
B.A.T.
Extract liom tlrc "Galactica Encyclopaedi4" new edition:

Selenia was not the frst planet to be coveted in the B I 5 solar ststem. I n fact, the
milliou)ire Gotdon Berghaz, who had laken this tenporal passagewat, fitst
entered into contact with the populatian ofJosephine 6, a neighboring planet, The
Tetrabucs, as theJ were called, did not authorize Berghaz to land on their planet,
and he had to resign himself to londine on klenia. ..

Selenia is part of a rast solar srstem made up of six planets (Miriez, Selenia,
Josephine 6, Pretotius,Itua,Inna II ) all rotating arcutd Borea,adwatfstar nmre
than I0 million ,ears old.

Onthe thole turfae of Selenia, the same clinate Nevails; very hot, barrcn...

The surface is'raried, bul hot exciting. Thete are man! mountaits, atid plains and
inmenie plateaus like th4t of the area ofs ro*ojf, whereTeftapolis, the only town
on the v)hale planet, ' as built. The intensi|e exploitation of the Selenian
tubsurface (pumping ofdytrcryne and extra.tionof licox, a nate al usedfor the
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conposition ofKherBol ( 1 )) ,ransformedTerrapolis into a\)ast indLtstrial complex,
defling the extreme surface conditions...

Gordon Berghaz died In 2163 and his son, Stan, tak control ofTendpolis.

Relations with the Tetrubucs haye improred a lot since the first tueeting and a
colonJ has been established on Josephine 6,7artrop L Stan Berghltz and an elite
Broup liye inh rop,while the administrationofthe city ofTenapolis has been
lefi to a gotenar...

This eovenor is a.ssisted in his task bJ adyisors in charge ofya ous sectofi of
activiry in the city.

Thell<t to its policies of low tax and other farorable measures,Tetapolis has
become a large commercial center , and that' s lthy youfnd an incredible variety
of alien tuces here. The dominaw population is hunmn h.t adremely eccentic
( hotablt in its atnazinE sDle of dress). It li]|es nainl! by night in total decadence,
and the Terranean police forces sometimes have difrculry in nmintsiniig law and

The general ambiance ofthe city isfairlJ industrial, especially since the Great Fire
of2l50 when ai)hole orea ofold buildings datingfron the beginning ofthe Xxlst
century was destroted. The l)isitor v'ill therefore frnd fev, lo rkt attractioht.
Neyertheless, there are sone retM*aue Post-Rythjuian consttuctions (2) and
even, in a more classical slJle, the nagnifcent golernor' s palace and the Museutk
ofNatural History. The yisitor can also take a utalk around rhe n4rvelous gardens
ofthe aftilcial pa*, crcated to s@the the mind bw also stockadl/,,ith innunErable
species of rare anbluJls.
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Milton Finley was proud ofhis work. Sure, he wasn't at the top of fie hierarchical
ladder, but millions of lives mighi depend on his every aclion. Al leasl he

wasn't one ofthose cursed robots that B.A.T. (3) used to obtain information. The
SAAR (4), as they are known, are equipped with lhe most sophisticated equipment
for data acquisilion and communication. yet he was not the only person to wonder
just how far these tin cans could be trusted. . .

Finley was a "bloodhound," one of thc best, and his job consisled mainly of
collecting information about panicular affairs. to put lhe B.A.T. agents on the right
track. He was used to sticky cases, bul lhis ooe didD'l appeal to him in lhe le.rsl:

collecting information about a cenarn Merigo, escaped two months ago from the
"SaintYverofthe Ang€ls" penal colony. Peoplehad told Finley that Merigo was
nothing but a small-tim€ crook. Yet the unusual silence of Firiley's informers and
above all $e rwo benchrnen lhal he had hrmped off last nighl in a dark alley of
Tenapolis suggested to him that this affair was not as simple as he had first
thought...

In any case, perhaps he would soon know what it was about, as hc had received an
anonymousmessagethismoming,telling him lobeat the"lzus HeMo" barat | 1.30
pm and to wait. He had now been wailing for at least lwenty minutes, sitting al a

table, aglass ofmetallurc in his hand. and stillnothing...

Mihon was staning to lose patience. He tapped lhe floor wilh his foot to avoid
getting annoyed. He had always been nervous, and this had caused him a lew
problems in his youth, obliging him tojoin the army. Tonight he had twic€ as miny
reasons lo be annoyed, especially when the nan camc inlo the bar. . .

The man was larBe, and balding. He seemed lo be a lough guy, like fiose characters

in old films who have nothing left to leam. His glance was somehow menacing and
his swinging gail made him completely unlikable. Whal you noliced most about
him was his stdnge trous€n. tt looked like he had always wom them since his
childhood or mther that thcy formed a sccond skin. Bul whal Milton himself
remarked was the small disk on his forehead. It was an EMC cerebral
transductor (5) and the tiny bcep ransmitlcd by irs delector confinred thc facl lhal
it was Merigo standing in front of him. . .



Milton obsened the man for a few minutes, in order to see how he acted. Merigo
was sitting al a table. A gorgeous girl came to ke€p him company. He ordered a

double splatz and talked to h€r for a few minutes, then he got up and talked to a
creature sitting at the bar. He came back (o lhe lable and rctumed to his discussion
with his stunning companion. Milton looked the oeature up and down. Its eye and
brain were endowed with an optomemoriser. Later he would find out who it was.

Extractfromlhe Selenian magazine"B.l.S. HeMo," int€rview ofthedesignerMira
Ellcher: "At the beginring of the Xxttnd century, the inhabiunts of Selenia aren \
all wild...! Earthlings, robots and aliens take good care of their appearance! The
Termnsn way oflife allows for allsons ofeccenErcclothing. However, my role
as a fashion designer is !o create clothes adapted to the polluled atrnosphere and the
violence oflhis planet . . . Selenian industries have made real progress: cloth is made

of minerals, animal or synthetic malerial, which is then treated chemically so that
it is protected against dirt (my models arc therefore self-cleaning and self-
deodorizing). Their thermodynamism (ability to adapt to lhe pervading amo-
sphere) is oblained thanks to prolix hair (an animal native of the Arpion desen, a
planet sub.ject to important climatic varialio.s)... My combal clolhing cons€rves
the trends of the I st millennium ofourera... However,lhe aMomx basedon licox
is rigid. Forc€ fields woIk on the bel$ arld my fastenings ate magnetic... As for
my evening wear, beautifrrl Selenians adore it! The Xifo-club is, I might add, a

perperual fashion showl..."

His mission had begun. He had to wam B.A.T. that he was on Merigo's trail and

ask what procedure to follow, but fini1 of all, lhere was a morc presslng matter at
hand. Mihon go! up and went into the room res€rved for the p€rsonnel. He put a

waiter to sleep and took his clothes, then went back inlo lhe room with a tray and
a double splatz. He approached Merigo. his heart pounding. When he reached
Merigo, he pretended to stumble and poured the drink all over him. Merigo got
annoyed and ried to wipe his clothes. Milton hadjust enough time to hide a small
long-wav€ tansmitler in his pocket, then he left after apologizing and promising

Merigo a free drink. Milton had to get away as quickly as possible, sirce the

sle€ping waiter had just been found aird $e police wouldn 1 uke long to get on the

ca-se. He quielly went out and made for one of the numercus tide stseets of
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Terrapolis. . .

He stopped a litde funher on and hid rn a doorway. He look a small transmitter out
of his pocket and pressed the top bunon. Some noises could be heard and then a
rcd light appeared, indicating that he was connected to the circuit that he had
installed in his hotel room. Thanksto &is advanced equipmenl, he could be mpidly
in communication with B.A.T. Another series of beeps md then a message

appeared on the tiny screen, telling him thal he was in liaison with B.A.T.'S
headquaners arld ihat he could start transmitting.

'"Ihis is Bloodhound 34ondury on Selenia, access code lgnace45863 waiting to
fiansmit.,."

"This is headquimers, we'r€ waiting for your trarrsmission. . . "

"This is Bloodhound 34, suspect found and tracked down, here is the frequency
wave: mil..."

Suddenly, Mihon felt an agonizing pain in his arm. He fell to the ground and saw
blood on the wall that he was leaning on. Th€ footsteps he heard made him tum
around, and he look out his voktrasof and fired. A man cried and fell to the gound,
while another took cover and suaed firing again.

Milton rolled on the ground to dodge the shooting. He got up as best he could and
ran lowards the other end of lhe alley. He ran so much that he became brcathless.
fie otherman didn't seem to b€ following him. 'Tooeasy," he thought to hirnself.
He arrived al the end of the alleyway and srumbled over something. He had just
the time to get up again before h€aring a voice thal he now had no problem in
recognizing. . .

"You sffiously thought you could pull a fast orle on me, vile kiadokid," said
Merigo, waving an enormous Huxley 44 dircctly at Milton's head.

"You've made a mistake, you're dead...," he continued, laughing.



Mihon didn't know what to do, it had all happened so quickly. He felt anofter
insuppoaable pain in his leg. Merieo hadjusr disinlegrat€d i!. One more blast and
lhen nothing,

Merigo left as mysteriously as he had come, Ieaving behind him nothing but silence
and a honibly deformed corpse. . .

Chapt r

Cuttin| lrom "Eatthly Chronicles," by Jane Equest:

'' L t)nrcmp()rary hilory:till tends ro prove the petiodiciry of time. ..

" l n fact, the end of the XXth century was olso narked, os in tha Middle ABes, b!
the feat ofa nh- century. Inawo dofT nillion hution tgings,feat but also
occuhism ercded the considerable scientifc adwnces of a population which
hadn' t slopped askine questions...

"So enotionwas running hight/,/hen the ne\^, cent ry aftived, while time continued
its pro I re ss t h e le ss Iy.

" Relieved but also drunk with life, the hunan race eteeienced a new upsurye, a
new lrcnd, a new v'at- of thinkin9 called "Worldism" . . .

"The Worldistsfat'ored a ret rn to the planet's sutace, thanks to modemism but
also to a be(et division ofexploitations. They,were the precunots ofthe important
humanist morement charucterizing the beglnninq ofthe XXIst cemury...

"This gtov,ing ideolog, was crushed, sometimes vith bloodshed, bJ thc assassi-
nation of their leader,Joseph Mileh,ski, on the 2nd ofJune,2U)6, in Meico, but I

abore allby the seuing up of immense fnancial machinery.



"A ,nonsler, a beast, that is the inage we t)ill keep of the econonic liberalism that

followed. The world went nad, monet re-established its powr.

"The destabilization of gol)erning bodies, hurnan e.xploitation, excessive prcduc-
tiyitJ, but abo',/e all scientific meddline (meteorologr, genetic enEineerin were
the new earthl! jewels,

"Gigantic dinosaurs, that's wha! these new comwnies v/erc, fed endlessly v,ilh
net, supplies. Fearsone canivores, thdl s whot thet mamgers became.

"The press, duly disgusted by what it nicknamed "the red economt" or
" recolonisation," fell victim to this systen where growlhlollowed a malhelmlical
law calkd "E ponentialism" ...

"The thrcat menacinB political equilibriun obligedthe Eovenments to put a brake
onthe audaciousness ofthese trutls. N ew tarcswere inposed, a.twell as ststematic
contrcl of sloctJ by govermvntal commissions.

" BJ creating new public c@qanies, some bodies even mnn<tged to conpete vilh
the private sector, signifcandy increasing the olready considerable lension.

"To battle aqai st these got)ern ental measures, those that were now called
"millionaircs" decided to stan economic and legal itar...

"Otterproduction, kw breakinq, those v',ere the lich n1n' s tactics. Ptohibition of
sales,ftJin9 of quotas were the Bovenment's reactions. The crisis was rcaching
a peak. Eltnh' s population, crushed b! these rclations dforce, could onlt react
and jet the outcome was so unexpected!

" On the nieht oIJanu4ry 23rd,2065 , 122 of then departed (the control screens of
the seismic delection cemers registered tremars surrysing 8 on lhe Richter scale ).
Powetful thermal vaiations were aho registered at the epicenter , even serious
seismic actilitt.. .



"People were astonished when it was discorered lhat the 122 rece ly forned
craters conesponded with the sites of negacities bui over the years by lhe

"What moti\)ated these millionaires to undertake such madness? Thirst for
conq est, megalonania, fear? W h! did the! eile thenlselves in galactic infnit!?
So nan! questions still remain unanseered.

"During these ten)ears of economic war, the! hod car4ill, co cealedh,hal the,
were up to, engaging the best specialists in the fieldr of mechanical engineerinS,
dietetics, biochemistry and aercMutics.

" ln silence, they constructed Iake antipollution doncs and developed a anazfug
wa, oItransportinB their BiBantic cities Iight years into space.

"Their action, dominated by a technology cnremely adt'anced for the period,
conposed principally ofthe element Konchovski (6) and bt the pnxess Eckerman-
Rolf(7),was the driringlorce behinda new erafot the hunmn race,a new erawhich
would nevenheless beein rathet fudl!..."

Jeff Sohans€n was a r'?ical ambitious young inspector. 32 yeals old, of average

heighr, and wilh a well-proponioned, but cold face. His apparent youth rn fact
conce3led a solid expedence in criminology,which had gained him lhe high post

ofinspectorforB.A.T. It was now two months since he hadtaken charge ofthe file
EP1 N' 3406 (hiority Escapes), and two months since he had slept properly.

He was in charge of the spectacular escape of Vrangor, a mentally-ill psychopa6,
but also a remarkable genius. The latter had escaped about two months ago with
a cenain Merigo and there was no doubt that he would try something. It should b€
said ftat this was vrangor's third escape and each time he had attempted a criminal
exploil. Forexarnple, nineyea$ago, hehadplantedsixteenpulsoneuEonicnuclear



warheads in Stockholm (8), and demanded the death ofthe nine decision-making
masiers of the C.F.C. (9).

The B.A.T. had arre$ed himjustin time. Jeffreflealed tllat because Vrangor was
an explosives expen, he had wis€ly put his bloodhounds on the alen and plac€d his
SAAR in the most srategic areas of lhe land, as Vnngor hated the C.F.G.

Yet he stil didn 1 really have much to go on, and this siluation annoyed him morc
than an,'lbing. So he hoped that Bon Topic, his sup€rior, would give him a better
lead.

Topic had asked him to come urgently. This business must therefore be ofcapital
importance, but for the momena Jeff was walking around in circles in fronl of the
large bay window of the waiting-rcom. He looked at the constellations and the
stars. He never tired of this magnficent spectacle and yet, in lhis swarm of
luminous dots, a dangerous madman was quiedy going about his evil plans.
Fudous, he tumed amund and went towards the secretary to ask her to amounce
his arrival yet again, The laterdid so with acasualness unlikely to calmJeffdown,
but h€ told himseiJ that she was very attractive with her li$le blond curls, and lhal
it was no use getting annoyed...

At lasl Topic's familiar voice could be heard :

"Please send in I!Ir. Sohansen, Peggy."

"Yes sir."

The secrElary gol up ard opened lbe oflice door. She signaled to Jeffthat he could
go in. He enlered.. .

The office was spacious and remarkably decorated. Topic liked to say that it was
his wife who had done it. On the dght you could s€e magnificentpaintings, perfect
repoduclions of old maslers. As for lhe wall on the left, it was decoraled with
vartous holograms and trophies from Topic's school days at the A.M.E. (10)



Topic was sitting in the middle of $e room, behind a large desk cover€d with huge
files, and paperwork which indicaled an imponanl post. The rnan was small and
exnemely drin. His eyes, although hidden behind his filtedng glass€s (ll),
suggested a very vivacious mind. Ahhough he was awarc of the ir[nens€
intellectual capacities of Experts with a level higher than ?5, Jeff had always been
impressed by the fact that Topic could carry out s€veral tasks at lhe same time
without any pmblem. Thus he could simultaneously talk to you and compile one
or several important files. This remarkable aplitude nevenheless irritated Jeff, who
didnl find lhe attention thal he needed !o see in his slperior's exprcssion.

For the moment, Topjc was typing on a keyboard and didn't seem too interested by
Jeff's arrival.

"Come in, my dear Sohansen, excuse nre for ke€ping you waiting a bit, but you
know what it's likq it's difficult keeping a schedule..."

Topic condnued tt?ing on the terminal, and $en stopped :

"All ighl, that's finished. I'm all youls now. I called you b€caus€ therc's
something new in the Vrangor case. We'rc on the trail ofhis accomplice, Merigo,
who according to our information, is to be found on Seleoia, a planer of the B15
system."

"lt's incredible that I haven't b€en informed. Have you forgotten, si,that it's up
lo me lo centralize all the information of lhe bloodhounds and all the findings ofthe
SAAR!!!"

"Indeed, I understand that you're surprised by this, but several things are worrying
me.,."

"And what are they, sL?"

"Well fml of all, lhe fact that it was rDe and not you who received the information
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fromthebloodhoundondutyonSelenia,Infact,ouragent'snetworksystemdidn't
work. It must have beert destroyed!

"The information was transmitted to me by an indbect tel€communication coming,
according to the boss, ftom the govemor of Selenia. We had a lot ofdifficully
explaining what one of our agents was doing there...

"From the Eansmission, it was obvious that our bloodhound had been killed,
thercforc I sent our agentto Selenia. He foundnothing more than acharred corpse.
But what intrigued me the most was that the murdercr had taken the trouble to
disinte$ate the head of oul man, lhus making it impossible to analyze his
optomemorizer. , . "

"Ceftainly, all that is very upsetting, but you have to admit that it could be a
coincidence. , . "

"Of cou$e, but now listen to dfs, we received a message this mmning on a

ftequency reserved exclusively for B.A.T., which is only known by a small number
ofpeople:"

"This is Vrangor. I hope thar you'renotgeEing too tircd Fying !o find me, because
you'll have to get a move on now. I have a new game to prcpose to you, I have
planted sixteen nucturobiogenic bombs in a very well-ftequented place which is
extrernely important ro the bunch of puppets called lhe C.F.C. I have chosen
Terrapolis on Selenia, and I leave you and your litde cretins ten days to evacuate
Selenia and draw up an act ofpropefiy for lhe area in my narne. Otherwise,I will
eliminate all life in Terapolis, and in any case I will conEol the town. . . Arange
it with Selenia's authorities. You have ten days, no more."

Topic stopped lhe machine.

"Ofcours€, Vrangor look care !o change the expansion factor of the transmission,
so we couldn't locate the exact source of the message.
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"You must be aware that Selenia is one of rhe rnajor producers of d''lroxyne and
licox, the t ase materials fol producing khergol. It would b€ a catastrophe for the
U.M,R. ( 12) if we were to los€ Terrapolis. . .

"ln any case, lhe fact that we found Merigo in Termpolis proves thar these arcn't
just idle thr€ats. . .

'The facts arc there, and we have to consider the possibility that therc's a leak in
our organizalion. We have already analyzed the files of our most important
executives, without any luck, and lhafs why I'm talking lo you now.

"Obviously, it's out oflhe question to warn lhe authorities ofTerapolis. We mus!
acl under cover and first elimhate Vrangor. Then we can discover the trailor.

"You are thercfore going to contact a new agent and send him to Terra!'olis to
rcsolve this affair. Luckily I think we have someone on Josephine 6. Contacl him
and give him the mission of eliminating Vrangor.

"There, do you have any questions to ask me about this case?"

"Will my agent have a contact on Terrapolis?"

"Upon his arival, your agent must get in conlact with $e person alrea<ty on duty.
He wil provide him wilh the infomalion necessary for his ft€e circulation and wil
fill him in on lhe details. Choose him well, he must not fail..."

"Yes sir, I will organize it right away."

"Don'!foryel it is ess€ntial dlatyoul man succeeds in his mission. Remember that
under no circumstances will he b€ helped by Selenia's aulhoriries. He will be
considercd as a stranger and lhercforc likely to be walched by the Teranean
police."

"Yes sir. Is that a.ll?"
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"You can leavc now, good lucrk "

Jeffwent out andhoaded fohis office to organize the ifiervention ofhis new agc
, The db was c{6t his d€cision woul,C bc a[ iryorbnt...
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GLOSSARY

( I ) Kiergol: This is the most frequently-used tuel for low-sp€ed fli8hrs (way above
lhe speed of ligho. It is oblained in two stages. F st, a chemical reaction is
provoked between dytroxine and licox, obtaining lactakher. Secondly, lactakher
undergoes an acceleraled biodegralion, giving it ils qualities as a hrel. Finally,
before its us€, khergol undergo€s v:lious treatmenls designed 10 make it perfcctly
efficient.

(2) Post-Rythjuian: Ozar Rythj (1993-20.52) was a remarkable architecl. He
pmposed a whole methodoloBy of constncting buildings and managed to find a
compromise belween aesthelicism, functionality and s€curity. His works are based

more on modcmized gothicism than on a pule and simple scarch for a ncw
architeclural slyle, resulting in subtle constructions, €legant and appropriatc for
their surroundings. The Post-R''thjuian architecore takes as a r€ference the very
functional constructions that one can see in many over-industrialized towns
(€xtremely high human density). One notices some constructions oflhe Car€ro
slyle in Terrapolis. These are buildings giving priodly to functionalily, communi-
calion and mobility.

(3) B.A.T.: The Bureau of Astral Troubleshooters was crealed in 2126 by a

delegatioa of th€ N.T.C. (New Terreslrial Confedemtion). Originaly, lhis
organizalion was only to be an action unit wilh the right to intervene in all colonized
wodds. Constructed in 2128 on amoonbase, theB.A.T. was developing into a true
coordinalor of the police of every galaxy. In 2165, following their first major case

and thei fust major failurc, B.A.T. was officially dissolved and tecame an ulEa-
s€cr€l orSanizalion in orbit around Eanh, masquerading ai a medical center. Since
then, several cases have been solved successfully. The B.A.T. makes use ofan
impoitant information network. This infonnation is collected thmughout the

known Univcrs€ by bloodhounds and the SAAR- The latter have no dbect right of
inteNention in a case,lhis being reserved for specialized agen6. Thes€ agents are

trained to undergo all sons of physical and moral tests. They can face the mosr
dangerous situations and eme'ge victorious. Moreover, they ffc endowed with a

personal computer, modelB.O.B. (Bio-directional Organic Biopuler), implanled
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in lheir right fore3rm. This is designed to assist the agent in his mission, by taking
charge of his physicat faculties ard by supplying him with usetul information.
Since 2173, more than 200 agents have been post€d in the Univene.

(4) SAAR: Thesearesmall robotscapableofstorirgallkinds ofinformation. Their
systems of acquisition and communication have been perfectly designed for lheir
missions. The SAAR are always used in arcas inaccessible to humanbeings. They
are equipped with a very effective artificial int€lligonce system (survival instinct,
deduction) measuring over 0.7 on the ODAB scale (the organization for the defense
of artificial beings created in 2134). The SAAR, continuously perfecled, are

destined to be used more often.

(5)EMC: In the larges! penal colonies (notably that of"Saint Yver ofthe Angels"),
EMC cerebral transductors are implanted in the pnsone6' foreheads. These

insfuments take the form of a small disk and emit a modulated {iequency in the

brain, differcntforeach individual. Itis impossible torcmovethis device (aprocess

ofgmdual addiction makes it indispensable for the corect functioning oflhe brain).
If by chance, it was extrackd ftom the forehead, lhe individual deprived of his
transductor would immediately b€ rcduced to a vegetative state. Th€ EMC
transductor does however have one disadvantage, it only emits at very short
distances,

(6) Konchovski: Nikita Konchovski (2027-21l2) was one ofthe rnajor physicists

at the beginning of the Xxlst century. He pedected an ingenious method of
overcoming what he termed "mass quantity." Using classical propulsion methods,
even with the most sophisticated lechnology, no spacecmft could get anywhere
nearthe speedoflight: it would have had to cafty millions of times its own weight
in fuel. He therefore invented a sort of spatial vacuum cleaner which swallowed
up and used the panicles of interstellar hydrcgen as fuel. The method,however
ingenious it might have been, didn't enabl€ you to rcach the speed of light (77o

maximum) but it was a great step forward for the astronautics of the day. This
method was used, arnong others, by the millionaircs to gather the stellar material
which they needed for their prcjecl of space travel.
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(7) Eckerrnan-Rof: Eckerman and Rolf are the two scientists responsible for the
perfection of the t)?e of space Favel used by rhe millionaircs (cf the anicle
published in INTERWORLD n" 3127).

(8) Stockholrn: Stockholm is now the intemational capital of the Univeme. The
Guereid Palace, where the parliarnent assembles, is located here.

(9) C.F.G.| The Confederation of the Galaxies (C.F.G.) is in charge of all the

interior and exterior affairs of the Unive$e. lt in fact forns an intemational
govemmentresponsible for the smooth running ofall lhe organizatrons forming the
main frarnework of society. The C.F.G.meets in Parliament. This is composed of
two charnbeB, that of the decision-ma.kem and that of the mastgrs. The nine
decision-makers are all honorary mast€rs (see A.M.E.) ard form the real Universal
decision-making power. The charnber ofmasten, consisting of8 membels, is only
there to outline eventual problems. It is in fact the direct link with th€ organizalions
in charge of various different sectors (social, leisure and education, defense and

interior order, science and technology, interior affairs, exploration and fanspon,
envbonmenl cornmunicalion, and intemal logistics).

(10): A.M.E.: The Academy ofMasters and Experts (A.M.E.) is a college aiming
tofofm theeliteofTorranean society. ltreouits thrcughcompetition (ofaveryhigh
standard). The curriculum offered is totally multidisciplinary and therefore
extremely denanding. The degree ofinsmrcdon is split into various levels. Thus
each student climbs a sort of ladder at the end of which he will possibly become an

honorary master. Studentsfiom levels0 to 50arcdesignated"virgin '(707o ofnew
r€ruits will never advance beyond lhis level), fiom 50 to 75 they become
'confirmed," fiom 75 to 95 they become "expert." Once he has reached level 99,
the expen must spend five yea$ 1n the monastery of the Kh).riadyne Sisters to
acquire the art ofcontrolling vital and cerebral essences. lfhe passes these difficult
tests, the studenl becomes a "master" and maybe later an "honomry master," on the

instigation of other members of the C.F.G. (notably following the death of a

member).

(11) Filtering glasses: These glasses are composed ofakind of luminous, anti-
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radiation filter, designed to protect the eyes fiom a wide variety of situations and
ftom many kinds of radialion. Very garish, and not very aesdrctrc, they are used
above all by those whose fragile eyes necessitate such a device.

(12) U.M.R.: The Union of world Assembly (Union des Mondes pour le
Ra5semblementr is cerlainly the la(gest and most imporlanl organrzation ever
created by Man. Founded in 2126, ftis organization is composed of 155 members,
and decides the laws and orders conceming "assembly," in other words, all the
known planetary govemments that have ageed to join together to form a single
Universe. Each year, a major confercnce is held by video fansmission, the most
serious problems are discussed and rcsolved where possible. The U.M.R. diaws
up articles concemi[g the "code of the planets," the "collection of univenal
decisions" and the "collection of universal laws." Obviously, the C.F.G. is a
member of this organization, as are ihe various millionaires inhabiting the

colonized galaxies.

THE DINSTEIN-ROSEN BRJDGE

Hiding behind the name, the Einstein-Roson bridge, is probably the most incredible
phenomenon in the UniveNe, the most unusual in any case!

In the 20th c€ntury, the two physicists Einstein and Rosen expressed for the frst
time the notion that a parallel warp of space-time could exist (the'BLACK
HOLE).

They first studied a model designated "static black hole" (Fig. l). A space.rafl
entering into the black hole situated on the upper suface of space-time would
reappear in the lower surface.

They presumed tha! the space-tine of our Universe was cuved (Fig. 2). The
spaceqaft would therofore appear in a differcnt place and in a different time.

Later the physicist Rofdemonstmted that on the contrary, space-time is (almost)
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flat, tllus the Eins(ein-Rosen bridge would take lhe folm of a "worm hole," Iinking
different aftas ofour Universe (Fig. 3).

And so when it was necessary to leave for other galaxies (the project launch€d by
the millionaires), the two physicists Eckeman and Rolf imagined using thes€

shoflenings of space: lrr fact, it was the only way, especially as ihe nearest "natuml"
black hole was only 6000light years away ftom Eafth. At this time, the mostrapid
spac€craft could orily surpass the speed of light by 77o!l!

FROM TIMORY INTO PRACTICE...

orrce lhe problern had been posed, it was still necessary to find a solution.

In a beam of one light year around our sun, the arm of Orion consists of a cosmic
dustbelt composed mainly ofiron and nickel padcles. Millions of years ago, our
sun was fonned from such matter. These panicles are also ideal for constructing
black holes.

One simply has to transport the ircn and nickel over large distances, by means of
a gigantic magnetic field, and to transform this raw material into a magnetizable
object. In order to do so, one needs access to intenitellar hydrogen, which is heated

until it transforms into plasma: the fourth state of matter after the solid state,

liquidity and the gaseous states. The minimum heatneeded to arrive at such a state

is 22000 "C. Thus it would be necessary to use enormous lasem.

A fleet of spaceships could then travel over the alm of Orion to "comb" for iron,
nickel, hydrogenic plasma and ionized materials. ln fact, the magnetic fields would
be used as bulldozers...

However, Eckeman and Roli aware of the problem, had anolher brilliant idea.

Between the orbits of Jupiter and Mars, there is a ring of miniatue planetsl tie belt
of Asteroids. These 5000 fragments vary in size ftom seveftl yards to several
hundred miles. Some of them, of medium size, could be used as "magnetic
collectors". And so thousands of astercids werc Eansformed into automatic
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spaceships, following a sFict mathematical progam and travelling out ofthe solar
system towarals a precise point in the galaxy: the future sit€ ofthe bridge. Each one
of them would be capable of creating a magnetic field I 50 000 miles wide, wher€
nickel, iron and hydrogenic plasma would be united.

ltwasestimated that it would take 20years to collectenough material. Afterwards,
the ionized material would ionize fhe new material in its tum and favor its collection
in the moving eddies. This process ofaccumulalion would double the quantity of
material collected every 70 days, so the creation of the black hole would take 15
years.

TOWARDS INSTANTANEOUS TRAVELLING...

Crossing the bddge would be instantaneous, and a spacecraft lhat had entered the
blidge would leave space immediately to appear very far away, an instant later.
How could that happen? What went on between the two horizons? This phenom-
enon rcduced distances by an amazing amounl Itmade fte word distanc€ lose all
its meaning.

By crossing the int€rior horizon, the spacecraft would take lhe Einstein-Rosen
bridge, thereby passing in the irnmeasurable space ofa second into another part of
the Universe. What does distance signify in reality? It is in fact the time travelled:
the average speed ofFavel multiplied by the time taken to travel. When adistance
is reduced to zero, you tmvel across it in no time: zero divided by zero...

Therefore, by cmsshg the black hole, you move forward into space in order to
simultaneously go backwards in time. The Einstein-Rosen bridge is thus a real
time-machine (deorctical machine to go back in time).

In fact, the iemporal bridge is not one-way. It is composed oftwo black holes and
two white holes (Fig. 4). These white holes, following the same laws as the black
holes, spit back instead of swallow, and explode instead of implode.

Interworld, N.3127
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TECHNICAL MANUAL
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I) LOADING B.A.T. I

A) OPERATING MODE ;

* Instaling on hard diskt Insertthe 3" 12 or 5" l/4 disk into the disk drive
(A orB). Start v.ith disk 1. Install the prograrn on your had disk (C: or D: or E)
using the following command for each disk:

A>INSTAI c: then Retum

The program will cr€ate a dircctory on youl hard disk ard it will copy the
frles on it.

To run lhe prograrn use the following instructions:

l. Type C: and pr€ss Reurm. (fyour had disk isnl C:, enter ihe corect
letter.)

2. Trle CDEATVGA ard press Rehmr
3. Type BAT and press Renrm.

After a few seconds, you will s€e lhe Fesenhrion page accompanied by
music. You can ihen begjn the game.

* Pliying from floppy disks: Insert the 3 " 12 or 5" 1/4 disk inlo tlle disk
drive (A or B). To run the program use the following instructions:

A>BAT then Retuh

After a few seconds, you will s€e the F€sentation page accompanied by
music. You can then begin lhe game.

NOTe: I you don l have a nDuse, you can play BA.T. with your keyboard.



The keyboard cornmands are:

UP: a
DOWN: A
LEFT: O
RIGHTi P
RIGHT BUTTON: N
LEFI BUTTON: M

If yo! want to move your pointer more quickly, press the SHIFT key al the same

tirre.

NOTE: KEEP A DATA DISK FOR YOIJR CAME SAVES.

B) PRESEMATION OF THE GAME :

where fo begin ? That's quite a quesdon, and one that we had to face when writing
this manual. In fact, we warted to make the novice understand the scope of drc
game lhat he has just bought...

Our aim was nevef to create a compule! garne as such. As a wdter we would have
wdtten a novel, as a film-maker we would have made a fiIln...

Our idea was mther !o proviale a huge amount of infonnaton for the player, to
conftont him with critical situationr, to awaken his curiosity, while leaying him a
c€rrair fteedom of actioo.

No one can describe the t}?e of game that B.A.T. is. We have incorpomied the
necessary elemenls for an adventure, with its dose of action, stmtegy and mystery! 
that, wo expect, will delight you.

As an infoduction to the game, we have decided to speak fust of the world you'll
be in and about lhe system of creaiion that we have adopted: the dynorama.
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1) The World of B.A.T.

* The universe :

The B.A.T. is an ulEasecretoryanization, originally earth-based, ofwhich you are

an agent. The action takes place at the beginning of the XXIInd century. Earth,
disrupted by various events, rcformed a world governrnent, the C.F.G. (Confed-
eration oftheCalaxies), directed by ninesavants. Theknown Universeis scattered
\pith wodds having no, or vitually no, topological concenfahon. This phenom-
enon, essentially due tro the q?e of propulsion lsed for very long distance voyages
(anificial black holes), resulted in the extreme political development of the
independent worlds, despite themselves. Spatial mlonization curently extends to
the solar system and its suburbs (less than twenty light years away, like Alpha of
Centaur) belonging to the Tenian district and the hundreds of other worlds
colonized by the millionaires (or aliens!) scattered in space and linked uniquely by
temporal bridges.

To coordinate the action of the hundreds of different worlds, an organization has

been oeated, the U.M.R. (Union of Worlds for Assembly). However, significant
problems remain and the measues taken by the U.M.R. are often stifled by the veto
of one govemment or another.

Thafs why the C.F.G. prcferc to use its pe.sonal action organization, the B.A.T.,
to resolve prcblems in utter s€crecy.,.

As a B.A.T. agent, you will travel around various worlds, all different from each
other, meeting strange orfrighteningcharacten. You will have to achieve perilous
missions but you will have the fabu-lous chance to visit an integral world and to
discover mysteries throughout the adventures that we offer you.

At the begiming of the game, you create your own chtracter. Don't negle€t this
lask, as yourchamcterwill evolve duing youradvenrures. w}letherthisisforbefter
or for worse, it is a rcflection of you...
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Your adventure will take place on Selenia, a very cosmopolitan planet, a crossroads
of civilization...

* The world of Selenia :

The climatic conditions ofthis planet are very severe. No flora or fauna exist (you
may get the chance to fly over the plaleaus and dunes of lhe desen in a DRAGI).
A Terrian colony has been set up in a town protected by an enorrnous dome:
TERRAPOLIS.

The very industrial nature ofthis city has made il ex[emely lively. A large number
of different bcings meet night and day (Appendix I describes the main creatwes).
You will notice the heavy atmosphere, resullingfrom this world which influences
its inhabitants and wherc violence is common. We advise you to blend in with the
surroundings and not to disturb lhe equilibrium lhat makes the city tick, as
a8gressiveness is nol always lie b€sr solulion...

Don't forget that this is a rei world in which you'll evolve. Don't hesihte to go
for a ddnk or have some fun; adventure isn'l the only alt action of lhe garne, and
you'll rarely be al a dead end. Once you've reached your goal, you can still carry
on playing.

2) The Dynorama:

So that lhe player feels free, so lhat he can totally immerse himself in the advenrurc
without a.ny resfictions, we have conceived a system where appearance, intemclion
and even the very ftamework of the game have been rethought.

The sfucture of the garne is based on what we call a "distributed adventure." The
player can reach a solution in various ways, enabling him to be blockcd only rarely
in the adventure. The adventurc is lher€fore resuned by a "main backbone"
composedofbranches and knots. The branches can be parallel orconcurrcnt, they
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converge lowards the knots which lead lo the nexl s(ep in th€ adventurE by logical
rclalions,

Moreover, we needed an interactive system ofhigh qualiry to communicate with
fte player. As far as the graphics were concemed, we opted for a completely free !

screen where images take shape and follow each olher ft€€ly. In consequence,
some sc.eens are enlirely graphical, in a "ca(oon" style, deslined to make the Same
come alive.

lnteraction also occurs through the "dynamic icons,"by using lhe mous€ lo move
arcund on thc image and change depending on lhe possibl€ action. Thus the

information circulates in a direct, immediate manner, without interfering with the
player's concenlration.

So there you are, you now know the essentials about B.A.T.'S world. The rest of
this manual will describe in gr€ater deBil exacdy how the game works. We hope
thal the game will please you and that you'll continue later, like we have, to live oul
incredible advcntures with your chaflcter.

C) APPENDIX I: THE CHARACTERS IN B.A.T.

*THESKUNKS: totauy antisocial.aggrcssive.rebellious individuals. They like
to allack people and steal fiom them. They gather togelher very easily.

* THE TERRANEAN GUARDS: These arc the police ofTerrapolis. They
walk numerous b€a$ in the town and will s€ek you oul ifyou brcak the law. You
will then b€ imprisoned andjudged. Thes€ overtrained, heavily amed guards will
attack you withoul waming if you have been condemned to dealh.

* THEGLOKMUPS: Travelers nativetoMIGA. nor very intelligent but very
proud, they are oflen destined to carry ou diny jobs and ar€ r€duced to b€ing
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robbers or assassins. They measue around 9 feet high, and are generally extremely
skilled robbers. Don'tplace too much confidence in them.

* THE KRADOKIDS: One ofthe races populating the planet Sabellius. They
resemble Lizards and their distinctive feature is that they are a Cyclops. Dressed like
monks, these are very intelligenf creatues,sometimes even wise men. They never
let anyone tile advantage of them ald are linked by a powerful sonse offratemity.
They arc very numerous and nevermix with ofher mces. Another race ofkadokids
exist who are much less intelligent. but they arc not present on Selenia.

* STICKROBST These are ulfa-perfected robots, slightly less intelligent than
the human race. Theorctically used to p€rfom various services, they sometimes
wander amund, when out of order, in the sfeets, They can be dangerous and are

vory well-arrned.

* KILLERS: Giant mercenaries, they have no feelings. You will never meet
them in Tenapolis because they are used by Vrangor as his bodyguards. They thinl(
they are invisible and are kamikazes. They count on the element ofsurprise whon
they fight.

* VRANGOR'S GUARDS: They are extra-terrestdals gouped together in a
pammilitary organization. Ofhuman size, they are well-trained and only serve to
kill.

* MERIGO: A petty crook arrested while trying to traffic magnetic cards, he
escaped with Vrangor during their transfer to Zorg. Since then, it seems that
Vrangor has been exerting a strange solt of influence over him.

* VRANGOR: A veritable evil genius, he has been arrested 14 times forvarious
crimes. Escaped or filed due to lack of evidence. he doesn t hesitate to kill if his
position is threatened. His cruelty and total lack ofpity make him a fearsome man.
It's because of him that the B.A.T. has sent you to Selenia.
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U) CREATING A CHARACTER :

To play B.A.T., you can choose the pr€defined chamcter by clicking on the left
mouse bution, or you can define the chaftcteristics of youl personage youself by
prcssing the dght mouse button.In fact, the game takes on a lot morc depth when
it is your own chamcler, a pan of you, who evolves in this world.

A) GENERAL OFTIONS :

These are situated in the bottom left-hand pafl ofthe creation scr€en (Fig. 1)inthe
form of a colurnn of key6 (lnformation, Main menu, Save, Agent's name).

* lnformation: This oprion gives you infornation on $e weapons.

t Main menu :This option enables you toexil to the main menu wilh your
charactet,

* Save Click on this option to save your character.

* Agena's name: This option allows you ro name your character.
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B) COMPETENCES :

1) Basic competences: Thes€ competences crurnot be modified. They don't
appear on the cfeation scre€n, but nevertheless form patt of youi character.

Th€s€ competences are :

. Lif€ potential: (99-07r) This is your general state, fiom 997a al the beginning,
it should never reach 0% or you'll be dead.

. Level: (1-99) This level is your degree of knowledge, your experience. Th€
higher it is, the easier it will be for you to resolve certain problems or even to avoid
them.

. Experiencei (0-99 poin$). Experience points enable you to change levels (at 10O

they go back to 0 but your level increases by 1 )- During the adventure you'll gain
lhese points in an inegular fashion (lheoretically it is impossible to lose them, but
panic and obvious phobias arc consider€d as a loss of expedence points).

- Calorie leyel: (kcal). If is calculated in function ofthe competences selected.

Your consumption is also confolled dudng youl adventure. Too few calodes can

cause bad reflexes, faligue, feelings of discomfort and later, after a ravenous
hunger, a long and painful death. So remember to feed yourself, donl neglect this
factor.

- Hydration l€vel: (7o). Like the calorie level, it manages the hydration ofyour
body. A long absence of hydration could be fatal (mor€over, you'll lasl less time
wilhout drinking than without ea!ing).

- Credits: (Cdts). You are provided wi$ 1000 credits at the beginning. ln
Termpolis, you can change this virtual money (you only have one card) into small
change, the Krell. The rate of exchange varies depending on the state of the
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markel's exchanges, so be careful, find a change nachine and exchange at the best
mte. In geneml, one credit is worth around two Krells.

2) Modifiable competencesi You can modily them on the creation page. You
possess a lotal of 78 points that you must spread belwe€n your different character-
istics (Force, Intelligence, Charisma, Perception, Viblity, Reflexes). All the

competences are displayed in the bo$om righlhand pan of the scre€n (s€e figure
n" 1). Their value is repr€sented in the form ofabar graph and a number. To increase
a characteristic, click with the lefl mouse button on the "+" or '!" opposite each of
these competences. The total available points is displayed above the bar graphs.
The available points diminish as poinls are assigned to each comp€tence.

H€re is th€ detailed list of th€ modifiable comp€tences :

- Force: (0-20). Thischaracteristicisthephysicalpotentialofyourcharacter. The
figure chosen during the crcation is the maximum level that your force can reach
(when you're in very good physical condition). A minimum of 15 is advised.

- Intelligence: (0-20). This competence reflects your mental capacities. [t enables
you to resolve complex problems or, for gxample, to take the lead in a conversation
with a less intelligent individual. You could class as a genius by attaining 20 in
intelligence, while the minimum is fa(al (clinically dead).

- Charisma: (0-20). Charisma constitutes your main attractive power, whether
physical or mental. This competence could be very useful during bargaining, or
during friendly meetings. The maximum could be to the point ofpure and simple
hypnotism, whereas a minimum would be a consequence of ugliness and other
peoples' indifference lo your ch:nacter.

- Perception: (0-20). Perception is the development of your principle senses
(hearing, touch, sight, smell, taste). It is obviously important, as a high level of
perception enables you !o avoid the effect of surprise, to anticipate an atlaclq to
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rapidly detect a fatal poison. With a level of 20 your characler will be an
exceptionally perceptive individual. It wiu be very difficult to surprise him. With
a minimum level your character will have a considerable deficiency of the senses
(blind, deaJ...).

" Energy: (0-20)- Vitality alsoincludes yourwillpower. It is an eneryy potenlial
reflecting not o.ly your vivacity but also the speed ofyour inteflention when faced
with an action. A Lifeless person has ha.rdly any eneryy, whereas a lively and

nervous chamcter has considerable energy,

- Reflex€s: (0 20). This competence is your capacity to reacr to an event without
letting your deductive competences interyene. Very useful during fights, your
character would be desperately slow on lhe draw with a low level. On the other
hard, if you have a high level, not even a killer ftbot will be able to surpdse you-

3) Aptitudes :

Aplifudes arc calculated depending on your mmpetences and other parameters too
nrunerous lo de\cribe. The) refle(l your capacify lo carry oul cerlain aclion",
Resulting ftom yourpersonal talents but also Aom the training that you've received,
these will enable you to carry out cerain actions with greater ease. Thus, your
aptitudes will determine your character's disposition (scientific, manual, calcula-
tive, insthctive, etc...). They arc expressed as a percentage (from 0 to 1007o).
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H€re ar€ the n€cessary characteristics foa this adv€nture:

- Chatter: Very useful lbr con I u sinS or convincing a sellcr or to obtain in fbrmation
tiom an indicalor. This aptitude is liequently found in resourceful. vicious
individuals.

- Pick locks: This capacity rcveals whctheryou are talentcd ar understind ing :rnd
pickiDg all kinds of locks (fmm simple lmks to the most complex electronic
systcm).

- Dctcction: To detect a tmp, find lhc invisiblc clue that will uncover thc workings
of a Machiavcllian plan. ao essential chamcteristic ofall major deteclivcs.

.Eleclronics: Above 707. you can consider yourself to be a very good clectrici n.
This tltrirud('ioulii tel ]ou oul oflri(ly eitutllrons.

- Climbing: To cross all heighls wilhoul equipmenl. If your pcrcenlage is low.
don't tempt the impossible. take thc elevator...

- Ev{luate: Do you havearealistic allilude?Thisaplilude willenable you. among
other things. to avoid buying a replica ofa Kar-had vase at the same price as an
original.
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- Mechanics: Toavoid having to takepublictransport. Below 107o, we advtse you
not to touch any machine, otherwise we wonl be responsible for ihe consequences.

. St€al: Speaks for itself.

. Track Ifyou think you'rc Davy Crockett, you should have a good p€rcentage
ofthis aptitude. It will enable you to follow your prey and even r€act in the same
way as he does.

- t ocat€i This capacity will enable you to discover hidden objects.

- Vigilance: In lhis violent, cowardly world, it's us€fulro be on yourguard. A high
percentage of this aptitude will keep you from fmding youNelf without a credit
card, whereas with a low percentage, you will be ideal prey for all bandits and
robbers.

- Firingi [n case ofattack and with a high percentage you can s€nd a band of vicious
skunkspacking, withouteven aiming. Below 2070, you shouldaskall those around
you to 8o several miles away before tfing (if you have a Nova, we're not
responsible for the holes in lhe disk...).

- Precisioni Above 8070, you're a marksman ofconsiderable talent. Below 2070,
buy yourself some glasses...

- PsychologJ: To carefully apprehend a fiagile creature (and not rush al him
wiidly), we advise you not to neglect dis aptitude. Itcould be useful to know about
certain civilizations and not to provoke them. Below 107o, you're a brute...

4) Choosing your weapons: Before setting out on the adventure, it would be
advisable to stock upon one or two weapons. In fact, the number of weapons is a
function of your constitution. You can take two small weapons or a large one,



A diagram ol the wcilpon is displayed in thc upper lefi-hand comerofthe crealion
scrccn- Beb$ lhisdiagram. you can see 3keys: a left anow. a'fAKI)LEAVE
key, and a right am)w.

To s()c the ncx( weapon on rhe screen, click on the right arrow with thc left mouse
butloni lo scc the prcccding wenpon. click on the leli anow with lhc left mouse
bunon.

To tJi€ lhe wcapon. click on rhe"TAKE'oplion uith the lsli mou$€ button; the

"LEAVE 'option willthen appear on lhe scrccn. Thus you can leave this weapon
ifyou decidc lhar you no longcr want il. Il you click on the '{AKU" oprion and
ir d(xs notchange to"LEAVE," il means thal you have alrcady cho$n one or lwo

Each weapon possesses ils distiDctive llaturcs as well as ils own ammunition (by
lhe way. the ilmmunirion is not providcd wirh the weapons, you ll hitve ro try and
gelholdofil in town). Your u eapon will be issued lo you whcn you make conlact
with your agcnr.

C) APPENDIX II: THE DIFFERENT WEAPONS:

Types of weapol: The choice of r weapon is crucial lbr rhe re$ of fte game.
Wc ll therelbre prcsenl the lype of\r€apons lhat you can usc :
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' Voktrasof: A light weapon, like a pen which you keep in your pocket. Not very
powerful but easy to hide.

- Beckmao: It's a classic photonic beam of medium power weighing aiound 2
kg, it's (he prefered weapon of the Skunks.

- Hacker 30: The butcher's weapon, it projecls several thousand needles simul-
taneously. You can regulate the dispersion level of the needles as well as the
prcssure of the propulsion gas. In short, it's a litde gem for acupunctwe expertsl

. Haas 10: It consists of a ttpe ofpistol launch-missile. Two types of missiles can

be us€di
. N 29r Missile with non-controllable Eajectory
. T 02: Missile iele-euided by body wave

- MOZ: Themozis a ve{y powerful and devastating irfi'asoniccannon,extr,emely
usefrrl fordestroying coryletely any q?e ofconventional eflgioe. The Teranean
police poss€ss a weapon ofthis kind.

-NOVA: Themostpowerfirlweaponoffercd,itscarmonisinfactagenuinephoton
accelerator. It is carried on the shoulder and is equipp€d with multiple shock-
absolption sys€ms. In short, it's not to be used in a very busy public place...

* Characteristics ol a w€apon: The weapons have several characteristics (per-
fomtion coeffi cient, munition, price).

In more dctail:

- Morrtbo coefficient (C?): (G9). In conFast wilh the equiprnent coeffrcient (a
buill-in resislarce factor of your clofring, also from 0-9).Amrnmition pierces
through any clolhing with an equipment coefficient lower dlan its CP (the NOVA
cuts straight lbmugh vifiuafly everlthirg).
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-Ammunition: There are one or several types of ammmition conesponding with
each weapon. When you buy weapons, choose the right ammunition. Rememb€r
that there is a paficular perforation coefficient coresponding with eacb weapon.

-Price: A.anindicariononl).wegiveyouanevaluationofrhevaluetharaseapon t
could ha\e on Tenapolr". This wrll prevent you from paying roo much for a

TABLE OF FEATURES FOR EACH WEAPON

NAME OF WEAPON

VOKTRASOF

PRICE

150

PERFORAT]ON

COEF}'ICIENT
4

AMMUNITION

LP 12

BECKMANN 390 5 LP 5'7

HACKFT :]O 440 6 AG-10-80

TIAAS IO 560
5 N29
7 T02

MOZ 8r2
'7 E,t0
8 E 300

NOVA 99s 9 NOVA BATTERY

Itr) THE GAME

A) THE DYNAMIC ICONS :

l) B.A.T.'S logo (the eye of the falcon): This icon tells you that
th€r€ is nothing in this part of the picture. However, if you click
on the right button ofthe mouse, a main menu will appear. Ifyou
clickon the left mouse button, you will access B.O.B.
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2) Directions: When one ofthese icons appeitrs on the screen, it
indicates $e direction thal you can take. To confirm this direction,
you have to press lhe left butlon of the mouse.

NOTE: The directions are given inrelationtothedrdwing in which
you find yoursell, and have nothiog lo do with lhe points ofthc
compass,

J) Bu bble: Th rs icon lells you tiat you can engage in conversation
with a slalionary character or simply ask him for inlbrmation. To
conlirm this option, you have to click on the lefl button of the
mouse. A menu will appedr enablinS you to converse with lhe
characler (see Conversation Menu. Section III, B,2).

4) Bottle: This icon tells you that you can buy someth ing to drink.
You ll(onreruror. it inthebir\. T,rvalidate lhi\option.you must
click on thc left button ofthe mouso. A scrolling menu appears,

listing lhc various drinks that you can buy. You can sclect one ol'
them by placing the pointer of the mouse on the chosen drink.
Click on lhe left bunon of the moust and your choice will be

contirmed (ablack rectangle will appear surrounding the chosen
drink).

WATCH OUT ! The facr rhar you rake a drink doesnl mean rhar
you have consumed it! lfyou wanttodrink it, usethehealthoption
in the main menu (see Health Menu, Section III, B, I),

5) Interp€llation: This icon gives you the opponunity of con-
ve6ing with one or two active chirdclers in the game. When lhis
icon appears, click on the left bunon ofthe mouse, and you can then
conve$e with the sel€cted character (see Interpellalion Menu,
Section lll, B,3).

6) Question mark: This icon tells you that you're lackinS in
something or someone to accomplish the rcquired action.
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-t- 7) Targ€t: This icon appcars during combat phas€s once you have
chosen your weapon. You can use it as a viewfinder (se€ Fighting,
Section III, B,6).

t) Purchas€r This icon appea$ when you can buy something (in a
shop, for example), or for any action obliging you lo pay anolher
person. To validale this oplion, click on the left button of your mouse
(see Pwchase Menu. Section ltr. B,4).

9) Heart: You'll come across lhis icon in the red-light arca of
Terrapolis, when a charming young lady willofferto show you some
smooth moves on the dance tloor. To validale this option, click on the
left button of your mouse and follow h€r to dance the night away (see

Love Meter).

10) Usage icon: You come across it when you have to use a machine
or accomplish a spcific action (simulator, elc...). When this icon
appea$ on lhe screen, click on the lefl button of lhe mouse. The
machine will then app€ar in the center of the screen, ready for usc.

A

?
fi
B) THE MENUSI

I) MAIN MENU:

Access: you can gain access to it each time that you click on the right button ofyour
mouse and while the BAT logo icon is present on the screen.

NOTE: When you have the main menu on the scrc€n, you can choos€ one of th€

options by moving the cursor with the mouse (the chosen option is highlighted in
black). To validate yourchoice, click on the left button ofyourmouse.
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Below are fhe choices involved when you select one ofthe m€nu's options. A new
choice is then proposed 1() you follolving the option chosen. To validate your

choice, click on the leftmouse button.

MENU SUB-MENU

INVENTORY.................................. EXAMINE
VALUE
NEXT
FINISH

LOOK
SEARCH
DROP............................................... NEXT

DROP
HIDE
CONCEAL
FINISH

HEALTH .........................................EAT .................................N8XT
EAT
FXAMINF]
FINISH

, DRrNK ............................NEXT
DRINK
EXAMINE
F'INISH



SLEEI
FIMSII

HELP PAUSE
MUSIC ON/OTT
sAvE .....................sAv8 GAME I

SAVE GAME 2
SAVE GAME 3
SAVE GAME 4
SAVE GAME 5
SAVE GAME 6
SAVE GAME 7
SAI'E GAME 8

FINISH

LOAD......,.............LOADCAME 1

LOAD GAME 2
LOAD GAME 3
LOAD GAME 4
LOAD GAME5
LOAD GAME 6
LOAD GAME 7
LOAD GAME 8
FINISH

ABOR'I GAME

FINISH

F'TNISH
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INVENTORY :

* EXAMINE: look al lhe appeamnce and the contents of your possessions.

* VALUE: give a value to this object (this is only an spproximat€ evaluation)

* NEXT: pass to the next object in your inventory.

* FINISH: retum to the main nrenu.

LOOK: look atthe area where you are. Il lhere's an object in the place where you

are, you will see it appeal in the inventory window.

SEARCH: lhe same aclion as lookinS. bul more pr€cise.

DROP r

* NEXT: see the next item in your inventory that you want to le:we.

* DROP: drop lhe item in question.

* HIDE: hide tlrc item in question.

* CONCEAL: conc€al the item in question.

* FINISH| relum to the main menu.
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HEALTH :

*EAT: ifyou p6s€ss something youcan eat, now's tlrc timetodoso. Ifyoupossess
more than one fting to eat, click on the NEXT frmctioil.

* DRINK: the sar$e goes for dinking.

* SLEEP: you will go to sleep immediately. To wake up, click on the left butlon
of the mouse.

CAREFUL! Donl let other chaEcie$ steal from you or kill you while you're
asleep.

CAREFLLI There s a ri* of indiBeslion if there is not a ne€d lo eal ot ddnk

HELP:

* PAUSE: Pause lhe garre.

* MUSIC ONpFF: Play wilh or without sound.

* SAVE: Save the curent game.

NOTE| Whenyou save a game, lhe programs of B.O.B, arc not saved. You must
use the option SAVE B.O.B (hoglam 4 function).

* LOAD: lrad a previously saved game.

* ASORT: If you want to exit this garne, chooe this option.

* FIMSH: Retm to dle game.
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2) CONVERSATION MENU (static characters):

The static chancters are rcpresented by the bubble rcon.

MENU

HELI,O

SLIB-MENU

QUESTION .................. ABOUT VRANGOR
ABOUT MDRIGO
ABOIIT THE CITY
FIMSH

ASK THE TIME
F NISII

* HELLO: you greel the prerson with whom you want to discuss.

* QUESTION: you ask for infomation conceming one of the three subjects
proposed to you (VRANGOR, MERICO, or THE CITY).

* ASK THE TIME: the person will give you the time and the date.

* FIMSH: retum to lhe 8ame.

43



3) INTERPELLATION MnNU (mobil€ characfers):

The characteN moving around in the game are located by the interpellation icon.
Ptess the left mouse button to access the menr.

MENU SIJB.MENU

SHOW THE HOLOGRAM

DISCUSS......................HELLO
oLrEsTION..........................ABOUT VRANGOR

ABOI]T MERIGO
ABOI]T THE CITY
FINISH

APOLOGIZE
BUY
FINISH
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SELL -----.---------------NEXT
SELL
FINISH

oft'ER--..---------------AN OBJECT - NEXT
OFTER
FINISH
KRELLS
FIMSH
STEAL
ATTACK
FINISH

SHOW HOLOGRAM: you show the hologam thar has been handed to you in
the briefcase upon your ardval in Termpolis.

DISCUSS:

* HELLO: you greet rhe p€rson who has spoken to you.

* APOLOGIZE: you apologize ro him, perhaps you josrled him.

* Bfry: you want to buy something from him. lt's up to him to make you an offer.

* QfIESTION: you ask rhis character for information (see CONVERSATION
menu, Section m, B,2).
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SELL: you want to sellone ofyour poss$sions lothis person. A menu list$ the

different objects that you can s€ll.

OITER: you can offer one of your obj€cts.

- KRELLS: You can choose to give a sum of money to the person to whom you
arc speaking. To choose the amount lhat you wish lo give, click on the "+" and
"-" symbols accordingly.

STEAL: you try to steal one ofhis possessions fiom hin. Good luck...

ATTACK: you find yourself in combat phase (See Fighting, Section tll, B, 6).

4) PURCHASE MENU

BUY..............Objects that cafl be bought (depending on the place).

SELL.............You can sellone o[ your objects.

STEAL............ObFcls lhai can be stolen (depending on the place).
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BUY: youcanbuyaniteminashop. Amenuproposingvariouspuchasestoyouappears
on the screen. Choose, and the salespemon wi[ teu you lhe price. Do you agree toit?.

SELL: youcan sell oneofyourobjects. Thelnventory menu appearsondrc s.-r€€n.

Choose one of yorra objects and sell it.

STEALT you try to steal an object from a shopkeep€r. Watch out for the Terranean
police!

5) FIGHTING

There are two ways in which you might find younelf in the combat phare:

* If you are the ASSAILANT, you have provoked a figll, you know your
advercary, you musl know whatyou'rc gelling yourselfinlo.

* Ifyou are ATTACKED for some reason by one or lwo enemies:



You will then find yourselfon a full-screen image.

You musl then arm yourselfby clicking the left button ofthe molse in $e square

where the weapon is displayed. This square is situated at the top of the screen.

If you hav€ a force field, you can connect it using the same method. Posilion lhe
iarget icon on your adversary and click several limes on the left button ofthe mouse
to kill him. Ifyou have nozunmunition, you can only fle€ (soclickon the escape

icon at the lop of $e scrcen) dnd be be[er prepar€d next time.

NO'IE: Youropponentcould alsolake flight. The moreaggressiveyou are towards
the characters in lhe game, the more violent they'll be in rcturn. Moreover, the death
of one character automatically results in the birth of another.

IV)USING B.O.B. :

B.O.B.: BIO-DIRECTIONAL ORGANIC BIOPIJ"TER

A) GAINING ACCESS TO B.O.B. :

Like any self-respecting member of B.A.T., you have a computer, the B.O.B.,
implant€d in your arm. Based on elecFo-organic technology, it is an entirely
sepamte organ ofyour body. Powered by four fibro-veins, itelecronically analyses

and conFols youl blood llow in order to supply you wilh all kinds of information
about your My. lts panicular method of operating enables you !o modify some
of your physical and psychological characteristics.

B.O.B. is thereforc not a gadget but a work tool ftat will help you in your mission
and could even save your life. It's up to you to put fte 4 functions !o 6eir best
possible use to prcfit fiom B.O.B.'s extraordinary capacities.
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B) B.O.B.'S DIFFERENT FUNCTIONS :

Tha main screen ofB.O.B. gives you access to 4 functions: Program I , Program
2, hogram 3, and Prcgam 4.

l) Program 1: Reminder ofyour characteristics.

LEVEL: incre€ses each time your experience reaches 99.

EXPERIENCE: some ofyour actions during yourmission will increase or reduce
your experience- It varies from 0 to 99 between each level.

FORCE, INTELLIGENCq CHARISMA, PERCEPTION, ENERGY, RE.
FLEXES: these values were defined before the mission during character qeation.
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2) Program 2: Physical condition:

This funclion indicates the state of your health.

- LIFE POTENTIAL: The LIFE POTENTIAL infoms you on de state ofyow
health. At the beginring oflhe gam€, you'rc in great shape, and your life potential
istherefore at a maximum:997o. Butthehostileworld ofseleniase€ms faily likely
ro make you weaker: ilhess, wounds, hunger, etc...ale the parameters which will
diminish your life potential. When your LIFE POTENTIAL r€aches 07,, you'rc
dead (ask the pharmacist...).

B.O.B. continuously analyses your blood in order to detect any weakness likely to
endanger your mission.

-HYDRATION: Your body dehydrates during physical effort. B.O.B. keeps an
eye on the dehydmtion level and indicates in its diagnosis if you need to drink-

. CAIORIES: Your body consumes energy: calodes. At the b€ginning of the
garne, your energy potential is 2000 calories. YouI physical activity uses up
eneryy, so your calories will slowly diminish. Only a regular nutritious intake can
conserve $e balance trtween the energy consumed and the energy intake. B.O.B-
will indicate in its diagnosis if you ne€d to eat, but watch out for indigestion...

- SILHOUETTE OF YOUR CHARACTER: Thanks ro its diagram of a dy,
B.O.B. indicates the injur€d parts ofyour body after fighting. The injured pan ofthe
body is in red.
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3) Program 3: Translate language and electrocardiogram:

- LANGUAGE TRANSLATED :

B.O,B. conFols your mental capacities, notably your ability lo underst nd and
speak a forcign language.

On Selenia, there arc three main ethnic goups: rot ots, aliens, and humans.

To understand the aliens, clickon"Alien,"the arrows '>.....<'position themselves
and thus indicate the language being spoken.

- CARDIOGRAM :

This option enables you to control your heart beat.

- NORMAL: is in use unless you change ir (the aflows'>.......<'ar€ poGitioned

on either side of "NORMAL"). Your he€Ir b€ats at a normal ra!e.

- HIBERNATION: this option enables you to slow down your hean beat. Your
rcactions to an enemy will be slower, but if you are injured, for example, you will
become less tircd and above all will lose less blood.

- ACCELERATION: this option enables you lo accelemte your heart beat. It is
useful during fighting, for example, your vilality, foEsight and s@ arE increas€d
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(all important physical effort is increised by this tunction, ask the ...).

- QUIT: enables you io retmr io the main menu.

4) Program 4: Programming B.O.B.:

In order to automate the prcceding functions and io avoid repedrive manipulations,
B.O.B. possesses original and r€volutionary prografiming in the computer garDes

field.

COMMAIYDS

. DIR: displays the files available for B.O.B. to load.

- LOAD: loads the selected file in the memory. To select a file, click on it with
the mouse. It will tum rcd.

- SAVE: saves the cunent plogram. Check ftat your disk is not write protected.

- ERASEi erases the selected file on lhe disk.

' EDITI edits the progams.

- RUN| ex€cutes the prcgmm Fesent in tie memory.
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. QUIT: quits lhe Program 4 funclion.
- At the top ofthe screen is the zone where the names offiles on the disk, etc. will
be displayed.

. - At the bollom is a dialogue zone: for example, to enter the na.rne of a file lo save.

Now let's take a look at the PROGRAMMING parl

To prcgmm, a powerful editor has been specially conceived. You gain access to
this editor by clicking on the left bulton of your mouse on the edil option.

At lhe top left of the screen is the editing arca: the cusor't' indicates the line on
which you are working. The two veftical arrows on the right enable you to move
lhe cursor'5" up and down in your listing.

At lhe borcm to the left, 4 functions can be found:

- INSERT: a line is insened where lhe cursor is positioned '>".
- DELETE: eras€s the line wher€ the cu$or'5" is positioned.
- QUIT: enables you to quit the edil mode.
- NEW: emses the program in the memory and clears the edidng area.

At the bottom to the right, you'll find the insfuctions fid the necessary parameteni
for the programming, Two vertical afiows sufound the zone for these commands
and enable you to make them scroll befote selecting them.

To wrile a line of a progam, click on one of lhe thr€e lypes of information found
below which should th€n app€ar in the lisring zone.
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You gain access to 3 typqs of information :

COMMANDS I

PARAMETERS :

MFSSAGES :

IF
END TT
DISPLAY
TRANSLATE
RIIYTIIM
WARN
RI,START
END

PURSIJED
ROBOT
ALIEN
MEnIGO
I'RANGOR
HTJNGRY
TIREI)
INJTJRED
ILLNESS
HIBERNATION
NORMAL
ACCU,ERATION

MFfSAGE 1

MFfSAGE 2
MFfSAGE 3
MESSAGE 4
MESSACE 5
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Ce(ain commands need a paftuneter in oder to complele a lirE of program, IF,
DISPLAY, TRANSLATE, RFryTIIM.

, ex: IF

Select a parameter :

EX: IF INJURED

Thecorfiand DISPLAY only accepts the MESSAGEparameter, ln lhis case, the
editor asks you to type this message on the keyboad. Tlp€ up to 10letlers tien
pr€ss RETIJRN. Watch out! The mes$ges willappearon the B.O.B. sdeen once
lhe progra.rn is launched by chmsing Program 4.

The command WARN does not need a parameter. This command emits a sonar
signal during the game.
If a pararn€ler is not suilable fm an insEuction, B.O.B. wil rellse it.

IMPORTANT: Any program mustfinish with the RESTART conunandfollowed
by END, so thal the plogr:rrn can r€loop. Thereforc, if you link lwo or mote
prog'arns @gether fiom the examples below, use only one RESTART conrnand
and only one END command. RESTART ard END will always b€ the lasl two
commands of a prcgmm.

EXAMPI-E OF A PROCRAM :

Dudngthegame,youcanuseB.O.B. forhelp. Belowyouwillfindsomeexamples
of B.o.B.

Translate program: lhis program will help you to discuss wih everybody durirg
the game (alien, robol human - your first language is human).
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IF ROBOT
TRANSLA'IT ROBOT
END IF
IF ALIEN
TRANSLATE ALIEN
END IF
RESTART
END

To launch this program, click on 
gRUN". When "PROGRAM RUNNING"

appears, lhe pograrn is activated.
To stop it, click on "STOP".
To rctum to the garne, click on'QUIT",

Abrm programi This program wil ring an alam if there is a Stickob near you.

IF PURSUED
WARN
EI\D IF
RESTART
END

Health program:

IF HUNGRY
DISPLAY 'STARVING"
END IF
IF THIRSTY
DISPLAY '"THIRSTY'
EI{D IF
IF TIRED
DISPLAY "TIRED''
EI\D IF
RESTART
END
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Pulse program: ifthere is arobotnearyou, B.O.B. will accelerate yourpuls€. If
lhe robot tries to kill you during the combat mode, you can kill him morc easily.

IF ROBOT
RHYTHM ACCELERATION

EI\D TF
IF ALIEN

RHYTHM HIBERNATION
END IF
RESTART
END

V) TTIE MACHINES, THEIR USE :

During your adventure in Terrapolis, you'll come across and have to uso vadous
machines,

They will enable you to: - change any existing credits into l(rclls
- telephone
- sleep
- eat
- play (see Bizzy Game)

a) Use ofthe machines

When the I icon appears on the screen, click on the leftbufton on the mouse. The
machine will then appear in the center of the screen (for the explanations tha!
follow, consult the diagram b€low).

Insert your credit card into the machine and use it by clicking on the keys shown
on the scaeen, using the left button on the mouse. Once you have fmished, click on
yolll card to quit. Donl forSet to take your cr€dit card with you after using a
machine.
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* Change machine or telephone:
- enler anount or telephone number
- hit C to cancel or RETURN to enter

* Food Michine:
- enter choice by selecting the numb€r; you carmot cancel youl choice

* Sleep machine:
- NOTE: you must have the appropriate amout of crEdits
- us€ plus or minus keys to adjust amount of sleep
- press "V" key to stan sleep

b) The Bizzy Game:

The most popular game on Terrapolis. Invented by SegmourBIZZY, it gives every
player the chance to win money or lose it.

This game has caused rivaky between the best playe$ of lhe BZZY g5llle, who
meet in lhe garlle roonrs to conpele against each other.

The p.inciple of rhe game is simple: after having made your bet, the BZZY game
shows you a series of gmmetric figurcs. To wir your stake twice over, rcprcduce
the sequence of figures in the dght order, using the keys situated to the right of the
BVZY *ftf,.n gafiE.

To start the Bizzy Gamq aff€r inserting your qedit crr4 stut (he game by pressing
rhe squar€ slEpe on the top low of keys.
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c) The lrve Meter:

The love meter is a machine ftat will test your rcmantic perfomance. It will
calculate your capacities while you're on cloud nine.

The success of youl mission might depend on its verdicl How can you s cc€ed

dudng this test?

When you findyous€lfon fte dance floor with tie person destircd to boogie down
with you, look for fte love meter on the right side of the sqeen.
To dance, altemate between the left and right buttons as quickly as possible.
ArEmpt to reach the top of the meter.

A graph will show your rEsults.

Good luck.

YD TIIE DRAG :

1) Presentation

Extract from an article published in "Life of th€ Planets" (literal translation)
no il56:

"The DRAG is a vehicle specialy designed for the diffrcult clirnatic conditions on
Selenia. Mor€over, it has never been exported and is only us€d on lhis planel The
first model (Monopropulsor Tl) was cons[ucted iit 2171 and, in spite of the fust
catas[ophicte6ts, wasmpidly adoptedbyminingcompanies. Sincethen,fiveother
models followed it. The last of lhese, lhe T4-88 (biopropulsor), is lhe most
ftequently used at present.
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'"Thc DRAG do€s ror have a very good repulalion arnong Selenian pilots. In fact,
piloaing it is extr€rnely difficuh becaus€ ofthe imposing lateral srabilzrrs fin€d to
combat the imrnense atmospheric instabilily. Some would even go so faras to say
thal controlling drcm is like piloting thos€ sncient contraptions, chariots.

"A flying chadot, rhar's perhaps the besr definition that can be given of lhe
DRAC...-

In this parl ofthe galne, you'll find yoursellbehind the conEols of a flying machine
named DRAG. In fact, you'll be using a genuine flight simulator. It is shown in
3D, and you'll be able to go wher€ver you like and lo s€e objecb in all possible
positions. You can thus fly over the entire planet surveying Tenapolis.

2) Piloting :

a) Diredion: By moving the mouse left or righr you cfl change the direction of
the DRAC (right, and Ieff).
The lateml movernenls of the mouse contol the left and righ( directions.

b) Speed: Spe€d is contsolled by prcssing rh€ left and dght mouse butlons
separately. The Ieft bunon is to sp€ed up and the righl butlon is to slow down.

c) Radar: The radar helps you to find Vrangor's slalion. Your dmg is the ooe
always in the center of the raclar scrcen. Th€ other dots repres€nt:

Vrangor's ststion: rcd dol.
Selenia: grE€n dot.

If you wanl lo go lo Vrangor's slation, move youl dfag left or righq move
forward when the r€d dot is on top of the mdar scrE€n. When you see Vrargor's
stalion, fly into iL You will automatic6lly land.

You arc now inside of Vrarrgor's sLatiot!
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vtr)TI{E MOBYTRACK:

The Mobytrackis oneof$e numerous ftulsportmethods to befoundon Terrapolis.
You will come acm6s it when you visit the underground city (it wil be your only

' way of getting a$und), lt is very simple to use and e3sy to understand.

To get around in the underyDund, use the mouse ard select one of the four
directions by F€ssing the left button of the mouse.
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