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 1. Installation
"Tomb Rabbit 2" is a custom level pack created for "Jazz Jackrabbit 2". This means that to be able to play the "Tomb Rabbit 2" level pack, you need to have version 1.23 of "Jazz Jackrabbit 2" installed on your computer. Unfortunately TR2 was NOT designed to be played with "The Secret Files" (version 1.24). This is partly because Lori can't make high jumps, which is required in many parts of the game. Some parts also require you to change from Jazz into Spaz or the other way around using a morpher, and Lori simply messes things up here.
Simply unpack all the files from the archive into the "Jazz Jackrabbit 2" installation folder (where the jazz2.exe file is found). By default, this is "C:\Games\Jazz2\".
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 2. Some notes
Inspiration for this level pack came of course, first and foremost, from the original Tomb Raider game. Funnily, this pack in its current release doesn't contain a single tomb. The tomb levels were planned in a later stadium of development. But heck, we've seen plenty of tombs in Tomb Rabbit 1 already, haven't we? ;)

Some players will also notice the obvious inspiration of some game elements coming from Yoshi's Island, Super Mario Land, Donkey Kong Country and Wario Land.

This project was started somewhere in 2001, and was unfortunately never finished due to time constraints. As it doesn't look like this will improve any time soon, I've decided to release the level pack in its current unfinished state.

As such, please keep in mind the following:

· It contains only a few levels. Originally there were going to be 20 levels, divided into 5 worlds. This release only contains the levels that were ever finished completely. These levels are:

· Level 0: Training. An introductory level to learn how to play the game.

· Level 1-1: The first world plays in a big forest, where you're searching for a temple. This huge level mainly consists of three giant trees, where you'll be running back and forth from tree to tree trying to reach the exit.

· Level 1-2: The second level introduces a few game elements unique to "Tomb Rabbit 2". You start at the base of a waterfall. As you work your way through the forest and its ruins, you'll reach a tall cliff, which you realize you'll never be able to climb, so you decide to try to blow up the waterfall and flood the forest so you can reach the top of the cliff. Your goal then becomes trying to find a switch that will create a ladder, so you can start climbing your way up to the waterfall. To find this switch, you'll have to go al the way back again, but following a different route this time.
· Level 1-3: Level 3 again introduces some new elements, and basically involves you trying to reach the top of the waterfall.

· Level 2-1: Did blowing up the waterfall work? You'll never know, because we skip the -- unfinished -- level 1-4 and go straight to the Rabbit HQ building which has been taken over by the bad guys in the story. As such, our rabbit will try to use a secret passage way through the ventilation system of the building. This level was actually the first level I created for the level pack. It doesn't really contain any unique game elements, although the level design may have never been done before in Jazz 2.
· Level 2-4: Level 2 and 3 inside the building are skipped, and we find ourselves in a building ready to explode. Originally titled "Elevator Perils", this level requires you to go from one elevator shaft to the other, trying to reach the bottom floor safely. This was the second level ever created for this level pack, and also doesn't really contain any new game elements, but again, the level design might be original.

· Level 3-1: The original game would include cut scenes, to explain the story. But in an unfinished level pack there's no room for that, so we skip right to the next level, on some tropical island. This levels requires you to switch constantly between Jazz and Spaz, making use of their special abilities to work your way through the level.

· The story was supposed to be told in cut scenes. As none of these scenes was ever completed, they are not included and I've decided to keep the story out of this level pack.

[image: image4.png]



One of the concepts unique to "Tomb Rabbit 2" is that there's no fruit to pick up, only coins. The levels are designed this way that if you reach the end of the level, for every 100 coins you've collected, you will get one extra life, so try to get as many coins as you can!
There are plenty of carrots in this game, but they are usually hidden. Try looking for clues in the scenery for hidden passages and stuff!
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One last hint: although some save points exist, I heavily recommend saving your game frequently. Although the game isn't as hard as "Tomb Rabbit 1", the levels are all pretty large, and you may not want to play over a huge part after losing your life to a stupid bat.
On a final note: I've also included a music file (TR2-Train.xm) that was created for a level in world 3 on a train. Feel free to use this music in your own levels.
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 3. The future

Will there ever be a full release? I'd definitely love to finish this pack one day, but other projects and professional life are taking up too much time at the moment, and it's hard to tell when that will ever change. In the mean time, here are the seven finished levels, with their tilesets and music free for you to play with as much as you want. I hope you enjoy it!

[image: image8.png]TOMEBRABBIT ¥




