e —

GTE Interactive Media
P.O. Box 4358
Carlsbad, CA 92018-4358

Consumer Service: (619) 431-4264

3D0, the 3DO logos and Interactive Multiplayer are trademarks of
The 3DO Company.

/
A
i

e

e




. E i STARTING UP 1
INTRODUCTION - | 2-3
TAKE CONTROL 4-8
SLAM CAM MODE 7

“PICK QUICK | 89
OPTIONS MENU 9-10

PUMP UP | | 11
GALL FOUL _ 12
LET'S GET BUSY, PUNK 13
W _, / BETTING 14

i : GOT SOMETHING IN MIND? ' 15

W | / .:E'f'- 7 10N 1 . 18

. e =

2 HOT 16

POISON _ . .

SLAMS ONLY 17

IN 2 IT | 17

FRENZY 18

CUTTHROAT By 18

CHILL 19

ROXY 19

SLADE ; . 19

JUDGE | 920
Shols are taken from the 'mgﬁd'r-r: g | C "".It T _ EHE.I"TE ; 21-22
SEEE ; S T . . . WARRANTY 23
1994 GTE Vantage Incorporated. Audio Drive. All ights resergilTHs G TE Iogotis i e F ;

. & :_ e & = Comporation. GTE Entertainment, Street Sports and Jammit are s of GTE Vantage | : - il | y ) EH n “E[H "n' I“E 24
SN e Nty Maddg isaipart of GTE VantaggIncorporaled. P.O. Box 4358, Carlsbad, GA ‘ 3 - ;
_‘J.ﬂl'#" 4 i .

A

R . i i . ; e T



STARTING UP

To begin play, insert the Jammit CD into your 3DO System and turn |

o

the power on. Press the start button to get past each credit screen §
and into the Option screen. You must use the control pad to set pl |

‘options by highlighting the desired settings.
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“THINK YOU'RE TOUGH"?’

Hey, dudes and dudettes, think you can handle yourselves on a
basketball court? You do??? Well, I've got the -périect day lined
up for you - and it WON'T be as easy as you think. How about a

little one-on-one? I've arranged for the best players from the

1.;"*:1-:;':3 X .'L Y is
“Haxy:are ;the three hoopsters most chosen for pick-up
RIS A i

\'around:fiere. You get to control one of the three in an

irouinich totirnament of one-on-one games with a different
ame:type:ineach round. You slam against one of the two other
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§'for ‘each -game and:bet on the games until one of your
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your way through all eight rounds, I'll put you up against the ':f;  TAKE CONTROL

court king, Judge, in a winner-takes-all game of HIS choice on "MOVE IT OR LOSE ITr"

HIS court. And if you don’t feel like taking on all that competi- - S Gaen -
| | . Jammit is a fast-paced game with quick turnovers, so if you want to
tion, go get a buddy and control two of our best in a one-on-one | slide past the competition, you'd better know what you're doing. Here are

' : . your moves:
challenge of your choice. Either way you cut it, remember to play

tough, aim well and, when you get a chance, JAMMIT! Control Port

Left Shift

B Bﬁttun

A Button

i Stop Play/Pause Earphone
. ~ " Button: Button Volume
74 Eatphone
: » :Ja:k
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TAKE CONTROL
j rMva;' IT un_ LOSE IT™

DEFENSE

Jump and Block

F’ush’

_'I.'u'r_bﬁ .

Guard (crouch)

Jump
Steal

TAKE CONTROL
"MOVE IT OR LOSE IT""

OFFENSE

Jump Shot (First press—player jumps,
Second press—player releases ball)

Special Move
Turbo (wears you down quickly)

Jump
Fake Jump

Tap A
A Twice

Hold B
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Guard
Fake
Hook

Hold C, A Twice
Hold C, Tap B

Hold C, Tap A
Aand B

Hold C

to release.
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~ LOTs: Players will yammer away on the court.

b _Pﬁ':sﬁﬂ;ll!_l?: Brings up the password screen. You earn 35
. after each round of tournament play. Word up! '

5

“‘H FE.I’I‘HL ':B'E_gins a mﬁiayer exhibition game. Jﬁﬁmit will ask each play- . |
er to choose their character and a court (except : o
for The Palace and The Cutthroat Court).

o nrm Briﬁgs up.ghe DPTI_DNE menu. | e ' _. ;
OPTIONS MENU '

‘TRASH TALKING: Brings up the TRASH TALKING submenu.

~ SOME: Players spurt out ah.inéul’t occasionally.

_ OFF: Dissin’ gets disabled.

 MUSIC: Lets you choose between MUSIC ON and MUSIC OF
Also lets you choose Rap only or Funk only. ey

SOUND 'Tﬂi"l‘:_ : Lets you sample é_ill of the sound effects 'a‘f_;_d music

clips from Jammit. You can keep the music going while you try the
 sound effects or turn off all background sounds so you can hear the
___chillin’ sound bites all by themselves. . : i
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one of your “pump up” power-ups. This action restores your plavér’s
| energy. But you only have three of these, so chill on the speed plays. '
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PUMP UP CALL FOUL

e B P ol el e

If you think you were fouled then hit the Start button. If you were actually |
fouled then the “CALL FOUL *“ option should be available instead of the
“PUMP UP” option. If you call a foul then you will be given 1 free throw if

you were in the 1 point section of the court or 2 free throws if you were in
the 2 point section of the court. In games that allow fouls, you may call a
maximum of 5 fouls and then you can not call fouls until the next game.

Move the basketball cursor to this selection and press the A Buttan to use

o

e Flom o

‘el a a.successful free throw, you must listen carefully to your

# I.i-rl' b ¥ b g

?M‘i'-‘:‘gh.'liihf:ﬁ___;-:}npe when you should hit A to set-up for the shot,
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Wil “grimt™ again when you should hit A to release the shot.
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“LET'S GET BUSY, PUNK!"

Jammit has two game modes for maximum satisfaction. You can take on
a friend who might brag about his abilities on the court or enter an intense
competition all alone against the game'’s best players. Either way, you have
your work cut out for you because Jammit contains all the moves, action
and excitement of pick-up- games on a playground court made of concrete.

The rules are pretty simple in Jammit. Some of the game variations may
be a bit more complicated than others, but it all boils down to this - the first
player to reach the target score wins, no matter how dirty their moves might
be. Jammit contains a "Trash Talk” feature in which the players t:bnstantty
diss each other during the game That dnesn’t stop ynu anﬁ ynur fnend

makes. On offense, the long shots are important, so Iearn -_-'-
them from the area “outside the key.” In the game variatinns '

to tire if you do this too often. | -- ¥
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BETTING

The two-player games are fun when you've got a friend you want to pummel
on the court. The one-player competition adds the excitement of advancing
through the rounds in order to take onThe Judge to become the one-on-one
champion of the ‘hood. At the beginning of each round, your opponent has
$300 to bet. You can bet $100, $200 or $300 on a game. The loser forfeits
that amount of money when the game is over. If you lose all your money,

the competition ends. If you empty your opponent’s wallet, you move on to

the next round. | .
- Each of the bets corresponds to a difficulty level, w:th $300 as the bet for
’P& : b 'hgat_-,gamp If you can win each game on a $300 bet, you'll play The

* T 1-,..*"' Jr"‘ Jf*
*L

‘li'm_é hut even the pros
100
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5 3&% Gompeiition.  Once
1"ﬂ‘lﬁh ﬂuﬂhrqat ruund you
atThe Judgé in. a win-
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" _“_ﬁm-soﬁﬁfl-_l ING IN _MIN'D?'-':'_

There are e:ght game van&tmns in Jammit, but uniy seven ui tham are imme-
. ..'dlateiy accesmh#e thruugh the E}EMD selection of the CHGICES menu or the

. -pia}fer game. In nrder tu play Cutthruat you must last 1hruugh seven
: -mund& of game play in the tma-piayer competition. Here are the eight game |

"-variatmns, their rules the p!ayers’ ranks at this uanatiun anda shnrt descnpa
tion: / ' ' il
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| 1stto 21 wins

. Fouls enforced
| Loser’s outs .
» This is the normal, everyday type of one-on-one haskethall that you see

playeﬂ on must ptaygruund cuurts

L

SWEAT
1st to 21 wins
No fouls

Wmner s outs
This. IS,ﬂ more intense version of the 1 ON 1 variation in which ﬂppn-
iae gy wmeaner because fouls are not enforoed
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POISON A nEenay
20 pts = poison | 1 ball free 4 all
Score becomes 10 5.

Fouls enforced Score from X only

No fouls

Lngg;:;;tz"h’ differs from the 1 ON 1 variation in that 'if':y.nu' reach 1 15t 1020 Wil ' .
a “poison” score of exactly 20 points, it gets reduced to 10 points. First player to 10 points wins this game. Both accuracy and timing are

The target score is 21. Strategy is very important in this variation important because each basket must be made from a moving X position.

over 18 points. _ o - :‘ < e
SLAMS ONLY o {  Don’thit20or 13

: 3 freethrows on score
Onl
y 2lams g Missed freethrows are live

Alley-oop others i tlégfs .
No fouls : }leﬁE, kb (b NN _ . 1
A 5y 1:.}, {ﬁgﬁ@gﬁqmﬁ_‘ihe most unusual of them all! Cutthroat is a three-player
' . R o WivisHE fWor of the . time.
Only slam dunks count in this game variation, so the action will: SRR o %‘gﬁ{m@uﬁ;ﬂt%eﬂgﬁ;ﬁ: nhi?ﬁﬁiiiﬂ:ﬂ?: iﬁ'ﬁiﬁﬁ is

stay close 1o the basket. The target score is 10 points. This is & i

e
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Iﬁgr&macwﬂ éﬁﬁ@[@gg&cﬂy 20 points or 13 points, 10 is deducted

your chance to show off your best moves in the Slam Gam!. i 1 ,}lﬁﬁﬁﬁm-ﬁ&tar gefscnre e
2 hot spots 0 *, 1 B,
Score from X's only TR RS
Fouls enforced X ST
Winner’s outs | . AR AE 0 )

Only baskets from X’s count in this game variation. Thﬁ z ‘“ %
still 21 points, Accuracy is extremely important! SR e i
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' . UDGE
"YOUR WORST HIGH’I’MARE' . 8 ;4 205 Ibs. . |
Your choice of player in Jammit is net as trivial ss yeu mlght thlnk. H‘ you i The Judge excels in jl.iSt ebsul: every category. For this reason, he is a very

have no talent for shooting, it mlghi be a good idea to choose a player with | tough competitor. Move fast and aim every shot, for those are the only ways you

a natural ehmty in that area, If your responses are slow, pick a speedy play- | il be able te ik hi s s in doa
er. Following are some brief descriptions of Jammit's pleyers and a ehsﬂ: overta PE"“"'“Y , weight and mﬂgﬂ?

comparing their sirengths and weaknesses L . - g

CHILL I

5117 1850bs. | i SE
Chill is the best player at slepplng shets ewey from the hssket He sise *

makes killer slams end ranks as one of the strengest pleyers. i

ROXY
6’1" 140 Ibs.
Don’t let Roxy’'s gender fool you! She can take on the best ef :

the men OR women and run circles around them on the court.
Roxy is a great long shooter and can also jump higher than th

PLAYER ONE

. -

other players. | : ‘-'-._ 2
.Eazﬂ 130 ]hﬁ; ;g,’ * .':1_' .l '-Jl'-:. 1 .r
Slade is the fastest of the players. You won't tire SIede* s]i' 531 Ty
out because he has the highest stamina. So'if you're burlt~. 3 L YRy T (0, L ;
] ; f."‘-'i% : .“‘. _':T.. J.'r _":'..'n.'..“'.' ) .‘- : SERAE LA LT SO
speed, go with Slade! _ | | i,i"f‘f-* ; S R R AR RO
: ; ..-e"‘;l-q"hl"'ﬂ- % i ':;3 Ay .*'t;;i.'_.-?.hf‘.:*'t':::.""'. .‘.."F‘I.- it i R B T 1. .'.l-:'l ‘_.-.1"-_._ i & ; : )
! : el : '\5"'11'-?1.""*:-:15".1’ pha e st ep bt et ‘-.1'1..."' Ul e : i
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