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INTRODUCTION 

Two years of work were necessary to complete The Kashan 
Conspiracy, one of the most refined and perfected adventure games 
today. 

We would like to express our thanks to all the gamers who 
purchased the first episode and wrote and told us what they 
thought of the game. As for the others, we hope to convince them 
of the merits of The Kashan Conspiracy so that they will follow us in 
this grand intergalitic saga. 

Over the years, The Kashan Conspiracy has been enriched. 
Numerous improvements have been added so that the player can 
plunge easily into a universe five times larger than that of B.A.T. I 
while enjoying maximum technical comfort. 

Today, we are happy to present The Kashan Conspiracy and we 
hope that it provides you with a maximum of playing satisfaction. 

l.1) The World of B.A.T. 
The Bureau of Astral Troubleshooters (B.A.T.) is an ultra-secret 

terrestrial organization of which you are an agent. The action takes 
place at the beginning of the XXll century. The Earth, devastated by 
diverse events, has formed a global government, the Confederation 
of Galaxies (C.0.G.), headed by nine sages. The known universe is 
strewn with worlds that lack any topological concentration, 
otherwise known as artificial black holes. These artificial black holes 
are used as a means of propulsion to make extremely long voyages 
quickly. In consequence, they have provoked a situation of 
uncontrollable political development of autonomous worlds. 

Space colonization is currently taking place in the solar system, its 
outskirts (this is to say the systems situated at least twenty light 
years away, such as Alpha Century) , and certain other worlds 
scattered throughout space that are colonized by millionaires (or 
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extraterrestrials! ) and linked only by means of temporal bridges. To 
coordinate the actions of these different worlds, an organization was 
created : the Union of Worlds for the Regrouping. However, several 
imposing problems exist and the efforts of the U.W .R. are often 
quelched by the vetos of certain governments. The C.O.G. uses its 
personal action service, the B.A.T., to resolve these problems with 
the utmost discretion and secrecy. 

As a B.A .T. agent, you will find yourself in several different 
worlds. You will meet strange and frightening people. You must 
complete perilous missions; but, you will always find yourself in a 
world that is coherent. Worlds of mystery and intrigue await you. 

First, you will have to create your character. Do not take this step 
lightly - it will be this character that will evolve during the course 
of your adventures. For better or worse, your character is only a 
reflexion of you. 

Your mission takes place in ROMA II, a metropolis on the planet 
SHEDISHAN. The architecture of this city is an astonishing mixture 
of human (in the style of Ancient Rome) , and extra-terrestrial (the 
planet's first inhabitants) traditions. ROMA II is a perfect example of 
"High Tech Paradox" architecture. 

1 .2) The World of SHEDISHAN 

The planet Shedishan (where you find yourself most of the time) is 
located in a solar system containing six planets. The only continent 
on Shedishan is Europa. Its equatorial plain is 12° to the north to 
that of Earth. It is thus not surprising that the south of Europa enjoys 
a tropical climate, while the rest of the continent remains under the 
influence of a continental climate. 

Europa boasts several cities: Ulzis to the north , Robur and Tanis to 
the south , Vozor to the west .. . but let us concentrate on the largest 
of these metropolises: ROMA II, situated to the east. 

ROMA II is composed of six sectors that are connected by "via­
expresses" (suspended high-speed highways). The sixth sector, 
called "the City", is a complex of business offices. You can access 
this sector only by means of a flying taxi (simulator) . While playing, 
you will discover many other places (such as a space station !!!) . 
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Try to understand that this game is very vast. We recommend, 
from the outset of the game, to let yourself melt into the adventure 
rather than romp about recklessly. Often, aggressiveness is not the 
best solution. 

In ROMA you will encounter three races of people: shedish , 
intelligent simians; ilyens, less-intelligent simians; and humans 
(known as "Romans"). 

Do not forget that the world in which you find yourself is very 
realistic. Feel free to have a drink to your health or to have fun in the 
video arcade room. As the adventure is not the only aspect of the 
game, you will rarely be prevented from doing what you want. 
Once you have completed a mission , you can always continue to 
play for further enjoyment. 

1.3) Dynorama 
So that the player feels unrestrained and can plunge into the 

world of The Kashan Conspiracy, we have developed a system 
where the graphic representation, player interaction, and the basics 
were totally rethought. 

The game structure is based on a "distributed adventure" . The 
player can arrive at the same solution by different paths. 
Consequently, the player will rarely find him or herself blocked 
during the course of the game. The adventure can be summed up as 
being a sort of "filum" composed of paths and junctions. The paths 
can be parallel or concurrent, and converge at certain junctions that, 
logically, will lead to the next part of the adventure. 

A high quality system of interactive communication with the 
player has also been incorporated into the adventure. From a 
graphical point of view, we opted for a "free" screen where images 
come and go at will. The result is a representation that is completly 
graphical, giving the game a comic book feel and, at the same time, 
adding a bit of life to the adventure. 

The interaction can also take place by means of the "dynamic 
icons". The icons necessitate the use of a mouse to move an image 
or to transform it when it is possible to do so (into a mouth to talk, 
into an arrow to move, etc.) . Information is thus obtained directly, 
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without distracting from game play. 

One of The Kashan Conspiracy's biggest innovations is the 
dynamic aspect of its images: it is now possible to scroll images in 
any direction, allowing you to discover new people and places . .. 

The dynorama is furthermore enhanced by a new type of sound. 
Numerous sounds and sound effects have been integrated. Your 
ears have never had it so good . . . 

1.4) Three Games In One 

At the beginning of the game, you will have to present yourself at 
the 'Manoir de Mantoue' hotel in order to meet Sylvia Hadford, 
your contact on Shedishan. Sylvia will explain what you have to do 
to begin your adventure. Your mission is to gather enough property 
titles to claim ownership of the echiatone deposits (see the 
Scenario). This however, constitutes only the first part of the game. 
The two other parts of the game are, in fact, real adventures. Rest 
assured that if you have problems in one part of the game, you will 
not be penalized in the others. Magnificent images and text explain 
how to continue in your adventure (note that this is a significant 
improvment in the game). 



THE CREATION OF AN AGENT 

You can either choose a predefined agent (click initially on the 
"game" menu with the right button, then on the left button) , or 
create your own agent (choose the "creation" option and click on 
the left button) . A menu of agents will appear at the beginning of 
the creation process and various options will let you either create an 
entirely new agent or play with an agent that was already created. A 
standard presentation screen will appear if no action is taken . 

2.1) Playing with an Agent 

To play with an agent, click on the name of the desired agent in 
the menu. 

2.2) Creating your Agent 

When you select the option "create an agent", a new screen 
appears that presents several bar graphs (the agent's 
characteristics), a description of the body selected, and a 30 model 
head that reflects the agent's profile (overly large head for an 
intelligent agent; large jaw and high cheekbones for a strong agent; 
etc.) . 

The B.A.T. files contain a large data bank of agents. Find the one 
that you like the most. To do this, click directly on the bargraph at 
the desired level. Repeat this operation for each characteristic. 

If you have no idea what (or whom) to choose, select the option 
"next". This will display all the agents in the data bank on the screen 
one by one. 

When you have found a body for your agent, select the option 
"ok" . A new screen will appear which will allow you to train and 
condition your agent. 



2.3) Training your Agent 
This phase allows you to hone your agent in certain , specific 

areas. 

You have eight weeks at your disposal for this training. You must 
divide the t ime up for various types of training: 

· "Physical" training: this will augment the strength and vitality of 
your agent. 

· "Intellectual" training: intensive training in this area will give your 
agent a better understanding of languages, the ability to speak 
languages better, and various scientific competences. This training 
will augment the intellectual capacities and the charisma of your 
agent. 

· "Sensory" training: complete control of the senses is indispensible 
for all B.A.T. agents. Training in this discipline will improve the 
reflexes and perception of your agent. 

· "Psychological" training: this type of training will allow your agent 
to more judiciously manipulate other people and to better 
integrate himself in various situations and places. This training will 
also increase your agent's charisma. 

· "Self control" : this training increases your agent's capacity to 
control his actions, and to better know his limitations. A minimal 
amount of training is necessary to tap all the potential of the 
B.O.B .. Reflexes and vitality are also favorably influenced by this 
training. 

· "Weapons" training: during this phase of training, your agent will 
be trained in all methods of combat (firemarms, self-defense, etc.) , 
thereby improving his aptitude for shooting instinctively and 
shooting precision. 

· "Survival" training: this training improves your agent's resistance 
to hostile environments. The general constitution , strength , and 
vitality of your agent will also improve with this training. 

To train your agent in a specific area, dick on the "+" key, located 
to the right of the name of the t raining. The number next to the key 
will increase by one unit. Click on the "-" key, located to the left of 
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the name of the training, to decrease the amount of training in this 
area. 

When your eight weeks are allocated , click on the "ok" key: a 
new screen will appear showing your agent's new chacteristics after 
his training is finished. You will also be able to enter his code name 
here with the keyboard. 

If your agent is sastifactory, select the "ok" option. This will save 
your character on the disk. Otherwise, click on the "cancel " option 
to return to the beginning of the creation process ... 

2.4) Description of Agent Characteristics 

These numbers describe your agent. They range from 0 to 100% 
(do not hope to have more during creation), but can pass the 
maximum during the course of the game (your agent will then have 
super powers). 

The following list describes the various characteristics: 

· Strength: this characteristic reflects the physical potential of your 
agent. The value determined during creation corresponds to the 
maximum possible value for your agent's strength (except in 
special situations) , when in good physical condition. A minimum 
of 70% is recommended. 

· Intelligence: this characteristic reflects your agent's mental 
capacities. Intelligence enables your agent to solve complex 
problems, or, for example, to "take the upper hand" during a 
conversation with another character having weaker mental 
facilities. A genius is defined as having a value of 100 for 
intelligence, whereas having a value of 0 would be fatal (brain 
dead). 

·Charisma: charisma is your agent's ability to be attractive, whether 
that be physically or mentally in nature. This characteristic can be 
very useful during a negotiation or even a friendly chat. The 
maximum will give your agent a hypnotic effect on others while 
the minimum will render him or her invisible to other characters. 
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·Perception: perception is the development of your agent's 5 
senses (sight, taste, touch, hearing, smell) . A good level of 
perception will eliminate the element of surprise (this is to say that 
your agent will be able to anticipate an attack or to rapidly detect a 
deadly poison). With a value superior to 90%, your agent will be 
very perceptive: he will rarely be taken by surprise. On the other 
hand , with a low level of perception, your character will suffer from 
a sensory deficiency (blindness, deafness ... ). 

· Vitality: vitality encompasses willpower also. It is a potential 
energy that represents both liveliness and the ability to intervene 
quickly in a situation. A slothful being has very little vitality while a 
lively, or very nervous, being possesses a large amount of vitality. 

· Reflexes: this characteristic measures your agent's capacity to 
react instinctivly when faced with new situations. This competence 
is very useful during combat: with only a small amount of this 
competence, your agent will react much too slowly. On the other 
hand, with a high level of this characteristic, even the Killers of the 
Koshan will not be able to surprise your agent. 

The following characteristics cannot be modified in the creation 
phase: 

· Experience: expressed in percentage, it represents your agent's 
ability to use his knowledge to his advantage. This ability will 
improve during the course of the game, but could decrease if your 
agent reacts too often without thinking. 

· Life percentage: represents your agent's general state. It can 
range from 0 to 100%, which is to say from death to perfect health. 

· Progression: this new characteristic indicates whether the actions 
taken by your agent will help resolve the adventure or not. At the 
beginning of the game the progression value is 0%. If your agent 
succeeds in his mission, the progression is 100%. 
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2.5) Remarks Concerning Weapons 
Weapons and protections alike have characteristics that are rated 

on a scale from 0 to 9 . The coefficient of perforation (Cp) of a 
weapon contrasts with the coefficient of equipment (Ce) of a 
protection. 

A "Cp" of 9 , for example, will pierce an armor of 7 (causing, on 
average, 2 points of damage), while a "Cp" of 6 will not pierce a 
protection having a "Ce" of 9 (there will not be any damage) , but 
the protection 's "Ce" will decrease by 1 point. 

For a protection to be valid during a combat, it must be placed 
somewhere on the body of your agent. 

The "Ce"s on the body of your agent are cumulative (a "Ce" of 9 
and a "Ce" of 6 will give your agent a "Ce" of 15!). 

------· 
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ANNEX 1 : Weapon Characteristics 
The following is a list of the principal weapons that you can find in 
ROMA II: 

· Voktrasof: a light, pen-like, weapon which can be carried in a 
pocket. Not very powerful, but easy to conceal. 

·Beckmann: a classic photonic beam weapon , having average 
power and weighing around 2 kg. 

·Haas 10: a mini pistol-shaped missile launcher. 

· <iladlus: a light, cylindrical, hand held weapon that emits small 
photonic beams. It serves primarily as a self defense weapon , but 
can be very useful in desperate situations. ROMA ll 's prison guards 
carry weapons, called pain probes, that resemble a Gladius. 

· Pllum Laser: a sort of laser-launcher: not very practical , but rather 
powerful. These weapons are used primarily by the cataphractaires 
of the Via (Via-Express police). They can control , at a distance, any 
would-be ruffian. 

· ASOA 50: The ASOA system (Automatic Shot by Optical 
Adjustment) is made up of two parts, both of which are located on 
the handle. The first part is an aiming device that fixes a laser beam 
on a target. The second part of the weapon ejects a "quadrillage" 
laser when the trigger is pulled. This laser is designed to emprison 
or kill the aggressor. Also known as a "sling shot laser" , this 
weapon is the favorite of the Roman police. 

· Plasmatron: an extremely powerful and reliable pistol. 

· Laskolt 45: run of the mill laser pistol. The successor to the 
Beckmann, it is the weapon of choice for thugs. 

· Hasta 2000: a hand held sonic cannon . Can be carried in one hand 
(contrary to the Moz of B.A.T. I - but is a little less powerful) . 

· Hasta 1000: the model just beneath the Hasta 2000 . 

• 



VOKTRASOF 4 80 LP- 12 150 

BECKMANN 5 100 LP-57 390 

HAAStO 5 130 N-29 560 

GLADJUS 3 70 LP-02 100 

PILUM LASER 8 180 LP- 110 800 

ASOA SO 9 250 FILLUM 12 1300 

PLASMATRON 9 90 PLAS-1 1200 

LASKOLT 45 6 140 LP-45 400 

HASTA 2000 7 220 K2 600 

HASTA 1000 5 110 Kl 400 
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ANNEX 2 : Protection Characteristics 
The following is a list of the different types of armor that you can 
find in ROMA II: 

· Force field: small batteries that emit a protection field around the 
operator. 

· "Deflector" armor: deflects all conventional ray beams. Grouping 
together different types of "deflectors" will augment the armour's 
impermeablilty against attacks. 

·Prism armor: a focalising abdominal deflector (it absorbs the 
energy of the intercepted beam and redirects it in a direction 
normal to that of the armor's prism). 

· Ionic scutum: a shield that emits ionic pulses that disperse the 
energy of a ray beam across its surface. 

FORCE FIELD 6 6 600 
FORCE FIELD 8 8 800 
FORCE FIELD 9 9 900 

DEnECTOR VEST 1 4 400 

DEnECTOR VEST 2 5 500 

DEnECTOR HELMET 4 300 

DEnECTOR COUDllRES 3 200 

DEnECTOR LEGGINGS 2 150 

PRISM ARMOUR 7 650 

IONIC SCUTUM 9 850 
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GAME PLAY 

3.1) Overview 
The screen is divided into three parts: 

The largest part of the screen is composed of designs from the 
dynorama. The upper left of the screen displays the faces of the 
people who are currently accompaning your agent (the " E.Vl 
window"). The upper right of the screen represents the B.O.B. 
screen (see chapter 4) where the results of B.O.B.'s calculations are 
shown (the "B.O.B. window"). 

3.2) Dynamic Icons 
When you move the mouse on the screen, it transforms itself into 

a "dynamic icon" . 

In general, to free up the mouse, press the right button. You can 
then move the mouse anywhere on the screen. Click on the left 
button while in the E.Vl window to access the group functions (see 
3.6) or on the B.O .B. window to access B.O.B. (see 4) . 
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GAME PLAY 

The different dynamic icons are: 

a) The B.A.T. symbol (falcon eye): this icon tells 
you that there is nothing in this part of the 
design. By clicking on the left button, you can 
access the main menu (see 3.3). 

b) Directions: this icon indicates the direction 
that you can take. Validate by pressing the left 
button. Note: the directions are given relative 
to the design in which you find yourself. 
Consequently, they do not necessarily 
correspond to the cardinal points on a 
compass. 

c) Dialogue: this icon appears when you can talk 
with another character. Note: characters move 
about freely on the screen. If you click on the 
left button when a character is active, you will 
activate the interpolation menu (see 3.5.1 ). 

d) Use a service: this icon allows you to access 
the "commerce" menu by clicking on the left 
button. The menu allows you to speak with 
another character (see 3.5.3) or to use a 
service (eg. make an appointment, receive 
medical attention, negotiate (see 3.5.2)). 

e) Use a machine: pilot a vehicle (see 5.2 - 5.5) , 
use a videophone, etc ... 

f) Via-Express: this icon appears when you take 
a direction that leads you towards a via­
express simulator (see 5.1 ). Access it by 
clicking on the left mouse button. 

g) Hourglass: this icon alerts you when you are 
in a situation where the action is not 
interactive. You can, therefore, do nothing at 
this time. 
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3.3) The Main Menu 

h) Question Mark: this icon signifies that you 
are missing something (an object. an 
action . .. ) that you need in order to access the J 
corresponding direction. Even distributed 
adventures require certain obligatory points of 
passage. 

I) finger: this icon appears when you are using 
B.O.B. (see 4). 

This menu gives you to access the following options: 

· Load a game: after inserting the data disk, a menu appears that 
lists the names of the games that were previously saved. Select the 
desired game by clicking on its name with the left mouse button . 

· Save a game: Enter a name with the keyboard and insert your data 
disk to save a game. 

•Inventory: allows you to access the objects window (see 3.4). 

• Configuration: this option allows you to access the configuration 
window. Several choices are available that allow you to personalize 
the game such as: 

- the type of sonic ambiance (music, sound effects, or 
both). 

- the type of sound output (see 7.2) . 

- the type of combat: action or strategy. 

- the game mode for quattro: X or XY (see 6 . t ). 

- the type of keyboard (QWERlY, AZERlY, or QWERJZ). 

· Sleep: click again to wake your agent up (your agent will wake up 
automatically when he is no longer tired). 

· Pause: click to cancel the pause. 

Note: objects that you possess, and that you can use (such as a 
videophone), will appear in this menu. Click on an object to use it . 

....____ ______ ~ 
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3.4) Object Management 
Everything that concerns objects is grouped into one window. 

This window is composed of a management zone and four icons. 

Object 
management 

zone 

'Eat' icon 

'Drop' Icon 

' Information' 
icon 

'Search' icon 

Objects are managed by assigning a hierarchical order to them. 

Take a loaded weapon as an example. Designate the weapon as 
the "father" and the charge as the "son" . To access the son , click on 
the down arrow (after scrolling, the son appears and the father is 
displayed in miniature in the up arrow). To see other sons, click on 
the left and right arrows. To see the father object of a son object, 
click on the up arrow. If one of these actions is not possible, the 
arrow will be grey (eg. if the father does not have a son, the bottom 
arrow will be grey). 

In your inventory, the first father is your agent's body and the son 
will thus be his hands and B.O.B .. The most immediate use for this 
type of management is the calculation of reflex time during combat. 
If a weapon is in your agent's hand , he will be able to fire on the 
spot. If, however, it is on the bottom of one of his sacks, there will 
be a lot of time wasted in looking for it ... 

You can relocate objects in the hierarchy (eg. take a weapon out 
of your agent's sack and put it in his hand). Find the desired object 
and click on it with the left button (the mouse becomes a reduction 
of the object) . Move down the hierarchy and click again on the 
desired father object. The object will be immediatly inserted. 
Note: not all objects can be relocated (your agent's hands, B.O .B .. a 
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son cannot become the father of his own father ... ). Note also that 
there are parametrical limits such as weight and volume: too many 
objects will tear a sack ... 

To select an object (by clicking on its image, the mouse becomes 
a reduction of the object) you can use the icons in the inventory 
window. The upper left icon is used to eat or drink, the upper right 
icon allows you to drop an object. The lower left icon allows you to 
search for something (if an object is found , the mouse becomes a 
reduction of the object - all that remains for you to do is to put it 
somewhere) and the icon to the lower right allows you to receive 
information (all objects sold are not new or in perfect condition: 
caveat emptor!). 

3.5) Dialogue Windows 
These windows help simplify available commands. Graphical in 

nature, they will guide you through the various menus .. . 

3.5.1) Interpolation Window 

This window is composed of rectangles where the heads 
of characters who are talking to your agent are displayed. 
A rectangle becomes red when you click on a character 
(the character becomes "active"). The character's name 
will appear below the row of portraits. 



GAMEPLAY 

This w indow also contains a menu that allows you to 
execute the following different actions w ith other 
characters: 

· Talk (see 3.5.3) 

· Give: to give an object to the active character, select the 
object when your inventory window appears and place it 
on the "drop" icon. 

· Recruit: try to get another character to join your group. 

• Buy: (see 3.5.2). 

·Sell: precede as above for "give" . The character will then 
propose a price followed by the options "yes" and "no". 
Choose the desired response. 

·Steal: when a window such as the "commerce" window 
appears, the "buy" icon will be replaced by a "steal " 
icon. Choose the object that you wish to steal and drag it 
to the icon. If the theft is successful , your inventory 
window will appear and your mouse will be a reduction 
of the stolen object. 

· fight: you engage in combat according to the mode 
chosen in the configuration window. 

3.5.2) Commerce Window 

This window allows you to buy objects from merchants. 
It is composed of a "selection of the desired object" zone 
(a central image surrounded by four arrows as for the 
inventory). To the right is the face of the merchant and 
two icons that allow you to buy something or to receive 
information (prices, number of objects contained in a 
prospective purchase, condition of object) about the 
object. 
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