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For Andrew Waitt and Allan MacDougall,
the Sonic and Tails of Woolwich;
not forgetting the rest of the ‘A’ Team



Introduction

This is a gamebook. You don’t read through it like
you would a normal book, starting at the first page
and ending with the last. In Sonic Vs Zonik you decide
how Sonic and Tails will defeat the evil Zonik. How
will they fight the Badniks and overcome all the other
tricks, traps and puzzles they will find along the way?
That choice is up to you. If you make the right choices
for them, they’ll win; make the wrong ones — well,
you'll soon find out!

Before you start to read the book, have a look at the
rules on the next few pages. They are not very
complicated, so don’t worry! They are almost the same
as the ones in the other Sonic Gamebooks. You will
need one ordinary six-sided die and a pencil.

Playing The Game

In Sonic Vs Zonik, you will help Sonic and Tails to
make vital decisions in their battle against Zonik. The
decisions you make for them will decide whether they
win or lose!

The book is divided into three hundred sections, each
one with a number. The first one is 1 and the last one
is 300, but you don't read through them in order.
Instead, each section ends with a number of choices.
By the side of each of these choices there is a number
printed in bold type. Once you have decided what
Sonic and Tails should do, find the section with that
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number and continue reading. Carry on doing this
until you have either finished the adventure or failed
along the way.

Before you start, you have to decide how good Sonic
is at doing things. If you look at page 12, you will see
a chart called Sonic’s Vital Statistics. As well as listing
Sonic’s abilities, it has a place to record what Sonic is
carrying (Sonic’s Stuff), and also places to record how
many lives he has left and how many rings he has
collected. Tails doesn’t have his own abilities — in this
book they’re the same as Sonic’s.

Sonic (and Tails) have six abilities: Speed, Strength,
Agility, Coolness, Quick Wits and Good Looks. Beside
each on the chart is a description of what each ability
means. Read these and then decide what ability you
want Sonic to be best at. Now write a ‘5’ in the box
by this ability. Then look for the one you want him to
be next best at, and write a ‘4’ by its side. Now write
a ‘3’ by his third best ability and then a ‘2" by all the
rest. These numbers show what Sonic’s strengths and
weaknesses are.

Doing Things
Some sections of this book will ask you to roll a die
against one of Sonic’s abilities. To do this you must
roll the die. Look at the result, and then add it to the
number you have given to Sonic’s ability. For instance,
if you needed to roll against Sonic’s Strength, you
should roll the die and then look at Sonic’s Strength
score. If you rolled a 3 and Sonic had a Strength of 4,
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then the score would be 7 (3 + 4). The section you
are reading will tell you the number you have to beat
to succeed.

Fighting
Sonic also uses his abilities to fight his enemies. To do
this, Sonic must use one of his abilities: you will be
told which one in the section you are reading.

All of the enemies have a fighting score. This is a
number between 5 and 10. The lower the number, the
worse they are at fighting. To fight them, roll the die
and add it to the ability score that Sonic is using. If
Sonic rolls higher than or equal to an enemy’s fighting
score, then he has hit it (some enemies need more than
one hit to destroy them!). If an enemy is not destroyed,
then it can try to hit Sonic! Roll one die and add it to
its fighting score. If the result is more than 10, then it
has hit Sonic . .. OUCH! If Tails is helping Sonic, then
Sonic can add 3 to his die roll. In some cases, this may
be less, but it depends on what is happening.

If Sonic is hit by an enemy, he will either lose all his
rings or, if he doesn’t have any rings, he will lose one
of his lives.

Lives
Sonic starts the book with three lives. If he loses them
all, he has failed and must start the adventure again
from the beginning. Tails has no lives of his own and
if Sonic has lost all his, then he must go back to the
beginning as well.



Sonic can ‘buy’ an extra life with 100 rings if he wants
to, but he must have collected 100 rings first. Beware,
some parts of the adventure need rings to gain access
to parts of the Zones.

Carrying Stuff

Sonic starts with a few items. These are already written
down in Sonic’s Stuff. They include an energy gun.
This nifty piece of hardware shoots out a beam
of pure Cool. Anything evil or eggy caught by it
will be frozen for a while. Unfortunately, every time
Sonic fires it, it costs 10 rings, so use it wisely.
The book will tell you if and when he can use his
Stuff. Throughout the adventure, he will be able to
pick up other things. Write these down in Sonic’s Stuff
so that you will remember what he has collected. Also,
cross off the ones he and Tails don’t have any more.

Somewhere in this adventure, Sonic will find the Zone
Chip. This may be used at any time in the game by
turning to section 237. You will not see this number
printed in the book very often, so make a note of it
for when you find the Chip, otherwise Sonic won't be
able to use it.

Sonic and Tails will find rings and be given credits
and points in the adventure and you will need to write
these down as well — remember to use a pencil,
though, as these will need to be altered quite a lot as
you read this book.
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Well, that’s it for the rules, now turn to section 1 and
start your adventure with Sonic and Tails as they
battle against Zonik and the Badniks.



SNIE'S Viual SuArISulcS

—> SPEED -

Being fast is one of Sonic’s most vital
points. At full speed sonic can avoid
traps and Badniks at will, however,
travelling at such high speeds means
Sonic can literally run right into
problems.

— STRENGTH <

This is a measure of how strong our
hero is. Strength can be used to force
open traps and fight enemies...Sonic
can do this all day long, but some-
times it’s best to think about prob-
lems before bouncing on them.

— AGILITY -

It’s no good being quick without
being agile. With a good agility rat-
ing Sonic will be able to leap and
spin superbly. Being a gymnast
means Sonic can get into some tricky
places, but that does’nt always mean
he can get out.

— C O OLINIESS <«

...the better the score the more likely
people are to be impressed by him.
all in all this attribute helps Sonic to
get what he wants simply by using
his charm. Nonetheless, Sonic can’t
always charm his way out of trouble.




—- QU ICIK WITS <«

Sonic needs a brain as well as brawn!
A good score here will help our hero
to think his way out of trouble
before it even happens. As ever,
Sonic thinks fast — but sometimes too
fast for his own good.

— GOOD LOOKS-«—

Probably the most important thing in
Sonic’s life is looking good and act-
ing Cool! This can impress people,
which means they help him and
other times it just annoys them and
has the opposite effect.

LIVES LEFT: | l ' J I ,

RINGS COLLECTED:

(If Sonic and Tails have more than 100 rings, then
you can buy an extra life for them.)

SONIC’S STUFF:

Note down all the things that Sonic picks up along
the way. The text will prompt you when you need
to do this...and, of course, don’t forget to note
down all the rings as well!







1
Something very strange had happened in the Green
Hill Zone. One minute Sonic had been sitting playing
with his Mega Drive, the next thing he was being
attacked by a group of maniac bunnies. They were
usually his friends! He'd tried to speak to them, but all
they kept shouting at him was something about him
filling all their burrows with rotten eggs. Sonic didn't
even like eggs, and the bunnies were his mates, so
he’d never dream of doing that to them. Suddenly,
everything had gone black ... Sonic could see stars,
not the kind of stars in the night sky, but the kind that
whizz around the inside of your head. It was as if the
whole of the universe was circling around him — Sonic,
of course, being the centre of the universe.

‘Hey, slow down, it was day-time a minute ago!’

Suddenly, his senses returned and he jumped to his
feet. The bunnies were gone. He was alone, confused
and not sure what was going on.

‘Wow, this is weird,” says Sonic.

Sonic might be covered in spines, but they don't
protect his head. Gingerly, he raises a paw to the
rapidly growing bruise.

‘Oh no! It’s the size of an egg . .. hey, now don't say
egg! Bad vibes about that word. I suppose I'd better
find out whether the bunnies were right.’



2

Sonic set out through the Green Hills, still not really
believing what had happened in the past ten minutes.
Everything looked normal, the hills were green, the
sky was blue. Yes, this had to be the Green Hill Zone.
But there was something, something odd, nagging
him.

‘ZZ77Zzzzzwing!’

A small silver object flew towards Sonic’s head, embed-
ding itself in a tree behind him. Sonic turned around to
take a look at the tree. There, half-buried in the bark,
was the familiar shape of a Buzzer.

‘ZZZzzz . .. buzzzz! Get ya next time. Buzzz!’ threat-
ened the Buzzer, rather pathetically, as he was firmly
stuck in the tree.

Sonic smiled, all was well in the Green Hill Zone.
They always try to get me, he thought, but never
manage it. The thought formed a smile. Sonic started
walking away from the cursing Buzzer, wondering
whether to head for the hills or one of the bridges.

Imagine you are Sonic — what would you do? Go to
the hills (turn to 106)? If you think Sonic should head
towards the river, then turn to 177.

2

The commissionaire explains that Zonik has ransacked
most of the casino, and scared away all of its customers.
All the damage must be put right — and quickly. If
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Sonic and Tails will help him, then the commissionaire
will be pleased to return the favour.

To help them, he gives them 50 credits. Make a note
of them in Sonic’s Stuff. While Sonic and Tails are in
the casino, these can be used just like rings; unfortu-
nately, though, they are worthless anywhere else.
Now turn to 274.

5,

Running, spinning and jumping across the Green Hill
Zone, Sonic is quickly gaining on his friend Tails.
Sonic cannot help but wonder why Tails is trying to
get away from him. Perhaps this is a game? Maybe
Tails is just trying to see if Sonic is awake enough to
close the gap? At last, Sonic catches up with Tails and
skids to a halt. Tails looks tired and afraid. Sonic
goes towards him, but Tails backs off.

‘Why are you running away from me? Sonic splutters.
Tails just looks at him. Sonic is getting desperate.
‘What is going on here? Sonic demands.

Tails continues looking at Sonic, and leans a little closer
to him. This makes Sonic feel a bit weird, like some
kind of exhibit in a zoo. Now that Tails is this close,
Sonic is shocked at the state of him. As well as the mud
and dirt, poor old Tails’ fur is singed and blackened in
over a dozen places. Sonic is still confused. He opens
his mouth to repeat the questions. Tails quickly reaches
out with a paw and touches Sonic on the snout. Then,
quick as a flash, he whips the paw away again.
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‘What are you up to, Tails?" exclaims Sonic.

Tails just smiles. ‘So it is you,” he says, very relieved.
“The real you, after all.” Now turn to 291.

Sonic stares at the jars, wondering what to do with
them. Suddenly, one of the jars cracks and then splin-
ters into pieces. Standing in its place is a perfectly
formed mini-Zonik. Another jar starts to crack, then
another. Horrified, Sonic realizes that the jars are
starting to hatch!

Sonic and Tails must fight the mini-Zoniks. Tails will
not be able to help Sonic. The mini-Zoniks have a
fighting score of 5 and only need one hit to be
destroyed. Unfortunately, there are five of them! Sonic
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must fight them one after another. If he wins, turn to
130.

If, regrettably, the mini-Zoniks win, then . . .

YOUR ADVENTURE ENDS HERE

5
Grabber, normally everyone’s worst enemy, is in no fit

state to fight and seems glad that Sonic doesn’t want
to tussle with him.

‘Grrr, getting too old for this, I am,” he says. T'm going
to have to power down for a while ... have a little
rest.’
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Tails and Sonic can see the red glow of Grabber's eyes
start to fade as the spider begins to cut his own
power.

‘Wait!" shouts Tails. ‘Who attacked you?’

‘It was Sonic, of course, Grabber’s voice is getting
slower all the time as the power drains away from
his circuits.

‘No, NO ... I'm Sonic!" says Sonic. ‘There can't be
two of us!

‘Best ... best you ask Robotnik ‘bout that one,” says
Grabber, his voice becoming a whisper.

‘What do you mean?’ questions Sonic, but by now the
lights in the spider’s eyes have gone. Turn to 209.

6
It's only a short way to this bouncer, and both of them
make it easily, scoring 5 points if this is the first time
they have been here. There’s a great view of the game
from here, and it stretches off as far as the eye can see in
every direction. Now roll the die. If the score is 1 or 2,
then Sonic and Tails must go to 298. If the score is 3 or
more, then they head for another bouncer off to the left
(turn to 181), or aim for the central spinner (turn to 124).

Z
The tunnel slowly curves around to the left, its grey

metal walls covered in a film of Mega Mack. There are
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even puddles of it on the tunnel floor. Being careful to
avoid these, Sonic and Tails slowly walk along, trying
to think of anything to take their minds off the awful
smell! After a little while they come to another branch
in the tunnel. If you want them to head left, turn to
296. If you would rather Sonic and Tails followed the
right-hand tunnel, turn to 101.

8
It is very dark inside the cave. The walls are glowing
with a very dim light, just enough to see where they
are going, but that’s about all. If Sonic has a torch,
turn to 79. If he does not have a torch, then turn to
115.

9
‘OK,’ says Sonic. ‘The cave it is!’

Both the heroes charge off at a frightening speed,
though at least Sonic manages to remember the small
stream and easily avoids it this time.

At this rate the journey to the caves takes exactly one

minute, and neither of them is even out of breath! The
inside of the cave is dark and dank, maybe even a bit

eggy!
‘I never remember it smelling this bad,” says Tails.
‘Me neither,” says Sonic.

After a few moments their eyes get used to the
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darkness and Sonic can see a pile of rings in the
corner.

‘At least the rings are still safe!’ says Sonic as he starts
to pick them up. Beside the pile of rings Sonic sees a
small computer chip. He picks it up and looks at it.
There are brief instructions printed on the side of it:
‘Zone Chip. To activate, insert 10 rings per person’.
Sonic may now use the Zone Chip at any time. To use
it, cross off 10 rings from Sonic’s Stuff, or 20 rings if
Tails is using it too. Then, make a note of the section
you are reading, before turning to 237.

Tails, however, has spotted something else. Over in
the far corner is a small needle-shaped thing, and it's
glowing blue! Sonic has managed to collect 10 rings
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(add them to his Vital Statistics sheet). If you would
like him to go and have a look at the blue needle, turn
to 174. If you think it’s about time the heroes left, turn
to 201.

Sonic and Tails have been in the maze for ages now.
The Mack is getting dangerously close to their feet
and they still don't know the way out. They are
getting desperate! Should they follow the main tunnel
(turn to 151), or go into the smaller tunnel off to the
left (turn to 21)?

1T

Putting their trust in the strange creatures, Sonic and
Tails follow them through a maze of corridors and
tunnels. The creatures seem to know the tunnels very
well. After what seems like ages, they come to a halt
in a large, dimly lit cavern. As Sonic’s eyes get used to
the light, he begins to realize that there are literally
thousands of the creatures here, and every one of
them is staring intently at him and Tails! Turn to 22s.
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12
Once across the river, Sonic was in one of the many
small woods that dotted the Zone. All looked as it
should be: the trees were still large things with brown
trunks and lots of big green bits on top; there were
plenty of them and they all had one end firmly stuck
in the ground.

‘Completely normal,” says Sonic, just as a large brown
object lands at his feet with a thump. Sonic looks at
the thing, unsure what it is or why it is there. ‘A
coconut? he says, just as the second one hits him
squarely on the chest. Sonic sprawls on to the ground,
but he is back on his feet in a second.

“Yik, Yik, Yik! Cop that, Spiky!

Sonic looks up towards where the voice was coming
from, and he sees the face of Coconuts grinning down
at him from the top of a tree.

‘Plenty more where that came from, Spiky! Yik!" Coco-
nuts howls with laughter as he reaches for another
coconut to hurl in Sonic’s direction. Just as Sonic is
wondering what to do, the numbers 1 3 2 pop into
his mind . . . how strange!

Will Sonic get out of the way of the annoying monkey
(turn to 38), or will he try to speak to him (turn to

246 é
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*
13
The walls of the tunnel form a perfect tube. Made of
some dull greyish metal streaked with horrible smears
of dried-on Mack, they look a bit like a Robotnik’s
white coat with all its egg stains — Euugh!

After a while the tunnel branches in two. Which way
should Sonic and Tails go? Straight on (turn to 125) or
to the left (turn to 204)?

14
Picking their moment carefully, Sonic and Tails prepare

to fight the Badnik. It has a fighting score of 7 and it
will need five hits to be destroyed. Tails will help
Sonic. This is one MEAN dude!

If you think it might be wiser for Sonic and Tails to
try something else, there is still time. But what should
they do:

Use the energy gun? Turn to 230
Try using some glue? Turn to 107
Try to roll the Badnik over? Turn to 53

If you decide Sonic and Tails shouldn't be such wimps,
then fight the Badnik. If they win, turn to 249. If Sonic
and Tails fail to beat the Badnik, then . . .

YOUR ADVENTURE ENDS HERE

15
The trapdoor opens easily to reveal a small spiral
staircase leading down into the darkness. The staircase-
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goes down and down and then down some more and
it gradually starts to get hotter. If Sonic has a torch,
turn to 163.

If he doesn't have a torch, then roll the die and add
the score to Sonic’s Agility. If the result is 6 or more,
turn to 251. If the result is less than 6, turn to 34.

16
As they creep down the passage, the sound of digging
gets louder and louder.

‘It's got to be an archaeologist,’ says Tails. I mean,
who else would want to be digging about in this
place!’

‘Well, looks like we won't have to wait long to find
out,’” replies Sonic.

The passageway is coming to an end. The cavern ahead
is well lit, and after creeping slowly round the final
bend, Tails" question is answered.

It's UNCOOL TO CRAWLY! The voice is loud, but
Sonic’s lips aren’t moving!

Turn to 169.

17
Sonic’s touch on the Start button was perfection! Our
heroes have rolled on to the table at just the right
speed. They glide perfectly through a Bonus Zone.
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Ten rings appear from thin air and tumble on to the
platform beneath the Bonus. Add them to Sonic’s
Stuff. A split second later, Sonic and Tails touch down
as well.

‘Cool!’ says Tails.

‘No, Mega Cool,’ corrects Sonic.

From here they can go one of two ways, which will
they choose?

The platform to the right? Turn to 218
The platform to the left? Turn to 109
18

Face to face with a mirror image of himself, Sonic is
quite literally dumbstruck, which, let’s face it, doesn’t
happen very often! It was Zonik who broke the silence
first.

‘So, you're the one I was made to look like,” he says,
then pauses. ‘Hmm, I think I'm an improvement, don't
you?’

Sonic’s mouth falls open, unable to believe that anyone
would have the cheek to speak to him like this.

Zonik continues. ‘Soon I'll have enough rings to reach
the Ring Zone. He raises a finger and points it
straight at Sonic. “Then you'll get yours!’ With that, he
launches into an enormous spin that sends him over
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Sonic’s head, past the hovering Tails and he is gone.
By the time Sonic has recovered his balance, there is
no sign of Zonik.

‘Now you've seen him too,” says Tails.
“Yes,” says Sonic. After a while, he turns to look Tails

straight in the eye. ‘And next time I'll be the one
doing the talking!” Turn to 209.

19

Unable to control his natural curiosity, Sonic darts
around the corner to see what is going on, closely
followed by Tails. They come face to face with Grab-
ber, the Zone's resident steel spider and a real hard
case. He's lying on his back, all eight metal legs flailing
in the air. Above him is a blue blur. The blur, moving
at fantastic speed, spins through the air and lands with
a mighty thump on Grabber’s head, sending sparks
and bits of metal flying in all directions.
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‘Outstanding!’ Sonic says aloud.

Tm glad you think so,” says the blue hedgehog, now
standing on the shattered remains of Grabber.

‘THAT’S HIM! The one that attacked me!’ exclaims
Tails.

Will Sonic and Tails attack Zonik (turn to 123), or will
they wait and see what happens (turn to 18)?

20

Reacting with incredible speed, Sonic grabs the target
with one paw and Tails with the other, sending both
of them whizzing off towards a mushroom bouncer on
the right. They hit the bouncer square on, scoring 5
points if this is the first time they have been here.
Then they bounce back the way they came, towards
the target again. Turn to 86.
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*
21

After what seems like ages, this tunnel emerges at last
into a very large room. Its ceiling is so far above their
heads that neither Sonic nor Tails can see the top of it.
The walkway carries on to the centre, where there are
no less than four possible exits! Where should they go
now?

North? Turn to 194

South? Turn to 240

East? Turn to 179

West? Turn to 100
22

The silver ball is travelling too fast to avoid and it
strikes both Sonic and Tails a mighty blow, sending
them flying down to the bottom of the game. Remove
5 Credits from Sonic’s Stuff. The huge flippers shoot
up to meet them and both get hit again! Remove
another 5 Credits from Sonic’s Stuff. Still, at least
they're travelling back up to the top of the game now,
and they are soon back at the central spinner. Turn
to 124.







23

23

Sonic and Tails have beaten the Spike Buggy so many
times before that this should be a walk-over! Around
the corner in the valley, the familiar shape of Robot-
nik’s creation comes into view. When Sonic first came
across it, Robotnik himself used to drive the contrap-
tion. But when he kept losing, he automated the
buggy to drive itself. The buggy isn't moving ... It
can’t have seen either of our heroes yet. They creep
closer and closer and still the buggy remains absolutely
motionless.

‘What's up with it . . . it’s never done this before,” says
Tails in a whisper.

Patience never being his strong point, Sonic deter-
mines to investigate. ‘Well, let’s find out, shall we?
CHARGE!!!" With that, Sonic hurls himself towards
the buggy. With one graceful jump he somersaults
through the air and lands with a crunch on the buggy’s
roof. CRASH! He disappears in a cloud of dust. Tails
looks on horrified as the whole buggy collapses into a
heap of scrap metal.

After a few seconds, Sonic emerges from the debris,
covered in smuts and oil. Tve never managed that

before,” he says.

T think,” says Tails, ‘that something, or someone else,
beat us to it.’

“You mean the other Sonic? says Sonic, apparently
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disappointed that it wasn’t him who had demolished
the buggy.

‘Looks that way.’

‘Well if it was him, then he’s saved me ... er | mean
us, the trouble then,” Sonic looks awkward.

‘I suppose he has,” smiles Tails, and together they walk
towards the gate that would take them from the
Green Hills to a place altogether less agreeable. Turn
to 250.

24
‘Tve been looking for you: you must get back to the
Metropolis Zone and help with the cloning,’ booms
out the voice. Roll the die twice and add the score to
Sonic’s Quick Wits. If the result is 7 or more, turn to
277. If the result is less than 7, then turn to 43.

25
This is getting heavy! Sonic and Tails are still trapped
in the maze and all their rings are gone too. Go back
to the maze and carry on. For each 5 points you get
from now on, remove one of Sonic’s Lives. If you are
still in the maze and Sonic has no lives left, you must
turn to 231. Write this number down so you do not
forget it.

26
The sandy path leads into the jungle, running beneath
huge palm trees. This is the sort of place that Coconuts
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would like to hang out in and both of them keep a
wary eye on the tree-tops. In fact, they are so intent
looking above them that the first either knew of the
treasure chest was when Tails walked straight into it
with a THUMP!

‘Ow!’ says Tails, stubbing his paw against the half-
buried chest.

Sonic looks at the large wooden chest that stands
right in the middle of the pathway. ‘Now, who would
want to put a treasure chest in such an obvious posi-
tion?’

‘Perhaps they dropped it,’ says Tails rubbing his paw.

‘Or,’ says Sonic, ‘they, whoever they are, wanted us to

find it.’

Do you want Sonic to open the chest and see what's
inside it (turn to 254), or to leave the chest where it is
(turn to 80)?

X
27
Sonic and Tails walk around a corner in the tunnel
and, surprise surprise, come to another junction. Will
they go to the left (turn to 261), or will they carry
straight on (turn to 103)?

28
Following Whiffy’s well-drawn map, our heroes have
no trouble finding the secret little cove and, sure
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enough, tied up against one side is a sleek and powerful
speedboat. Following the rest of Whiffy’s instructions,
the pair set off eastwards. Compared to the sailing
boat, this one zooms along like the wind!

‘We'll be there in no time at this rate!’ shouts Tails,
straining to make his voice heard above the roar of the
boat’s engines.

Above them, the sky is a perfect blue, except for an
odd little grey cloud. Sonic looks at it; something
about the cloud wasn’t quite right! Will Sonic take the
speedboat to look at the cloud (turn to 142), or will he
head on towards the Casino Zone (turn to 183)?

29
Sonic stares at the paper for ages, but all he sees is a
lot of scribble. ‘Well that was a great help,” he says at
last, rolling it up again.
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‘Hmm. That’s it then, nothing to worry about at all’
says Tails, with a silly look on his face.

Sonic steps through the door and finds himself in a
tunnel, lit by dim star-shaped lanterns hung along the
wall.

On some of the following sections you will see a *
symbol. When you see it, roll the die. If the result is 1,
then turn to 211. Remember to make a note of the
section number you were on, so that you can return
to it!

Do you think Sonic should go to the left (turn to 282)
or to the right (turn to 224)?

30
‘I feel sure we're lost,” says Tails, after yet another ten
minutes” walk.

‘OK,’ says Sonic, annoyed. ‘Tell me something I don't
know! Why don’t you go first for a change?



31—32

Tails goes to the front and soon comes to a junction.
So, what’s Tails going to do now he has his big
chance? Go to the left (tumm to 282) or to the right
(turn to 103)?

31

All three adversaries square up to each other — Zonik on
one side and Tails and Sonic on the other. Sonic strikes
first and misses. Zonik tries to clump him over the head
as he goes by and misses again. Both aim a sweeping
back kick at each other, then BOOOOOOOOM!!
There is-a huge explosion. Zonik flies through the air in
one direction and Sonic in the other. The emerald
shoots up into the air. If only Tails can catch it.

Roll the die and add 7 to the result. If your score is 10
or more, then turn to 234. If your score is less than 10,
turn to 76.

32
The cloud passes safely by and Zonik is even closer!
At this rate he’ll be caught in no time. Suddenly, a



33

huge shadow appears above them, rapidly followed by
a loud screeching.

‘That's all we need,’ says Sonic, pointing to the
awkward-looking Badnik floating above them. It's a
Balkiry. It shouldn’t prove too much trouble, but it’s
bound to slow them up. The Balkiry dives in to attack,
and our friends will have to fight it.

The Balkiry has a fighting score of 6, but it is so
clumsy that it can only attack every other turn. If Tails
is flying the skimmer, then roll against Strength and
add 2 to Sonic’s score. If Sonic is flying it, then use
Speed, but deduct 1 from the score. If Tails is hovering,
then he can help Sonic, who fights with Agility. If
they win, turn to 192. However, if they lose, then . . .

YOUR ADVENTURE ENDS HERE

33
Just when it looks like Sonic is going to land in the oil,
a gust of wind hits him and carries him on to the
sandy beach of the island. He has impressed himself!
Add 1 point to Sonic’s Coolness. Turn to 128.
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34
One minute Sonic is walking down the steps, the next

he and Tails are falling through the blackness.
SPLOOOSH!!!

‘Oh no, what'’s this? shouts Sonic.

‘Smells bad! replies Tails. In the darkness, Sonic can
just see his friend’s face a few metres away. Sonic and
Tails have fallen into a puddle of Mack . . . Bad news!!!
Deduct 1 point from Sonic’s Good Looks score because
he looks a wreck at the moment! Unfortunately there
aren’t any mirrors around, so both of them will just
have to put up with the mess for a while. Up ahead
there’s another tunnel and no time for them to waste.
Turn to 46.

35
Once through the clouds, Sonic and Tails find them-
selves in a huge expanse of blue sky.

‘Look!” screams Tails, pointing. ‘It’s him!"

Sonic looks in the direction his friend is indicating and,
sure enough, there is Zonik in his cloud skimmer. At
last, our heroes are within striking distance! Zonik
- looks over his shoulder and realizes how close his
pursuers are. The fight is on! Will Sonic and Tails
“attack Zonik from above (turn to 153), or will they
attack him from below (turn to 96)?




36—39

36

This time our heroes don’t go so quickly, and they
easily hit the bouncer and then jump up on top of it,
scoring 5 points if this is the first time they have been
here. Standing on top of the bouncer, they can both
feel it throbbing under their feet. Perhaps they had
better not stay here too long! Now roll the die. If the
score is 1 or 2, you must turn to 298. If the score is 3
or more, then Sonic and Tails can aim at another
bouncer below them (turn to 189), or they can aim at a
large target (turn to 295).

37
It’s only a short way to this bouncer and both of them

make it easily, scoring 5 points if this is the first time
they have been here. Now roll the die. If the score is 1
or 2, you must turn to 298. If the score is 3 or more,
then Sonic and Tails can head for a bouncer some way
above them (turn to 189), or they can aim for the
central spinner (turn to 124).

38
On a normal day Sonic would quite happily have
trashed Coconuts, but today was not an ordinary day!
The coconuts were flying thick and fast now ...
perhaps it would be better to leave the monkey to it.
Turn to 144.

Sonic sets off boldly around the corner, and realizes
almost at once that he has made a BAD MISTAKE!
The man sees Sonic, and his face goes purple with rage.




4042

‘So you're back, are you? Well, this time I'm ready,” he
says, before charging towards Sonic, swinging the club
straight at the hedgehog’s head! This looks very much
like another case of mistaken identity. Sonic will have
to think and talk very fast to get out of this one! Roll
the die and add the result to Sonic’s Quick Wits. If the
score is 7 or more, then turn to g7. If the score is less
than 7, turn to 258.

40
The small sandy island looms on the horizon, and in
no time the brave duo are only a hundred or so metres
away. If Sonic and Tails are still in a small boat, then
turn to 137. If the boat has sunk already, turn to 273.

41
Bad news! Sonic’s run out of credits again. If this is the
best you, Sonic and Tails can do, it's no wonder Zonik
is doing so welll All you can do now is start the
adventure all over again, although it might be an idea
to practise playing for a while before you do so!

YOUR ADVENTURE ENDS HERE

42
Sonic definitely knows where he is now. Through the
archway they find themselves in a wide, low corridor.
The walls are still made of the same dull metal, but
there is no Mack and everywhere is brightly lit by
neon lights in the ceiling.

Sonic points towards the end of the corridor. ‘All



4344

we've got to do is get to the end, go through a little
door on the right and we'll be at the gate,” he says. He
and Tails set off, deeply relieved to be out of the
maze. Up ahead, the corridor bends sharply to the left.
‘Just around that corn — Sonic suddenly falls silent,
hearing voices approaching. Turn to 148.

43

Sonic can't think why Robotnik is speaking to him like
this. If Sonic has 10 rings, he may use the energy gun
(turn to 289). If he does not have 10 rings, or you
think he should fight Robotnik, turn to 242.

44
The pole is about two metres high, with a round sign
at the top.

‘I wonder what it is,” asks Tails.
T don't know, what does “Bus Stop” mean? replies

Sonic. They don’t have to wait long to find out. Turn
to 202.



45

45
The gold door opens and Sonic and Tails find them-

selves careering down a long tunnel. The tunnel goes
on and on, with our heroes travelling faster and faster
as they fall.

“This must go all the way to the bot — Tails is cut off
short as they tumble through a bonus gate. The gate
clatters around, winning our game gurus no less than
40 points! Unfortunately though, they are now falling
out of control towards the bottom of the game.

Sonic looks down. ‘Oh NO!!I" He sees the gaping
black hole screaming up towards them. ‘Looks like it’s
game overlll' Tails and Sonic tumble through the
Game Over hole together. Turn to 135.







46

46
The tunnels here are much smaller than before, and lit
only by the eerie glow of the Mack. Sonic and Tails
walk cautiously along the narrow raised walkway that
stands about two metres above the floor of the tunnel.

Sonic looks down at his trainers. Euugghh!! He really
will have to do something about them as soon as he
gets a chance. Tails doesn’t look much better either.
Sonic is about to say something when there is a loud
clang behind them. Spinning round, Sonic is just quick
enough to see a massive steel shutter drop behind
them, cutting off their retreat! Both of the little heroes
look at each other, then Tails says, ‘What's that? He
tilts his head, listening intently.

‘What's what?’ replies Sonic.

‘That gurgling noise . . " answers Tails, his ears swivel-
ling round to pick up the source of the sound. Sonic
can hear it now as well. ‘Search me, there are lots of
strange noises round here. Come on, we've got to get
moving. | need to find somewhere to sort out these

remember it.

The tunnel branches to the left and to the right. If you





















































































































































































































































































































































































267

Sonic looks at the dliff face, sheer and as smooth as
glass. ‘Reckon you're right, we might as well have a
look at the hut after all,” Sonic suggests.

It's a lot easier going back down the path than it had
been climbing up it, and in no time at all they are back
in the clearing. Turn to 73.

267
Although it is dark here, the walls of the cave give off
a strange greenish glow, enough for our heroes to see
where they are going at least. After a while, they
come to a fork in the passageway. To the right, there
is a small tunnel with lights at the end of it (turn to
112).



268

Along the main passageway can be heard strange
noises! Sonic and Tails strain their ears ... It sounds

like digging!

‘Probably just another archaeologist, says Tails in a
matter-of-fact way. If you want them to go and
investigate the noise, turn to 16.

268
Soon, this tunnel begins to widen out until our heroes

find themselves in a large cavern ... Thud, thud.
BOOOOM!

‘What's — Tails is cut off before he can say any more.
BOOOOM. Thud.



268

‘They’re missiles. Hit the floor.” Sonic sees the missiles
impacting on the wall near where he had been standing
a second ago. But where were they coming from?

“There it is!" yells Tails. Sonic looks to where his friend
is pointing. Over near the middle of the cave, a
gigantic robot lumbers into view. It is the biggest
Sonic’s ever seen! It’s like a massive ball, totally round!
The missiles are flying thick and fast from it. What will
Sonic and Tails do:

Fight the Badnik robot? Turn to 14
Use the energy gun? Turn to 230
Try using some glue? Turn to 107

Try to roll the Badnik over? Turn to 53







269—271

269

Sonic is the first through the door and he sees Zonik
disappearing into the clouds. The door has brought
our heroes to the start of the Sky Chase Zone. Zonik
is riding a cloud skimmer. There is another one
on the platform. Will Sonic and Tails get into the
cloud skimmer (turn to 164)? Or will Sonic rely on
Tails, and let him hover both of them after Zonik (turn
to 216)?

270

Carefully, Sonic and then Tails get on to the bus.
Sitting behind the steering wheel is a small silver
robot wearing a rather battered peaked cap.

‘Where to, then?’

What will Sonic say?
‘All the way, please.’ Turn to 55
‘The city gates.’ Turn to 95
‘What do you recommend?’ Turn to 182

271
Sonic powers up the energy gun with 10 rings and
fires at Zonik. The beam shoots out towards him.
Zonik is covered in the energy field and stops.
BANG!!!! The energy field shatters, and Zonik stands
before them once more.

“You're going to have to do better than that,’ he
sneers.



272-274
What will Sonic and Tails try now:

Fight? Turn to 31
Use a bottle of Whiffy liquid? Turn to 180

*
272
Another tunnel, another fork at the end of it
This place is such a maze! Tails looks down at the
Mack. It's a good deal higher than the last time he
looked!

Check the number of points you have scored so far. If
it's more than 20, you must turn to 288.

Tails and Sonic can now go either to the left (turn to
21) or to the right (turn to 13).

273

They have just reached the island in time. Or have
they?? A few metres from the shore, Tails’ grip on
Sonic’s paw finally fails, sending Sonic tumbling to-
wards the oil beneath him. Without the extra weight,
Tails will reach the island without any difficulty. Sonic,
however, must jump and it'sa LONG WAY.

Roll the die and add the result to Sonic’s Agility. If the
score is equal to or greater than 7, then turn to 33. If
the score is less than 7, turn to 238.

274
The commissionaire stands aside, allowing our heroes
to enter the Pinball Hall. In the casino, pinball is far



275

more than simply a table with a steel ball rolling
around in it. Here, the PLAYER IS THE BALL!

‘The worst damage is in the Big Table,’ says the
commissionaire. ‘All the traps are deadly now, so be
very careful!’

Taking the man’s advice, Sonic and Tails climb into
the entrance to the machine.

‘Good luck!” shouts the commissionaire. 11l meet you
at the other end.’

Sonic looks up the steep ramp along which both he
and Tails will soon be catapulted. ‘Here we go then,
let's ROLL! he says, reaching up towards the Start
button. How hard will Sonic press the button:

Softly? Turn to 196

Fairly hard? Turn to 280

Hard? Turn to 49
275

Unfortunately, smashing all this stuff has made so
much noise that a Badnik has come to see what's
going on! A large robot appears at the door with no
less than four arms, each ending in a vicious claw.
Sonic and Tails must fight the Badnik. Tails will help
Sonic. The Badnik has a fighting score of 5 and needs
three hits to be destroyed. Sonic and Tails must fight
using Strength. If they win, our friends will find 20
rings in the wreckage. Once Sonic has beaten the



276—277

robot, turn to 62 if they were in the Spine Fields. Turn
to 72 if they were in the Bottle Bank.

If the Badnik has beaten the two heroes, then . . .
YOUR ADVENTURE ENDS HERE

276*
The Mack glows very bright in this tunnel, but being
able to see more doesn't really help. Up ahead there’s
yet another choice to be made. Will Sonic and Tails go
to the left (turn to 100) or to the right (turn to 272)?

277

Quick as a flash, Sonic realizes that Robotnik has
mistaken him for the evil Zonik. Pushing Tails down
out of sight, he replies: ‘I am sorry, master, I'll make
my way there right now.’

‘Make sure you do, I have important business else-
where to attend to. When I return, you had better be
there. And also try and keep out of sight. You've
already done far too much damage, especially to the
Aquatic Zone.

‘Sorry, master, [ got carried away,” says Sonic.

‘That’s as maybe, but I shall have to put it right, now,’
the voice pauses. ‘Don’t worry, your time will come
soon.” The voice tries to sound friendly. ‘Now, off to
the Metropolis Zone ... and quickly!” With that, the
hover ship zooms off. Tails sits up and looks at Sonic.



278—280
“The Metropolis Zone? he says, rather confused.
“Yes, and as quick as we can,’ replies Sonic.
Turn to 65.

278
Shellcrackers are never an easy opponent, and the
fight was a tough one. From the shattered remains,
Sonic finds 20 rings and a broken piece of claw. Add
these to Sonic’s Stuff, and then turn to 48.

279
Frantically, both Tails and Sonic start to sail the boat
away from Chop Chop, but it is no good. Suddenly,
Chop Chop leaps from the sea right in front of them
and takes another chunk out of the boat with his
vicious jaws. Looks like they're going to have to fight
him after all!

Turn to 193.

280
Sonic reaches over and presses the large red button
marked Start! He gives it a fairly hard push. There is a
click, and then a rumble behind them. Suddenly, there
is a loud WHOOOSH, and a blast of air catches Tails
and Sonic. It carries them up the ramp towards the
start of the game.

‘It's a lot gentler than the old spring,” yells Sonic, though
judging from Tails’ expression, he’s not convinced!



281—283

After a couple of seconds the wind starts to fade away
and our heroes slow down as the top of the ramp
approaches. Just when it seems they aren't going to
make it, the ramp curves back on itself and they find
themselves falling. Turn to 17.

281

Despite all their efforts, our heroes cannot even make
a dent in the hover ship. Suddenly, two claw-like arms
spring out of its sides and grab both Sonic and Tails in
a tight grip. Slowly, the arms drag the helpless friends
into the ship. Sonic and Tails have been captured by
Robotnik! They have failed in their mission and must
start again!

YOUR ADVENTURE ENDS HERE

282"
The tunnel is made of shiny, almost black metal, and
their footsteps echo on and on as they walk.

“This must be the Fak-Tor-Eee basement,’ says Sonic. ‘I
wonder what they make here?’

The tunnel forks in two again. Will Sonic and Tails
go to the left (turn to 261) or to the right (turn to
122)7

283
Sonic and Tails mistime their move! Missing their
target, they are caught in the game’s Gravity Field and
are pulled down towards the bottom and the waiting



284—285

Flipperss! BANG!!! A flipper smashes them back to-
wards the top of the game. Ouch, that hurt! Remove 5
credits from Sonic’s Stuff. Turn to 124. If Sonic doesn't
have 5 credits left, turn to 126. If the commissionaire
has already given Sonic another 20 credits, then you
must turn to 41.

284
Sonic is just too busy trying to catch up with his
friend to notice the small stream. When at last he does
see it, it is too late. Sonic lands in it, with a loud
SPLASH! Turn to 244.

285
As Sonic stares at the paper, he suddenly realizes that
it is some kind of poem.

‘What's it say? asks Tails.

‘Well, it seems to be some kind of poem. Funny, I
never took rats to be into all that sort of stuff! Still,
looks like it says,

Left,

Right,

Left,

Right,
Upside-down,

Then go to ground.’

‘Hmm. That’s it then, nothing to worry about at all’
says Tails, with a silly look on his face.



286

‘It’s all right. It's a map. Come on!" Sonic steps through
the door and finds himself in a tunnel. It is lit by star-
shaped lanterns hung along the wall, though the light
they give out is very dim.

On some of the following sections you will see the *
symbol. When you see this, roll the die. If the score is
1, then you must turn to 211. Remember to make a
note of the section number you were on, so that you
will know where to return to!

Should Sonic go to the left (turn to 282) or to the
right (turn to 224)?

286
Tails walks around the corner, not knowing exactly
what he’s going to say. The man with the club sees
him. It is too late to turn back now!

‘Ah, the man says, ‘what a pleasure it is to welcome a
new customer. Tell me, sir, is this your first visit to the
casino? Tails is quite taken aback by this. I'm afraid
we've had a little trouble with vandals recently, but
I'm sure sir will still have a good time.’

‘Erm, what trouble might that have been? asks Tails
innocently.

The man tells Tails (at great length) how the the great
Sonic the Hedgehog has just smashed up his lovely
casino. The man is no less a person than the casino’s
commissionaire!




287-289

Tails is now faced with a problem. Will he tell the
commissionaire about Zonik (who must be the one
who has smashed up the casino) or not? Tails, being
Tails, tells him and, after what seems like ages, manages
" to convince him that the real Sonic will try and put
things right for him. Turn to 2.

287
Sonic realizes that these jars must be smashed as well,
otherwise the mini-Zoniks might hatch. Both he and
Tails set about the jars and soon all of them lie
smashed on the floor. As soon as each jar is broken,
the mini-Zonik dissolves into a blobby blue mess.
Turn to 130.

288

Oh dear! The level of the Mack is now so high that
it's beginning to lap around the feet of the intrepid
heroes. Each extra point you get will now destroy 1
ring in Sonic’s Stuff. If you haven't got out of the
maze by the time all of the rings have been destroyed,
you must turn to 25. Write this number down so you
do not forget it. Go back to the maze where you left it
and carry on.

289
Grabbing the energy gun, Sonic quickly powers it up
with 10 rings (remember to subtract them from Sonic’s
Stuff), and takes aim at the hover ship. Roll the die; if
the score is 1, then turn to 159. If the score is 2 or
more, turn to 71.






290—291

290
The door opens automatically to reveal a long corridor.
It's all white and completely empty. The corridor soon
opens into a wide room. Dominating the whole place
is a motionless silver robot, standing bang in the
middle of the room. Its right hand is outstretched and
holds a small bag. On the wall over to the left is a red
button labelled Return. Does the robot need a closer
look (turn to 184)? Or would it be a better idea to
press the red Return button (turn to 187)?

201
Needless to say, Tails had something of a story to tell
Sonic!“. . . so you see, he, it — whatever it is — looked just

like you and every time it touched me, it burnt. Look!
Tails pointed to the singe marks all over his fur. “That's
why [ knew it was really you when I touched you.’

Sonic was baffled. Who on earth would want to go
and impersonate him? ‘Who can it be?’ he said aloud.

‘1 don’t know,” replied Tails, ‘but whoever it is, he
needs to be stopped. I wouldn't be at all surprised if
Robotnik wasn’t behind all this.’

- The idea did make sense. All the good creatures of
Mobius looked to Sonic as the one thing that could
stand up to Robotnik. Make Sonic look bad and
Robotnik’s job got a lot easier.

‘Right! Let’s go get him, Tails.” Sonic was on his feet in
an instant.



292

‘But we don’t know where to look,’ said Tails. Now
that, annoying as it was, was a very good point.

‘Any ideas?’ said Sonic.

Tails paused and thought for a while. T last saw it . ..
the Bad Sonic . .. heading for the Chemical Zone, but
that was about an hour ago, I think.’

‘Right! Let's go that way, then. Sonic was already
coiling up for a sprint . ..

‘But when I first saw him, he was hanging around
outside that secret cave . .

‘What cave? said Sonic, not really listening.

“You know, the one where we used to hide rings for
safe keeping, over by the little river.

What will they do? Will they go and look in the cave
(turn to 9)? Or should they hurry on towards the
Chemical Zone (turn to 201)?

292
The Crawlton disintegrates into a smoking heap of
junk on the floor. Although both Tails and Sonic
himself search the area thoroughly, they find noth-
ing of any worth. Their only option now is to retrace
their steps and explore the other passageway. Turn
to 267.



293-294

293
Sonic and Tails attack Grabber. Grabber's fighting
score is usually 8, but since he’s already been smashed
up by Zonik, it's now only 6. If you are unsure what
to do, look back to the beginning of the book for
instructions.

Grabber will now fight to the death, so if they lose
this fight, Sonic and Tails will have to start all over
again! If they defeat Grabber, turn to 243. If Grabber
beats Sonic and Tails, then . . .

YOUR ADVENTURE ENDS HERE

294
It looks like the only way out of this cave is to try and
open the steel door. Both of them look at the lever by
the side of the door.

‘After you,” says Sonic, gesturing for Tails to try the
lever.

‘No, after you, replies Tails.

‘No, really,” says Sonic.

‘No, you try it, Sonic. I insist!" smiles Tails, bowing
gracefully to his friend. Gingerly, Sonic reaches out

and pulls the lever. The door slides open with a faint
whooshing sound.



295
“There you are,” he says triumphantly. ‘Nothing to it.’

‘Let’s hope you feel the same way about those, then!’
says Tails, pointing towards the door. Emerging from
beyond it are two Guardbots! Sonic and Tails must
fight the Guardbots using Strength. The Guardbots
have a fighting score of 6, but both can attack Sonic
each round. Tails will help Sonic. If the heroes win,
turn to 256.

If the Guardbots beat Sonic and Tails, then . . .

YOUR ADVENTURE ENDS HERE

295

Sonic and Tails speed out into the game at terrific
speed. Everything is a blur, and only at the very last
minute does Sonic see a large target flashing with
bright red lights. First Sonic, and then Tails, hits the
target square in the middle. If this is the first time that
Sonic and Tails have been to this target, they score 10
points (add them to Sonic’s Point Score). Now roll the
die and add the result to Sonic’s Agility. If the score is
less than 6, then you must turn to 283. If the score is 6
or more, then Sonic and Tails may go either to a
bouncer (turn to 189), to another bouncer (turn to 36),
or spring back (turn to 124).



296—297

296
Very soon this tunnel opens up into a small room.
Heaped everywhere are dozens of rusting barrels with
Mack seeping from their rotten joints. The stench is so
bad that even the air seems heavy.

‘I don’t think even Robotnik would have come in here
by choice, says Tails, still holding his nose. Should
Sonic and Tails explore this room (turn to 260), or
should they leave (turn to 101)?

297
Sonic notices the small black and red wire underneath
the Mega Drive. Following it with his eyes, he sees it
leads underneath the console to a ... ‘OH NOI!!!
Don't touch it, it's a BOMBI!!! Just in time, he reaches
out to grab Tails’ paw. ‘Pheeew, that was close!
exclaims Sonic.

Tails swallows hard. “That was close,” he says after a
pause.

Skilfully, Sonic fiddles with the wires, and in a few
seconds the screen of the Mega Drive goes blank.
‘Nothing to it. WHEN YOU KNOW HOWY

Under the circumstances, Tails thinks it better to keep
quiet.

‘Well, I suppose we had better get moving, old friend,
says Sonic. There is only one way out of this room,
conveniently marked Exit. Turn to 157.



298-299

2908
Suddenly, all the spines on Sonic’s back stand on end.
‘Shh,” he says, straining his ears.

‘What's the matter? asks Tails. He doesn't have to
wait for an answer! Out of the blue a huge silver ball
comes crashing towards them. Roll the die and add the
result to Sonic’s Speed. If the score is 6 or more, turn
to 22. If the score is less than 6, turn to 235.

299

Sonic and Tails speed out into the game at terrific
speed. Everything is a blur, and only at the very last
minute does Sonic see a large target flashing with
bright yellow lights. First Sonic, and then Tails, hits
the target bang in the middle. If this is the first time
that Sonic and Tails have been to this target, then
they score 10 points (add them to Sonic’s Point Score).
Now roll the die and add the result to Sonic’s Quick
Wits. If the score is less than 6, then you must turn to
283. If the score is 6 or more, then Sonic and Tails
may go either to a bouncer (turn to 189), or to
another bouncer (turn to 36), or spring back (turn to
124).



300

300

The evil Zonik has been defeated at last, and Sonic
and Tails stare at him as he slowly dissolves into a
nasty blue blob on the ground. With him gone, and
the Fak-Tor-Eee gone as well, the Zones will return to
normal.

‘Well, I suppose that’s that then,” says Tails.
“Yep, guess it is,” replies Sonic.
‘Any idea how we're going to get back home?” asks Tails.

‘Nothing to it says Sonic and with that he spins off
into the distance.

‘Hey, wait for me!” cries Tails. And with that our two
pals disappear over the horizon.



234

‘No! No! Stay away from me! STAY AWAY!!I' Tails
screams. He tries to hover, but he can't because his
tails are tied together. His eyes look wild, and Sonic is
sure that he is frightened.

‘But Tails, it’s me, Sonic. I'm your friend. Who did this
to you?

“You did! You did!" howls Tails, his eyes filling with
tears. With this, Tails tries once more to hover, and
this time the knot in his tails falls out and he is away.

‘Come back!" yells Sonic, but his friend is already gone.
Turn to ¢8.

234
As the emerald flies through the air, Tails hovers and
catches it smartly with both paws. Zonik, who's on his
feet by now, sees this and starts to back away. “You
want some of this!’ says Tails, waving the emerald at

Zonik.



Other Sonic Adventure Gamebook titles

SONIC THE HEDGEHOG ADVENTURE
GAMEBOOK I: ROBOTROPOLIS

James Wallis

Have you got what it takes?

Mobius is under threat from the deranged Robotnik. The demented
inventor is busy on a master plan building mega-robots. Only you
and Sonic can stop him.

Using your skill, speed and agility, you can help Sonic save the day.
But think fast and move quickly, Sonic doesn’t hang about and
there’s no time to waste. The future of Mobius depends on you!



SONIC THE HEDGEHOG ADVENTURE
GAMEBOOK 2: THE ZONE RANGERS

James Wallis
All zones on nightmare alert.

Robotnik is turning all the zones into a living nightmare of pollution
and destruction. His Mobius mega trash Plan can only be stopped
by Sonic, Tails and you!

You have to use all your speed, skill and quick wits to help Sonic
save the day. But time is of the essence, as Mobius is decaying with
every second. Are you ready for the challenge?



Zagor Chronicles titles

THE ZAGOR CHRONICLES 1: FIRESTORM
Ian Livingstone with Carl Sargent

The storm clouds of war gather over the magical land of Amarillia.
An unknown power of a dark realm draws unto itself dragons,
undead horrors and other monstrous allies to destroy the glories of
royal Castle Argent and attack the citadel of Sanctuary.

Across the lands of men, dwarfs, elves and the proud centaurs of
Barrabang, a swathe of destruction cuts towards the heart of the
beauty and glory of Amarillia. Against this darkness, as armies fall
to a merciless enemy, a handful of heroes struggle to defy the
demon which has brought pitiless evil to their world.

Firestorm is the first tale in the epic Zagor Chronicles series, fore-
shadowing the coming of that dreaded necromancer to the fabled
world of Amarillia.



THE ZAGON CHRONICLES 3: SKULLCRAG
Ian Livingstone with Carl Sargent

As the peoples of the world of Amarillia strive to rebuild their riven
and decimated lands, they have one triumph to celebrate, the de-
struction of Zagor the Necromancer. Or so most think; but Jallarial,
new Grand Wizard of the lands, is troubled with doubts and seeks
the advice of Astares the Seer. To her horror, she learns that the
spirit of the dread Necromancer is reforming on the world he came
from. With her fellow heroes, the Grand Wizard must travel the
planes to the world of Titan to seek out the origins and secrets of
Zagor in the hope of ending Amarillia’s nemesis.

Skullcrag is the third tale in the epic Zagor Chronicles series, a story
of strangers in an unfamiliar world beset by treachery, deception
and illusion as they strive to discover the origin and fatal weakness
of their dire enemy.



Gamebook

What’s wrong with Sonic?

The Green Hill Zone is under attack from a new enemy. Reports
come in of a fast-moving blue creature bashing everything in
sight. Suyely this can’t be Sonic? Or has Robotnik cooked up
angther monstrous plan to crack the blue wonder?

It's up to YOU to find out. Use your speed, skill and agility in this
part-story, part-game adventure. But think fost and move
i /ﬁuickIL— only the best can keep up with Sonic.
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