hilltop Zone looking for our friends. Help us fight this 
monster!' 

Tails knows that if he shouts again, he'll give away his 
position, so that's a bad idea. Instead, he can look for a 
teleporter device (tum to 145), help the monkeys (tum 
to 168) or attack them (tum to 10). 

63 
'Whooooah!' Sonic shouts as he hurtles towards the 
ground. 

'Whoooooooooooooooah!' Tails yells, not to be out­
done. 



'Whoooooooooooooooooooooooooooo hold on, 
this is stupid,' shouts Sonic. 'Which Zone are we 
falling towards?' 

'It's the Green Hill Zone,' Tails shouts. 'Trees and 
waterfalls. I hope we don't land on anyone we know.' 

They slam into the ground at several hundred metres 
per second, and lose all the rings they are carrying. If 
either of them has no rings then they lose a life. If it 
was their last life, it's GAME 0 VER - so near yet so 
far. If not, they're back in the Green Hill Zone, al­
though badly hurt. Tum to 300. 

64 
Sonic swims to the bottom of the drawbridge. It's 
made from tree-tunks and is too sturdy to be smashed. 
Sonic can see the vines that hold it up, leading to a 
lever on the inside of the wall. Things would be easier 
if he could reach that, but if Sonic wanted an easy life 
he'd have been a plumber. Does Sonic cut the vines 
holding up the drawbridge (tum to 236) or use his 
strength to pull it down (tum to 188)? 

65 
With a flick of his tail, Tails dodges and the icicles 
smash into the side of the fridge-machine. Tails 
snatches one up and uses its sharp edge to hack away 
at the ropes holding the monkeys, freeing the three 
hostages. 

'What now?' asks Mildred. Tails and his friends can 



attack the mammoth (turn to 102) or go for the Chaos 
Emerald on the fridge-machine (turn to 17). 

66 
Sonic looks around and gives Tails a hefty shove. Tails 
staggers and falls over. Sally Acorn and Porker Harris 
turn and point their guns at him until he gets up, 
giving Sonic enough time to run to the pile of moni­
tors. Sonic knows he has got only one chance as Sally 
and Porker will be alerted when the first monitor is 
smashed. It's too dark to see what the screens are 
showing, so he'll have to trust to luck. 

Roll a die to see what Sonic gets: 

1 Extra life 
2-3 Shield: the next time Sonic is hit by an 

enemy, it has no effect (he doesn't lose 
any rings or a life) 

4-6 Ten gold rings 

Write down what Sonic found on his Vital Statistics, 
and turn to section .264. 

67 
Sonic nods to Tails, and they break free from the 
robots holding them and dive towards· the mad scien­
tist. Robotnik sits back in the Egg-o-matic, watching 
them dash towards him. 

'Ah well,' he sighs and flicks a switch. Energy blasts 
out from the Zap Cannon's twin barrels. Our two 
heroes are no more. Robotnik grins. 'Eggs-cellent! Now 
nothing stands in my way!' he shouts. 'HA! HA! HA!' 



His laughter grows louder and louder, until it seems to 
ring out all over the planet - a planet without heroes. 

GAME OVER 

68 
'What can we do?' says Sonic. 'If he open the doors, I 
might be able to dash past him ... ' He turns to 
Number Two. 'Pretend you're really ill,' he whispers. 

Number Two looks at him quizzically, then starts 
moaning and groaning. 'Oooooooh. Aaaaaaaw. 
Owwww,' he goes. 'My stomach. Oo! It hurts.' 

There is a rattling sound from the door. What's going 
on?' demands the ugly guard, appearing in the en­
trance. 'You must be fit for your execution, so if 
you' re sick -' He steps forward and Sonic darts be­
tween his legs and into the corridor, running as fast as 
he can. He hurtles along corridors and down any 
stairways that don't lead to dead ends. Finally he dives 
through a door to find himself in an alley outside the 
prison. Tum to 91. 

69 
The cats rearrange the tables and chairs to make a 
semicircle. In the middle sits the impressive cat, holding 
the Chaos Emerald, which sparkles and flashes with 
subdued energy, and Sonic, held by the two guards. 
The cat strides over to Sonic. 'I am Galen, High Judge 
and Commander of Scrap Brain City. You have broken 
into our banquet, probably on a mission of destruction, 
without an invitation, and improperly dressed. You, 

I 



Sonic the whatever-you-are, are accused of being an 
Outcast spy. We know they have spies in our city, 
because our agents have infiltrated them and tell me 
their every move. Do you plead innocent or guilty?' 
He stares at Sonic. Well? 

Innocent? 
Guilty? 

70 

Tum to 7 
Tum to ~o 

The two heroes spin through the maze of lights and 
sounds, bouncing off walls and twisting past turnings 
and comers. Eventually they stop, dazed and confused. 

'I'm exhausted. This is really tiring. Can't you think of 
a single way to get out of here?' Tails .asks, with a 
note of desperation in his voice. 

Sonic scratches his head. 'Well, yes, but it's a desperate 
one. Only for the direst of emergencies.' 

'Is it dangerous?' Tails asks nervously. 

'It's not dangerous for us,' says Sonic. 'The reader 
might get angry, because we have to break the First 
Rule of Gamebooks.' He pauses as Tails looks at him. 
'The rule is: "Don't go backwards".' 

'Backwards in space, time or through the sections?' 
Tails asks, his eyes full of wonder. 

'All of them. Lie down, close your eyes and imagine 
you're lying under a tree in the Green Hill Zone.' 
They lie down on the weird undulating surface of the 
Warp. 'Relax,' says Sonic. 'Now recite after me: "It's a 



cool spring morning in the Green Hill Zone, and Sonic 
and Tails are lying under a palm tree, sleeping as hard 
as they can ... " ' 

Tum to section 1. 

71 
'How easily you hard-boiled heroes submit in the face 
of true power!' says Robotnik, 'Just step onto the 
white cross on the floor, under the sinister device 
hanging from the ceiling - my new fast automatic 
shoe-removing ray, trademarked and patent pending. 
Honestly. Would I lie to you?' 

Sonic and Tails are pushed at gunpoint towards the 
device by their former friends. Tails looks worried. 'It 
doesn't look much like a shoe-remover to me,' he 
mutters to Sonic as they are forced to stand under it. 

'It's not! I did lie to you! Ha ha!' laughs Robotnik 
hysterically, and throws a huge switch. The device on 
the ceiling pulses and shoots a beam of whiteness 
straight down at them. Everything goes blank, except · 
for a strange sound that goes F AZZZZZ-. Tum to 
section 8. 

72 
To escape from the robots, Sonic and Tails must each 
roll on their Speed, to beat an 8. If they fail, tum to 
230. If they make it, they realize that they cannot hide 
on the crowded docks and they must run down one of 
the two tunnels. Do they choose the large one (tum to 
217) or the small one (tum to 137)? 





73 
Sonic and Tails are given leafy clothes for camouflage 
and five gold rings each, then set off with the scouting 
party. They travel through thick jungle until the leader 
motions the group to stop. 'We are near the strong­
hold,' he says. 'Sonic and Tails, you look first. Don't 
get too close; there are guards around.' 

The two creep to the edge of the clearing, and peer 
out. In front of them is a stronghold with walls made 
of sharpened tree-trunks stood on end. There is a large 
gate, firmly closed. Sonic and Tails can climb a tree for 
a better look (tum to 290), they can watch for a while 
(tum to 18), they can get close to the gate (tum to 
108) or they can rush to the wall and tunnel under it 
(tum to 218). 

74 
'Sorry,' says Ross, 'there's no teleport out of here.' 

'But we teleported in!' exclaims Tails. 'There must be a 
way out.' 

'There's a way out but not by teleport,' says Ross. 'We 
can give you a spaceship. There's a planetary landing _J' 

craft in our shuttle bay right now, and you can fly 
back to Mobius in it.' 

'Isn't it difficult to pilot a spacecraft?' asks Tails. 

'It's just like playing a video game,' replies the android. 
Sonic grins as he realizes he's going to be very, very 
good at it. The two heroes can ask to go to the 
spacecraft (tum to 288), or they can ask Ross who 



built him (tum to 159) or if he knows how they can 
get rid of their Chaos Emeralds safely (tum to 9). 

75 
'You go left, I'll go right,' says Sonic, 'and I'll see you 
back here.' They dash around the building in different 
directions. Halfway round they pass each other and 
meet up again by the door. 

'Did you spot anything?' asks Sonic. 

'Only you,' says Tails. There's no other doorway.' 

Should the heroes attack the door with a spin attack 
(tum to .24) or throw things at the guards on the roof 
(tum to 176)7 

76 
Sonic takes the rope, makes a loop in one end and 
throws it towards the ceiling. After three tries it lands 
on the hook and Sonic climbs up until he's level with 
the window. It has bars on it, but he can see out. 

'Can you get out of the window?' shouts Number 
Three. Sonic tries to reach the window-sill, but it's too 
far. He can't swing the rope enough to get to it, and 
he knows he couldn't jump far enough. Disheartened, 
he climbs down. 

'I've got an idea,' says Number Two. Sonic can take 
his advice (tum to .201), or he can try one of his own 
plans: 



Build a see-saw catapult from planks 
and bricks. Tum to 182 

Overpower the guard outside the cell. Tum to 133 
Climb the walls. Tum to 222 

77 
Sonic steers to one side of the Warps. Is his ship fast 
enough to beat the red robot to the other side? Roll 
on Sonic' s Speed, to beat a 9. If Sonic is piloting the 
Kubrick subtract 1 from his score; if he is piloting the 
Yuzna subtract 2. If he saw a star-chart on Space 
Station Eyrie, add 1 to his score. If he makes the roll, 
tum to 299. If he fails, tum to 37. 

78 
Sonic puts one gloved paw on Tails' s shoulder and 
shakes his friend. Tails makes a snoring sound and turns 
over. The rumbling sound is getting closer. Sonic 
grabs hold of Tails' s twin tails and pulls. Tails gives a 
yelp and jumps into' the air. 

'Why did you do that?' he asks. 'I was just getting to 
the good bit of my dream.' 

'Look!' exclaims Sonic. 

Rushing across the Green Hill Zone towards them is a 
monstrous yellow bulldozer. It's tearing down trees, 
pounding the ground flat and belching out thick, bad­
smelling smoke. As it moves, it leaves a shiny trail 
behind it like a slug. Sonic and Tails can get closer to 
the bulldozer (tum to section 156 if you think that's a · 
good idea) or they can get out of its way (tum to 
section 170). 



79 

79 
'Get outta here,' says Sonic. 'That is the most hare-
brained scheme ever. It's so hare-brained that no hare 
with half a brain would have anything to do with it. 
I'll get my Chaos Emerald back on my own.' 

'Wait!' says Number Two. 'You don't understand! If 
the cats are getting power from both Chaos Emeralds, 
they'll exceed the proximity effect and overload the -' 
he is too late. Sonic leaves the room, into the dark­
ness outside. He bumps into something solid and furry. 

'What on mmmph?' he says. Someone has covered his 
face with a cloth smelling of chemicals. Sonic tries to 
breathe, and passes out. 

When he comes round, he's in a cell. Number Two 
and Number Three . are staring glumly at him. 'What 
happened?' asks Sonic. 

'The secret cat police grabbed us,' answers Number 
Three. 'They threw us in here, and took Number One 
away. They may be torturing him.' . 

'Or he might be the one who told them where we 
were,' adds Number Two. 

'We can't sit here!' says Sonic. 'Someone has to tell the 
Outcasts in the desert what's going on, and I volunteer. 
Help get me out of here.' What should Sonic do? 

Search the cell? Tum to 27 
Ask what Number Two and Number 

Three are carrying? 
Bang on the cell door? 

Tum to 105 

Tum to 278 



80-b .... 

So 
Ross crumples to the floor. 'What was that?' he asks 
faintly. 'I've never seen it before. Chase after it, please.' 

'We were about to,' replies Sonic. The two animals 
grab their helmets and dash out. Tum to 135. 

81 
Sonic and Tails must fight two of the natives each, 
one at a time. Play through Sonic' s first fight, then 
Tails' s first fight, then Sonic' s second and lastly Tails' s 
second. The first two fights will take the natives by 
surprise and Sonic and Tails will use their Speed ability 
to fight them; for the second two fights the defenders 
are ready for them, and our two heroes must use their 
Strength instead. Each of the natives has a rating of 7. 
If either Sonic or Tails loses their rings or a life, cross 
it off their Vital Statistics and tum to 281. If they 
defeat the four warriors, tum to 190. 

82 
YOWCH! The Emeralds are so hot that Sonic can't 
hang onto them for a second longer. He lets go and 
they spiral up towards the roof, spinning around each 
other. Sonic watches as they twist in weird hypnotic 
patterns, and he's completely surprised when Galen 
and Number One jump on him from behind. He must 
fight them to survive. Tum to 239. 



83 
The bed is as uncomfortable as it looks, with only one 
blanket on it. Suddenly Sonic realizes the only place to 
hide anything in this cell would be under the bed. He 
kneels on the floor and feels around and yes, there's 
something under there. He pulls out three gold rings 
(write them down), then realizes that part of the floor 
is wobbly, so perhaps something could be hidden 
under it. Sonic slides under the bed, lifts the loose 
flagstone and moves forward to see what is there -
WHOOOOAH! He's rolling out of control down a 
stone chute that twists, turns and bumps him until he's 
dizzy and bruised. Suddenly he rockets out of the end 
of the chute into a small room, and into a group of 
animals, who spring back and draw wicked-looking 
swords, ready to attack! Tum to u3. 

84 
The hatch pops open. Sonic and Tails jump in and 
slam it closed behind them. The submarine is filled 
with robots, all tending to different complex instru­
ments. The hedgehog and fox sneak past them, until 
they come to a cupboard. 

'In here,' says Tails. 'We've got to find out where the 
sub is going, so we'll hide in here until it gets there.' 

The cupboard is cramped but they do find six gold 
rings (three each). The journey seems to last an age, 
but finally the submarine stops. 'I don't know where 
we are,' says Sonic, 'but I think we're there.' The 
heroes scramble over to the nearest porthole. 



The submarine has surfaced inside a huge dome, and is 
moving towards a dockside which covers half of the 
base of the dome. There are two tunnels leading off it. 
The place is filled with robots, all attending to different 
tasks. A voice recites numbers backwards through a 
loudspeaker: '106. 105. 104.' Do Sonic and Tails leave 
the sub and swim to the dock (turn to .25.2) or stay on 
the submarine to see what happens (turn to 104)? 

85 
'Chirps!' Sonic says. 'Don't you recognize us?' 

'No,' Chirps says. 'What are you doing in my cab?' 

'But we're your friends,' Tails says. 'I'm Tails and he's 
Sonic. Remember?' 

'Sonic and Tails?' Chirps exclaims. 'The enemies of 
President Robotnik?' Before Sonic or Tails can read, 
he presses a red button and a high-pitched shriek fills 
the cab. The television screen clears and Porker Harris, 
Sonic' s piggy pal, appears. 

'What's the problem, Bulldozer Three?' he asks. 

'Sonic and Tails. They're in my cab. Help!' shouts Chirps. 

'An emergency squad is on its way.' Porker disappears 
and the screen fills with static. Should Sonic and Tails 
leave the bulldozer (turn to 170) or search the cab (turn 
to 48)? 

86 
Sonic tells Ravis that the city is now powered by two 
Chaos Emeralds, and the Outcast leader frowns. 'That 



changes things,' he says. 'My army will attack the city 
tonight, but I must rethink our plans. I will lead an 
assault on the gates, but you must take four of my 
best warriors to the city's rear wall. Watch for a white 
flare in the sky, then climb over the wall and go to the 
High Tower. Get the Chaos Emeralds - we will not 
win unless you do it. Will you help us?' Sonic nods, 
and Ravis slaps him on the back. 'Excellent! Have 
these ten gold rings as a token of my trust. I will give 
you your weight in silver and many rugs once we 
have won,' he proclaims. They go outside to join the 
rest of the Outcast army. Mark down '10 rings' and '4 
warriors' on Sonic' s Vital Statistics, and tum to 119. 

87 
Sonic jumps to a nearby tree and climbs up into the 
branches. From here he can see the inner wall of the 
stronghold, and the moat between the two. Several 
vines hang here and he grabs one, before looking 
down at everyone on the ground below. 

'If this works,' he shouts, 'follow me. If it doesn't work, 
attack the gate.' Giving a huge yell, he jumps off 
the tree, and the vine swings him over the outer wall, 
the moat and the inner wall. With hedgehog-like grace, 



he leaps from the creeper and lands in the middle of 
the stronghold. Behind him, wart-hog warriors start 
swinging across after him. There are two wooden 
buildings in the stronghold. One is large and well­
guarded, with a strange glow coming from its lower 
windows. The other looks like a stockade where prison­
ers are kept. Crocodile guards are rushing between the 
two and climbing the walls to fend off attackers. If 
Sonic saw the crocodiles taking any prisoners and he 
wants to free them, tum to 106. Otherwise he can 
attack the large building (tum to 2 4) or rush to the 
gate and let down the drawbridge (tum to 263). 

88 
A digital voice fills the cockpit. 'Are you mad?' it says. 
'What do you want to deploy the parachutes for? 
We're still in space.' 

'So much for that,' Sonic mutters. Tum to 30. 

89 
'Who said that?' Tails asks, looking around nervously. 
He pulls himself out of the snowdrift, brushes the 
snow off his fur and rushes towards the fighting. He 
can see a group of figures, possibly monkeys but he's 
not sure, standing on the edge of the ice and jabbing 
with spears at something large and grey in the water 
beyond. They look very aggressive. Should he attack 
the figures (tum to 10 ), attack the thing in the water 
(tum to 168) or go and look around for a teleporter 
device (tum to 45)? 



90 
'Cool,' says Sonic. 'That sounds neat.' 

'Clever? You wouldn't know clever if it stole your 
pyjamas! I didn't send you and your orange friend to 
the egg-citing places where I'd placed my beloved Chaos 
Emeralds by accident. No! I knew that a so-called hero 
like you would recover them all, and then I could steal 
them from you with the robots I'd planted on the 
space station built by my twin brother, Ovi Kintobor.' 

'But you are Ovi Kintobor - or at least you were until 
the Chaos Emeralds changed you into Robotnik!' says 
an astonished Sonic. 

'I said "My twin brother, Ovi Kintobor". You want to 
argue about it?' Robotnik asks, flicking the switch of 
the Zap Cannon meaningfully. Sonic shuts up. 'As I 
was saying,' continues the mad genius, 'I needed two 
agents whose brains wouldn't be scrambled by the 
mutating effects of the Chaos Emeralds. You two are 
perfect! A blue hedgehog and a fox with two tails -
the Chaos Emeralds couldn't mutate you because 
you're already mutants!' 



Tails looks at Sonic. 'Do you feel like a mutant?' he 
asks. 

'No, I feel like a snack,' Sonic says. 'Remember that he's 
a complete lunatic. We can still escape if we humour 
him.' 

'Ha ha ha ha ha!' continues the complete lunatic. 'In 
two minutes my beautiful rocket will blast off, pro­
grammed to drop the Emeralds you so kindly recov­
ered into every Zone on the planet. By morning I shall 
control Mobius!' 

What do Sonic and Tails do? 

Look around the room? 
Ask Robotnik who will pilot the 

rocket? 
Tell Robotnik he's mad? 

91 

Tum to 61 

Tum to 258 
Tum to 200 

The city is darkening as evening falls. There aren't 
many people around on the streets, but Sonic knows 
that if he's seen, he'll be captured and thrown into an 
even more secure cell, so he must be careful. Should 
Sonic · sneak through the shadows, towards the city 
gates (tum to 154), should he dash through the streets 
to the gate as fast as possible (tum to 289) or should 
he search for the Chaos Emeralds in the city (tum to 
178)? 



92 
Sonic and Tails duck behind a pile of scaffolding poles 
and watch. The animals coming in and out of the building -
are behaving very oddly: they stare straight ahead 
without talking. Even when two of them bump into each 
other, they don't react or say anything at all. It's really 
eerie. Sonic and Tails must roll on their combined Quick 
Wits, to beat a 10: add their Quick Wits scores together, 
then roll a die and add that as well. If the total is 10 or 
more then they've done it; tum to section .257· If the total 
is less than 10 then they've failed; tum to section :i34. 

93 
The door of the prison is locked, but there's a barred 
window next to it. 'You,' Sonic says to the toughest 
warrior, 'bend the bars so we can get in.' The soldier 
grips the bars, heaves and twists them as if they were 
made of warm wax. Sonic turns to look at you. 'Don't 
you love being in control?' he asks. 



93 

The gap is too narrow for the warriors, but Sonic 
climbs through, retraces his steps to the cell where he 
was imprisoned, and undoes the bolt on the door. 
Inside are Number Two and Number Three. 'Number 
Four!' shouts Number Two. 

'Sonic!' shouts Number Three. 'What's going on?' 

'Your dad's invading the city,' says Sonic. 'And he 
needs our help!' Suddenly the doorway is blocked by a 
furry blue-green shape. It looks vaguely feline, only 
much bigger, and as it turns to stare at Sonic, he 
recognizes it as the ugly guard, but double the size 
and twice as hideous now. It howls and kicks out at 
him. Sonic must fight it to leave the cell! He will use 
his Speed against the beast's rating of 10, and Sonic 
can add 2 points to his roll because Number Two and 
Number Three are fighting on his side. If Sonic loses a 
life, cross it off his Vital Statistics and tum back to 
119. If Sonic and the Outcasts win, tum to 144. 





94 
'Of course I'll help,' agrees Tails. 'Any hero would.' He 
sets off towards a mountain peak that looms in the 
distance, with a mighty glacier making a frozen path 
to its summit. Tails points to it. 'That's the easiest way 
up,' he says. 'From the mountaintop we'll get the best 
view to look for your friends.' They set off through 
the drifting snow and the wind. 

Meanwhile, back in the warmer climate of Scrap Brain 
City, Sonic is hot and bothered. He's surrounded by 
sharp sword-points, with three very angry animals 
holding them. One is a large badger, the second is a 
tall bird wearing glasses, and the third is a young dog, 
almost a puppy, with pointed ears. Sonic notices a pile 
of papers on the table, titled 'Secret Outcast Plans', 
and he realizes that he must have fallen into a meeting 
of Outcast spies. What's worse is that he knows one 
of them is an agent for the cats who run the city! 

'Who are you?' asks the badger in a low, slow voice. 

What does Sonic reply? 

'I'm Sonic the Hedgehog; who are 
you?' 

'I'm nobody in particular - just 
passing through.' 

'I'm a spy for the Outcasts.' 

95 

Tum to 195 

Tum to 54 
Tum to 231 

Sonic carefully extends the net towards the twisting 
shapes of the Emeralds. With a sudden shake he flicks 
it over them, trapping them both inside its thick mesh 



and pulling them down to the floor. His friends go 
completely barmy with excitement and congratula­
tions, and Galen and Number One begin to retreat 
and shrink. Suddenly there is a hissing sound from the 
net. A thin line of smoke rises from it, and a smell of 
burning fills the room. The net bursts into flames ·and 
the Emeralds break through it, spinning back into the 
air. Even at a distance, Sonic can feel their intense heat. 
The hedgehog hero can attack Galen and Number 
One (tum to 239), grab the Emeralds in his paws (tum 
to 15) or rush across the room to the teleporter (tum 
to 280). 

96 
Sonic strains with all his might, but he can't force the 
two far enough apart to break the vines. He might do 
it if he had a few more seconds, but the crocodile 
guards have noticed what he's doing and are firing 
rotten fruit at him. Sonic drops back into the moat to 
dodge their missiles. He can cut the vines that are 
holding up the drawbridge (tum to 236 ), he can climb 
the inner wall (tum to 223) or he can swim back 
outside the stronghold and find another way of getting 
in (tum to 31). 

97 
Running across sand dunes is very tiring, and as he 
gets closer to the lights, Sonic is glad to see tents 
surrounding an oasis, with grass and palm trees. It 
looks very inviting and refreshing. People in loose­
fitting robes are moving between the tents and sitting 
around the fires, cooking in large iron pots, and 



suddenly he feels very hungry. He crests the final sand 
dune and approaches the circle of tents. A twig breaks 
under his foot and a figure beside the nearest fire sees 
him and stands up. Sonic walks closer. 

'I'm looking for the Outcasts,' he says. 'Are you them?' 

'Outcasts?' the figure replies. 'No, we're bandits.' He 
draws a curved sword from his belt and attacks. Sonic 
must beat three of the bandits in tum before the 
others back away. He is using his Speed to fight them, 
and their ratings are 6, 7 and 7. If he beats them all, 
tum to 294. If he is hit once by the bandits, losing 
either his rings or a life, tum to 234. 

98 
'No air? No problem!' shouts Sonic through his helmet 
radio. A few metres away Tails grins and gives him a 
thumbs-up. 'Let's head back to the station,' he radios 
back. Sonic thumbs his suit's controls, and feels a 
biting pain in his foot. It's not a malfunction, it's the 
red robot which has clamped its teeth onto him. If he 
doesn't get rid of it, it'll rupture his suit! Sonic must 
fight the robot, using his Quick Wits to do it. The suit 
slows him down and he must subtract 1 point from 
the roll of the dice. The robot's rating . is 5. If Sonic 
loses a life, cross it off his sheet and tum back to 288. 
If he beats the robot, tum to 248. 

99 
Sonic and Tails tum and dash away through the 
undergrowth, running through the long jungle grass, 
leaping over fallen trees and sending small animals 



100-101 

scurrying away. The Warcat crashes through the jungle 
behind them, splintering branches as it tears through 
trees that Sonic and Tails have jumped around. Sud­
denly the two heroes find themselves on a path that 
twists and turns around trees. They speed up, slowly 
moving away from the pursuing W arcat - until they 
abruptly tum a bend and come face to face with a 
group of six strange figures. They are dressed in 
leaves, carry spears and wear decorated masks that 
cover their faces. Two of them shake their spears at 
Sonic and Tails while the others talk in a strange 
language, probably wondering who these strangers 
are. Should Sonic and Tails approach these native 
warriors (tum to 151), take their chances with the 
W arcat (tum to 227) or run off into the jungle away 
from everyone (tum to 46 )? 

100 

The ship's controls resist as Sonic turns it towards the 
spinning lights and sounds of the Warps of Confusion. 
He's not sure he can steer his way safely through 
them, but he's going to find out. Roll against Sonic' s 
Coolness, to beat a 7. Add 1 to his score if he's flying 
the Toho. If he fails the roll, tum to 241. If he makes it, 
the ship hurtles out of the whirling madness of the 
Warps. Tum to 299. 

101 

The three spies tum to look at him. 'Can we trust 
him?' asks Number One. 

'Of course! He's Sonic the Hedgehog,' answers Number 



102 

Three. 'Besides, what are the chances of this plan 
working? Zero. Zilch. Nothing. Something always goes 
wrong. It can't hurt to tell him.' 

'After all,' adds Number Two, 'Galen probably knows 
exactly what we're planning. Okay, Number Four, listen 
carefully. Scrap Brain City is powered by the Chaos 
Emerald, kept in the High Tower. It's closely guarded, 
but our technical expert - that's me - thinks that if we 
can isolate the Emerald, we can cut off the power to 
the city. Then we set off a flare, which is a signal to 
the Outcasts in the desert to attack. We don't want 
to take over the city or kill all the cats, we just don't 
think it's fair they should keep all the power and 
luxury for themselves, while we're stuck out in the 
desert with nothing.' 

'How are you going to get into the High Tower?' asks 
Sonic. 

'I haven't worked that out yet,' says Number Two. 
'With Galen's spy around, as soon as I have the plan, 
he'll know it, so I was leaving that until the last 
moment. Will you help us?' Does Sonic agree to help 
(turn to 149) or does he say it's the most hare-brained 
scheme he's ever heard (turn to 79)? 

10.2 

Tails knows what he wants - he wants that Chaos 
Emerald and he wants to get out of here, and no hippy 
elephant is going to get in his way! With a yell that is 
98 per cent aggression and adrenalin and 2 per cent 
coldness, tiredness and frustration, he charges. Tails 



103 

must use his Speed to defeat the lumbering mammoth. 
It has a rating of 10, but Tails can add 1 point to his 
roll for every monkey fighting beside him. If the 
mammoth scores a hit on him, roll the die. On a 1, 2 

or 3 it has hit Tails, who must lose all his rings (or, if 
he has no rings, cross off a life and turn back to 125). 
On a 4, 5 or 6 it has hit one of the monkeys, who is 
knocked out of the combat (remember to add a point 
for any remaining monkeys). If Tails and the monkeys 
win, they can either smash the fridge-machine (turn to 
175) or go for the Chaos Emerald (tum to .297). 

103 

The shark doesn't notice the ice-floe with its passenger, 
but the figures on the shore do, and they wave at 
Tails. 'Jump!' they shout, 'or it'll melt! Jump!' Tails 
shakes his head; he's made up his mind, and he can't 
see how such a large chunk of ice could melt so 
quickly that he couldn't jump off it in time. When the 
ice does melt a few seconds later, very suddenly, Tails 



104 

is most surprised to be dropped into the freezing 
water below. By the time he's stopped being surprised 
and started swimming up to the surface, the huge 
shape of the metal shark is already swooping down 
towards him. There is a single gulp and a robotic burp, 
and that's that. 

GAME OVER 

:1.04 

Through the porthole the two animals can see the 
robots unloading the submarine's holds. Two crates, 
marked 'Chaos Emeralds: Handle With Care', go ashore 
first, followed by five other unmarked boxes. 'I wonder 
what's in those?' whispers Tails. 

'Computer parts,' declares a voice behind him. It is the 
small red robot, or at least a small red robot, and it has 
five other small red robots behind it, all carrying 
unpleasant-looking rayguns. 'Stoic and Nails,' says the 
robot. 'Come with us.' Sonic and Tails are led out onto 
the dockside, through the throng of robots unloading 
the submarine. The animals exchange a glance: it's just 
possible that they could get away from their captors 
in this confusion. Do they try it (turn to 72) or follow 
meekly on (turn to 230)7 



1.05 

1.05 

Tum out your pockets,' Sonic demands. The other 
two do as they are told, and Sonic watches as they 
produce the contents. 'What's this?' he asks. 

That's a copy of the key to the city gates,' answers 
Number Three. 'Next to it is a lucky talisman given to 
me by my - by the chief of the Outcasts. You can 
have both of them.' 

If Sonic wants either or both of the items, write them 
down on his Vital Statistics. 'Is that it?' he asks. 

'We were searched before they threw us in here,' says 
Number Three. 'All we have is the clothes we're 
wearing - no, wait!' From around his waist he unwinds 
a length of thin rope. 'I use it as a belt,' he explains. 
'And I've got one gold ring in my pocket. Take it for 
good luck.' If Sonic should search the cell next, tum to 
27. If he should bang on the door, tum to 278. 



106 

106 

Sonic approaches the stockade, two wart-hogs beside 
him. There are two crocodile guards there; they aim 
crossbows at the advancing trio. Sonic and his compan­
ions must fight the guards. Sonic uses his Speed here, 
adding 1 point to his roll for each of the wart-hogs. 
The crocodiles each have a rating of 9, and Sonic must 
fight them one at a time. If a crocodile hits Sonic, roll 
a die. On a 1, 2 or 3, Sonic has been hit and loses his 
rings (if he has no rings he must lose a life and tum 
back to 31). On a 4, 5 or 6 one of the wart-hogs has 
been hit and retires from the fight. Only add a point 
for each surviving wart-hog. If Sonic and the wart-hogs 
win, tum to 131. 





107 

The road leads through the changed landscape of the 
Green Hill Zone, towards a building on the horizon. 
It's made of silvery metal, with large towers, fortifica­
tions and battlements. On top is a huge satellite dish 
pointing upwards into the sky. The building has two 
huge open doors, and Sonic and Tails can see animals 
from around the Zone going in and out of the building. 
They all carry tools or equipment. There's a sign 
above the doors, reading: 'Robotnik Broadcasting Com­
pany: We bring Mobius to you.' Do Sonic and Tails 
enter the building (tum to 193), stand and watch the 
animals (tum to 92) or explore the Zone (tum to 170)? 

108 
Sonic and Tails creep to the main gate. It's made of 
heavy logs tied together with vines. There are cracks 
between the logs, and through them the heroes can 
see another wall on the inside and a water-filled moat 
between them. There's a drawbridge which is lowered 
at the moment - with two crocodiles coming across it, 
towards the gate that Sonic and Tails are outside! Do 
the heroes run (tum to .266) or stand and fight (tum to 
181)? 

109 
The heroes yank their arms free of the robots holding 
them and dash for the exit. Blasts of energy sizzle 
around their ears but Robotnik is a rotten shot. They 
duck into the tunnel and emerge into a huge cavern 
containing an immense red-and-black rocket. A gantry 
stands beside it. The count gets lower: '19. 18. 17.' Do 



110-11.2 

they destroy the rocket (turn to 235) or get in -it (tum 
to 55)? 

110 

Sonic sits up in the sticky cake, and wonders how he 
can bluff his way out of this equally sticky situation. 
Roll on his Coolness, to beat a 7. If he succeeds, tum 
to 171. If he fails, tum to 36. 

111 

Tails and Mildred walk around the plant, watching it. 
It quivers and shakes harder if they get near. What is 
it?' asks Mildred. 

'I've never seen anything like it before,' Tails replies. 
'It could have come with the snow. Or, if there's a 
Chaos Emerald nearby, that could have changed it. 
Chaos is all about things becoming unpredictable and 
bizarre.' 

'Let's get closer,' suggests Mildred. 'We can see if 
your theory is right.' Does Tails agree (tum to 286) or 
do they carry on through the snow (tum to 161)? 

112 

It's difficult for a crocodile to go red in the face, but this 
one manages it. He looks around for a weapon but 
there's nothing nearby, and Sonic and Tails are keeping 
out of range. Wild with rage, he hurls the Chaos Emerald 
at them. Sonic catches it. Thank you!' he shouts and 
dives for the teleporter. As he reaches it, he is surrounded 
by the familiar white light. Tails jumps into the beam a 
moment later. F AZZZZZZZZZ-. Tum to 229. 



113 

A voice fills the cockpit. 'Parachutes have been de­
ployed,' it says. 'Just in time.' The engines cut out and 
the Yuzna falls through the atmosphere of the planet. 
Far below, Sonic can see the ocean and the red robot's 
ship floating on the surface. There is no land in sight. 
As the Yuzna drops closer, he sees that the robot is 
standing on its ship, with the Chaos Emeralds beside 
it. The Yuzna falls into the ocean not far from the 
small red ship. The water around the ships begins to 
bubble as something rises up between them, and Sonic 
and Tails gasp as a huge golden submarine breaks the 
surface. Robots rush out from hatches on the submarine 
and jump across to the red ship. What should Sonic 
and Tails do? 

Use the Yuzna to ram the submarine? Tum to 35 
Abandon their spacecraft and swim 

to the sub? Tum to 6 
Jump to the red ship? Turn to 130 

114 
Sonic leaps to his feet and dashes towards the source 
of the sound - there's nothing like a good run to wake 
you up in the morning, especially if you' re a hedgehog. 
Ahead of him, a group of palm trees shake and sway, 
then fall to the ground, sliced into matchsticks, as a 
huge yellow machine ploughs through them. It looks 
like a bulldozer, except that Sonic has never seen a 
bulldozer this big before. Its motor coughs out thick 
clouds of oily smoke. On top of the massive machine 
is a driver's cab, and Sonic can see someone in there 



through the mirrored glass. The machine is spraying a 
black liquid behind it, making a hard, shiny surface 
that stretches into the distance. The bulldozer acceler­
ates towards some nearby trees - the trees under 
which Tails is sleeping! Sonic has to save him, but 
how? 

Run back and grab Tails before he's 
squashed flat? 

Throw something to wake Tails up? 
Let the machine run over Tails and 

explore alone? 

115 

Turn to 13 

Turn to 243 

Turn to 186 

Tails whizzes his tails and manoeuvres between the ice 
walls to the stranded monkey. 'Grab my paw!' he 
shouts. The monkey does, and Tails increases the 
speed of his spinning tails to lift them both out of this 
hole. Roll on Tails' s Strength, to beat an 8. If he makes 
it, tum to 254. If he fails, tum to 203. 

116 

We're not going to attack you,' says Sonic. We come 
in peace. Sort of. What is your name?' The strange 
beast growls and howls, and Sonic hears answering 
howls in the distance. In the moonlight he can just see 
its face, which looks oddly like a cat's, but its fur is a 
strange blue-green colour. 'Did the Chaos Emeralds 
change you into this?' asks Sonic. The beast roars with 
anguish, and staggers forward, smashing at them with 
muscled arms. Tum to 45. 



117 

117 

Number One slumps to the floor, beaten. As he falls, 
the Chaos Emeralds behind him spin faster and 
brighter. Bolts of brilliant blue-green light explode 
from them, shooting across the room. Roll the die 
twice and add the two numbers; that's how many 
bolts the Emeralds fire. Roll the die once for each bolt. 
Every time you roll a 1, a blue bolt hits the Galen­
monster and increases his rating (which starts at 10) 

by 1 more point. For every 5 or 6 that you roll, a 
green bolt strikes one of Sonic' s companions. A roll of 
5 will be deflected by a contamination suit, if the 
victim is wearing one, but otherwise in a hideous few 
seconds he mutates into a monster with a rating of 7! 
The moment the lights stop flashing, Sonic' s trans­
formed companions attack. Sonic must use his Speed 
to fight them off. He adds 1 point to his roll for every 
unchanged companion he has. If he is hit during this 
fight, roll a die. On a 1, 2 or 3 Sonic is hit and loses all 
his rings (if he has none left, cross off a life and turn 
back to 21). On a 4, 5 or 6 one of his unchanged 
companions is hit and is knocked out of the fight 
(cross him off Sonic's Vital Statistics). Once the mu­
tated companions are defeated, Galen roars and leaps 
towards Sonic, who must use his Strength to defend 
himself. Again, he can add 1 point to his roll for every 
companion who hasn't been knocked out of the fight. If 
Sonic wins, turn to 39. 



:118-119 

118 
'Jump!' shouts Tails, and Sonic does. There is a crash 
behind them as the Warcat, who doesn't speak English 
and didn't jump, falls through a thin layer of branches 
and leaves, into a deep pit. It roars in frustration, but it 
can't get out. A group of six creatures appear from 
behind some trees. They are all dressed in simple clothes 
made of leaves. Each one wears a carved wooden 
mask, and most of them carry spears. They' re very 
pleased to see the Warcat trapped in the pit, but they 
keep away from Sonic and Tails, as if they are afraid of 
them. Two of the braver ones advance, jabbing with 
their spears. Do Sonic and Tails attack them (tum to 
81) or show they mean these people no harm (tum to 
298)? 

119 
The Outcast army is assembled outside. They are of 
all species and carry many different weapons, from 
swords to laser pistols, but Sonic can tell that behind 
their disordered appearance is a strength of spirit that 
makes them a fearsome fighting force. Ravis introduces 
Sonic to the soldiers who will be fighting alongside 
him. We are honoured,' they say. 'This will be the 
great-grandmother of all battles.' Ravis gives a com­
mand, and the army starts the long march across the 
desert. Sonic, walking with the others, can see a blue­
green glow on the horizon in the direction of the city. 
The glow grows brighter as they get closer, but the 
high city walls hide its source. Ravis taps Sonic on the 
shoulder. 'Go to the far side of the city,' he says, 'and 
wait for our signal. We will attack in an hour.' 



120-122 

Sonic and his troops run off across the sand, leaving 
the army behind. 

An hour is a long time if you' re waiting for something, 
especially in the dark. Sonic is sure that the time has 
passed but he can't hear a battle - could Galen's forces 
have captured the entire army? It's possible, he thinks. 
The blue-green glow is making him jumpy. Does 
Sonic give the order to attack (turn to 237) or does he 
wait (turn to .219 )7 

1.20 

'Follow me!' shouts Sonic and runs to the walls. They 
are carved from rough tree-trunks and climbing them 
is easy. He looks over the top and sees another wall 
on the inside, with a water-filled moat dividing the 
two. There are crocodile guards standing on the inner 
wall, and they are firing rotten fruit at the blue 
hedgehog, who is making an easy target. Sonic must 
roll on his Speed to beat an 8 to dodge the flying 
fruit. If he makes it, tum to .287. If he fails, he is 
knocked off the wall; tum to 31. 

1.21 

Roll on Sonic' s Agility to beat a 7 to sneak past the 
guards. If he makes the roll, tum to 192. If not, tum to 
205. 

1.2.2 

With a cooling Chaos Emerald in either paw, Sonic 
glances over his shoulder. The creatures mutated by 
the Emeralds are shrinking and sliding back into their 



1.2.2 

normal forms and Sonic is sure that they'll be okay in 
an atmosphere untainted by chaos. He dashes to the 
teleporter and leaps under it, but there is no bright 
white light or FAZZZ- noise. Sonic looks desperately 
across to the other side of the room, where his friends 
are standing. 'How do I get this thing to work?' he 
shouts. 

'Kick it!' comes the reply. Sonic gives the machine a 
good boot, and F AZZZZZZZZZZZZAM! He ap­
pears in mid-air and tumbles a few centimetres, landing 
on something soft. 'Oof! Gerroff!' it goes. 

Sonic picks himself up. 'Tails!' he exclaims. 'What are 
you doing here?' 

'I got here about five seconds ago,' complains the fox. 
'I've had an adventure with ice and a robot shark and 
monkeys and a giant fridge. Am I a real hero yet?' 

'Not yet,' says Sonic. 'Unless you can do better than 
these.' He shows him the two Chaos Emeralds, then 
looks around him. 'Where are we anyway?' 

They are in a small room with bright white panels on 
the walls. In one comer lie two gold rings, which they 
can take. There is a single door which, as they watch, 
slides open. Someone steps into the room. It looks like 
a human being completely covered in silvery metal. 
Do Sonic and Tails attack it (tum to 23) or talk to it 
(tum to 273)? 



123 
Meanwhile, over on the other side of Mobius, Tails is 
buried up to his waist in a snowdrift. Unfortunately 
he's upside down, so his head is in the snow and his 
feet are waving in the air. A moment ago he material­
ized a metre above the snowdrift, and you can work 
out the rest yourself. 

'Sonic!' he shouts, his voice muffled by snow. 'SONIC! 
Where are you?' He listens for any reply. There's no 
trace of Sonic' s voice - not surprising since he's in 
Scrap Brain City - but Tails can hear shouts and the 
sound of a fight. If you think Tails should burrow into 
the snow so that the fighters can't see him, tum to 
.240. If you think he should investigate what's happen­
ing, tum to .283. If you think he should join in the 
fight, tum to 89. 

:1.24 
The building is dark, cold and gloomy. As the group 
walks into the entrance hall, Sonic notices a large 
television set at the end of the room. It's not switched 
on, but there are smaller televisions and computer 
monitors piled around its base. Some of them look as 
if they might be power-ups, like the ones that Sonic 
and Tails find in the zones. Does Sonic try to grab one 
of the monitors without his captors noticing (tum to 
66) or does he keep walking (tum to .264)? 

J 





125-:1.26 

125 

From the heat of the desert to the cold of the Hill Top 
Zone. Tails and his friends have travelled far up the 
glacier towards the top of the mountain. The monkeys 
are getting tired in their heavy overcoats but Tails, 
with his furry coat, leads them onwards and upwards. 
Finally the monkeys cannot continue. 'Stop!' they 
shout. 'We have to rest. This flat place looks perfect.' 

'Wait!' shouts Tails. 'That could be snow covering a - ' 
but it's too late. The first monkey throws itself onto 
the snow. There is a cracking noise, the snow slips 
away and the monkey starts to slide down into a crack 
in the ice. ' - a crevasse,' finishes Tails. Should he dash 
and grab the monkey before it falls into the depths 
(tum to 60), or should he wait before helping (tum to 
208)? 

126 
'Ah, Number Four,' says the bird. 

'I am not a number, I'm a hedgehog!' shouts Sonic. 
'I've got important information for you, so listen up. 
One of your group is an informant for Galen and the 
cats running the city.' 

_'I know!' says Number Two. 'Every time we try a new 
plan, the secret police are waiting for us. Last week we 
were planning to raid the High Tower with the Chaos 
Emerald in it-' 

'Wait a second,' interrupts Sonic. 'There's one Chaos 
Emerald here already, before I arrived with the second 
one?' 



'Yes,' replies Number Two, 'it's the city's power source. 
You brought another Emerald with you? Oh dear. Oh 
dear oh dear. Dearie, dearie me. I'll have to think 
about this. Dear oh dear oh dear ... ' Number Two sits 
down to think. 

What should Sonic do next? 

Talk to Number One? 
Talk to Number Three? 
Ask what their next plan is? 

127 

Tum to 38 
Tum to 253 
Tum to 101 

Sonic and Tails fight their way through the crush and 
into an escape pod full of androids. The door slams, 
there is a rumble and the pod leaves the station and 
flies off into space. Sonic looks through a porthole. He 
can see the station and it doesn't seem to be under 
attack. There's only one spaceship around: a small red 
one, flying straight for the escape pod. Sonic spots a 
familiar-looking robot in the cockpit, surrounded by 
Chaos Emeralds; then the ship's lasers flash and the 
pod explodes. Bang. 

GAME OVER 



" 128-i.30 

128 

The croc wraps a scaly arm around the dazed Tails, 
lifts him up and sprints through the gate. Sonic chases 
them but the wooden door slams shut in his face. 
'Tails! Are you okay?' shouts Sonic. There is no reply. 
Sonic sniffs. 'My buddy's gone. If I wasn't a hero, I 
think I'd feel &ightened. Tails is a hero too - he'll be 
safe. I hope.' He walks to where the leader of the wart­
hogs is standing. 

'Is there anything I can do?' asks the leader. 

'Yeah,' says Sonic. 'You can start the attack right now.' 
Tum to 52. 

129 
Roll on Sonic' s and Tails' s combined Speed, to beat a 
13. That means you must add Sonic' s Speed and 
Tails' s Speed, then roll one die and add that as well. If 
the total is 13 or more, you should tum to 271. If the 
total is 12 or less, tum to 71. 

130 

Sonic and Tails leap towards the red ship, landing on 
its tail. The small red robot has been joined by four 
others, taking the Chaos Emeralds to the submarine. 



131-132 

Four of them form a wall in front of Sonic and Tails, 
while the fifth escapes with the gemstones. Sonic and 
Tails must each fight two robots, in turn, using their 
Speed. Each robot has · a rating of 7. If either of the 
heroes loses either their rings or a life, turn to 198. If 
they win the fight, tum to 6. 

131 
Sonic and the wart-hogs smash down the stockade 
gates. Inside, tied up, are three more wart-hogs and 
Tails. Sonic pulls the ropes off him. 'Are you okay, 
Tails?' he says worriedly. 

Tails smiles. 'Sonic,' he says. 'Boy, I'm glad to see you.' 
The two friends rush out of the stockade and over to 
the main fort. Turn to 214. 

132 
Tails dashes towards the teleporter. Its wires are spark­
ing, but that doesn't stop a determined fox. He leaps 
towards it. There is a crackling sound and the white 
light blasts down at him, stronger and hotter than ever 
before. RolL on Tails' s Strength, to beat an 8. If he fails, 
the bright light fries him and he loses all his rings. If 
he has no rings, he loses a life and must tum to 125. If 
he survives the beam, turn to 277. 



:133 
There's one problem with overpowering the guard: 
the solid door between him and Sonic. The hedgehog 
hammers on it. A little trapdoor in it slides open, and 
an ugly guard peers in. 'I don't want any trouble from 
you,' says the guard, 'or I'll show you real trouble. 
Now shut up. I'm trying to get some sleep.' The 
trapdoor slides shut. What now? Sonic can attract the 
guard's attention again (tum to 68), climb the wall 
towards the window (tum to .2.2.2), make a see-saw 
catapult out of the planks and bricks of the bed (tum 
to :182) or, if he has a rope, try to lasso the hook in 
the ceiling (tum to 76 ). 

:134 
'Paws up! Tum around slowly.' As Sonic and Tails 
rotate they see their friend Sally Acom, pointing a 
submachine-gun at them. Behind her is Porker Harris, 
also with a gun. They look mean. 

'Good work, Five,' says Porker. 'Capturing th,,e notori­
ous Twin-Tails and Sonic the Wart-hog. President 
Robotnik will be pleased.' 

'That's Sonic the HEDGEHOG,' explodes Sonic, 'and 
his - did you say President Robotnik?' 

'We ask the questions,' says Sally. A confused Soni<;_ 
and Tails are steered at gunpoint into the building. 
Tum to section 124. 



135 
The corridor is lit by flashing alarm lights. Sonic and 
Tails almost trip over an android lying against the 
wall with a hole in its metal skin. There's no sign of 
the small red robot, or the Emeralds. Should Sonic and 
Tails go left (tum to 169), right (tum to 232) or talk to 
the android (tum to 19)? 

136 
Sonic and Tails are alone in the darkening jungle. 'Night's 
corning. Let's find somewhere to sleep,' says Sonic. 

Won't all the good places have things living in them?' 
asks Tails. 'Creepy-crawlies and things with lots of 
teeth and legs?' 

'Of course not,' says Sonic, striding ahead. 'Anyway, 
you're with me so you're perfectly safe. Just keep your 
wits about you and be carefu - aaaarrgghh!' The 
ground collapses beneath their feet, and they plunge 
into a pit. It's too deep for them to climb out and 
they're stuck there. Since they've annoyed the only 
people in the Zone who might help them, they may 
be trapped for a long time. By the time they get out, 
Robotnik will have conquered the whole world. 

GAME OVER 



. 137 

137 
Sonic and Tails creep down the tunnel. Ahead of them is 
a large chamber full of machines and equipment. At the 
far end is a big weapon, and the two heroes take a couple 
of steps into the room to get a better look at it. Mistake! 
They are grabbed by two silver robots and dragged to 
the centre of the room. The big weapon swivels towards 
them. It is Dr Robotnik in his Egg-o-matic machine, 
with a massive twin-barrelled gun fixed to the front. 

What's that?' asks Tails. 

'Ha ha ha!' replies Robotnik. 'A Zap Cannon. Move 
and I shall fry you into Flambed Fox.' 

'You don't fry flambes, you burn them!' shouts the 
fox. 'Every cook knows that.' 

'Well, your goose is certainly cooked!' replies the mad 
scientist. 'You never realized how I tricked you! Ha, 
ha, ha!' Over the laughter, Sonic and Tails can hear the 
voice counting backwards: '69. 68. 67.' What should 
Sonic and Tails do? 

Stand there silently? 
Demand that Robotnik tell them how 

he tricked them? 
Pretend to be impressed by Robotnik' s 

cleverness? 
Attack Robotnik? 

Tum to 11 

Turn to 152 

Turn to 90 
Turn to 67 





138 
The bulldozer rumbles past the spot where Sonic and 
Tails were lying a moment before, flattening the earth 
with its blade and spraying it with a sticky liquid 
which sets hard, making a wide road that stretches 
into the distance. The bulldozer roars away. Sonic 
watches it go, and turns to look out of the pages of 
the book, up towards you. 'Hey!' he says, 'HEY, 
YOU, READER! This is supposed to be a thrilling 
adventure, but all we've done so far is wake up and 
roll out of the way of some machine that's wrecking 
our home. Me and Tails,' he gestures at Tails, who 
trips over the full stop at the end of the last sentence 
and almost falls off the page, 'we're brave adventurers, 
so give us something brave and adventurous to do. 
And make it fast, because that bulldozer is trashing the 
Green Hill Zone!' Choose one of the following things 
for the pair to do: 

Try to destroy the bulldozer. 
Run after the bulldozer and jump 

onto it. 
Walk down the new road. 
Explore the rest of the zone. 

Tum to .21.2 

Tum to .26 

Tum to 107 

Tum to 170 



139 
Tails grabs the monkey's collar and the two land 
safely on the other side of the ice canyon. Now the 
snow has fallen into it, they can see the crevasse 
stretches for kilometres, to the edges of the glacier. 
Tum to41. 

140 
'I'm guilty,' says Sonic. 'Can I have the Emerald back?' 

'You admit your guilt,' says Galen. 'Take him away, 
guards. Show no mercy.' Turn to 259. 

141 
'Hang onto my arm!' shouts Tails. He yanks the rip­
cord and fabric pours out of the pack, billowing out to 
form a rainbow-coloured parachute. There is a jolt as it 
opens and Sonic loses his grip on his friend's arm. He 
slips, falls and grabs - and one gloved paw wraps 
around Tails's shoes. He hangs on with all his strength. 

They are falling into a sparkling, shimmering cloud. 
'It's full of rings!' exclaims Tails. 'It must be a Bonus 
Zone! Grab all the rings you can!' 



Roll the dice. Whatever the number is, Sonic and Tails 
catch that many rings and can roll again if they want 
to, as many times as they like until they either decide 
to stop or they roll a 1. If they roll a 1, they lose all 
their bonus rings and fall through the cloud, down 
towards the Green Hill Zone below. 

'It looks like home,' says Sonic. 

'It'll be good to be back,' replies Tails. Turn to 300. 

Ll-2 
Sonic and Tails rush up the stairs to the roof and find 
themselves behind four crocodiles with crossbows, 
firing at the wart-hogs. One of the crocs turns around 
and takes aim at them. Sonic and Tails must fight the 
four crocodiles, two each and in turn. They get the 
advantage of surprise, so they will use their Speed, 
and the surprised crocodiles have a rating of only 7 
each. If Sonic or Tails loses a life, cross it off their 
Vital Statistics and turn back to 31. If they defeat all 
the crocs, they find six rings here, three each (write 
them down) and head down the stairs. Turn to 296. 



143 
The two animals search the cab thoroughly. Tails finds 
ten gold rings hidden under the driver's seat and he 
gives five to Sonic (mark down five rings on each 
character's Vital Statistics). Sonic turns the television 
upside down, and sees that it was made by Nik Robot 
Industries. 'Nik Robot - Robotnik! he exclaims. 'I 
knew he had to be behind this.' 

Tails stands on the driver's seat. There's a weird new 
building at the end of the road,' he says. 'Should we 
investigate?' Now the bulldozer is stopped, they can 
follow the road towards the building (tum to 107) or 
explore the rest of the Zone, looking for their friends 
(tum to 170). 

44 
'Let's get out of here,' says Number Two. 

'Wait,' says Sonic. He opens a cabinet on the corridor 
wall, and inside are ten rings and a crowbar. If Sonic 
takes them, write them on his Vital Statistics. 

The three go back to where Sonic' s warriors are 
waiting. 'Where now?' they ask. Does Sonic head 
towards the High Tower (tum to 21) or the gate (tum 
to 196)7 



145 
There's no sign of a teleporter. Suddenly, there is a 
tremendous crash, and Tails whirls to see that a robot 
shark has smashed through the ice and has gripped a 
small monkey in its metal jaws. Does Tails attack the 
shark (tum to 268) or the monkeys (tum to 10)? 

146 
The hatch opens and the slipstream of air rushing past 
outside sucks the heroes out of the rocket. They 
tumble downwards, watching the rocket zoom away. 
It doesn't matter where they land; the Chaos E.r:neralds 
will be spread across Mobius and Robotnik will control 
the planet. Oh dear. 

GAME OVER 

147 
'Dr Robotnik?' asks the leader. He pronounces it 
'Drrr'. 'I've never heard of him.' 

'But you must have - haven't you seen his broadcasts?' 

'No,' replies the-leader. 'Unfortunately there's no elec­
tricity out here. I recognized you from a poster.' 

'Oh,' says Tails, confused. He can ask why the tribe is 
so warlike (tum to 261) or why the food is so awful 
(tum to 209). 



148 
Tails slaps the button with his paw. The inner door 
closes, the outer one opens and the red robot squeals 
as it is sucked out of the airlock into space. Sonic and 
Tails watch it spin away from the space station. 

'Why did you do that?' asks Sonic. 

'It wasn't the robot with the Emeralds,' says Tails. 'The 
thief must still be here.' 

Suddenly a voice fills the air. 'Attention. Your attention 
please,' it says. 'The space station is under attack. 
Evacuate immediately. Follow the flashing signs to 
the escape pods, please.' Do Sonic and Tails go to the 
escape pods (tum to 3) or the way the robot with 
the emeralds must have gone (tum to 191)? 



149 
That makes sense,' says Sonic. What might happen if 
they've got two Chaos Emeralds in the High Tower?' 

'If they're careful,' says Number Two, 'everything will 
be fine. If they're careless, the proximity effect might 
overload the - where's Number One?' 

What's that chemical smell and hissing sound?' asks 
Sonic. 

Wurgh!' replies Number Three, slumping to the floor. 

'Augh!' remarks Number Two. 

'Eeeugh!' adds Sonic as black dots dance before his 
eyes, and he passes out. When he comes round, he's in 
a cell with Number Two and Number Three. What 
happened?' asks Sonic. 

'We were gassed,' answers Number Three. 'Number 
One betrayed us. Now there's a guard outside the 
door, and no way we can escape.' 

There's always an escape route,' says Sonic. 'Besides, 
we must warn the Outcasts about what's going on!' 
What should Sonic do? 

Search the cell7 
Ask what the others are carrying? 
Bang on the door? 

Tum to 27 
Tum to 105 

Tum to 278 





150 

150 

The stairs end in a steel door. Sonic grips the handle 
and can feel it vibrating as the door opens. Inside, the 
room is filled with bright blue-green light, coming 
from the middle of the room where the two Chaos 
Emeralds hang in mid-air, spinning round each other 
in a slow orbit. Gazing at them are two of the cat­
beasts Sonic saw in the city. They look around at the 
hedgehog, and with a jolt Sonic recognizes them. One 
is Galen, hideously swollen and transformed, his fur 
now a lurid blue-green colour, and the other is not a 
cat, it's a badger: Number One. Around the walls of 
the room are strange machines and odd equipment -
probes, read-outs, computer banks, stabilizers and trans­
formers. On the far side of the room is what looks like 
a teleporter, although Sonic can't be sure. Galen bends 
to pick up a long metal pole from the floor. Grasping 
it like a club, he and Number One move towards 
Sonic's group. What should he do? 

Run for the teleporter? 
If Sonic has the net, use it to grab the 

Emeralds? 
Grab the Emeralds in his paws? 
Attack Galen and Number One? 

Turn to .280 

Turn to 95 
Turn to 15 

Turn to 239 



1.51. 

The two spear-carriers advance on our heroes. The 
others are still discussing what to do. If Sonic and 
Tails should take no chances and attack, tum to 81. If 
they should make friendly gestures, tum to 298. 

1.52 

'You're an evil, twisted creep!' shouts Tails. 'I don't 
believe you tricked us.' 

'Ah, but I did!' gloats Robotnik. 'I didn't send you to 
the same place as the Chaos Emeralds by mistake. I 
knew you would try to recover them all - something 
my robots couldn't do - and then I could steal them 
from you with the robots I'd planted on the space 
station. I chose you two because the Emeralds mutate 
ordinary people, but a blue hedgehog and a fox with 
two tails - the Chaos Emeralds couldn't mutate you 
because you eggs-ist as mutants!' 

'Are we mutants, Sonic?' Tails asks. 

'Mutants? No way!' says Sonic. 'Robotnik, you've 
cracked!' 



153 

'Pathetic!' Robotnik continues. 'By morning there will 
be a Chaos Emerald back in every Zone, and I shall 
control Mobius!' What do Sonic and Tails do? 

Look around? 
Ask Robotnik about the rocket? 
Tell Robotnik he's mad? 

153 

Tum to 61 
Tum to 258 
Tum to 200 

The two rush forward, but before they are close 
enough to hit the chieftain, bolts of fierce green light 
burst from the Emerald. Sonic and Tails must each roll 
on their Quick Wits to beat an 8 to dodge the beams 
of light. If either of them fail, the beams hit them and 
they lose their gold rings. (If they have no rings they 
do not lose a life.) The beams fade away, leaving spots 
flashing before their eyes. If they want to stay out of 
range and insult the chieftain, tum to 56. If they want 
to be nice to him, tum to 4. 



154 
Sonic reaches the gate; it's a metal barrier with a 
keyhole on one side. In front of it, two guards are 
talking about the new Chaos Emerald which, Sonic 
overhears, has been linked to the city's power system. 
If he has a key, he can sneak past the guards and 
unlock the gate (tum to 121). If not, he must attack the 
guards (tum to 205). 

155 
'After you,' Sonic says. 

'No, no, after you,' Tails says. Sonic bends down and 
knocks hard. 

'Who is it?' comes a voice. 

'Two castaways,' Sonic says, trying to disguise his 
voice. 

'Not now, Robinson. We're busy,' comes the reply, 
followed by hysterical robot laughter. The submarine 
sinks beneath the surface, and Sonic and Tails are left 
bobbing in the ocean with no hope of rescue. 

GAME OVER 

156 
The massive bulldozer's tracks tear up the ground as it 
speeds across the Zone, leaving a shining path behind 
it. In front ot its roaring engine is a driver's cab made 
of mirrored glass. 



'Look!' exclaims Tails. 'That shiny liquid is drying! It's 
making a road.' 

Sonic is looking around and sniffing. Something' s very 
wrong in the Green Hill Zone and, since he's the 
resident hero, he'll be the one who has to sort it all 
out. There'll be danger and peril, robots to be beaten, 
Chaos Emeralds to be found, global threats to be 
overcome and, behind it all, most likely the mad Dr 
Robotnik! 'I love being a hero!' he shouts. Should 
Sonic and Tails follow the road (tum to section 107), 
explore the Green Hill Zone (tum to section 170 ), or 
should they jump on the bulldozer (tum to section .26) 
or attack it (tum to section .21.2)7 

157 
A bright flash explodes in the sky - the flare signal 
that they were supposed to wait for. Either Ravis and 
his forces were late, or Sonic was early. Sonic spots 
the tower that the others called the High Tower. Blue­
green light floods from its windows, making it look 
like an eerie ·lighthouse. Do Sonic and his soldiers head 
for the tower (tum to .21), the gates (tum to 196) or the 
prison (tum to 93)? 

158 
The monkeys look at him. 'This, believe it or not,' 
says one of them, gesturing at the surrounding snow 
and ice, 'is the Hilltop Zone. Snow started falling late 
last night. When we woke up today, it was like this. 



159 

We split up to find food, shelter and other survivors, 
but now we can't even find the others. Then that 
shark-thing attacked.' 

'Will you help us, Mr Tails?' interrupts the smallest 
monkey. We're very cold and hungry and we're fans 
of you and Sonic - Sonic especially.' Will Tails agree 
fo help them (tum to 94), refuse (tum to 247) or ask 
them if they have seen a Chaos Emerald (tum to 216)? 

159 
'Who built me?' echoes Ross. 'Your old friend, Dr Ovi 
Kintobor.' 

'You mean Robotnik before he became Robotnik?' asks 
Tails. 

'That's him,' replies Ross. 'Sonic knew him then. Ovi 
discovered the Chaos Emeralds too, although that was 
a mistake. He was trying to neutralize all the chaos in 
the world, but his machines overloaded and turned him 
into Robotnik. Now he's trying to undo all the good 
work he ever did. He built us to crew this space station, 



160 

Station Eyrie, to monitor Mobius' s surface and to 
watch the Warps of Confusion. Later on Robotnik hid 
the Emeralds in the Warps so Sonic couldn't find them 
- but he did.' , 

'Of course,' says Sonic. Tm a hero.' What does he ask 
now? 

'How can we teleport out of here?' 
'Can you help us get rid of these 

Chaos Emeralds safely?' 

:160 

Turn to 74 

Turn to 9 

'Wonderful!' the leader exclaims. There is no time to 
waste. We were planning to attack the crocodiles' 
stronghold tonight. Do you want to wait until then, or 
come on a scouting expedition to spy out the strong­
hold?' Do Sonic and Tails go scouting (tum to 73) or 
wait (tum to .238)? 





161 

Mildred shrieks as a snowball whizzes past her and she 
staggers into Tails, who falls over. The ground cracks 
and collapses, sending them plummeting downwards! 

They land in an underground ice-chamber. At one side 
is a large, humming machine. It reminds Tails of a huge 
fridge. On top of it is a teleporter and, connected to it 
by wires and cables, is an orange Chaos Emerald. Tied 
around the fridge-machine are three monkeys. Mildred 
squeaks with joy and is about to run over when Tails 
stops her. 

A dark shape comes lumbering in from a side-chamber. 
It's ten times as tall as Tails, with white tusks and a 
heavy coat. You might recognize it as a woolly mam­
moth, but Tails ·has never seen anything like it before. 
The mammoth stands in front of the fridge-machine, 
as if on guard. 

Should Tails and Mildred attack the mammoth (tum to 
102), free the monkeys (tum to 244) or make a dash 
for the Chaos Emerald and the teleporter (tum to 17)? 

162 

Sonic tries to twist the steering wheel away from Chirps. 
The chicken squawks and presses a red button, and a 

. high-pitched shriek fills the air. The television screen 
: blinks on, showing Sonic's friend Porker Harris, the pig. 

We heard your alarm, Bulldozer Three,' he says. 'An 
emergency squad is on its way.' Should Sonic and 
Tails search the cab (tum to 48) or get away from the 
bulldozer (tum to 170 )7 



i.63 
Sonic ducks and the light shoots over his head. Galen 
and Number One step in front of the Chaos Emeralds, 
ready to defend them. Sonic can't stop and almost 
runs into their paws. He must fight them! Tum to .239. 

i.64 
'You're right, Number Two,' says the badger. 'He has 
the shifty eyes of a secret agent.' 

'Hey!' says Sonic. 'Watch who you're talking about.' 

'And he's rude too,' adds the badger. 'You two subdue 
him.' The bird and the dog advance on Sonic. The 
badger slips through the door, closing it behind him. 
Does Sonic point this out (tum to i.99) or does he 
fight to get free (tum to 50 )? 

i.65 
The hatch is fastened tight. If Sonic and Tails are 
determined to open it, they must roll on their combined 
Strength to beat a 12. If they make it, tum to 146. If 
not, the hatch stays closed; tum to i.80. 



166 
The drawbridge falls with a splash. The way into the 
stronghold is open. Sonic climbs onto it. This way!' 
he shouts and runs in. Tum to 44. 

167 
'Torture me,' says Sonic. 'I'll never admit I'm a spy 
because I'm not. You can break my body but you can't 
break the truth.' 

'Good,' says Ravis. He lifts Sonic off the floor. 'You 
have the spirit of a true hero. None of those who live 
in the city would ever be so brave. You said you knew 
what was happening in the city. Tell me all. Did you 
speak with my agents there? Quickly now,' he de­
mands. If Sonic shows Number Three's talisman to 
Ravis, tum to 292. Otherwise he can tell Ravis that his 
agents are in prison (tum to 32) or that there are two 
Chaos Emeralds in the High Tower (tum to 86). 

168 
A huge metal shark rears up, smashing through the 
ice. The monkeys back away, jabbing at it with their 
spears, but they're hardly even scratching it. Tails 
takes a run-up and leaps into the attack! He will use 
his Speed to fight the shark. It has a rating of 12, but 
Tails adds 1 point to his roll for each monkey and 
there are four of them. If the shark hits him, roll the 
die again; on a 1, 2 or 3 Tails loses all his rings or, 
if he has no rings left, a life (cross it off and tum back to 



123). On a 4, 5 or 6 one of the monkeys is hit and 
knocked out of the fight (don't add a point for a 
beaten monkey). If the shark is beaten, tum to 42. 

169 
The corridor leads to an airlock. The inner door is 
open, and inside is a small red robot. It has opened a 
panel in the wall and is twisting some wires together. 
By the inner door is a button marked 'Cycle Airlock'. 
Should Sonic and Tails attack the robot (tum to .270) 

or press the button (tum to 148)? 

170 

Sonic and Tails don't get far into the Zone before they 
find everything has changed. Hills have been levelled, 
roads have been built and new buildings have sprung 
up like toadstools. What is going on? The air is full of 
the roar of chainsaws, the crash of falling trees, the 
thumping of pile-drivers and the moaning of Tails. 'My 
head hurts,' he complains. In front of them stands a 
particularly ugly building. It's not finished and workers 
are swarming over it like ants. Some are robots but 
Sonic recognizes others - they' re his friends! Flicky the 
Bluebird, Johnny Lightfoot, Joe Sushi, they're all here. 
Why would they build such a hideous thing in the 
Green Hill Zone? What should Sonic and Tails do now? 

Ask one of their friends what's 
happening? 

Climb the building for a better view? 
Follow the road? 

Tum to .293 
Tum to40 

Tum to 107 



1.71. 

'Hi there,' Sonic grins. This is a most excellent cake. 
Delicious. My compliments to the chef. It's traditional 
for people to jump out of cakes at big parties, so I 
thought I'd do something alternative, like jumping 
into a cake. It's different, it's hip and I enjoyed it.' 

'Are you an Outcast?' asks an impressively dressed 
cat-person. 

Sonic is sure that being an Outcast is bad. 'I'm new,' 
he says. 'I've just arrived. I like it here. Great cakes. I 
think I'll stay a while.' 

'We'll just perform an immigration ritual we have 
here,' says the impressive cat, then raises his voice. 
'Guards! Grab him!' Two huge cats grab Sonic by the 
arms and haul him out of the cake. The Chaos Emerald 
drops to the floor, and they pick it up and pass it to 
the impressive cat. Tum to 69. 

1.7.2 

The camp seems deserted as Sonic strides between the 
tents. It's very eerie, as if the inhabitants of the camp 
have just disappeared. Sonic bends down to pick up a 
gold ring poking out of the sand (write it down) and 
the flaps of the tents fly open as warriors with swords 
leap out. In an instant he is surrounded. 'Don't move, 
cat spy!' says one. 

Meanwhile, in the Hilltop Zone - 'Hey! that's not 
fair!' Sonic shouts. 'It starts getting exciting, and you 
leave me in the lurch. Come back!' Tum to u5. 



173-175 

173 
'Long-range radar on/ says a computerized voice and a 
display appears on the windscreen in front of Sonic, 
showing where everything is around him and whether 
they're friendly, hostile or neutral. If Sonic has to make 
any rolls to control the Kubrick, add 2 points to the 
dice roll for the advantage the radar gives him. Make 
a note of that, then tum to 30. 

174 
Ahead of them is a clearing. The two animals sprint 
into it and shriek as the ground gives way and they 
plunge into a pit! Roll a die to see who hits the 
bottom first. If you roll 1, 2 or 3 it's Tails; if you roll 
4, 5 or 6 it's Sonic. The first one to land loses their 
rings (cross them off their Vital Statistics). If they don't 
have any rings then cross off a life and tum back to 8. 

The W arcat leaps over the pit and snarls, but it's not 
going to risk being trapped as well and soon prowls 
off into the jungle. A minute later a vine drops into 
the pit, and the two heroes climb out. At the top are 
six creatures dressed in leaves, wearing wooden masks 
and carrying spears. They don't look very friendly. 
Most of them huddle on the far side of the pit, 
discussing what to do, while two approach with their 
spears raised. Do Sonic and Tails attack (tum to 81) or 
make friendly gestures (tum to .298)? 

175 
Tails dashes across the room and rams the machine 
with a spin attack. A pipe breaks inside it, spilling a 



~old fog out into the room. The machine stops hum­
ming and six gold rings fall out. Tails grabs them, then 
looks around, pu~zled. 'What's happening?' he says. 
'It's getting warm!' Water drips from the remains of 
the fridge, and the ice holding the captured monkeys 
melts, releasing them. A crack is forming in the cham­
ber's ceiling, and it creaks ominously. 'Run!' shouts 
Tails. 'The whole place is going to collapse!' Mildred 
and the other monkeys rush away towards the outside. 
Should Tails run for the teleporter (132) or grab the 
Chaos Emerald (tum to 47)? 

i.76 
Tails and Sonic start hurling fruit back up at the 
crocodiles on the roof. One mango scores a lucky hit, 
and the crocodiles start aiming at the heroic pair. 
Rotten bananas, papayas and grapefruit splatter down 
around them. Sonic and Tails must separately roll on 
their Agility to beat a 6. If either of them misses the 
roll, that one loses their rings. If they have no rings 
they must lose a life instead (tum back to 31). 

This isn't working,' says Sonic. 'Think of something 
before they start firing coconuts and prickly pears.' 
The friends can try to smash the door down (tum to 
24) or look for another way in (tum to 75). 



0 
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0 
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i.77 
Sonic stands over the keyboard. There is no password, 
just a menu showing choices. Sonic zips through them. 

'Can it play Cosmic Invaders II?' asks Tails. 

'No. Shut up and let me operate this thing!' snaps the 
hedgehog. Before long he has called up the menu he 
wants. There are four choices; which does he choose? 

Self-destruct? 
Open the hatch? 
Change the rocket's course? 
Jettison the Chaos Emeralds? 

i.78 

Turn to 206 
Tum to 146 
Turn to 246 

Turn to 57 

Sonic scratches his head. 'Search for two Chaos Emer­
alds in a city this size?' he says. 'You're an optimist.' 

His attention is caught by an eerie glow coming from 
one of the towers. It is taller than the others and not 
as richly decorated. The strange blue-green light is 
flooding from the windows and spreading out across 
the city. There's something peculiar about it, and it 
gives Sonic an uncomfortable prickling sensation down 
his spine. He looks out of the page and catches your 
eye. 

'I take it back,' he says. 'It took me three or four seconds 
to find them. But I'm not sure I want to get too dose.' 
If you think Sonic should go towards the tower, tum 
to 34. If he sneaks through the shadows towards the 
gates, turn to i.54, or if he sprints to the gates, tum to 
289. 



179 
Sonic stares at the television, feeling his mind whirling 
like the patterns on the screen, and he knows he must 
resist. He summons all his energy and leaps into the 
air, spinning like a dervish, and smashes into the TV. 
It explodes into pieces which shower across the room. 

'Oo-er,' says Tails. 'I feel funny. There's a ringing in 
my ears.' 

That's not in your ears,' says Sonic, who can hear it 
too. We've set off an alarm.' 

'Hands up!' says a voice behind them, and the two 
spin around to see their friends Sally Acom and Porker 
Harris pointing machine-guns at them. 'Don't move,' 
continues Sally. 'Now follow us.' 

'You told us not to move,' complains Tails. 



'Shut up and walk,' says Porker, waving his gun. Sonic 
and Tails exchange a confused glance, and set off 
down the corridor. Tum to 264. 

180 

The nose of the rocket doesn't have much in it: the 
hatch and two machines. One is a computer with a 
screen and a joystick. The other is a strange device 
attached to the rocket's hull, like a big grenade launcher 
or bomb rack. There's a panel on the side, which Tails 
pops open. Inside are the Chaos Emeralds. Sonic and 
Tails can operate the computer (tum to 177), open the 
hatch (tum to 165) or jettison the Chaos Emeralds 
(tum to 57). 

181 

Sonic and Tails must fight the two crocodiles - one 
fight each. Play Sonic' s battle first, then Tails' s. Both . 
crocodiles have a rating of 8 and Sonic and Tails use 
their Strength to fight them. If Sonic loses a life, cross 
it off his Vital Statistics and tum back to 160. If Tails is 
hit by the crocodile he is fighting, tum to 128. If both 
crocodiles are defeated, tum to 52. 



182 

182 

Sonic grabs the bed and pulls it apart. He makes a 
stack of bricks in the middle of the floor. Then he 
balances the longest plank across the bricks, and piles 
the rest of the planks against the wall. 

'I've never really understood modern art,' says Number 
Three, 'but I'm sure it's very good. What do you call 
it?' 

'I call it "Cool Way Out",' says Sonic. 'You two stand 
on the pile of planks. I stand on the low end of this 
plank and when I say "three", you jump onto the 
raised end of this plank It'll flick me up and I'll grab 
the bars. Okay? THREE!' 

The startled animals leap into the air and land on the 
end of the plank. As they go down, Sonic' s end goes 
up and he is tossed tbwards the roof. Roll on Sonic' s 
Agility, to beat a 7. If he succeeds, he lands neatly on 
the window-sill - turn to 5. If he fails, he misses the 
window and falls back into the cell. He's not hurt but 
the plank splits down the middle, so he can't try it 
again. Does he climb the walls (turn to 222), overpower 
the guard outside the cell (tum to 133) or, if he has 
some rope, lasso the hook in the ceiling with it (tum 
to 76)? 



183 
The monkey climbs onto Tails' s back and the fox 
starts to climb the ice wall of the crevasse. It's hard 
going, and the weight of the monkey makes it harder. 
Roll on Tails' s Agility, to beat a 6. If he makes the roll, 
he clambers out of the crevasse - tum to 41. If he fails, 
then the ice wall is just too slippery for him and he · 
slides back down to the bottom, where he can either 
use his tails as a helicopter to carry them both out 
(turn to 115) or walk along the crevasse to see where 
it leads (turn to 275). 

184 
Sonic hits the ground so fast that he loses all his rings 
(but he doesn't lose a life if he has none) and bounces 
back up into the air. 'Aaaah!' he screams as the city 
rushes up at him again. Tum to 16. 



185 
'Sonic! What's that?' shouts Tails. He dives towards 
the glittering shape in the distance. It's a pink Chaos 
Emerald and the fast fox has it clasped firmly in his 
paws. A blot of colour appears and their spaceship 
re-grows and_ re-forms around them, as if someone had 
filmed a wax model melting and then shown the film 
backwards. 'Wow! Cool special effects! This is a big­
budget gamebook!' breathes Tails. Sonic is already in 
the pilot's seat, accelerating to full speed. Tum to 299. 

186 
The real Sonic the Hedgehog would never leave his 
friend Tails to be squashed by a rampaging machine. 
Sonic must have fallen under the mind-control rays of 
Dr Robotnik, and now there is nobody to save the 
world from the deranged dictator. The planet Mobius 
is doomed. Tum back to section 1 and try again. 

GAME OVER 

187 
Sonic races towards the Emeralds. Galen and Number 
One step into his way, their arms outstretched to grab 
him. Sonic puts one foot on Galen's , arm and one on 
Number One's shoulder and leaps straight towards the 
Emeralds. He hurtles between them and THWACK! 
THWACK! catches an Emerald in each paw. They're 
scorching! His gloves are smouldering and his paws 
feel like they're. being roasted. Roll on his Coolness to 
beat a 9. If he succeeds, tum to 122. If he fails, tum 
to 82. 



188 
Sonic grabs the top edge of the drawbridge. He 
positions himself between bridge and wall, and uses all 
his strength to push the two apart. The vines creak 
and stretch, but does he have enough power to snap 
them? Roll on Sonic' s Strength, to beat an 8. If he 
succeeds, turn to 12. If he fails, tum to 96. 

189 
The red ship disappears amongst the rocks. Sonic 
steers away from them, skirting the edge of the field 
and watching for meteors. Roll on Sonic' s Quick Wits, 
to beat a 5. If he consulted a space chart on the space 
station, add 1 point to his score. If he is flying the 
Toho, add 1. If he is flying the Yuzna, subtract 1. If he 
succeeds, turn to 2.67. If he fails, tum to 37. 

190 
The other natives scatter into the forest, their leafy 
clothing blending in with the green background. They 
disappear almost immediately. 'Leave them to the 
crocodiles!' comes a faint shout, and then there is no 
more sign of the natives. Tum to 136. 
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191 

Down a short corridor is a vast room. Sonic and Tails 
step into it, to see a small red spacecraft hurtle through 
the opening at the other end, diving through a force­
field and out into space. Three other spacecraft sit 
here: one huge and well-shielded, one squat and heavy, 
and one as thin and streamlined as a dart. 

'What are they?' asks Tails. 

'I don't know,' says Sonic. 'COMPUTER! Tell us 
about these three spaceships.' 

'Certainly, Sonic,' says a voice. 'The first vessel is the 
Kubrick, a long-range spacecraft. The second is the 
Yuzna, an exploration ship designed for planetary 
landings. The third is the experimental prototype star­
fighter Toho, ready for its first test-flight.' 

Select a spacecraft for Sonic and Tails, write it down 
on Sonic' s Vital Statistics, then turn to 250. 

192 

The key turns in the lock. Sonic pushes hard against 
the gate and it opens just far enough for a slim 
hedgehog to slip out. The desert outside is dark and 
Sonic can see the constellations spread out across the 
sky. Above the horizon a single bright star winks. In 
another direction, Sonic can see the faint lights of 
campfires in the desert dunes. Should Sonic head 
towards the campfires (tum to 97) or follow the star 
(tum to 58)7 



193 
Inside is a large hallway, gloomy and dark. At the far 
end is a large, square shape that Sonic and Tails can 
just see. They venture further in. There is a click and 
the dar shape lights up: it's a television screen, with a 
pattern of whirling dots and twisting shapes on it. 
Tails and Sonic put up their paws to shield their eyes, 
but there is something about the way the shapes move, 
and the soft music in the background that makes them 
want to lower their paws, open their eyes and go out 
and make new buildings all over the Green Hill Zone. 
Roll on Sonic' s and Tails' s combined Coolness, to beat 
an 8. That means you should add Sonic' s Coolness to 
Tails' s Coolness; then roll a die and add that as well. 
If the total is 8 or more, they've succeeded; tum to 
179. If the number is lower than 8 they've failed; tum 
to 276. 

194 
'What's this?' asks Tails, pointing at something vague 
and grey floating in front of him. 

Sonic studies it carefully. 'It's nothing,' he says, 'noth­
ing at all. It's a complete emptiness. Tails, you've 
cracked it - it's a space! And in the madness of the 
Warp, where there's a space, there must be a space-



195 

ship!' He jumps into the greyness and Tails follows 
him, landing beside Sonic, back in the cockpit, as the 
ship zooms out of the Warp! Turn to 299. 

195 
'Sonic the Hedgehog?' says the bird. 'Not the Sonic the 
Hedgehog? Defender of the Green Hill Zone? Saviour 
of Planet Mobius?' 

'The Sonic the Hedgehog who runs around with that 
cute, cuddly fox?' asks the dog, putting away his 
sword. 'I'm a big fan of his - I mean, yours.' 

'I've never heard of you,' mutters the badger. 'You 
have disrupted our meeting. Same time tomorrow, 
everyone.' He starts tidying papers. 

'Don't mind him,' says the bird. 'He's always grouchy. 
I'm Number Two, and my friend,' he points to the dog, 
'is Number Three. You're Number Four.' 

'I'd rather be Sonic,' says Sonic. 'Who is Number 
One?' 

'You are Number Four,' says the bird sternly. 'Number 
One is the badger. We're Outcast agents. The rest of 
the Outcasts live in the desert - Galen and the cats 
won't let them enter the city. So we've sneaked in, to 
prepare for an invasion.' Sonic knows that one of the 
group is a spy for Galen, but he knows that if he 
chooses wrongly he'll be talking to the spy. Who does 
he talk to? 



Number One? 
Number Two? 
Number Three? 
Or does he ask them what their 

plans are? 

196 

Tum to 38 
Tum to u6 
Tum to 253 

Tum to 101 

As Sonic approaches, he can see the gates are swinging 
on their hinges, blown apart by an explosion, and 
Ravis and his army are inside the city. The Outcast 
leader spots Sonic and his soldiers. What are you 
doing here?' he splutters. 'Some secret sneak attack 
you are! You should be at the High Tower, cutting off 
the cats' power supply.' 

'Hey, I thought you needed help, okay?' Sonic replies. 

'I don't need any help,' Ravis growls, knocking out an 
attacking cat with the hilt of his sword. 'Just go and 
fulfil your mission.' Should Sonic head for the tower 
(tum to 21) or &ee the Outcast agents &om prison 
instead (tum to 93)7 

197 
We know your stupid plans,' lies Sonic. We can beat 
all of them.' 



'As I thought/ sneers Robotnik, 'you' re too dangeous 
to stay in the Green Hill Zone - you'd escape and 
smash all my beautiful new buildings. I have to get rid 
of you. Guards! Remove their shoes and gloves.' 

'No, not those!' gasp Sonic and Tails in unison. 

'Ha ha! Ha ha ha ha ha ha! Yes! Take them off !' 

Sally Acom and Porker Harris move menacingly to­
wards our heroes. Should Sonic and Tails def end 
themselves (tum to u9) or let themselves be stripped 
(tum to 71)7 

198 
The robots grab the stunned heroes and drag them on 
board the submarine. For machines so small, they're 
very strong. Sonic and Tails are pulled down corridors 
and thrust into a cell. Sonic has a familiar prickling 
feeling in his spikes, and he knows the Chaos Emeralds 
are close. 

'When do we escape?' asks Tails. 

'Not yet,' says Sonic. Tm certain we'll find Robotnik 
wherever this submarine is headed.' 

Eventually the cell door opens and six robots stand 
outside. 'Come with us,' they say. 

'Where are we going?' asks Tails. 

'Come with us,' repeat the robots. Tails and Sonic 
shrug and follow the machines out onto the top of the 
submarine. It is moored to a dock inside a huge dome. 



The whole place is filled with robots, all attending to 
different tasks. Two tunnels lead out of the dome. A 
loud voice is reciting figures backwards: '104. 103. 

102. 101.' Do Sonic and Tails follow the robots (turn 
to 230) or run away from them (turn to 72)? 

199 
'Your buddy's left,' says Sonic, pointing to the door. 

Number Two drops his sword and rushes over. 'It's 
locked!' he exclaims, and starts coughing and splutter­
ing. Sonic can smell a chemical odour that makes him 
feel ill. The other two slump to the floor, which 
suddenly seems like an awfully sensible place to be 
lying. A dark fog floats over Sonic' s eyes, and he 
passes out. 

When he comes round, he's lying in a cell with 
Number Two and Number Three. 'I know what you're 
thinking,' says Number Two, 'and you're wrong. 
There's no way out. We've looked.' 

'Never give up,' says Sonic. 'I'm an expert at this.' 
What should he do? 

Search the cell7 
Ask what the other two are carrying? 
Bang on the cell door? 

200 

Turn to 27 
Turn to 105 

Turn to 278 

'You're.mad!' shout Sonic and Tails in harmony. 

'You're toast!' replies Robotnik and fires the Zap 
Cannon. He walks over to where our heroes used to 



.201 

stand. 'Hmmm,' he muses. 'My life may be less eggs­
citing from now on, but it'll be a lot easier!' 

GAME OVER 

201 

Number Two shakes the rope loose. 'If you can loop 
the middle of the rope over the hook, you can hold 
onto the loop while Number Three and I pull you up 
to the window. You'll be able to swing across to it 
that way,' he suggests. 

Sonic nods. 'It doesn't explain how I'll get through the 
bars on the window,' he says, 'but it's a start.' Looping 
the rope over the hook takes ages, but eventually it 
slips over. Number Two and Number Three haul on 
the rope, lifting Sonic up until he is level with the 
window. He starts to sway the rope, slowly at first 
and then more and more until finally he grabs the bars 
on the window. He's there! Tum to 5. 





202-204 

.20.2 

The window has bars across it so narrow that not 
even Tails could squeeze through. Sonic can see most 
of the tall buildings in the city; power cables thread 
between them. One tower stands on its own in the 
middle, higher than the others, and most of the power 
cables lead towards it. Beyond the towers are the city 
walls. Sonic can see gates leading into the desert, and 
there are cat guards around them. It looks very hard to 
get into the city - or out of it. Sonic turns away from 
the window. Does he examine the door (tum to .29) or 
the bed (tum to 83)? 

.203 
Tails whirls his tails as fast as he can. The fox and his 
passenger rise into the air, but almost immediately 
begin to sink back down. Tails lowers the young 
monkey to the ground, and sits down, panting. 'It's no 
good,' he says, 'I haven't got the muscles to lift us 
both - and I'm not going to fly out of here on my 
own. I'll get you out somehow.' Tum to .28 . 

.204 

Sonic and Tails climb up to the cabin in seconds. Sonic 
stares at the mirrored glass that covers the door. 

'Are you making a plan?' Tails asks. 

'No, checking my spikes look smart,' says Sonic. He 
pushes the door open to reveal a plump figure who 
stares at Sonic and Tails. It's their friend, Chirps the 
chicken. There is also a large television set, turned to a 
dead channel. 



Who are you? What are you doing here?' he asks. 
What do Sonic and Tails do now? 

Grab the bulldozer's controls? 
Turn off the television set? 
Talk to Chirps? 

205 

Tum to 162 

Turn to 285 
Tum to 85 

The cat guards aren't paying attention to their duties and 
Sonic could sneak past them. Unfortunately he needs a 
key for the gate, and he can see one dangling from each of 
the guards' belts. 'Heads up!' he yells as he charges. Sonic 
must use his Strength to fight the two guards in tum; 
they both have a rating of 8. If he loses a life, cross it off 
and tum back to 91. If he wins, he grabs a key; tum to 192. 

206 

The rocket does. 

GAME OVER 

207 
Sonic tries to dodge but his feet are stuck in mud. The 
drawbridge falls and lands on his head. Ouch! Sonic 
must lose all his rings. If he doesn't have any then he 
loses a life (cross it off his Vital Statistics and tum back 
to 31). Sonic hears wart-hog warriors rushing over the 
drawbridge and into the stronghold. He clambers up 
and follows them inside. Tum to 44. 

208 

The monkey slides away, slipping down the crevasse 
into its depths. Finally it reaches the bottom and 



stands up. It's not hurt, but it can't get out. The other 
monkeys gather on the other side of the crevasse, 
which stretches a long way in either direction. 'Well?' 
says one of them. 'You're the hero. How are you going 
to rescue our friend?' Tails can climb down (tum to 28) 
or use his tails like a helicopter to fly down (tum to 
115). 

209 
'We apologize,' the leader says sadly. 'Since the croco­
diles found their glowing rock, they have taken all the 
fruit, nuts and berries and keep them for themselves.' 

'Crocodiles?' asks Sonic. 

'Yes. A week ago they raided our village. They stand 
on two feet and spoke of a glowing rock they had 
found which had given them ideas of taking over the 
Zone. Will you help us fight back, and get rid of the 
glowing rock?' Sonic and Tails can agree to help (tum 
to 160) or refuse (tum to 2), or ask why the wart-hogs 
are so warlike (tum to 261) or whether they have 
heard of Dr Robotnik (tum to 147). 

210 
His defeated foes slump back, exhausted by Sonic' s 
timing and brilliant tactics. He dashes to the door and 
rushes out - straight into the arms of a cat guard. A 

. cloth smelling of chemicals is pushed over his face, 
dots swirl before his eyes and he passes out. 

When he comes round, he's in a cell with Number 
Two and Number Three. 'Shhh,' Number Two hisses. 



2.11 

'There's a guard outside, so keep your voice down.' 

'What happened?' Sonic asks. 

'Number One betrayed us to the cats and now we're 
to be executed,' Number Three replies. 

'Not if I can help it!' says Sonic. 'Let's get out of here.' 
What should he do? 

Search the cell7 
Ask what the other two are carrying? 
Bang on the cell door? 

211 

Turn to 27 
Turn to 105 

Tum to 278 

Sonic sends the spaceship spiralling into the asteroid 
field. Chunks of rock whizz past on every side, each 
one big enough to crush the entire Green Hill Zone. 
Darting ahead of them, tantalizingly close, is the slim 
shape of the red ship. Roll on Sonic' s Agility, to beat a 
5. If he is flying the Kubrick, subtract 1 from his score. 
Add 1 if he is flying the Toho. If he misses the roll, the 
ship scrapes an asteroid and both Sonic and Tails must 
lose all their rings or, if one of them has no rings, they 
lose a life (tum back to 191). If Sonic succeeds, they 
make it through the asteroids. Tum to 267. 



212 

Catching up with the bulldozer is easy, but damaging 
it is much harder - it's built of solid steel plates. Sonic 
and Tails leap towards it, spinning like fireworks, but 
neither of them even dent it. Sonic runs alongside the 
bulldozer for a second, looking up at its huge bulk. 
Higher up are two vulnerable spots: the engine, and 
the driver's cabin which is perched right at the top of 
the machine. If they could get up there, they might be 
able to do some damage. Should Sonic and Tails jump 
onto the bulldozer (turn to 26 ), should they follow the 
road (turn to 107) or explore the Green Hill Zone to 
find their friends (turn to 170 )7 

.213 

Sonic swings the pole and knocks the green Chaos 
Emerald as far as possible from the blue one. It hits the 
far wall and bounces to the floor. The blue one drops 
straight into Sonic' s waiting paws; he can feel that it's 
cooling down already. He dashes over to pick up the 
green Chaos Emerald. Turn to :1.22. 





2~ 

The fort has battlements on top of it, from which 
crocodiles are raining rotten fruit down onto the wart­
hogs below. There is a solid door in the front of the 
building, and most of the guards are concentrating 
their fire there, keeping the invaders away from it. 
There is a strange greenish glow coming from the 
windows around the bottom of the building, and it 
gives Sonic a peculiar prickling feeling all the way 
down his back. Should Sonic and Tails throw some­
thing at the crocodiles to distract their attention (tum 
to 176), look for another way in (tum to 75), or charge 
the main door with spin-attacks (tum to 24)? 

215 
Tails leaps onto the machine and climbs towards the 
Emerald. It fires two more bolts of light at him, and he 
must dodge them. Roll on his Agility to beat a 6. If he 
succeeds, he grabs the Emerald from its cradle of 
cables, and you must tum to 47. If he fails, the Chaos­
light will mutate him. Roll one die, and count down 
the abilities on Tails' s sheet until you find that one 
(Speed is 1, Strength is 2 and so on). If that ability is 
more than 2, it goes down to 2. If it was 2 before, it 
goes up to 5! The changed Tails rips the Emerald from 
the wires. Tum to 47. 

216 
The monkeys shake their heads. 'Nothing odd hap­
pened until it started snowing?' Tails asks. 

There have been some odd things, now you mention 



/ 

it,' says one. 'A few strange plants have appeared 
across the Zone, and peaceful animals have been going 
funny, but we didn't think it was important.' 

'It could be,' Tails says. 'It could be chaos from a 
Chaos Emerald.' Does he ask the monkeys where he is 
(turn to 158) or who they are (tum to 274)? 

217 
After a few metres the tunnel enters another huge 
chamber. This one is more like a massive chimney. Far 
above them the · two animals can see a tiny circle of 
daylight. Filling the chamber is a huge, fat rocket. The 
bottom half is black, the top half is red and the tip is 
pinkish. It looks like Robotnik might if he turned into 
a rocket. Beside it is a huge gantry leading to the top 
of the rocket; fuel leads join the two together. Another 
tunnel leads off from here. Four gold rings lie on the 
floor and our heroes take two each. The voice from the 
speakers echoes oddly in here: '79. 78. 77.' Should 
Sonic and Tails climb the gantry (tum to 55) or head 
down the tunnel (tum to 137)? 

.218 

Sonic and Tails dash to the wall, and dig. Tails is the 
first one to notice something odd. 'Hey, Sonic,' he 
says, 'there's water seeping into my hole.' 

'How much water?' asks his blue friend. 

'Lots,' the fox replies glumly. 

Sonic looks. 'That's bad,' he says. 'It means there's a 
lot of water on the other side of the wall. There's no 



way we can dig under it - the tunnel would tum into 
mud and collapse.' The two heroes can look at the 
gate (tum to 108), go back to the edge of the clearing 
to watch and wait (tum to 18) or climb a nearby tree 
for a better view (tum to 290). 

219 

After what seems like eternity, a bright flare explodes 
in the sky. One of the warriors hurls a grapple over 
the wall, and Sonic and his forces climb the rope and 
drop down the other side into the city. Sonic can see 
most of the cats running towards the gates, where a 
tremendous battle is going on. The cats are bigger 
than Sonic remembers and a lot of them are running 
on all fours. None of them have seen the sneak-attack 
force come over the wall. Sonic looks around. Nearby 
he recognizes the prison buildjng that he escaped 
from. Further away, light streams from all the windows 
of the highest tower in the city, like a strange, un­
earthly beacon. Do Sonic and his warriors head to 
the prison (tum to 93), the gate (turn to 196) or the 
High Tower (turn to .21)? 

220 

Sonic opens one eye. Advancing towards him is a 
huge yellow bulldozer! Its enormous blade is cutting 
through trees and pushing the ground flat in front of 
it. A nozzle at the back is spraying something onto 
the flattened earth, making a road behind it. At the 
top of the bulldozer is a driver's cab made of mirrored 
glass. Behind that is the engine, emitting thick dark 
smoke. Sonic shakes the still-sleeping Tails. 



221-222 

'Creamy buns - ouch!' mutters the fox. 'What did you 
do that for, Sonic? I was having a lovely dream.' Then 
he notices the bulldozer. 'Y owks!' he screeches. Should 
the two friends run out of the bulldozer's way (tum to 
section 138) or jump onto the metal machine before it 
runs them over (tum to section .26)7 

.2.21 

The hatch pops open with a whoosh and the rush of 
wind outside pulls all the loose objects, including 
Sonic and Tails, out through the gap and into mid-air. 
The rocket shoots away from them, still heading to­
wards the edge of the atmosphere and into space. The 
planet is so far below them that it looks like a map, 
but it's getting closer at an alarming rate. 

'Grab my paw!' shouts Tails. 'I'll use my tails as a 
helicopter to land us safely.' 

Sonic falls towards his friend and grabs his outstretched 
arm. 'Save me from this fall,' he shouts above the 
roaring of the wind, 'and you'll be a true hero, not a 
sidekick any more.' 

Tails whirls his twin tails, but either Sonic is too heavy 
or the air this high up is too thin to carry them. They 
keep falling. Does Tails have a parachute? If he does, 
tum to 141. If not, tum to 63 . 

.2.2.2 

'Give me a leg up,' asks Sonic. Number Two obliges 
and Sonic climbs up onto the bird's head. He's still far 
below the window ledge. He tries to get enough grip 



.2.23 

on the bricks to pull himself towards it, but the wall is 
too slippery and he slides down to the floor. 

'Perhaps,' says Number Three, 'if I stood on Number 
Two's head, and you stood on my head, you could get 
close enough to jump ... 

'No way!' protests Number Two. 'Under no circum­
stances. You'll just have to think of something else.' 

If Sonic has any rope, he can try to lasso the hook 
in the ceiling (tum to 76). Otherwise he can use the 
bricks and planks of the bed to make a see-saw 
catapult (turn to 182), or he can try to overpower the 
guard outside the cell (turn to 133). 

223 
Sonic dodges the falling fruit and reaches the inside 
wall. He swarms up it like a monkey and reaches the 
top - only to find himself staring into the tooth-filled 
face of a crocodile guard! Sonic must fight the guard if 
he's going to get over the wall, using his Strength to 
do it. The guard's rating is 7. If Sonic loses a life, cross 
it off his Vital Statistics and turn back to 31. If he 
wins, turn to 44. 



oo ITIID 



224 

The ship plummets out of the sky; it wasn't built to fly 
in an atmosphere, and it has the aerodynamics of a 
dodo. The ocean rushes up fast and the ship hits with 
a WHUMPH! that knocks the breath and all the rings 
out of Sonic and Tails. (If either of them has no rings, 
they lose a life and you must tum back to 191.) Waves 
lap around the cockpit as the two animals peer out. 
They've crashed close to the little red ship, and can 
see the robot climbing onto its cockpit with the 
Emeralds beside it. There is no land in sight in any 
direction. The water around the two ships bubbles and 
suddenly a giant golden submarine breaks the surface. A 
hatch on it opens and robots rush out, jumping across 
to the red ship. It must be one of Robotnik' s construc­
tions! What should the two heroes do? 

Jump from the cockpit to the red ship? Tum to 130 
Abandon their ship and swim towards 

the submarine? Tum to 6 
Use their ship to ram the submarine? Tum to 35 

225 

The battle isn't going well for the figures on the shore. 
After watching for a while, Tails has worked out that 
they are monkeys. They keep jabbing spears at the big 
grey shape, but it stays out of their range. As the 
grey shape cruises out from under the ice, a brave 
monkey dashes to the edge and thrusts its spear deep 
into the water. The shape rears high into the air, and 
Tails sees that it is a huge shark, made entirely of 
metal. It grabs the monkey in its metal jaws. Does 



Tails dash in to attack the robot shark (tum to 268) or 
the other monkeys (tum to 10)? 

226 
Tails leaps into the air and grabs the young monkey 
by the collar of its coat. The collar rips in two and 
Tails lands beyond the crevasse as the monkey slides 
away, down into the blue-green-grey depths of the 
ice. The other monkeys cluster on the other side of the 
crevasse, watching. A few seconds later, the monkey 
hits the bottom and stands up. It isn't hurt, but it can't 
get out either. The other monkeys look at Tails. 

'Well?' asks one. 'You're the hero, you get him out.' 

Tails can climb down into the crevasse (tum to 28) or 
use his two tails like helicopter rotors to fly down 
(tum to 115). 

227 
If Sonic and Tails want to avoid becoming Hedgehog 
Hors d'Oeuvres with a Foxy Fricassee to follow, they 
have to fight it! The W arcat has a rating of 10, and Sonic 
and Tails must use their combined Agilities to fight it. If 
either Sonic or Tails loses a life, cross it off their Vital 
Statistics and tum back to 8. If they beat the Warcat, 
tum to 33. 



.2.28-.2.29 

.2.28 

The door opens to reveal a large room. Half of it is 
filled with humming, clicking machinery covered in 
dials, meters, screens and read-outs, while the other is 
filled with identical white suits, hanging from hooks 
on the wall. 'Someone's got a very boring taste in 
clothes,' observes one of the warriors. 

'They're contamination suits,' says Sonic. 'You wear 
them in dangerous places, to protect you.' He tries to 
work out what the machinery does, but all he can see 
is that all the dials and meters are in the red: something 
is overloading. He can't work out the controls and 
thinks it would be safer not to touch them. Should 
Sonic and his friends put on the contamination suits 
(tum to .265) or go straight up the stairs (tum to 150)7 

.2.29 

-ZZZZZAM! Sonic appears above the largest white 
bed he's ever seen. Actually it's a cloud, as he soon 
realizes when he falls through it. 

'W ooah!' he screams as he plummets downwards. Far 
below him is the ground, but it's getting closer very 
fast. He's falling towards a large city with tall buildings 
and high walls. Outside the city, everything is a 
deserted desert; nothing stirs out there. Sonic can 
shout for Tails (tum to 279), roll into a ball to soften 
the impact of landing (tum to 184) or he can quickly 
make a parachute out of the leafy clothes the wart­
hogs gave him (tum to 16 ). 



230 

.2JO 

Two large robots step out of the throng and lay metal 
hands on the shoulders of Sonic and Tails. We'll take 
them from here,' they say, and lead the animals down 
the smaller of the two tunnels. The tunnel leads into a 
large, long room filled with computers and machines 
with flashing lights. At the far end of the room is Dr 
Robotnik sitting at the controls of his Egg-o-matic 
machine; it has a massive twin-barrelled gun fixed to 
the front, sides, back and underneath of it. There is so 
much gun that it dwarfs Robotnik. 

'What's that thing?' Tails asks. 

'It is a Zap Cannon, my small and insignificant friend. 
Do not move or I shall fry you to your component 
molecules.' 

That sounds bad,' Tails whispers to Sonic. What does 
it mean?' 

'Just don't move,' Sonic whispers back. 

'Move all you want, Sonic!' shouts Robotnik, who 
must have overheard. With the Chaos Emeralds back 
in my grasp, in a few hours I shall eggs-ercise control 
over Mobius. I tricked you and you never realized! 
Ha ha ha ha!' 

Over the racket of Robotnik' s lunatic laughter, the 
heroes can hear another voice, still counting backwards: 
'69. 68. 67. 66.' What should they do now? 

~ 



Not do anything? 
Demand that Robotnik tell them 

how he tricked them? 
Pretend to be very impressed by 

Robotnik' s cleverness? 
Attack Robotnik? 

231 

.2J1-.2J.2 

Turn to 11 

Turn to 152 

Turn to 90 
Turn to 67 

The three creatures study him. 'I thought I recognized 
him,' says the badger. 'He's obviously one of us, sent 
by our leader to give us support and advice.' 

'I'm not so sure, Number One,' says the tall bird. 'I've 
never seen him before, and nobody told us he was 
coming. He could be an informer for Galen.' 

'Stuff and nonsense, Number Two,' says the badger. 'I 
don't believe that Galen has planted an informer among 
us. You' re just paranoid.' 

'I think he looks like Sonic the Hedgehog,' pipes up 
the dog. 

'Shut up, Number Three,' says the badger. 

If Sonic tells them that he is indeed Sonic the Hedge­
hog, tum to 195. If not, roll on. his Good Looks to 
beat a 5. If he makes the roll, tum to 14. If he fails it, 
tum to 164. 

232 

Sonic and Tails dash down the corridor. It twists and 
turns through the space station, but from time to time 
they catch a glimpse of a fleeing red robot's heels that 



let them know they're going the right way.- Suddenly 
a voice breaks in. 'Pardon me for interrupting your 
jog,' it says, 'but the space station is under attack. You 
must evacuate immediately. Follow the flashing signs 
to the escape pods, please.' Do Sonic and Tails keep 
chasing the robot (tum to 191) or follow the signs to 
the escape pods (tum to 3)7 

233 
Sonic closes his eyes tightly and tries to ignore the 
rumbling sound in the distance. It's no good; the noise 
is definitely getting louder. There's an odd smell on 
the breeze as well, a horrible burning smell that reminds 
Sonic of the last time Robotnik tried to take over the 
planet and Sonic had to journey through the Oil 
Ocean Zone. He didn't like the smell then, and he 
doesn't like it now. If you think Sonic should lie where 
he is, hoping the noise and the smell will go away, 
tum to section 59. If you think that's a silly idea and 
he should at least open his eyes, tum to section 220. 

234 
Sonic stumbles and falls, and the bandits leap on him. 
With fast hands they take everything he is carrying, 
apart from his shoes and gloves (cross them all off his 
Vital Statistics). The biggest of the bandits puts his 
sword at Sonic' s throat. 'Go now, and find your 
precious Outeasts,' he jeers. 'They're out in the endless 
desert - somewhere.' The bandits go back to their fires, 
laughing amongst themselves. Sonic knows that if he 
attacks, he would be completely outnumbered, so he 
slinks out into the desert. Tum to 58. 



235 
Sonic leaps for one of the cables connecting the rocket 
to the gantry, and pulls it away. A cold liquid pours 
out and onto the floor. 

'They' re fuel pipes!' shouts Tails. 'Drain all the fuel 
from the rocket!' He leaps for another one. In seconds, 
the whole cavern is awash with fuel. 

'6. 5. 4.' continues the count-down. '3. 2. 1. Ignition.' 

The chamber explodes in a massive fireball, crumpling 
the rocket as if it was a child's toy, and sending blast­
waves through the rest of Robotnik' s complex that 
collapse ceilings and destroy equipment. Within a 
minute, there is nothing left. In a way, Sonic and Tails 
have succeeded, because they've stopped Robotnik's 
insane quest for world domination. But they didn't 
make it out of the complex. You had better try again. 
Close, but no prize. 

GAME OVER 

236 
Sonic looks for something sharp enough to cut the 
vines. A badly aimed spear thuds into the wall just 
above his head and he grabs it. 'Thanks, pal!' he 
shouts, using the spear's flint tip to slice through the 
vines. The drawbridge creaks, sways and begins to fall. 
But wait - Sonic' s still underneath it! Roll on Sonic' s 
Speed, to beat a 7. If he succeeds, tum to 166. If he 
fails, tum to 207. 





237 
'Okay, let's do it,' orders Sonic. One of the soldiers 
throws a grapple; it hooks onto the top of the wall 
and she climbs up it. By the time Sonic has followed 
her up, the soldier has fixed another rope here, this 
one leading down to the dark city street below. Sonic 
slides down it as quietly as he can. There's still no 
sound of battle from the front gate. He lands in the 
street, and looks around him as the soldiers slide down 
behind him. Suddenly a huge shape pounces out of the 
shadows, landing in front of them. It seems to be 
wearing clothes ten sizes too small, and it makes 
strange mewling, growling sounds. Do Sonic and his 
soldiers attack (turn to 45), talk to it (tum to 116 ), or 
quickly climb back up the rope and wait outside the 
city for the signal (tum to 219)7 

238 
The leader sets off into the jungle with his scouts. 
Another wart-hog leads Tails and Sonic to a hut made 
of woven branches. 'This is our storehouse,' he ex- . 
plains. 'It is wh~re we keep anything that might be 
useful, or that we don't know how to use. Please take 
only one item each, because the other warriors in the 
raiding party will need equipment too.' Sonic and 
Tails can each choose one item from the list below. 
There's only one of each item, so if one of them 
chooses something, the other can't choose it as well: 

Twenty rings 
Ten rings 



A Shield power-up (the next time the holder 
should lose their rings or a life, they can 
ignore it) 

An Invincible power-up (will protect the holder 
against everything until the next time they 
go through a teleporter) 

One extra life 

Write down the items on their Vital Statistics. The 
wart-hog also gives them clothes made from leaves. 
'It's good camouflage in the jungle,' he explains. 'That's 
why we wear them.' 

Why do you wear those masks?' Tails asks. 

The wart-hog grimaces. 'You'd wear a mask too, if 
you had a face like this,' he says. 

Dusk falls. The rest of the village's warriors, together 
with Sonic and Tails, meet the scouting party at the 
edge of a huge clearing. In the middle is a large 
stronghold, with high walls made from sharpened tree­
trunks stood on their end. The large gate in the walls 
is firmly closed.'How do you think we should get in?' 
the leader asks Sonic. Sonic looks around. There are 
three obvious choices: he can tell the warriors to storm 
the gates (tum to 249); he can tell them to climb the 
walls (tum to uo ); or he can suggest that they try 
swinging over the walls on vines from nearby trees 
(tum to 87). Alternatively, he can try to think of 
something better (tum to 272). 



239 
Number One lumbers into the attack. Galen hangs 
back to defend the Emeralds against other threats. 
Sonic must use his Strength to fight Number One, and 
he can add 1 point to his roll for every companion 
that he has in the room. He will need their help, 
because Number One's rating is a massive 12! If Sonic 
is hit during the fight, roll the die. On a 1, 2 or 3 he 
was hit and loses all his rings. If he has no rings, he 
loses a life; cross it off his Vital Statistics and turn back 
to 21. On a roll of 4, 5 or 6 it is one of Sonic's friends 
who has been hit and they are knocked out of the 
fight (don't add a point for them). If Sonic beats 
Number One, turn to 117. 

240 

'Who said that?' asks Tails to the thin air. Who told 
me to dig further down?' But he does, until his paws 
hit something cold and solid: a sheet of solid ice under 
the snow. He can feel it shaking as something very 
large hits it - and then there is a cracking noise and it 
splits. The snow-bank shakes and falls into the freezing 
water that wells up from underneath, and Tails finds 
himself in bright sunlight, sitting on a chunk of ice 
drifting out to sea, away from the mainland. Tails 
stands up and looks around. He can see a group of 
small creatures at the edge of the land. They' re wearing 



thick coats and brandishing weapons at a large shape 
that moves slowly under the water towards them. 
Suddenly it surfaces, throwing a huge splash of water 
into the air, and Tails can see that it is a shark. The 
sunlight reflecting off the snow may be playing tricks 
with his eyes, but it looks as if it's made entirely from 
metal. Does Tails jump back towards the shore (turn 
to 22) or stay on the ice-floe (turn to 103)? 

241 
Tails and Sonic find themselves floating in the rotating, 
spinning, flashing, dazzling, sparkiing and deafening 
lunacy of the Warps of Confusion. It's like being at the 
centre of a maze of rotating mirrors - impossible to 
tell what is real or illusion. There is no sign of their 
ship, or the red robot's ship, or an exit, or anything 
that might be any help at all. 

'Are you okay, Sonic?' Tails shouts. His voice echoes 
back at him mockingly: '?cinoS, yako uoy erA' 

'Is that you shouting about eras and yaks, Tails?' Sonic 
shouts, from so close that the young fox is almost 
deafened by the yell. He and Sonic tum around at the 
same moment, to find themselves facing each other. 
Sonic grabs Tails's arm. 'Don't let go of me,' he says. 
'If you do, I may never find you again.' Tails nods in 
acknowledgement. Now, should the pair search for 



their ship (tum to 284) or explore the Warp together 
(tum to 51)? 

242 
Usually Sonic is too cool to sweat, but right now he 
can feel the drops of perspiration rolling down his 
forehead as he strains his muscles against the iron bars. 
Slowly they bend out of shape, although it feels to 
Sonic as if his arms are doing the same thing. Finally 
he stops and looks at his work. There's just enough 
space between the bars for him to squeeze through. 

'Good luck!' shouts Number Two, from the cell. 'Follow 
the brightest star in the sky - it'll lead you to the 
Outcast camp in the desert.' 

Sonic waves back at his friend, then looks down into 
the city. He's quite a way up, but not too far to jump 
down - so he does, and lands in an alleyway. Tum 
to 91. 

243 
Sonic picks up a clod of earth, takes aim and hurls it 
over the bulldozer towards the trees where Tails is 
still asleep. His aim is good and there's a sudden yelp 
from the frees as a small orange foxy shape leaps 
several metres into the air - to land on the bulldozer, 
just behind the machine's front blade. 'Sonic!' he wails, 
'where are you?' Sonic can't let his furry friend be 
carried away by the blundering bulldozer. He breaks 
into a supersonic sprint, catches up to the machine in 
seconds and leaps aboard it, landing beside his friend. 
Tum to section 26. 



244 
The monkeys are tied to the base of the fridge-machine 
with ropes fixed in ice which has set around them 
like concrete. Tails tries to work out a way of cutting 
through the ropes or breaking them or melting them. 
Suddenly there is a whizzing, whistling sound from 
behind him, and he spins round to see a cloud of tiny 
icicles hurtling towards him. Behind it, the mammoth 
has its trunk pointed at him. It puffs hard and more 
icicles fly from its trunk. Does Tails attack the mam­
moth (tum to 102) or dodge the flying icicles (tum to 
65)? 

245 
'Hi,' says Sonic, standing up in the cake. 'I'm real sorry 
for bursting in like that. I hope that this gift, from a 
far-off Zone, will make up for it.' He offers the Chaos 
Emerald to the most impressively dressed cat in the 
room, who bows deeply to him and takes the proffered 
gift. 

'Thank you,' he says, a trace of a smile on his lips. 
'You should be warned that attempting to bribe an 
official of Scrap Brain City is punishable by death. 
Guards! Grab him.' Two heavily muscled cats take 
Sonic' s arms, lift him out of the cake and put him on 
the floor. The impressive cat looks at him and smiles 
widely, showing a full set of bright white sharp teeth. 
He claps his paws twice. 'Let the trial begin,' he 
shouts. Tum to 69. 



.246 

The screen changes to show a map of Mobius. 
'CHOOSE NEW DESTINATION/ it reads. Sonic 
moves the cross-hairs over the map with the joystick, 
but he doesn't really want to land the Chaos Emeralds 
anywhere on his home world. 

What happens if you move it out into space?' suggests 
Tails. 

Sonic tries it, and the map changes to a star-chart. 
'Wahoo!' he whoops. 'How far away should we send 
this thing?' 

'As far as possible,' says Tails. 

'I've got a better idea,' says Sonic. 'Let's send them to 
Ross on Space Station Eyrie. He can put them back 
in the Warps of Confusion, and guard them as well.' 
He moves the cross-hairs over the blip marking the 
space station on the map and presses the button. 
'NEW DESTINATION REGISTERED,' reads the 
screen, 'MAKE NEXT CHOICE.' 

What does Sonic choose now? 

Self-destruct? 
Open hatch? 
Jettison Chaos Emeralds? 

Tum to .206 

Tum to .2.2:1 

Tum to57 



247 
'Sorry,' says Tails, 'but you' re looking for your friends 
and I'm after a Chaos Emerald and a teleporter device, 
and I don't think they'll be in the same place. Your 
friends will probably be stuck in a snowdrift, and the 
Chaos Emerald will be deep inside some secret strong­
hold, guarded by fearsome foes who will do anything 
to stop me getting through.' He shivers a little at the 
thought and wonders if he should go with the monkeys 
after all. 'No,' he says, 'you go your way, and I'll go 
mine. It's been nice meeting you and I hope you find 
your friends, but I've got to go.' He turns away and · 
walks off along the edge of the ice. Behind him he 
hears grumbling and a few muffled boos before the 
monkeys set off towards a tall mountain peak, and the 
glacier on it. Suddenly something strikes the ice under 
Tails' s feet, and there is an ominous cracking noise. 
'Help!' he shouts. The thing hits the ice again, and the 
nose of the great metal shark breaks through, sending 
splinters of ice flying. 'Help!' Tails shouts again, as the 
machine's massive mouth, with its rows of sharp, 
shining teeth, closes around the unfortunate fox. 

GAME OVER 

.248 
Little bits of robot fly off in all directions and Sonic 
sighs with relief. He switches on the suit's jets which 
propel him to the outside of the station where Tails is 
waiting for him. 'The airlock's closed itself,' the fox 
says. 'I can't reopen it. We'll have to look for another 
way in.' The two friends set off across the outer wall 



of the station, the magnets on their boots clunking 
with every step. After a while they see the pale blue­
white bubble of a large force-field ahead of them, 
sealing off a large opening in the side of the ship. 
Beside it is an airlock, with the outer door open. Sonic 
and Tails climb in, press the button to cycle the airlock 
and wait as the outer door closes and the inner one 
opens. Tum to 191. 

249 
'CHAAAR GE!' shouts Sonic. He rushes towards the 
gate, followed by the rest of the attackers. They hit 
the wooden gate with a tremendous thud, and it 
splinters and falls inwards. Unfortunately, on the other 
side is a moat, and the mighty invading force is 
moving too fast to stop. With a colossal splash, they 
fall into the muddy water! Sonic bobs to the surface 
and looks around. There is another wall on the other 
side of the moat, with a raised drawbridge set in it. On 
top of the inner wall are crocodile guards armed with 
crossbows, firing rotten fruit at the spluttering wart­
hogs. Sonic can swim to the inner wall and climb over 
it (tum to 223), he can swim to the drawbridge and 



250 

lower it (turn to 64) or he can swim back to the outer 
wall, climb out and try to find a better way into the 
stronghold (tum to 31). 

.250 

'A good choice,' says the computer and the spacecraft's 
cockpit opens. Sonic and Tails scramble in and sit 
down, Sonic in the pilot's seat and Tails beside him. 
They strap themselves in, the canopy closes and they 
blast off through the force-field and away from the 
space station. 

Tails is inspecting the controls. They look very simple: 
just a joystick, a speed control and a single unmarked 
red button. 'Can I press the button?' he asks. 'It's the 
only way we'll find out what it does. Oh, go on, Sonic. 
You' re hogging all the fun, let me do this. I'll be your 
best friend.' 

'Hey! You are my best friend!' says Sonic, trying to 
concentrate on controlling the ship. 

Then let me press the button,' begs Tails. If Sonic says 
no, tum to 30. If he says yes, Tails leans forward and 
presses it. Which ship are they in? 

i 



The Kubrick? 
The Yuzna? 
The Toho? 

.25:1 

Tum to :173 
Tum to 88 
Tum to 43 

The engine is a thundering collection of whirling 
wheels, flying pistons, flashing sparks and raw power. 
It smells of boiling oil and burnt metal, and sounds like 
a herd of angry rhinoceroses. Sonic and Tails look at 
it. 'What are you waiting for?' asks Tails. 

'I'm working out which part will stop the whole 
engine if I smash it,' explains Sonic. 'The pistons won't 
do it. The flywheel's too dangerous, and so is the fan. 
The fuel tank would blow everything up, including us. 
Maybe the distributor . . . ' 

The engine ·coughs and rattles into silence. The bull­
dozer stops. Tails stands up, holding something small 
and white in his paw. 'The spark plugs,' he says; grin­
ning. 

'Nice one!' says Sonic. 'Let's get to work' Should the 
two animals investigate the bulldozer's cabin (tum to 
204) or the road (tum to :107)? 





252 
The two animals dive into the water with hardly a 
splash, and swim towards a deserted comer of the 
docks. They climb out and watch as the submarine 
moors to the dock. A gangplank is placed between 
sub and dock, and the crew of robots begin to carry 
things to the shore. First off the sub are two crates 
marked 'Chaos Emeralds. Do Not Drop'. Th~ robots 
carrying them disappear into the larger of the two 
tunnels that lead away from the dock. Next off are 
four unmarked crates, which are taken down the smaller 
tunnel. After that, nothing happens for a while. 

'Time for us to make our move,' whispers Sonic. 
'Which way should we go?' 

Down the larger tunnel? 
Down the smaller tunnel? 

253 

Tum to 217 
Tum to 137 

Number Three is polishing his sword with his tail as 
Sonic approaches. 'Hello!' he barks. 'How can I help 
you, Sonic - I mean, Number Four?' 

Sonic bends close to one of the dog's ears. 'I think you 
should know,' he whispers, 'that one of your friends is 
actually an informant for Galen and the cats who run -
the city.' 



.254 

Number Three looks at him in surprise. 'An informant? 
Do you think so? You must have been really clever to 
work that out, because you've only been here a couple 
of minutes. Who do you think it is, or don't you 
know? What'll you do when you find out who it is? I 
hope it isn't me.' Either Number Three is a brilliant 
actor, or he really is as stupid as he looks; Sonic can't 
quite decide. Whichever it is, he knows he's not going 
to learn much from the dog. What should he do next? 

Talk to Number One? Tum to 38 
Talk to Number Two? Tum to 126 
Ask the group what their plans are? Tum to 101 

254 
With his tails spinning faster than they ever have 
before, Tails carries the stranded monkey up between 
the icy walls of the crevasse and out, to land on the 
soft snow. The monkeys on the other side of the 
crevasse clap loudly. Tails lies back and pants because 
he's exhausted from the effort. His tails ache and he 
won't be able to do another trick like that for a week! 
Tum to41. 



255 
With the chieftain disorientated, Sonic and Tails have 
a good chance of beating him. 'On three,' shouts 
Sonic. 'THREE!' The two animals attack. The chief 
croc is a mean fighter. Sonic and Tails must use their 
combined Strength to fight him, and his rating is 11. If 
either of the heroes lose a life, cross it off their Vital 
Statistics and tum back to 3 i.. If they beat the croc, 
Sonic picks up the Emerald and rushes towards the 
teleporter on the other side of the room. The strange 
white light surrounds him, and Tails jumps into its 
beam a moment later. Once again they hear a loud 
F AZZZZZZZZ-. Tum to 229. 

256 
Sonic looks up at you from the deck of the submarine. 
Who are you calling a brute?' he asks. Then he notices 
that sea water is lapping around his feet. 'Hey, Tails -
make with a paw,' he shouts, and the two animals 
bend to the hatch and heave. Add Sonic' s Strength to 
Tails' s Strength, and roll on the total to beat a 9. If 
they make the roll, tum to 84. If not, the hatchway 
refuses to budge, and in desperation Tails suggests 
knocking on it; tum to i.55. 



257 
There is a squeal of brakes from behind them. Sonic 
and Tails dive out of the way as a huge forklift-truck 
driven by a tiny red robot races forward, grabs the 
pile of scaffolding poles they were hiding behind, and 
races away down the road. 

'That was close!' exclaims Tails, wiping his forehead. 

'Yes, but now we've got nothing to hide behind,' 
replies Sonic. Should the fearless pair go into the 
building (tum to section 193) or see what's happening 
in the Green Hill Zone first (tum to section 170)? 

258 
Robotnik' s eyes gleam. 'I'm eggs-tremely pleased that 
you're taking such an interest,' he declares. 'The rocket 
will be guided by internal gyroscopic computers, de­
signed and programmed by myself. They're absolutely 
infallible. Now, I hear the countdown getting low.' He 
shuts up for a second and in the background the voice 
intones, '36. 35. 34.' 'Take-off is imminent,' continues_ 
Robotnik, 'and I'm afraid I have to kill you now.' He 
flicks a switch and the Zap Cannon hums into life, 
energy pulsing through the coils around its barrels. 
Should Sonic and Tails attack Robotnik (tum to 67) or 
run away (tum to 109)7 



259 

The cats applaud as the guards drag Sonic from the 
courtroom, down a long corridor to a small cell. They 
hurl him in and slam the door. The cell is bleak. There 
is a small window with bars on it, a small bed which 
looks very hard, and the door which is made of steel. 
Previous prisoners have scratched messages into the 
stone wall: 'The Outcasts will win', 'Watch out for 
Galen - he's tricky!', 'I wish I had a "Get Out Of Jail 
Free" card.' At the top of the wall is a large sign that 
reads 'Defacing the wall is punishable by death.' Some­
one has crossed out 'Defacing the wall' and written 
'Anything Galen doesn't like' underneath it. What 
should Sonic examine? 

The window? 
The bed? 
The door? 

260 

Tum to 202 

Tum to 83 
Tum to 29 

'The radar is activated,' says a computerized voice and 
coloured symbols flash on the windscreen in front of 
Sonic' s face. 

'I can't see. Tum it off!' he shouts, and Tails obeys. 

'Sorry, Sonic,' he says, 'I thought it might help. I was 
wrong.' Tum to 224. 



261 
The leader of the wart-hogs launches into a long and 
boring history of his tribe, full of f arnines, droughts, 
floods, arguments with other tribes, attacks by wild 
creatures, battles, injuries, deaths and the sentence, 
'But we are a peaceful people.' After half an hour Sonic 
notices Tails falling asleep, and nudges him with an 
elbow. Tails wakes up with a yelp. 

'But what about the spears you were carrying today?' 
asks Sonic quickly, to cover Tails' s indiscretion. 

'Ah. That,' says the leader. 'We were patrolling in case 
the crocodiles attacked us again. A week ago they 
attacked us, shouting about a glowing rock they'd 
found which had made them strong and how they 
were going to take over the Zone. We were planning 
to attack them soon, to try to destroy this rock of 
theirs and return the jungle to normal. Will you help?' 
Sonic and Tails can agree to help (tum to 160 ), refuse 
to help (tum t6 2), or ask why the food is so bad (tum 
to 209) or if the wart-hogs have seen Dr Robotnik 
(tum to 147). 



.26.2 
'You won't regret this,' Ross says. We'll do an excel­
lent job - we were built for it. Computer, display 
charts.' Behind him, a section of the wall darkens, and 
a star-chart for the surrounding area of space appears. 
'We're here, in orbit around Mobius,' says Ross, point­
ing. 'Here are the six Warps of Confusion, much closer 
to the planet. Between us and them is a belt of rocky 
asteroids, created when Ovi Kintobor blew up a small 
moon.' 

'I thought you said he was a good guy!' Tails exclaims. 

'He was,' says Ross. 'He was also absent-minded and 
clumsy. Good is a variable term.' He, Sonic and Tails 
study the charts and work out the best course for their 
journey, then leave the room to prepare. Tum to .288 . 

.263 
The confused crocodiles don't have time to react as a 
small streak of blue dashes to the inner gate and pulls 
down the lever that controls the drawbridge. With a 
crash it falls into place and the wart-hog warriors 
charge across it and into the stronghold. Tum to 44. 





264 
After walking down corridors and passing through 
several heavy doors, Sonic, Tails and their two guards 
enter a huge room, filled with flashing, humming, 
beeping machines. It smells of new paint, hot metal, 
rotten eggs and the odour of ozone you get when 
electrical wires aren't connected properly. In the middle 
of all this, standing on a pedestal and surrounded by 
controls, screens and keyboards, is the familiar fat 
figure of Dr Ivo Robotnik. He's just as bald as ever 
and his bright orange moustache still looks like he has 
a squirrel up his nose, but now he's wearing a sash 
that reads 'President of Mobius'. 

'Sonic and Tails! Ha ha ha ha!' he laughs, and the tips 
of his moustache wiggle. 'Welcome to the new Planet 
Mobius - or Planet Robotnik, as it will soon be 
known!' The mad scientist's mad laughter continues for 
minutes. Just as Sonic and Tails are getting bored and 
looking for escape routes, Robotnik stops and looks at 
them with a serious expression. 'Of course,' he says, 
'you have worked out my dastardly plans, or you'd 
never have escaped my mind-control devices.' He 
pauses for a moment and looks at them again. 'You 
have worked out my plans, haven't you?' he asks. Do 
Sonic and Tails nod (turn to 197) or shake their heads 
(turn to 20)? 

265 
The contamination suits come in all shapes and sizes. 
Everyone can find one to fit them and they help each 
other to zip them up and fasten the hoods. The suits 



are comfortable, if a little stuffy. There's also a large 
net on the end of a long pole, like a fishing net, and 
Sonic picks it up (write this down). 

'What now, boss?' says one of the warriors, his voice 
muffled by the suit. 

We go up - and find the Emeralds,' says Sonic. Tum 
to 150. 

.266 
Sonic and Tails must roll against their combined Speed, 
to beat a 13. If they get ,away, tum to 52. If the total 
is less than 13, the crocs roar and chase after them -
it's a fight! Tum to 181. 

.267 
The last rock zips by outside the cockpit and the ship 
is past the asteroids. The red ship is still ahead of them 
but its lead has been cut. Sonic and Tails are so close 
now that they can see the robot in its cockpit, sur­
rounded by Chaos Emeralds. The small machine looks 
back over its shoulder, pushes its rocket's engines to 
full thrust and dives towards the swirling Warps of 
Confusion that lie ahead! 

'Oh no!' shouts Tails. 'It's a robot, so it won't be 
affected by the Warps. We will. Be careful, Sonic!' 

Sonic has three choices. He can fly straight through 
the Warps (tum to .241), he can zip the ship between 
them, hoping the Warps won't confuse him too much 
(tum to 100), or he can avoid them completely by 
flying around the outside (tum to 77). 



.268 
Tails dashes across the ice, spinning like a gyroscope, 
and smacks into the side of the shark. With a metallic 
roar it drops the monkey it was holding and turns to 
snap its huge jaws at the furry fighting fox. Tails will 
use his Speed to fight the shark. It has a rating of 12, 

but Tails can add 1 point for each of the monkeys 
who are also fighting it; there are four of them, so his 
attack is his Speed plus the die roll plus 4. If the shark 
hits him, roll the die again. On a 1, 2 or 3 Tails is hit 
and loses all his rings or, if he has no rings left, a life 
(cross it off his Vital Statistics and tum back to :1..23). 
On a 4, 5 or 6 one of the monkeys is hit and knocked 
out of the fight. Don't add a point for a monkey once 
it's been knocked out. If Tails and the monkeys defeat 
the shark, it sinks into the water and disappears. Tum 
to 42. 

.269 
Sonic ducks down behind the dune and moves around 
it slowly. He can't see any movement from inside the 
camp, but he gets the feeling that someone or some­
thing is down there, hiding from him. Looking down, 
he notices a trail of footprints in the sand, leading 
away from the camp. 



'So if they were walking away,' Sonic ponders out 
loud, 'does that mean the camp's deserted? Not if just 
one person was leaving, unless it was a lot of people 
all walking in each other's footprints. But what sort of 
people would do that?' 

'Highly trained warriors,' comes a voice. 'Don't tum 
round.' Unfortunately, Sonic has already turned round, 
only to find himself facing a group of cloaked figures, 
each carrying a curved sword that gleams in the 
starlight. 'Come quietly, or there will be trouble,' says 
the one in front. Sonic quickly counts the group and, 
although confident that he can defeat ten warriors 
armed with swords, decides to save his strength for 
later, and is led down into the cluster of tents. Tum 
to :1.25. 

270 

The two heroes dash forward towards the airlock. 
Their space suits slow them down a little, giving the 
red robot just enough time to look up, see them 
coming, pick up two wires and touch them together. 
A spark jumps and the outer door of the airlock slams 
open. The air rushes out of the station like a hurricane, 
dragging Sonic and Tails with it, out into space! Did 
the animals finish putting on their space suits in the 
changing room? If they did, tum to 98. If not, turn 
to49. 



271. 

'Keep your hands off our gloves, Egg-face!' yells Sonic 
as he and Tails dash across the room. 

'Shoot them! Perforate them! Eggs-terminate them!' 
shouts Robotnik as Porker and Sally open fire with 
their machine-guns. 'Just keep them away from the 
white cross on the floor!' 

'Aha!' Sonic shouts and leaps to the white marker, 
with Tails an instant behind. They land on it and try 
to take a step forward - but their shoes are stuck fast 
to the floor, held down by a sticky liquid. 

'It's a trap!' Tails exclaims, stating the obvious. 

'That's obvious,' Sonic replies, pulling at his feet with 
his hands. The sticky liquid gets onto his gloves, and 
sticks them fast to his shoes. He's completely stuck 
now, doubled over, and he can see that poor Tails is in 
an even worse mess. Robotnik laughs madly and pulls 
a huge switch. A strange device on the ceiling begins 
to pulse with energy. The two animals can't dodge as 
the device shoots a beam of pure light straight down 
at them. Everything disappears, apart from a strange 
noise that goes F AZZZZZZZZZZZZZZZ-. Tum 
to 8. 



272 

Sonic looks out of the page at you, crosses his arms, 
and sighs. 'Look, sunshine, I've told you before, I'm 
not the sort of hero who does a lot of standing around 
and thinking. That's why you're here; you do the 
brain-work and I risk life and limb trying it all out. 
Didn't I tell you that before? Oh, I didn't?' He looks 
confused for a moment. 'Sorry, that's in another game­
book.' 

'Stop talking to the reader and GET ON WITH IT!' 
chorus the wart-hogs. Turn to 31 . 

.273 
'Ah - hello,' says Sonic, a little taken aback. 'We're 
Sonic and Tails, freelance heroes.' 

'I know,' says the robot. 'My name is R0-55, or Ross 
for short. I'm an android, part of the crew of this space 
station. We've been watching your adventures, and 
may I say that you've done very well so far. Is there 
anything I can do for you, or anything you would like 
to know?' 



274 

Several questions come pouring into the heroes' minds, 
but they can only ask one at a time. What do you 
think should come first? 

'Do you know how to dispose of 
Chaos Emeralds safely?' 

'How do we teleport out of here?' 
'If this is a space station, who built it 

- and you?' 

274 

Turn to 9 
Tum to 74 

Turn to 159 

'We're a search party,' says one of the monkeys. 
'We' re looking for food, shelter and the other search 
party. We were also trying to find out what was 
making all this ice and cold. All in all,' he says, sniffing 
a bit, 'it hasn't been a good day for us. We've lost our 
home and we've lost our friends. Will you help us?' 
Tails can agree to help (turn to 94), refuse to help (tum 
to 247), ask the monkeys where this is (tum to 158) or 
whether they have seen a Chaos Emerald recently 
(tum to .216 ). 



275 

275 
Tails and Mildred walk along the bottom of the 
crevasse for what seems like hours. It twists and turns 
and goes past ice-caverns filled with icicles like stalac­
tites and stalagmites. After a while the thin line of sky 
disappears and it becomes a tunnel. Light still filters 
down through the ice, making everything a grey-blue 
colour. Eventually the tunnel widens out into a cavern, 
with a flat floor of solid ice and icicles hanging from 
the high, domed ceiling. On the far side stands a large 
machine that hums faintly. It reminds Tails of a huge 
fridge. On top of it is a teleport device and, connected 
by wires and cables, is a Chaos Emerald, glowing with 
a strange orange light. Tied around the bottom of the 
fridge-machine are three figures, dressed in heavy 
coats like Mildred's. Mildred is about to dash over to 
them when Tails stops her. A dark shape lumbers into 
the room; it's at least ten times as tall as Tails, with 
long white tusks and a heavy, matted fur coat. You 
recognize it as a woolly mammoth, but Tails has never 
seen anything like it before. The mammoth trundles 
over to the fridge-machine and stands in front of it, 
as if on guard. Should Tails and Mildred attack the 
mammoth (tum to 102), free the monkeys (tum to 
244) or make a dash for the Chaos Emerald and the 
teleporter (tum to 17)? 



276 
The whirling patterns on the screen fill the minds of 
our heroes. All they can see are spinning dots, all they 
hear is humming music, all they feel is happiness. 
When the screen clears and the face of Dr Robotnik 
appears on it, they don't mind at all. 'Sonic and Tails! 
Ha ha ha ha ha!' laughs the mad scientist. 'At last I 
have you in my power, hypnotized by my television 
set. Now you'll work for me, and you'll enjoy it! Go 
out, get eggs-cavating and build something pointless 
and ugly.' Unthinkingly the two animals tum and 
march into the sunshine, just two more creatures that 
Robotnik will use to take over the world. The adven­
ture ends here. Tum back to section 1 and try again. 

GAME OVER 





277 
Leaving Tails in the middle of his trip by teleporter, 
we return to our hero, Sonic, who right at this moment 
is being dragged towards a large tent in the centre of 
the Outcasts' camp. 'You could let me walk,' he pro­
tests. 'It's more dignified.' 

'Dragging is traditional,' replies the guard, tugging 
him into the tent and throwing him onto a large 
mat. Sonic looks up, to find his way out blocked 
by guards of all species with swords of all types. In 
front of him, in the middle of the tent, is a tall dog, 
dressed in the white robes of the desert people, with 
a belt of gold around his waist. As he bends down to 
look at Sonic, the hedgehog notices that the dog has 
pointed ears that remind him of someone else he has 
met' recently. 

'I am Ravis, leader of the Outcasts,' he says. 'And you 
have come from the city to spy on us.' 

'No I haven't!' Sonic exclaims. 'I came here to warn 
you about what's happening in the city. Your spies 
have been captured -' 

'If you know what is happening in the city, you must 
be from there,' interrupts the dog. 'And since all the 
city dwellers hate us, you must be an ~gent for them. 
Either you will tell us the truth, or we will torture it 
out of you. You will admit you are a spy - or die.' 

What a conundrum! Does Sonic admit to being a spy 
even though he isn't (tum to 25) or· let the Outcasts 
torture him (tum to 167)? 



.278 
Sonic hammers on the cell door with his fists. After a 
while he hears footsteps in the corridor outside, and 
the small panel in the door slides open. An ugly cat 
guard with a scarred face looks in. 'What?' demands 
the guard. 'This---had better be important. I was tortur­
ing a fly to death, and just getting to the exciting bit.' 
He looks around the cell. 'False alarm eh7 Now shut 
up, or you'll get no food - ever.' The panel clicks shut. 
Sonic can try to overpower the guard (tum to 133), he 
can search the rest of the cell (tum to 27) or ask the 
other two to show him what they have in their 
pockets (tum to 105). 

.279 
Th~re is no answer. Sonic looks all around him, but 
there is no sign of Tails at all. The ground hurtles up -
too fast! 'Aaaaaaaaaaaaah!' he screams, and just has 
time to roll himself into a ball. Tum to 184 . 

.280 

Sonic dashes away from his pals, dodging around the 
equipment at the edge of the room to avoid Galen and 
Number One and, more importantly, the spinning, 
whirling shapes of the Emeralds. The two hulking 
enemies are easy to elude, but the Emeralds seem to 
sense that Sonic is coming and spiral down towards 



him, spinning faster and brighter to form an impen­
etrable barrier of searing heat and flashing lights. There's 
simply no way past them, and Sonic must tum back. If 
Sonic picked up the net in the control room, he can 
use it to capture the spinning Emeralds (tum to 95). 
Otherwise he can jump up to grab them with his bare 
paws (tum to 15) or attack Galen and Number One 
(tum to 239). 

281 

Sonic and Tails fight with all their strength, but the 
native warriors are too practised with their spears. After 
a hard-fought battle, the two heroes find themselves 
with their backs against a tree and spears prodding their 
stomachs. The leader of the natives steps forward and 
takes off his wooden mask. Underneath he is very much 
like a scruffy pig to look at. He's got big knobbly warts 
and lumps all over his long, hairy face, and is very, very 
ugly indeed. 'You,' he says slowly, 'are valiant warriors, 
and we need as many of those as we can get. Listen to 



.28.2 

what I say and you will not be killed. For years we have 
lived in the jungle, in peace with the other creatures 
here. Suddenly, some days ago, our village was attacked 
by crocodiles. They spoke of a glowing rock that fell 
from the sky and gave them powers and urges to 
conquer and destroy. Will you help us defeat them, and 
rid the Zone of this glowing rock?' 

Sonic and Tails look at each other. 'It sounds like a 
Chaos Emerald,' says Sonic. 

'Shouldn't we get back to the Green Hill Zone to stop 
Robotnik first? I don't like the look of these people,' 
replies Tails. 

'Oh, they're only wart-hogs. They seem cool enough,' 
says Sonic. We should help them.' 

Do the two agree to help (turn to 160) or refuse (turn to .2 )7 

.28.2 
In Scrap Brain City, Ravis and his troops are fighting a 
losing battle against the onslaught of the cat forces. 
Desperately the Outcast leader looks up at the High 
Tower. 'Why hasn't Sonic got the Emeralds yet?' he 
mutters. As if in answer, there is a colossal explosion 
and the top of the tower disintegrates in a flash of 
blue-green light, with a crash and boom so loud that 
the animals far away in the Green Hill Zone stop 



working for a second to listen. Dust and tiny pieces 
of brick rain down on the city, rattling against the 
weapons and armour of the two armies. There is 
nothing left of the tower, and no sign of the people 
who were in it when it exploded. 'Ah,' sighs Ravis. 'A 
shame. Sonic was a brave warrior - a little impulsive, 
but he had a good heart. Still, there will be time to 
mourn the departed later, but now I have a battle to 
fight.' 

GAME OVER 

283 
'Who said that?' asks Tails. 'Who told me to investi­
gate? Sonic, was that you?' There is no answer. He 
turns himself right way up, digs his way out of the 
snow and heads off towards the source of the noises. 
Tails doesn't have far to go until he sees something. 
He ducks behind another snow-bank so that he isn't 
spotted and peers out. There is a group of figures, all 
wearing warm coats and carrying primitive weapons, 
standing on the edge of the ice-field and looking out 
over the open water beyond at something large, grey 
and metallic which is bumping its head against the ice. 
It could be trying to smash the ice to attack the 
figures, or it could be trapped there. What should Tails 
do? 

Keep watching the figures? 
Look for a teleporter device? 
Shout to the small figures? 
Attack the small figures? 
Attack the shape under the ice? 

Turn to 225 
Turn to 145 
Turn to 62 
Turn to 10 

Turn to 168 

/ 



284 
'Remember,' says Sonic, 'in the Warp, things can look 
different to how they really are.' · 

'Like what?' asks his furry companion. 

'Just different.' The two animals start hunting for any 
trace of the spaceship, or anything that might be 
vaguely spacey or shippy. Finding the ship will take a 
good look, so roll against Sonic' s and Tails' s combined 
Good Looks scores, to beat a 7. If they make the roll, 
tum to 194. If they fail, tum to 70. 

285 
Sonic punches the OFF button on the television set. 
The screen goes blank and Chirps blinks. 'Sonic? Tails?' 
he says. 'Where are we? What's going on?' 

'You were driving this bulldozer, building a bypass 
through the Green Hill Zone,' says Tails. 

'Was I?' says Chirps, sounding very confused. The last 
thing I remember is watching Zone Alone last night, 
and then there was a commercial for Robotnik Indus­
tries and everything went funny - ooh, I hope I 
haven't caused too much trouble. Can I go home and 
have a nice lie-down?' 



'Good idea,' says Sonic. 'If you can remember anything 
else, come and tell us.' Chirps nods, and flaps out of 
the cab. Sonic and Tails can search the cab (tum to 
section 143), they can follow the black road (tum to 
section 107) or they can explore the rest of the Zone 
(tum to section 170). 

286 
Tails and Mildred get closer to the strange plant and 
its trembling and shivering gets more violent. Suddenly 
it pulls its three branches out of the snow, and Tails 
just has time to realize that each one is carrying a 
large snowball before it hurls them at him! Tails and 
Mildred must each roll on their Quick Thinking to 
beat a 6 to dodge the snowballs. Mildred has a Quick 
Thinking of 2 . If either of them fail, tum to 161; 
otherwise they dodge away out of the plant's range 
(tum to 111). 

287 
Sonic can't see any other way forward, so he jumps 
down into the moat. The water is cold and deep, and 
he wonders if he's doing the right thing. He can swim 
over to the closed drawbridge and try to open it (tum 
to 64), he can swim to the inner wall and climb up 
(tum to 223) or he can climb back over the outer wall 
and find some other way to get in (tum to 31). 





288 

288 
'This way,' Ross says and leads them down a passage­
way, past rooms where other androids are working, to 
a large empty chamber. 'This is the changing room,' he 
says. 

'What's he going to change us into?' wonders Tails. 
Sonic shushes him as Ross speaks into the empty air. 

'Computer! One hedgehog-sized spacesuit and one 
fox-sized spacesuit with extra tail-room,' he says. A 
concealed door swings open with a concealed hum 
and two white suits emerge on hangers, steaming 
slightly. 'Put them on,' says Ross. 'You may need 
them. Things out here are rarely what they seem, and 
in space no one can hear you shout for help.' Sonic 
and Tails start to slip into the suits, which fit perfectly. 
Suddenly there is a knock, as if someone is rapping on 
the door. 'Come in,' says Ross, but the door does not 
move. The knocking comes again. 'I said COME IN!' 
Ross repeats, raising his voice. 

'I'm not coming in, I'm coming out!' shouts a little 
voice. A section of metal on Ross' s stomach dents, 
then splits in two. Half of it falls to the floor, trailing 
wires. From inside the android's body a small red 
robot leaps to the floor, sprints to where Sonic and 
Tails have left the Chaos Emeralds floating while they 
are putting on their suits, grabs them and dashes out 
into the corridor! Should Sonic and Tails give chase 
immediately (tum to 135) or finish putting on their 
spacesuits (tum to 80 )7 



289 
The crackle of loudspeakers breaks through the early 
evening quiet.' ATTENTION ALL INHABIT ANTS 
OF SCRAP BRAIN CITY,' blares Galen's voice. 'A 
PRISONER HAS ESCAPED. HE IS BLUE AND 
VERY DANGEROUS. APPREHEND HIM AT 
ALL COSTS.' Something flashes through the air in 
front of the sprinting Sonic, and melts a hole in the 
road ahead. It was a laser beam, and others are flying 
round his ears. Sonic must roll on his Quick Wits to 
beat a 5 to dodge the lasers. If he fails the roll, a beam 
hits him and he loses all his rings. If he has no rings, 
he loses a life (cross it off his Vital Statistics) and must 
tum back to 91. If he makes the roll then the beams 
flash harmlessly past him, and he sprints on to the 
gates. Tum to 154. 

290 
'Give me a leg up,' Sonic asks Tails. The young fox 
obliges, and Sonic reaches down to help his friend 
climb up. Together they scale the -tree until they are at 
the very top, looking out over the stronghold and the 
forest beyond. 

'Look!' says Tails. 'There's another wall inside - and 
water between the two of them.' 

'It's a moat,' says Sonic. 'Very cunning - and very 
hard to get past. But there's a drawbridge on the 
inside. Shame it's raised at the moment.' 

'We need to get closer,' says ~ails. 'There are plenty 



of vines around here. Do you think we could swing 
across on them?' 

'There's only one way to find out,' replies Sonic, 'and 
it'll wait until we're attacking for real, this evening.' 
The two friends climb down the tree and rejoin the 
other scouts. Do they stand and watch for a while 
(tum to 18), get closer to the gate (tum to 108), tunnel 
under the wall (tum to 218) or wait for the other ·wart­
hogs to join them for the attack (tum to 52)? 

291 

Sonic leaps out of the remains of the cake, sees the 
most impressively dressed cat-person in the room and 
hurtles across the floor towards him. Two heavy 
swords thud into the floor just in front of him and he 
screeches to a halt. His arms are grabbed and two 
muscular guards lift him off the floor. The Chaos 
Emerald drops from his paws. One of the guards picks 
it up and passes it to the impressive cat, who studies 
it. 'Interesting,' he says. 'He looks like a kamikaze 
agent for the Outcasts, but that doesn't explain why he 
would be carrying a Chaos Emerald. This could be a fake 
Chaos Emerald, of course. He may have been told to 
swap it for our Emerald. We must find out. By the 
authority vested in me, I'm calling a trial!' Tum to 69. 

292 

Ravis takes the talisman from Sonic. 'This belongs to 
my son,' he says, with emotion in his voice. 'He is one 
of our agents in the city. He dearly has great trust in 
you. Tell me everything.' Sonic tells the Outcast leader 



everything about Galen, the two Chaos Emeralds and 
the way the Outcasts' spies were betrayed by Number 
One. Ravis nods in understanding. 'That changes 
things,' he says. 'We were going to attack the city 
tonight, but I must rethink our strategy. I will still lead 
our main assault on the front gates of the city, but you 
shall lead six of my elite warriors to the city's rear 
wall. Wait until we launch a flare into the sky, then 
climb the wall and head for the High Tower. We will 
not win the battle unless you can get the Chaos 
Emeralds away from there. Will you do it?' Sonic nods, 
and Ravis slaps him on the back. 'Excellent fellow! 
Please have these ten gold rings.' Sonic takes them 
(write them down) and Ravis continues. 'I will give 
you your weight in diamonds and bless you with 
many wives once we have won,' he proclaims. Sonic 
politely refuses that offer, but goes outside to meet 
the warriors. Mark down '6 warriors' on Sonic' s Vital 
Statistics, and tum to 119 . 

.293 
As they watch, the rabbit Johnny Lightfoot climbs 
down the tower to pick up a new bag of rivets. 'Hey, 
Johnny! My old bunny buddy,' Sonic says. What's 
happening? How are you doing? How are they treating 
you? What are the hours like here? Do you get many 
carrot breaks?' 

Johnny looks at him coldly. 'I recognize you,' he says 
slowly. 'You're Sonic the Wart-hog.' 

'That's Hedgehog!' corrects the hedgehog. 



Whatever. And that's Tails, also known as Two-Tails, 
also known as Miles Prower.' 

'Well, we're big stars -' starts Sonic, but stops as he 
feels something dig into his back. It's a submachine­
gun held by his friend Porker Harris. Sally Acom 
stands behind Tails, with another gun. Something' s 
wrong - there shouldn't be any guns in the Green Hill 
Zone, and Porker and Sally are their friends! 

'You are enemies of President Robotnik,' says Johnny. 
Take them away, guards.' Sally and Porker prod their 
two captives with their guns, and lead them down the 
road. A strange metal building with a huge satellite 
dish on its roof comes into view. 

'Did he say President Robotnik?' hisses Tails to Sonic. 

'Yes, and I think we're going to meet the man himself,' 
Sonic mutters back. Tum_ to section :u4. 

294 
The last, biggest bandit goes sprawling face-down in 
the sand, and the others back away. Sonic puts his foot 
on the bandit's head and looks at them. 'I've defeated 
your leader,' he says. 'Does that make me your new 
leader?' 

'No,' says the bandit in the sand. 'It means we'll give 
you anything you want if you go away. What do you 
want?' 

'Directions to the Outcasts' camp would do nicely,' 
declares Sonic. 'And if you've got any gold rings, I'll 
take them too.' 



295 

The bandit points to one of his followers. 'You - get 
this mighty figher as many rings as you can carry,' he 
demands. The follower disappears into a tent. 'Follow 
the brightest star in the sky to get to the Outcasts' 
camp,' continues the bandit. 'It's two hours' walk.' 

'Or five minutes if I run,' says Sonic. The bandit's 
follower reappears from the tent, staggering under the 
load of the rings he is carrying - 23 of them! Write 
them down on Sonic' s sheet. Sonic thanks his host 
and takes his foot off his head, then sprints away from 
the camp towards the brightest star he can see. Tum 
to 58. 

.295 
The two bolts of light streak over Sonic' s head and 
into his friends, still standing by the door. They 
scream, clutching at their heads, and begin to change 
before Sonic' s eyes. Their bodies swell and grow, new 
muscles bulge on their arms and legs, and their clothes 
rip and fall away. Within seconds two different crea­
tures are standing there. They snarl, gnash their new 
fangs, and dive towards Sonic. He must fight them! 
Sonic must use his Strength to fight off these mutuated 
chaos creatures. They have a rating of 7 each, but 
Sonic can add 1 point to his roll for each of his friends 



who haven't been mutated yet. If he loses a life, cross 
it off his Vital Statistics and tum back to .21.. If he beats 
his former friends, he can either keep going towards 
the Emeralds (tum to i.87) or fight Galen and Number 
One (tum to .239). 

.296 
The stairs lead to an underground space glowing with 
an unearthly light. There are hooks all over the walls 
with crossbows hung on them, although there is no 
sign of any ammunition. At the far side of the room 
are three things which grab the heroes' attention. 
There's a large machine that looks just like the tele­
porter that sent them here; there's a large Chaos 
Emerald; and there's a very large crocodile holding the 
Chaos Emerald. If crocodiles choose their chief by 
which of them has the most teeth and the meanest 
expression, this guy won by a distance. 

Tails nudges Sonic. 'I say we go for the teleport,' he 
says. 

'No way!' exclaims Sonic. 'We've got to get the 
Emerald back. It must be leaking chaos which has 
made these crocodiles so warlike. Remember what the 
wart-hog leader told us?' 



Tails nods. 'So what do we do now?' he asks. Good 
question. If you think that the two heroes should 
attack the crocodile immediately, tum to 153. If you 
think they should stay out of his range and insult him, 
tum to 56. If you think they should try being friendly 
to him, tum to 4. 

297 
Tails can see the Chaos Emerald on top of the fridge­
machine glowing hotter and brighter as he dashes 
towards it. Suddenly there is a flash and three bolts of 
orange light streak out from it! One of them hits the 
woolly mammoth, which looks very surprised, turns 
bright orange and falls over. One of them just misses 
Tails, hitting the far ice wall and leaving a glowing 
orange mark. The last one hits Mildred. She stumbles 
for a second then stands up again - but her friendly 
monkey face has changed into a twisted orange visage 
of hatred. 'Mildred! Are you okay?' asks Tails. 

'Call me not Mil-dred,' declares the mutated monkey. 
'I am Drei-Gunug, the Eater of Foxes, for so the 
Emerald has made me. Now we fight.' She attacks! 
Tails must use his Speed to fight her, and she has a 
rating of 8. If he loses a life, turn back to 41. If he 
wins, Mildred's face suddenly relaxes back into its old 
form and Tails puts her carefully on the ice. She'll be 
okay. Now, does he grab the Emerald (tum to .215) or 
jump straight into the teleporter (turn to i.32)? 



298 
Sonic turns away from the action for a moment, and 
looks out of the page towards you. 'Do you mind 
explaining how I'm supposed to ad friendly towards 
these guys?' he asks. 

Who are you talking to?' Tails asks. 

'The reader,' answers Sonic. 'It's a hero thing; you 
wouldn't understand yet.' He turns back to the natives, 
smiles at them and holds out his open paws to show 
he's not carrying any weapons. One of the natives 
pushes the two spear-carriers out of the way and 
comes towards Sonic, holding out a single paw. Sonic 
takes it and shakes it. The leader turns back to the 
others. 

'See? I told you it was Sonic,' he says, 'but you 
wouldn't believe me. Hopeless, you are. Hopeless.' He 
turns back to Sonic and pulls off the wooden mask he 
is wearing. Underneath is a face almost as hideous as 
the mask was, very much like a scruffy pig. He's got 
big knobbly warts and lumps all over his long, hairy 
face. He is very, very ugly indeed. 



'You're-you're-' says the hedgehog. 

'We're wart-hogs,' says the leader. 'And you are the 
great Sonic the Pussycat and -' 

'Hedgehog!' 

'Hedgehog the Pussycat and -' 

'SONIC the HEDGEHOG! How do you know about 
me and Tails?' 

'Ah,' the leader says, tapping his long, hairy nose. 'We 
may be primitive dwellers in this tropical rainforest, but 
we know you to be the greatest megastars on Mobius. 
Can we invite you to our village for some food?' 

Sonic and Tails follow the wart-hogs back to their 
village. They gather in the largest hut and food is 
indeed served - grass, tree-bark, and a few shrivelled 
fruits. Everyone tucks in, although nobody seems to 
enjoy it much. Sonic feels that they're waiting for him 
to ask a question. What does he say? 

'Has there been any sign of Dr 
Robotnik around here?' 

Why is your tribe so warlike?' 
'Why is the food so terrible?' 

Tum to ~7 
Tum to 261 

Tum to 209 



.299 

299 
Sonic and Tails zip away from the Warp, dose behind 
the red robot's vessel. It tries a zig-zag to throw them 
off its tail, but Sonic follows its every move. Abruptly 
a gush of flame erupts from the little rocket's tail, its 
stubby wings begin to unfold and it plunges down 
towards the surface of Mobius, far below. Sonic knows 
he has to follow it if he and Tails are to have any 
chance of recovering the Emeralds and saving the 
planet from the dutches of Robotnik, but he's not sure 
if their spacecraft can take the strain of diving through 
the planet's atmosphere. 

'I think,' interrupts Tails, 'it's time we tried that button.' 
If Sonic doesn't let him, tum to 224. If he does, tum to 
the following section: 

If they are in the Toho 
If they are in the Yuzna 
If they are in the Kubrick 

Tum to 53 
Tum to 113 

Tum to 260 





300 

300 

The two heroes pick themselves up and brush the dust 
and grass off their gloves and knees. Sonic shields his 
eyes with his hands and looks around. 'It's weird,' he 
says, 'but there's no sign of all the construction that 
was going on when we left. No ugly buildings, no 
stupid roads, no bulldozers, no robots, no televisions, 
no Robotnik Broadcasting Company.' 

'It's them!' comes a shout from the edge of the woods, 
and Sonic' s and Tails' s friends rush out to greet them. 

'So what happened?' Tails asks. 

The Robotnik Broadcasting Company went off the air 
about an hour ago, and we all woke up,' replies Porker 
Harris. 'At first we all thought we were somewhere 
else, but Chirps remembered what had been going on.' 

'So where are the buildings and roads?' Sonic asks. 

'Well, all the equipment was lying around and that 
stuff is even better at taking buildings apart than it is 
at putting them together,' Porker says a little sheep­
ishly. 'Chainsaws, jackhammers, pneumatic drills. You 
know.' 

'Dynamite too,' adds Johnny Lightfoot. That was fun.' 

'So everything' s back to normal?' Tails asks. His pals 
all nod. 

'The bad guys have been defeated, the Chaos Emeralds 
are safely on their way back to the Warps of Confusion 
and our home is safe again. You know what that 
means, Tails?' asks Sonic. 



300 

'It means we can watch Mobzilla Fights Outer-Space 
Monsters From Planet Z as many times as we like!' the 
fox replies ecstatically. 'Anyone want to come with 
us?' 

'Everyone bring food! We'll have a party!' Sally cries. 
And they do. 

'You know,' Sonic says later that evening, after the last 
of the snacks had been eaten and everyone else had 
gone home, 'travelling round the world to save hapless 
civilizations from ruthless tyrants and ultimate evil is 
all very well, but there's nothing like spending time 
with your friends. Don't you agree, Tails?' 

'Zzzzzzz,' the fox replies. He's fast asleep, slumped in 
front of the television. Sonic looks at him and yawns 
himself. Adventuring is tiring work. Sonic lies down 
next to his friend, safe at home at last, and goes to 
sleep. 

Scoring your adventure 

Sonic and Tails get 100 points for every Chaos Emerald 
that they managed to recover during their adventure. 
Add another 100 points for every life that they had 
left, and 1 point for every ring that they were carrying 
when they reached section 300. Use the space opposite 
as a high-score chart, and challenge your friends to see 
if they can do better. Good luck! 



ROBIN HOOD PRINCE OF THIEVES 
Simon Green 

The legend lives on. Like a flaming arrow, Robin1 of 
Locksley emerges from the shadows of Sherwood Forest to 
blaze a path for the poor and downtrodden. With a mighty 
band of fighting men by his side - Friar Tuck, Will Scarlet, 
the noble Saracen called Azeem, and others - Robin wages 
a magnificent war against the vicious Sheriff of Nottingham 
... and an equally passionate campaign for the heart of the 
beautiful Maid Marian. Wielding his bow and arrow with· 

deadly accuracy, Robin of Locksley transfo~ himself into 
a new kind of hero. 

THE ADDAMS FAMILY 
by Eiizabeth Faucher 

You haven't lived unless you've met the Adams Family! 
There's Morticia, the loving, caring mother, Gomez, the 
devoted but manic father, and their children Pugsley and 
Wednesday. Pugsley collects road signs, and Wednesday's 

favourite toy is a headlsss doll. Then, of course, there's 
"hing, the Addams Family's pet hand, who is always willing 
to lend one, when two just aren't enough. With the return 

of Uncle Fester, the long-lost brother of Gomez, after 
twenty-five years' absence, the family is complete once 

again. However, he may look like Uncle Fester, he may 
ven sound like him, but can he really be the missing uncle? 



BATMAN: THE BLACK EGG OF ATLANTIS 

Neal Barrett 

The discovery of an ancient artifact from Atlantis 
sparks a major outbreak of crime and violence in 
Gotham City. Shrouded by darkness for centuries, the 
black egg of Atlantis seems to exert a sinister hold over 
Gotham's population. 

So alluring is its evil that the avian master of crime, 
Penguin, comes out of hiding to steal it, vowing to 
bring death to the Dark Knight in the process. The 
hours tick towards a midnight showdown when 
Batman will face a battle to the death - bat against 
bird. 

BATMAN: I, WEREWOLF 

Ed Gorman 

Gotham City is trapped in the jaws of terror as its 
streets become the hunting-ground of a mysterious 
werewolf. Out of the night Robin and his mentor 
Batman come to track this beast, vowing to save the 
city from- its vicious attacks. 

As Robin is drawn deeper into the case, he discovers a 
dark secret about the werewolf that he must keep from 
Batman. But without Batman's help, can Robin stop 
the rampage of the killer wolf before it strikes again? 
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