MEGAGAMES

p 3 i ; e el
R ; ‘ =1

p o 4.



CREDITS

Programming/Game Engine
Arjan Brussee
Central Design, Graphics & Manual

Cliff Bleszinski

Character Design & Animation
Nick Stadler
Music

Robert A. Allen

Cybersound Music System Beta Test leader
Josh Jensen Andy Lehrfeld
Sound Effects Manul Artwork, Cover
d Comic book
Nando Eweg o
Nick Stadler
Additional Artwork
. Manual Design
Joe I__htChenS and Typesetting
Tomisa Starr Mark Rein
James Schmalz
Additional Design B
Tim Sweeney
Robert Allen .
Mark Rein

Arjan Brussee

Special thanks to the Epic Beta Testers and to our families.
Copyright © 1994 by Epic MegaGames Inc., Rockville MD, USA.

Epic MegaGames Inc. Epic MegaGames Deutschland GmbH  Epic MegaGames UK |1/

10406 Holbrook Drive, Mendelssohn Str. 15d 11 Baker Avenue, Pollon
Potomac, MD. 20854 D-22761 Hamburg, Germany Beds., SG19 21|
Telephone (301) 983-9771 Telephone +49 (0)40-899-684-0 Telephone (0)767- 2600901 1

Fax (301) 299-3854 Fax +49 (0)40-899-684-99 Fax (0)767-262401

Introduction

Remember The Tortoise and The Hare? Well, it’s 3000
years later and they're still at it! The nerdy-yet-power-
ful tortoise king, Devan Shell, has kidnapped the
beautiful rabbit princess, Eva Earlong, and has
inhabited the galaxy with his looting goons!

Is all hope lost for the galactic rabbits?

No way!

Not while Jazz Jackrabbit is around!

The rabbits want revenge and it’s your job to extract it!
You have to save Eva Earlong and prevent Devan Shell
from financing his maniacal plot
of Turtle Domination by swip-

ing the treasures out from
under his slimy beak.
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This wild treasure hunt
spans enormous worlds
filled with perilous
dangers.

Are you up for it?




AGRIN, OUR HERO SETS OFF FoR Tue (nknown, [
BRAVIN G THE ELEMENTS, IV SERRCH OF HiS
JUEXT  MISSION.--

"SNoTE To Mbsgrr. ' NEXT
TiHE I VISIT, BRiNG A

A

COLDIER OF FoRTUNE & SEEKER & JUSTICE, THZZ |
IACKRABBIT HURTLES THROUGH T af’s:ﬁs
":..u ms OF "'k"' 'ﬂi E 1n NEED

To SHoW OUR
APPRECIATION FOR SANING
OUR VILLIAGE, THE RATS
(WOULD> LIKE TO OFF*:‘2
TS TokEN &iFT!

ow... A Rock....
LOVELY... onE Ccan
NEVER HAVE EnoucH |

(JE JNTERRUPT -rms
BRoDOCAST & “MARRIED...
WiTH CHINCHILLASY To
BRING YouU THIS SPECIAL Ly
BULETIV-- -




SHELLIAN TERRORIST /2
Devan SHELL HAS
KiDnNAPPED THE
RABRIT PRINCESS
EVA EARLONG..-

} Qo' I Coutd
mse A REHLHERO!E /,ia g \ )
(NK OF THE FORTUN N.=
T CoulD MAKE o ‘ o

MERCHANISTNG ALONE, /i
I

\

WHAT DO You WANT FRom

Ybu ARE MEREL
f1E, You REPTILLIAN RAT

A WORTHESS PRN)
v MY PLAD; WiTH
THER BeLoveD PRIVCESS
(0 MY CLUTCHES THE
RABBITS Wil SURRENDER
To ME, gup it WILL
Become King!

WHAT DO Yby HAVE
AGRINST RABBITS?

SHEESH—-THIS GUY &Goes
OM A -TIRADE AFTER ReppivG

FOIRY TRLES!!! T GuessS wepe N

ALL Lk HE WRSV'T LISTENING | R
To THE ‘WHirE ALBUm! "

DESPERATE  TOR {ymmmﬁ,
JA2Z VISITS A SEEDY WATERING
WoLE TO ASK SOME QUESTIoNS

AroUT DEVAN SHELL--




HERE YA Go, SIRANGER...
A PRivk, 00 THE

HoysE...

w ; et
f” WHATCAN Yo
Tel e Agout DEVAN B

LADIES AuD GEUTLEMEN...
LET'S GIVE A (uaem
WELCeme T THE comic
STYLINGS OF *THE
MEA GREEV HARE"

Hey Buopy..CANI Y
BUY YA ADRINK?




HicKoRY Dickopy
WG

W7 - UHH. - WHATTAYR CALL IT WHEN A
0L BUNGHA GvYS Jump OuT OF A

CAR7..."A DRIVE-BY
TING ! .GET 1
p) CHUTIVG? WiTH A'C-H™
: I7's A..- BHEM--

S\ MoVING

I cHu

Tar.

WHATD Y8 PUlL N\
ME AwAY Fﬂ?})Q?./I
WAas K’ em!

THATS pigHT! T
HEARD A RumoRr THAT
He HAD TRAINED AS

4 NINTA!!

WELLHE
WANTED TO ... BUT
COPYRIGHT LAWS

. AvE
TOVGH 5a§mcc—nom
R} REGARDING NINTA




HeY.. THE
FUZZY GREEN
(gumw E?ﬁggm&
HERE!

wow... THE SkY

[ 1S MeLTiNG!
R Loox AT THE FRETTY,

CoLoeS

T HopE YoU Don'r THIN K
THIS'WL GET Yo ourrh our
e lf )

7 WHAT CAN You Tew
ME AROUT SHeL?

T K DEVAN AS
A REALLY CLEVER GUY
WITH f o1 0F WACKO
TDERS! HE'SGOT A

HUGE €60, SO HE

Do You HAve Ay TEVANLL HAVE A HUGE SrpckpiLe

0F WEAPONS LYIVG AROUND... §0
SUGGESTIONS 2 STEAL WHAT You CAY AND /

USE IT wiseLy!




AN

Az 'S
-1

(hy HAD T0 DO To DEFEAT THE BAD

W), N CR\PES! 1 WisH LFE WAS Like
"1&'\ \ [ THoSE \IDED GAMES WHERE ALL
GvY WAS

IUNP oM

MY [Awyers oM
THE PHNE!

[SAZZ SACYRIEBIT JETTISoNS To THE PLANET[
PIAMONDYS To BEGIN HiS MISSION #»— ' '*ﬁ'fg,'%
HEY GUY-LoHATCHA DOIN 7 A8
B T'm GUARDIN' ,
i THE FORT AGRINST\E
o R
4

DAH-HEY/

= ‘ —
-«-AND You'Re AN Ip1oT!
AINT LIFe Just SO TRoNIc

THAT wAY 7/
(f:!("zw ‘*

PSST—Hey! Geeen Boy!
Y HowewWT GETTV' ME OUTA THIS
\ CAGE?! TLL Hewp ¥4 our!

R [SAY 1T Hag SYIETHIN G TD
NS D0 WITH Devan'S

GINDSHIELD/




ARE Yoy

T DIDN'T ReALZE AR

" Diigeems! |
M GONE LIKE
AST ek !

Hou DONT Peauy THINK
You CAN WIN, Do You KHBBIT?.’

WELL, TVE ALwpYs \
BEEL PARTIAL TOWARDS X
HAPPY EnpINGS... T N
GUESS T GoT THAT FROM |
my mom, §'enjow) 74/ \

BESIDES, THERE'S A ReALLY
SEXY  (WOMAN INVOLUED  AND
THIS SoLpleR oF FORTUNE
STUFE, GETS PRETTY
LOMELY. ..

.

0+

1

OILL JAZZ SAVE THE WoRLD?/GHAT
Gou AsKING mE 7o 7T pon'T kuow !

1S



16

Installation

Thank you for buying Jazz Jackrabbit. The following
information explains how to install it and what to do if
something goes wrong.

System Requirements:

To install Jazz you will need:
Approximately 5 megabytes of hard disk space for

h set of 3 episodes.
eac p
24

- Atleast 4Mb of RAM.
A fast 386 CPU - 486 highly recommended.
A VGA monitor.

A sound card such as the Sound Blaster (or
compatible) is optional, but highly recommended
for enjoying the total Jazz experience!

Installing Jazz

Before you can begin playing, you must install Jazz on
your hard drive. To install the game put disk 1 into
your drive and type:

E‘ “A;INSTALL” or “B:INSTALL”

You will be asked to specify the drive and directory
where you would like to install Jazz. We recommend
using the directory “|AZZ”

After Jazz has been installed, change into the directory
where it is installed and type “SETUP”. You must now
tell the game about your system so that the sound can

”m

be activated. If you don’t have a sound board, choose
None or PC Speaker.

Type HELPME to see if there are any new additions to
the available sound card list, or if there were any
instructions added after the printing of this manual.

Troubleshooting

If Jazz appears to run slowly it may be because of a
conflict with your memory manager.

You may want to boot from a blank system disk
instead of changing your AUTOEXEC.BAT and
CONFIG.SYS. On systems running MS-DOS 6 or newer
you can press during boot-up to achieve this
effect.

Other Problems

Jazz Jackrabbit will work from Windows and

Y4 0S/2 on some machines, but it is not recom-
mended. You will probably experience prob-
lems with the sound or music.

Reaching Epic Technical Support

If you experience any problems with Jazz,

ﬁ please call our technical support department
at (301) 983-9771 in the USA and Canada or
(0)40-899-684-0 in Germany, or (0)767-260903
in the UK. or other European countries.

»ﬂ.
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Keyboard Controls

(CTRL) Jump.

(SPACE>» Shoot. Read on for a list of Jazz’s weapons.
{LEFT) & (RIGHT) Run.

{UP» Jazz looks up.

{DOWN: Jazz ducks and looks down. HINT: Jazz can
shoot smaller enemies by ducking!

ALT» Cycle through Jazz’s arsenal. You can see what
weapon Jazz is using by looking on the STATUS BAR at
the bottom of the screen. Jazz can only use special
weapons if he has collected ammunition for them. See
“WEAPONS” for more information.

D Turtle-mode Slo-Motion. For
those who cannot handle
Jazz’s incredible speed, the
game plays at half-
speed. Hey, we don’t
blame you, some
people get dizzy
while playing Jazz
because it’s so fast.
But those kind of people
also get dizzy eating cheese.

P Pause the action. But why would you want to stop
playing?

Joystick Controls
@Button 1> Jazz Jumps.
Button 2» Jazz Shoots.
(Button 2 + UP» Cycle weapons.

(LEFD & RIGHT) See Jazz Run. Run,
Jazz, Run!

UP Jazz looks up.

{DOWN> Jazz ducks and looks
down.

During the 3D bonus stages,
Button 1> Jumps and Button 2» moves
Jazz forward while (LEFT> & RIGHT> are used to “steer”.

If you have a Gravis PC Gamepad or
any other 4-button joystick,
use Button 3 to cycle
weapons.

During the 3D bonus
stages Button 1> jumps, '
Button 2 rolls and Button 3» is
used to move in a forward direction while «LEFT» &
RIGHT» are used to “steer”.

Don't forget: you can reassign keyboard controls to
nearly any key or button combinations from the
“setup” option on the main Jazz menu.

p -
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The Jazz Status Panel

The score. Jazz scores by

Time left to complete the cur-

destroying baddies, wiping out rent area. Run out of time and
scenery, collecting treasure, and you lose a JAZZ. Earn extra time
completing a level with plenty by collecting hourglasses. Hurry
of time remaining. up Jazz!

Jazz's health. When Jazz is hit by
a bad guy he loses health. Run

out of health and you lose a

JAZZ. Eating carrots will improve

your health*

The first number in this
panel tells you which
world you're on (each
episode has three
worlds) and the second
tells you the level (each
planet has two levels).

‘This is the Jazz count. Eamn an
extra JAZZ life by collecting 1-
UPS (a floating picture of Jazz's
big green head) or by clearing a
3D bonus stage.

This panel shows the current weapon Jazz
is firing and the amount of shots remain-
ing for that weapon. Jazz can change
weapons by pressing ALT or FIRE + UP on
Joysticks. Ammuntion is everywhere so get
lots of it!

*Didn’t your mother already tell you this?

™

Toaster: Fires a horizontal
path and is larger and
quicker than the blaster.
Find: RED ORBS.

RF Missile: Fires TWO
shots at once in a “v”
path. Great all-purpose
shot for hitting foes
above and below.
Find: GREEN ORBS.

Launcher: These are the
“bouncy bullets”.
Perfect for destroying
things below Jazz or
up/down a slope from
him.

Special Weapons

Rapid Fire: Collect floating guns to give Jazz's weapon
RAPID FIRE! Hold down the fire button to spew forth a
torrent from Jazz’s current weapon. The more rapid fires
that Jazz finds, the faster he will automatically shoot!

Collect floating charges to

Note: Jazz has an unlimited
supply of ammunition for
his basic-model blaster.

Picking up the small round
orbs containing bullets
gives you a few more of
those bullets. Shooting the
larger “Weapon Containers”
gives you lots more of
those bullets. Find as many
as you can because you'll
definitely needs lots!

Don't forget there is more
ammo available when you
play at higher difficulty
levels but there are also
more enemies to shoot.

TNT: The most powerful weapon in Jazz’s arsenal.

stock up on it. A very rare

item hidden in several planets, it will eradicate all
enemies within range in a brilliant flash of light!

21




Jazz’s Awesome 3D Bonus Stages!

If Jazz is lucky enough to find an oversized red gem, he
will be transported to the incredible 3D BONUS STAGE

: after he clears the
level. Here, Jazz must
find Power Gems that
Devan has stashed. If
Jazz finds enough
Power Gems then he
will eam an extra life!

Keyboard Controls for the Bonus Stage

(CTRL> Jump.
X027/ 30 2:17

(SPACE Roll. Jazz will
curl up into a ball and
zoom along the land-
scape. HINT: Be careful
when using this! Jazz
may gain speed, but
he also loses some
control!

{UP» Jazz runs forward. LEFT> Jazz turns and runs
towards the left. (RIGHD Jazz tums and runs right.

Bonus Stage Objects

You should know about the following hazards and
items in the bonus stage:

22

EXIT signs: These will kick Jazz right out of
the bonus stage, regardless of his time
remaining. Avoid at all costs!

Hourglasses: These will extend
your time in the bonus stage. They're very
hard to find so consider yourself lucky if you
manage to find one.

BlueGems: Treasure that Devan has hidden
in these strange 3D landscapes. Grab as
many as you can.

Stop hands: These annoying
things stop your forward progress. Go
around them quickly or you may find
yourself running out of time.

BouncePads: You find these reverse gravity spots on
the floor of the playfield that will send Jazz flying into
the air.

SpinMeisters: Step on one of these and Jazz will be
turmmed around and around! They are also located on
the floor of the playfield.

Water and goop will slow Jazz down so avoid them!

23




Power-Ups
Jazz can find a multitude of power-ups to aid in his
mission. Some of these power-ups include:

Jump Around: Collect red spring-shoes to
increase Jazz’s jumping abilities. The more
you find, the higher he leaps.

Fast Feet: Shoot one of these icons and
Jazz will have SUPER SPEED for 20 sec-
onds! Run as far and as fast as you can
when you find FAST FEET!

Fallen Stars: Collect a fallen star and Jazz ,
will be invulnerable to ALL attacks for 15 *

seconds.

Giant Gem: Find a GIANT GEM and jazz will
be transported to the BONUS STAGE when
he clears the current level. See BONUS
STAGE for more information.

AirBoard: Find the AirBoard and Jazz will
jump on it. He can now fly anywhere he
chooses. Yeahoo!

1UP: Fine one of these and you'll be awarded an extra
JAZZ! They are very rare and look like a float-
ing Jazz head.

HourGlass: Gives you some extra time to
secure the area you're in. Extra time is not
required when playing on the “easy” setting.

24

Shields

There are two kinds of shields that help protect Jazz
against his enemies. These will be of great value dur-
ing the game so use them wisely.

Shoot the Shield icon and Jazz will be pro-
tected by rotating gems for one hit. This
means you can take a few more chances
than you normally would.

FireShield: Shoot the FireShield icon and
Jazz will be protected by the fire gems, the
equivalent of four individual shields, which
will protect him for four hits.

Hip Hops - Jazz’s Flying Friends
The turtles have a particular taste for bird
so they have captured these rare half-

pheasant/half-eagles, called Hip Hops, for
supper. If Jazz frees one of them by shoot-
ing their cage then the bird will be Jazz’s companion
until Jazz is hit by a baddie. HIP HOPS will fire at will,
destroying all who attempt to harm their savior Jazz!

These birds will shoot your enemies down from the
skies. Learn to use their skills and you will see that
they can be of great assistance. Be sure to keep them
clear of enemies’ bullets because they don't like being
shot at and will quickly leave the area if you expose
them to any danger.

25
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Game Strategies - Follow them and
Maybe You’ll Survive!

You're about to play an action-adventure game star-
ring a little green bunny with a big gun. Your objec-
tive is as follows:

1. Collect everything. There is a new kind of trea-
sure on every level to satisfy your appetite for
loot. Get it!

2.  If it moves, shoot it. If it doesn’t move, what
the heck - shoot it anyway!

3. Find the checkpoint sign that secures the area
for the Galactic Rabbits!

The checkpoints indicate areas that the
Turtles have claimed. When Jazz shoots
these signs, the area now belongs to the
Rabbits! Yeah! There are two of these
signs in each level; the first one is halfway
in and the second is at the end. If you die
after shooting the first sign, you will return
to that point instead of having to navigate
the entire area again.

Other survival tips:
When in doubt, SHOOT.

Be careful when you’re about to jump
into an area you can't see. There may be
baddies swarming everywhere!

i

Conserve ammunition and try to use the best bullets
for the job!

When in doubt, SHOOT.

The faster Jazz runs, the higher Jazz
jumps. When Jazz picks up the fast-
feet power-up his feet are blurry
and he moves at high speed. At this point Jazz can
jump very high. Use this ability to find hidden stuff!

Look for secret areas! There are tons of them in every
level. There might even be secret levels.

Collect as many “Rapid Fire” guns as you can.
If you collect 10 or more, Jazz will have
immense firepower!

Don't collect carrots if your energy is full;
remember where they are in case you need
them later.

If you find an AirBoard, be sure to :
backtrack through the parts of the level ——_ ”
you have already seen; you may be 7 ‘
able to reach hidden areas with it!

(Did we mention SHOOT?)

pﬂ.
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Jazz Jackrabbit Episodes 1-6

The following is a guide of each episode and it’s vari-
ous planets. Each planet has two levels.

Episode |: TURTLE 1‘ERROR!

DIAMONDUS - Diamondus
is a beautiful grassland
planet with a healthy
atmosphere and plenty of
goodies. However, the tur-
tles know this also and are 1
pillaging the land as we speak! Beware of bees and
look for secret passages by shooting walls!

TUBLECTRIC - This planet
is full of electronic may-
hem. Once a giant muni-
tions factory, it was aban-
doned after a freak acci-
dent involving one of the
nuclear reactors. jump in the Transport Tubes to move

- to different areas. Whoosh!
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MEDIVO - The atmosphere
of this ghostly planet is
incredibly thick; so thick
that it is constantly raining
on the surface. The planet
is covered with enormous
marble ruins which hold
many secrets. Look out for spikes and ghost swords.

Episode 2: BALLISTIC BUNNY

After securing the first three planets, Jazz discovers a
highly advanced area of the galaxy in which Devan
and his goons are building battleships to destroy Jazz’s
home planet Carrotus! Jazz must destroy EVERYTHING
he sees- he is the BALLISTIC BUNNY!

LETNI - This is Devan’s
ENORMOUS supercomput-
er designed especially for
building battleships,
destroyers, and figuring
out where to get lunch on
a rainy Tuesday afternoon.
Beware of magnets and “bugs” in the system.

TECHNOIR - Bathed in a
choking red atmosphere,
this planet has NO plant
life upon it. In fact, the tur-
tles are the only organic
creatures on this planet! » : CrE | Koy
They have secured their areas thh tanks, mlssﬂes and
floating mines. Be VERY careful, it's a war zone out
there!

ORBITUS - It is an elabo-
rate structure of pipes,
anti-gravity floors and
bounce-walls. Jazz will
bounce around most of the
time he’s visiting Orbitus.

31
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- base! Jazz might have a

Episode 3: RABBIT'S REVENGE

Jazz recieves a fax from Princess Eva in her cell: “|AZZ:
LUCKY I BROUGHT MY PORTA-FAX WITH ME, AREN'T I?
DEVAN IS REGROUPING TO 1320,23 IN SECTOR X! YOU'D
BETTER GET HERE RIGHT AWAY?"” Jazz had better hurry
before Carrotus becomes space dust!

FANOLINT - Beneath the
harsh surface of this
wasteland is a thriving
arboretum in which the
turtles are breeding
Flowers of Death to feed
their soldiers! Destroy
them all, but watch out for Super-Tanks and plant life.

SCRAPARAP - The junkyard
of the universe. Here, the
turtles are stealing metal
and parts for their battle-
ships. If you avoid the
electo-magnets, you might
survive to find...

DEVAN’S MEGAIRBASE - Oh
no! Devan has built an air-

chance at destroying the
two areas if he avoids the
tanks, missiles, and super
sparks!

Episode 4: GENE MACHINE

Jazz blew up the base, but Devan escaped with the
princess, leaving Jazz to crash in an unknown loca-
tion... Jazz soon discovers that the turtles are cloning
themselves with the Mean-Gene-Machine! And they've
chosen a galaxy which is virtually untouched by mod-
ern technology as a breeding area.

TURTEMPLE - The secret
Temple of the Turtle! What
luck! Now Jazz can cause
some real trouble for
Devan and his minions.
Trash it, but beware of
scorpions and cacti!

NIPPIUS - After ruining the
temple and stealing a
spacecraft, Jazz hops to
this freezing ball of ice. It's
slippery here, so be careful
where you slide!

JUNGROCK - A steamy
jungle planet complete
with enormous insects and
serpents. As Jazz touches
down here he hears a shrill
cry coming from the end of
the second area... it sounds
pretty mean! Atchew!! All these temperature changes
are giving Jazz a wicked cold!

(It said “secret”, didn't it?)
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Episode 5: The Chase is On!

Jazz has Devan up against the ropes. Strike first, strike
fast, strike hard!

MARBELARA - This is the
secret playground of
Devan’s elite Schwarzen-
Guards, a perfect place for
them to play phaser-tag!
Just make sure that you're
not “it!”

SLUGION - The mazes
within this planet house
untold treasures... guarded
by Slugs and Dragoons!
Those Slugs sure are ugly,
and the Dragoons aren’t so
hot either - get out of here
quicky!

DREEMPIPES - The fuel
refinery for Devan’s
destroyers! The entire
planet is covered with pur-
ple goo and Jazz must
swim through it in order to &
destroy Devan’s handiwork. Shoot the round red
switches to raise and lower the water level!

™

Episode 6: The Final Clash

At last, Devan’s warships loom in the distance! Can
Jazz hop, skip, and jump past two planets on the way?

PEZROX - Enormous con-
crete blocks form impreg-
nable mazes that Jazz
must navigate while
dodging lethal spiked balls.
As the sun sets in the
distance, Jazz can almost smell victory...or is that the
smell of Devan’s feet?

CRYSILI - Once a barren
wasteland, now a shim-
mering gem in the night
sky. Crysilis is Devan’s
depository for all of his
(stolen) treasures... Time to
raid it!

THE TURTLE-GUNNER
DESTROYERS! - The turtles
have built their crafts of
destruction! A pair of
ENORMOUS battleships
loom in the distance, ‘
armed to the teeth and ready to ﬁght. ]azz must pilot
his AirBoard, find a way into each ship, and destroy
the central CPUs. Beware of Hyper-Bees, Generators,
and Armor-Doofi!
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THE JAZZ DEVELOPMENT TEAM

Cliff Bleszinski is the creative
genius who desgined Jazz. Yes, Cliff is
the oddball who thought up all the
wierd stuff in this game! Cliff previ-
ously developed another game he
says he'd “like us to forget” - we'd tell
you the name of the game but... we
forgot! After Jazz and Jazz-CD, Cliff
plans to wander the beaches of his
home-town, L.A., looking for babes.

Arjan Brussee is the programming
genius behind Jazz. His production
company, Digital Dimensions is
already at work on another state-of-
the-art game for Epic. Arjan, who
hails from Holland, was the driving
force behind the popular demo group
Ultraforce and their now-famous
Vectdemo. Despite his looks, Arjan
really is an amazing programmer!

Robert Allen is the musician behind
all the rocking tunes for Jazz. Robert
also manages Safari Software, a new
division of Epic MegaGames. Robert
lives half-way between Lake Tahoe
and Yosemite and is currently taking
pilot lessons which probably explains
his lofty amibitions. Robert’s previous
musical efforts include the award-
winning Epic Pinball.

Nick Stadler joined the Jazz team
late in the game but his contribution
was immense. Nick did all the incred-
ible cartoon-style animation and art-
work within the game, many of the
characters within the game, most of
the graphics in the new episodes in
the Jazz-CD and the awesome drawn
artwork you see in this manual
including the above drawing.

Visit Epic on CompuServe (GO EPIC)

Epic offers on-line technical support and other services on
CompusServe, the world’s leading on-line information service.

Epic’s forum on CompuServe houses our latest shareware
games, tips, hints and patches. CompuServe users can down-
load Epic’s game of the month virtually free! There are
thousands more reasons for trying CompuServe. Call today!

When you call one of the following numbers and ask for
representative #536, CompuServe will send you a free sign-up
kit that includes a $15 usage credit, a month’s free access to
basic services and more information about what CompuServe
has to offer.

USA/Canada (800) 524-3388 UK. 0800-289378
Australia 008-025-240 France 36 63 8122
Germany 0130 3732 Japan 0120-22-1200
New Zealand 0800-446-113 Switzerland 155-31-79
Korea 080-022-7400

All Other countries should call the USA office at (617) 457-0802

Once on CompuServe, just type GO EPIC for more details
about our on-line services.

Exec-PC, the World’s Largest BBS!

You can also find the latest Epic games on Exec-PC, the
world’s largest BBS (electronic Bulletin Board). Exec-PC has
over 280 lines with a dedicated computer for each line so
you'll never get a busy signal. You can download the latest
Epic shareware games, hassle-free, on the very first call.

The access numbers for Exec-PC are:

(414) 789-4360 for V.32bis high speed modems or,
(414) 789-4210 for 2400 baud.
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