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1. Setup
To even have a hope of running Super Jazz Man, you will require:
(1) Pentium or higher processor 

(256+) Mb RAM 

(1) Windows 95 OSR2, 98, ME, 2000 or XP, with DirectX 5 or above 

(1+) DirectX-compatible sound and video cards
(1) Mouse (point-click just isn’t the same without it)
Basically, your mom’s computer would work just fine. You can unearth it from the pile of “Better Homes than Yours” magazines provided she hasn’t teamed up with Martha Stewart to turn the computer into a flowerbed/resting home for underprivileged backyard fauna.
2. Basic Interface
Super Jazz Man is a third-person adventure game in the style of the Lucasarts classics. Below the background screen is the command line. Under it on the left side are the action icons. The inventory is located on the lower right hand side of the screen.
From left to right, the action icons are: walk, examine, take, use, talk, and options. 

When you float the cursor over an interactive part of the background, its name will appear in the command line. Left-clicking will execute the command shown on the line. Right-clicking anywhere will cancel the command, clearing the line and reverting to the “walk” action. An action will remain in use until you cancel it or select another action. 

During dialogue, clicking anywhere will skip the current line of text. To skip a cutscene, press ESC.
Selecting the “options” action will bring up a short menu from which you can save, load, resume playing, or quit the game. Pressing F5 during gameplay will open the save game window, while F7 opens the restore game window. CTRL-Q is the shortcut to quit the game. 
3. Special Interactions
Most of the actions work the same on the inventory as they do for the in-room hotspots. However, if the “use” action icon and the inventory object are both selected, a third choice must be made (ex. USE pacifier with X). If you hover over the same object selected into the inventory, the third noun becomes “me”. With this method, Super Jazz Man can use his inventory on himself. 
In most indoor locations, the space above the room shows the skyline of the neighborhood. Since Super Jazz Man can fly, this hotspot can become an exit under certain circumstances. In outdoor locations, the sky or city hotspots can also be used as exits. To fly, the “use” action icon must be selected.
4. Credits
Ian Schlaepfer: design, dialogue, art, beta testing

Greg Schlaepfer: music, sound effects, scripting, beta testing

Special Thanks: Chris Jones (the AGS engine), Brendan Buss (for the awesome sax playing), our dedicated fans, Javier Gonzalez (for AllegroOGG and AllegroFont), Allegro community
5. Contact Information
If you have any questions about or problems with Super Jazz Man, feel free to email us at: 

admin@herculeaneffort.com
To request hints, discuss any of our games, or give us a word of encouragement, please visit the Herculean Effort forums at: 
http://herculeaneffort.com/yabb/index.php
We look forward to hearing from you. Jazz away!

6. Legal Information
Super Jazz Man is copyright 2006, Ian Schlaepfer. All rights reserved. No part of the game or this manual may be reproduced or transmitted, in any form or by any means without the prior written permission of the author, Ian Schlaepfer. Super Jazz Man and its documentation are products of Herculean Effort Productions. Herculean Effort Productions consists of Ian and Greg Schlaepfer.

Herculean Effort Productions is copyright © 2003-2006, Ian Schlaepfer.

Adventure Game Studio is copyright © 2002-2006, Chris Jones.
