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THE 3D0 COMPANY SHAILL NOT BE LIABLE TO THE END USER FOR ANY LOSS OF
DATA, LOST PROFITS, COST OF SUBSTITUTE GOODS OR OTHER CONSEQUENTIAL,
INCIDENTAL, SPECIAL, PUNITIVE, OR OTHER DAMAGES OF ANY KIND ARISING OUT
OF THE USE OF OR INABILITY TO USE THE SOFTWARE.

THE 3D0O COMPANY MAKES NO WARRANTIES, EXPRESSED, IMPLIED OR STATUTORY,
REGARDING THE SOFTWARE, INCLUDING WITHOUT LIMITATION THE IMPLIED WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR PURPOSE, OR
ANY EQUIVALENT WARRANTIES UNDER THE LAWS OF ANY JURISDICTION.

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS PRODUCT.
YOUR PROJECTION TELEVISION SCREEN MAY BE PERMANENTLY DAMAGED IF STA-
TIONARY SCENES OR PATTERNS ARE PLAYED ON YOUR PROJECTION TELEVISION.
SIMILAR DAMAGE MAY OCCUR IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE. IF
YOU USE YOUR PROJECTION TELEVISION WITH THIS PRODUCT, NEITHER THE 3DO
COMPANY NOR INTERPLAY WILL BE LIABLE FOR ANY RESULTING DAMAGE. THIS SIT-
UATION IS NOT CAUSED BY A DEFECT IN THIS PRODUCT OR THE 3DO SYSTEM;
OTHER FIXED OR REPETETIVE IMAGES MAY CAUSE SIMILAR DAMAGE TO A PROJEC-
TION TELEVISION. PLEASE CONTACT YOUR TV MANUFACTURER FOR FURTHER
INFORMATION.

THE EXECUTION OF SOFTWARE WITH THE 3D0O SYSTEM INVOLVES THE USE OF
PATENT RIGHTS, GRANTED OR APPLIED FOR, IN CERTAIN COUNTRIES. A PFURCHASER
OF THE 3D0 SYSTEM IS LICENSED TO USE SUCH PATENT RIGHTS WITH SOFTWARE
LICENSED BY THE 3D0O COMPANY. NO LICENSE, IMPLIED OR OTHERWISE, IS GRANT-
ED FOR THE EXECUTION OF OTHER SOFTWARE.
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" The Stor'y- of Lester Knight Ehﬁa‘jykir'l:

Beneath a sky awash with lightning
strokes, a Ferrari raced along rain
swollen streets. Lester Knight
Chaykin was behind the wheel, listen-
iNng to heavy metal riffs on a Classic
Rock station; he had changed the dial
when the other station played a flash
flood warning one too many times for
his liking. Lester could feel the speed
of the car as a taut pressure against
his entire body. He enjoyed it —
Lester had never done anything slow
iNn his life. It had taken him only four
vears to get his Doctorate; it had
taken him a mere six weeks to write
his thesis; and he had brought the
world’'s most complex scientific
experiment from concept to proto-
type In just sixteen Months.

And now it was time to put the pedal
to the metal and see how fast his
experiment could move.



A lightning bolt split a tree In a field
thirty yards away. Lester didn't notice it.

Bringing his Ferrari to a screeching
halt, Lester suppressed an urge to
run iNnto the elevator. A man who was
about to solve the fundamental mys-
teries of the universe had to learn dig-
Nnity sooner or later. But Lester
enjoved living at a fast pace. The slow-
ness of the elevator irritated him. The
unnecessary delay of the security
door deepened his frustration. He
waded through the mess of papers,
electronic cords, empty soft drink
cans, and pizza boxes that was his
workspace. Great minds are rarely
tidy, he had once said. Lester flipped a
switch and with a beep his computer
jerked to life. He entered his pass-
word — more unnecessary security —
and then input the parameters of his
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experiment. He waited for the computer to
compile the data; a computer could calculate a
trillion times faster than mortal man and it still
would not have been fast enough for Lester,

The storm outside struck the building twice.
Again, Lester did not notice.

The experiment was finally on-line. Atomic par-
ticles were driven in a magnetic field to nearly
light speed, and then smashed into each
other; from its X-ray emissions, Lester would
be able to reconstruct what happened when
the universe was born. But other forces
would be at work on this experiment tonight.

As Lester leaned back and swallowed a cold
soft drink, a bolt of lightning struck the build-
iNng again. The bolt charged the particles that
whipped around the atomic accelerator.
Something extraordinary happened. The parti-
cles fused and exploded, opening a hole in time
and space. The rift expanded like an explosion,
breaking through the wall, and engulfing
Lester. He had not expected anything like this.
He felt like he was in a car that was suddenly
accelerating to light speed; the pressure was
unbelievable. The air had become lightning, and
then with a flash, burst into nothingness. Only
an empty space was left in the |laboratory
where Lester had been...
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Controls

LEFT/RIGHT control pad:
Moves you to the left and right.

DOWN control pad:

Makes you crouch. It can also be used to
pick up items. If you are swimming or on an
elevator it moves you down. If you are stand-
ing on a teleporter you will be teleported
down.

UP control pad:

If you are swimming or on an elevator it
moves you up. If you are standing below a
teleporter you will be teleported up.

Button A:

Used mostly for attack. If you do not have a
weapon you will kick, If you have a gun you
will shoot. |t can also be used in combination
with the LEFT / RIGHT control pad to run.

Button B:
Jump.

Button P:
Pauses the game.

Button X:
Used in conjunction with Left and Right but-
tons will take you to the Menu Screen.

Directional
Control

J
Pad "

Attack /Run

Pause Earphone
Button Button Volume

Earphone
Jack
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Getting Started

Turn on the 300 system and insert the Out
of this World CD. After the 3D0 logo vanish-
es you may press any button to get to the
Start / Continue screen. You may choose
either Start or Continue by pressing up or
down on the control pad. Select ‘Start’ and
press ‘B to start the game. Once the game
has started, push up on the control pad to
swim to the surface of the water.

First Scene Walk-through
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WARNING!!! THIS SECTION CONTAINS
HINTS THAT GIVE AWAY PARTS OF THE
GAME. ONLY READ THIS SECTION IF YOu
ARE STUCK!

Fress up on the controller pad 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 attack you. You
must kill them by kicking them. You can also
crouch and attack at the same time to kill a
leech that is farther away from you. Be care-
ful Nnot to let any land on you.
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After killing all the leeches on the second
screen, walk to the next screen to the right.
There will be many more leeches. You should
destroy all leeches on these two screens before
proceeding to the next screen to the right.

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 A
and B buttons. This will make your player
run/jump 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 inhabi-
tants of this world. But they may not be as
friendly as they seem....




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.

T'here are more ways to destroy guards than
just shooting them.

Before |leaving the underground city make
sure that 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 button for a short time and then
releasing it.

You can fire a super shot by holding down the
button for a longer period of time.

8




Save Game Passwonrds

Code Description

CLED

BRG

e

DD

Fxec

KKFE

KLFB

f e

X3KRT

HARTR

BRTT

788

“JXHF

(KYL
LPCE



Credits

Original Programming, Artwork, and Design
Eric Chahl

Executive Praducer
Brilan Fargo

Froducer
Michaeal Conti

Programming / Scriptor
“"Burger” Bill Heilneman

Music Compoesed by
Andrew Dimitroff

Music Engineers
Nick Carr and Sheridan Eldridge

Background Graphics
LiI' Gangsters Entertainment, Burbank, CA

Sound Design
Paradise Post Productian

Sound Effects
Clive Mizumoto & Ron Salaises

Music Mastering and Editing
Charles Deanen

Sound Effects Editing
Brian Luzietti

Line Producer
Lars Brubaker

Opening Title Sequence
Ed Trillo

Director of Quality Assurance
Kirk Tome

Testing
Jason Taylor

Manual Written by
Pierre Cousseau

Marnual Editor
Lars Brubaker & Scott Bennias

Manual Design
Larry Fukuoka

A Special thanks to Alan Paviish
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Customer Support

Hints are available at 1-900-370-PLAY. No hints will be given on our Customer Service
lines, You must have a touch tone phone to use this service.

The Charge is $1.25 for the first minute and $.75 for each additional minute. Long dis-
tance charges are included in this cost. Callers under the age of 18 must get parental
permission to call. Hints are also available by writing to Interplay.

If you have any questions about this, or any other Interplay product, you can reach our
Customer Support/Technical Service Group at:

Interplay 17922 Fitch Avenue Irvine, CA 92714 Attn: Customer Support. Or call (714)
553-6678, Monday through Friday,

Please have your system information available, or better yet, try to be at your
computer. The more detailed information you can provide our support personnel, the
better service we can provide you,

If you have a modem, you can reach us at the following:

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for cus-
tomer questions, support and fixes. The number is 714-252-2822. Modem settings are
300-14.4k Baud, V.32bis, V.42bis, 8-N-1. This is a free service.

America Online: You can E-mail Interplay Customer Support at INTERPLAY. To
reach our Customer Support board in the Industry Connection, press CTRL-K for “Go
To Keyword." Then type INTERPLAY in the Keyword window. In addition to reading
and leaving messages, you can download fixes and demos from the “Software
Libraries.”

CompuServe: We are available for IBM and compatible on-line support. We are located
in the Game Publishers B Forum, type GO GAMBPUB at any “!" prompt. Then select
“Section 4" for Interplay Productions. You can leave technical support questions
there. You can also download fixes and demos from Library 4 in GAMBPUB. The best
place for game play hints about our games is in the GAMERS forum. If you are not
already a CompuServe member, you can call CompuServe toll-free at 1-800-524-3388
and ask Representative #354 for a free introductory membership and a $15 usage cred-
it. For game play hints look in the Gamer's Forum (GO GAMERS). Besides technical
support for Interplay products, CompuServe offers many other services, including
communications, reference libraries, hardware and software support, travel, games
and much more,

GEnie: We are located in the Games RoundTable by Scorpia, type M805;1 at any “?"
prompt. Then select “Category 13" for Interplay Productions. Fixes and demos are
available in the libraries.

PRODIGY® Interactive Personal Service: We are located in the Software Connexion,
Use Jump to “Software Connexion”. Select “The Publisher's Exchange”. You can also
send mail directly to us. Our 1D is “PLAY99B".

National Videotex Network: You can reach us by typing “GO GAMESFORUM"” or you
can send mail to our account “INTERPLAY". Demos and patches are available in the
GAMESFORUM library. NVN features many online games, and other items of interest
for gamers. For more information about NVN, call 800-336-9096,

Internet: You can reach Interplay with “interplay@aol.com” or “T6702.1342@¢com-
puserve.com”. Many Interplay demos and patches are available at Internet FTP sites.
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Limited Warranty

INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original consumer purchaser of this computer software prod-
uct 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 purchase,
Interplay agrees to replace, free of charge, any product discovered to be defective with-
in 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 con-
taining the software program originally provided by Interplay 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, mistreatment, or neglect. Any implied warranties
applicable to this product are limited to the 90-day period described above. Interplay
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 consegquential damages so the above limitations and/or exclusions of
liability may not apply to you. This warranty gives you specific rights, and vou 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 Interplay at the address noted below
with a check or money order for $5.00 (U.S. currency), which includes postage and
handling, and Interplay will mail a replacement to you. To receive a replacement, you
should enclose the defective medium (including the original product label) in protec-
tive packaging accompanied by: (1) 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) 553-6678. If your media is defective and a replacement is
necessary, U.P.S. or registered mail is recommended for returns. Please send the defec-
tive disk(s) only (not the box) with a description of the problem and $5.00 to:

WARRANTY REPLACEMENTS
Interplay 17922 Fitch Ave., Irvine, CA 92714

System Upgrades

Interplay has a system upgrade policy. At any time after purchasing any Interplay
product, you may send us your original CD and a check for $25.00 (U.S. funds) and we
will replace your CD with the version for another computer system that you specify.
(This price is subject to change.)

Copying Prohibited

This software product is copyrighted 1991 by Delphine Software and copyrighted 1993
by Interplay Productions. All rights are reserved. This manual is copyrighted 1993 by
Interplay. Out of this World is protected by the copyright laws that pertain to comput-
er software. Out of this World is a trademark of Interplay Productions. 3D0, the 3D0O
logos and Interactive Multiplayer are trademarks of The 3DO Company. All rights
reserved.

NOTICE: Interplay reserves the right to make modifications or improve-
ments to the product described in this manual at any time and without

notice.
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