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THE STORY OF LESTER 
KNIGHT CHAYKIN 

T he laboratory was engulfed in a sea of storm. This in no way 
disheartened the young nuclear scientist Lester Knight 
Chaykin as he raced towards the lab in his Ferrari. It would 

take more than a storm to keep him from trying his new experiment. In 
his excitement, he barely noticed the dark clouds looming on the hori­ 
zon. Even if he had, there was no way for Lester to even imagine the 
events that were about to take place. 

The violence of the brewing storm was soon forgotten once Lester 
stepped into the quiet of the elevator. His slow descent into the lab only 
seemed to create more excitement. Lester could almost feel electricity in 
the air. Spending some • c: · zw,.,,aa 

time away from his lab 
had helped him to under­ 
stand his earlier errors. 
With this new under­ 
standing, Lester was sure 
that his new particle accel­ 
eration experiments would 
be perfect. Lester runs his experiment. 

Before he could gain entrance to the lab, Lester had to wait impatiently 
for the security scan. Lester was ready to begin his experiment and didn't 
have time for what he thought were unnecessary security measures. 
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Through the security door 
Lester stepped into the 
mess he called his office. 
The piles of notes, empty 
soft drink cans and pizza 
boxes were a testimonial 
to the long hours of work 
that had passed before. 
Lester flipped a switch and Lester's experiment goes wrong. 
with a beep his computer snapped to life. He quickly entered his pass­ 
word and began to enter the parameters for his new experiment. Now, 
he had only to wait. As he had done a hundred times before, Lester 
kicked back with a cold soda while the computer chugged away with the 
test. Any minute the computer would give him the results and he would 
know if he had indeed made a breakthrough. 

But outside, the storm had other plans for tonight. As Lester sat watch­ 
ing his experiment run to perfection, the storm unleashed a tremendous 
bolt of lightning. The wave of electricity cut through the cool night air 
like a knife and hit the laboratory with deadly accuracy. Lester was 
unaware of what was happening outside. Just as the computer activated 
the accelerator a bolt of lightning found its way into the system with 
almost willful precision. As Lester sat with his icy cold soft drink, what 
was certain to be his demise was racing towards him through the acceler­ 
ator at the speed of light. The bolt hit the end of the accelerator and 
exploded through the wall unleashing the fury that only a bolt of light­ 
ning is capable of. It coiled around Lester like a python until a massive 
charge was built up. Detonating in a brilliant flash of light, only an 
empty space was left where Lester used to be ... 
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CONTROLS & MENU OPTIONS 

RIGHT ARROW (Keypad-6orL)Movesyouright. 

LEFT ARROW (Keypad-4 or J) Moves you left. 

DOWN ARROW (Keypad-5 or K) Makes you duck. It can also be 
used to pick up items. If you are swimming or 
on an elevator it moves you down, or if you are 
standing on a teleporter you will be teleported 
down. 

UP ARROW (Keypad-8 or[) Makes you jump. You will 
jump farther if you are running when you press 
the up key. If you are swimming or on an eleva­ 
tor it moves you up. If you are standing below a 
teleporter you will be teleported up. 

SH I FT ( or Option) Action Key: Used mostly for attack 
but when combined with Left/Right keys it 
makes you run. If you do not have a gun you 
will kick. If you have a gun you will shoot. 
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;it -s Turns sound on and off. 

;it -P Pauses the game. 

;it -N Starts a new game from scratch. 

:Jt-o Continues an old game. You must type in an 
access code which appears at the bottom of the 
screen each time you die. For instance, the con­ 
tinue code for the first level may be "LDKD." 
You would have to enter this code to continue 
from where you left off in the last game. 

USING THE ADVANCED 
GRAVIS MOUSE STICKnt 
Out of this World™ is compatible with the Mouse Stick™ from 
Advanced Gravis. If you want to use the Mouse Stick™, first load the 
appropriate OOTW set file for your monitor size as usual (see your 
Gravis manual for details on loading a set). You will find the OOTW set 
file in the Data folder. Then double-click on the Out of this World icon 
as usual, and turn on the Advanced Gravis Mouse Stick'" menu item in 
the Options menu. 

After starting a new game, move the joystick left, right, up, or down to 
move in the respective direction. The button on the top of the mouse 
stick will make you jump, and the buttons on the left will make you kick 
or fire the gun. ( Both buttons on the left act identically.) 
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GETTING STARTED 

Double click on the Out of 
this World icon. A dialog 
screen will appear asking 
which window size to use. 
You will need a faster 
Macintosh to play on the 
larger sizes; on the slower 
Macs you will have to play 
in a smaller window. When Lightning hits the laboratory. 
you pick New Game (i!t -NJ from the File menu for the first time, you 
will be required to enter a symbol code from the Out of this World code 
wheel. Line up the number specified on the inner wheel with the number 
specified on the screen. Next, you'll look in the box on the wheel to find 
the appropriate symbols that you will have to select. To select the sym­ 
bol, you must use your arrow keys and then press shift. When you have 
selected all of the necessary sym bots, select OK. 

Once the game starts, push the up key to start swimming to the surface 
of the water. Failing to do so will lead to your early demise! 
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FIRST SCENE WALK 
THROUGH 

WARNING!!! 
THIS SECTION CONTAINS HINTS THAT GIVE AWAY PARTS OF 
THE GAME. ONLY READ THIS SECTION IF YOU ARE STUCK! 

Press the up key to swim to the surface of the water. Once you get to the 
surface, walk to the right to the next screen. Hostile leeches will fall from 
the ceiling. You must kick them to squish them. You can also duck and 
attack at the same time to squish a leech that is too far away from you. 
Be careful not to let any land on you! 

After squishing all the 
leeches on this screen, 
walk to the next screen to 
the right. There will be 
many more leeches to 
squish. You must squish 
all of the leeches on these 
two screens before pro­ 
ceeding to the next screen 
to the right. 

How to squash leeches. 
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After entering the fourth 
screen, walk to the right 
until the beast attacks. As 
soon as you see him, go to 
the left and hold down the 
shift key. This will make 
your player run away. 
Keep running to the left 
until you get to the screen 
with the hanging vine. 
Keep running up to the edge and jump to the vine. You will hang there 
for a moment until the vine breaks. Then you will be swung back to the 
right and land on the next screen. The moment you land, start running 
to the right. Keep running all the way across all the screens. At the end of 
the last screen you will be saved from the beast by the inhabitants of this 
world. But they may not be as friendly as they seem ... 

Macintosh II owners 

If you do not have a SuperDrive upgrade for your Macintosh 
II, you can write MacPlay's Customer Service department to 
trade the original Out of this World HD disk for two SOOK 
disks. Send your original HD disk to us at MacPlay, 
Customer Service, 17922 Fitch Ave., Irvine, CA 92714, 
with a note asking for the trade-in for two SOOK disks. 
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HINTS 

IF YOU ARE STUCK, READ THESE HINTS AND THINK IF ANY OF 
THEM APPLY IN YOUR SITUATION. 
• Make sure that you do not forget to find and pick up your gun. 

Do not leave your buddy behind. 

• There are more ways to destroy guards than just shooting them. 

Before leaving the underground city make sure you save your buddy. 

It is not ALWAYS wise to shoot the guards. 

• Deactivate all power circuits. 

You can make a Force Field with your gun by holding the shift key for 
a short time and then releasing it. 

• You can fire a Super Shot by holding down the shift key for a longer 
period of time. 

Picking up a much needed weapon. 
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SAVE GAME PASSWORDS 

CODE DESCRIPTION 
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MACPLAY LIMITED 90-DAY WARRANTY 
MacPlay warrants to the original consumer pur­ 
chaser of this computer software product that 
the recording medium on which the software 
programs are recorded will be free from defects 
in material and workmanship for 90 days from 
the date of purchase. If the recording medium is 
found defective within 90 days of original pur­ 
chase, Mac Play agrees to replace, free of charge, 
any product discovered to be defective within 
such period upon receipt at its Factory Service 
Center of the product, postage paid, with proof 
of date of purchase. This warranty is limited to 
the recording medium containing the software 
program originally provided by MacPlay and is 
not applicable to normal wear and tear. This 
warranty shall not be applicable and shall be 
void if the defect has arisen through abuse, mis­ 
treatment, or neglect. Any implied warranties 
applicable to this product are limited to the 90- 
day period described above. MacPlay disclaims 
all responsibility for incidental or consequential 
damages. 

Some states do not allow limitations as to how 
long an implied warranty lasts and/or exclusions 
or limitations of incidental or consequential 
damages so the above limitations and/or exclu­ 
sions of liability may not apply to you. This war­ 
ranty gives you specific rights, and you may also 
have other rights which vary from state to state. 

LIFETIME WARRANTY 
If the recording medium should fail after the 
original 90-day warranty period has expired, 
you may return the software program to 
Mac Play at the address noted below with a check 
or money order for S5.00 ( Ll.S. currency), which 
includes postage and handling, and Mac Play will 
mail a replacement to you. To receive a replace­ 
ment, you should enclose the defective medium 
(including the original product label) in protec­ 
tive packaging accompanied by: (I) a $5.00 
check, (2) a brief statement describing the 
defect, and (3) your return address. 

If you have a problem with your software, you 
may wish to call us first at (714) 553-3530. If 
your media is defective and a replacement is 
necessary, UPS or registered mail is recom­ 
mended for returns. Please send the defective 
disk(s) only (not the box) with a description of 
the problem and S5.00 to: 

WARRANTY REP LAC EM ENTS 
MacPlay 

17922 Fitch Ave. 
Irvine, CA 92714 

SYSTEM UPGRADES 
MacP!ay has a system upgrade policy. At any 
time after purchasing any Interplay product, 
you may send us your original disks and a check 
for S 15.00 ( U.S. currency) and we will replace 
your disks with the version for another comput­ 
er system that you specify. (This price is subject 
to change.) 

COPYING PROHIBITED 
This software product and the manual are copy­ 
righted and all rights are reserved by Interplay 
Productions. Out of this World is protected by 
the copyright laws that pertain to computer soft­ 
ware. All disks are not copy-protected. This does 
not mean you may make unlimited copies. You 
may back up the disk for your own personal use, 
but it's illegal to sell, give or otherwise distribute 
a copy to another person. 
© I 992 Mac Play. All rights reserved. Out of this 
World is a registered trademark of Interplay 
Productions, Inc. 

NOTICE 
MacP!ay reserves the right to make modifica­ 
tions or improvements to the product described 
in this manual at any time and without notice. 
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