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foreword by Yoot Saito

SimTower is an entrance to my Hakoniwa-world.

Hakoniwa is the traditional Japanese art form of creating
miniature gardens. Using a box, small plants, some waters, and
soil, the artist creates a self-enclosed habitat. Though this form is
very static, the creator is stimulated by the instinct to shape a
living world.

With SimTower, 1 simply tried to create a Hakoniwa-world
with new elements: concrete, glass, steel, and the human being. As
in a garden, a tower must have a natural flow. The fundamental
principles of Hakoniwa still apply. “Waters” must be channeled.
Otherwise, growth is impossible.

Think of this book, then, as an indispensable gardening tool.
I’ve supplied Rick Barba with my own strategies for tower growth
and maintenance. Rick also received tips from testing and techni-
cal assistance groups at Maxis.

Use your magnification glass frequently. Take a look at each of
your Sims. Name them, and monitor their daily lives. They are the
“waters” that flow through your tower, giving it life. Understand
their needs, and carefully direct their flow throughout your
Hakoniwa-world.

Yes, there is a sense of power. You own the building; you are
responsible for its harmony and balance. Yet you do not “own” its
inhabitants. Your Sims go about their lives, fulfilling their own
unpredictable needs. Your Invisible Hand cannot control their
activities, only observe and accommodate them.

“Lite water” falls. Things happen. This is the law of the
SimTower world, just as it is so in the real world. This is the
philosophy of Hakoniwa art, where waters, regardless of your

etforts, will always flow to the lowest level. I look forward to
many sequel worlds.

Yoot Saito

January 1995

Tokyo, Japan

E-mail: khc02145@niftyserve.or.jp
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Introduction

SimTower: The Official Strategy Guide is my eleventh book for
Prima’s “Secrets of the Games” series. I must begin by saying this
book was the most difficult one thus far to actually start writing.
The reason? I couldn’t pull myself away from SimTower: The
Software.

Praising the game that happens to be the subject of this book
sounds self-serving, I know. But frankly, my obsession with
SimTower surprised me. I don’t consider myself a “gamer”—the
term smacks of nerd, geek, mouse potato, get a life, man. Games
should be a minor diversion from reality, not a substitute for it,
right? Anyway, most software titles (even “open-ended simula-
tions”) yield up their secrets after three or four intense days. Then
the game grows old, and it’s time to write.

But with SimTower, 1 couldn’t stop playing, if playing is the
correct word to describe the experience.

[ spent 12 straight days, staring at my monitor, chewing my
cheek, bouncing my knee, totally obsessed with things I never
thought I’d care about—elevators, for instance. Had to get up
there, man. Get to floor 100. Get that cathedral. Can’t sleep.
Build. Build more.

My life was progressing in 15-tloor intervals.

Oh, I took notes. Here and there. But mostly I just played.
When I wasn’t playing, I thought about playing. Then I'd go to
bed at night and dream about playing.

Maybe you’ve had a similar experience with SimTower. If so,
read on. [ can help. I’ve been there, man. That gut-wrenching
moment when you realize your Express elevator with its full rack
of eight cars—a tidy $1.6 million investment—is badly placed,
should be destroyed, rebuilt. Insomnia sets in. Your shops are
going out of business. Little red people are queued up, everywhere.
You want to call Maxis, call Yoot Saito in Tokyo, get counseling.

That’s what I did.

Fortunately, it’s my job. The phone calls and psychotherapist
bills are tax write-otts. And, you’ll be happy to know, both Maxis
and Yoot Saito were more than accommodating.

So read on. Let me help solve your SimTower anxieties.

Then go get some sleep.



How to Use This Book

First of all, note that this is a strategy guide, not a manual. I've
included most of the nuts and bolts of SimTower operation, but
I've also made many assumptions about your knowledge of the
program. For example, this book assumes you bought the soft-
ware legally and hence, obtained a copy of the SimTower User’s
Manual and actually read it.

So it you’re not familiar with at least the rudiments of
SimTower building, I suggest you first read the excellent Maxis
documentation. Then come back to SimTower: The Official
Strategy Guide. You’'ll find that it’s divided into 14 easy-to-use
chapters full of strategic overviews, hints, tips, and other informa-
tion you won’t tfind in the manual.

Such as:

Part 1: Getting Started focuses on the game’s interface (windows,
menus, buttons, etc) and includes some general information about
tower costs, requirements, and limits. This section also introduces
you to your “SimFolks” and explains how and why you should
track individual Sims.

Part 2: Zoning takes a look at the various types of tenants—
ottice, shop, condo, hotel, entertainment, etc.—and suggests effi-
cient configurations. It also offers proven tips on strategic place-
ment of Security, Medical, Housekeeping, and Recycling centers,
as well as Parking tacilities and your Metro Station.

Part 3: Transportation examines the critical arteries of your
tower—elevators, escalators, and stairs.

Part 4: Pricing, Evaluation, and Special Features discusses how to
maximize income while keeping rents and services in line with ten-
ant/visitor expectations. This final part also helps you deal with
tower emergencies such as VIP wvisits, fires, bomb threats, bug

infestation and more.

Again, the focus is on strategy. You won’t find installation
instructions—hey, you got those in the gamebox, didn’t you?
(Unless you’re a pirate.) Nor will you find any of the technical
mumbo-jumbo about start-up problems, system errors, memory
requirements, boot disks, hardware and software compatibility, or
other eerie phenomena. If you’re having technical trouble with the

Along the way, you wil
occasionally see this icon. It
signifies that 1’m revealing
undocumented features or
rewards (commonly known as
“Easter Eggs”) tucked into the
program Dby the designer. One
example is the appearance of
Santa Claus at the end of each
SimTower quarter. Some of these
features are fleeting, others less
transitory in nature. All are fun.



game—if it’s crashing, turning odd colors, hissing at you—don’t
come to me or this book. Go to Maxis. They know everything.

You can reach Maxis Technical Support at (510) 253-375),
Monday through Friday, 8:00 A.M. to 6:00 P.M. (PST). Or you
can fax your questions to Maxis at (510) 253-3736, or mail them
to Maxis Technical Support, 2 Theatre Square, Orinda,
California, 94563-3346. Don’t forget the Maxis BBS via modem
at (510) 254-3869.
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his opening chapter is a nuts-and-bolts introduction to the basic
imTower tools and interface. As such, it’s probably geared more
toward those of you who are new to SimiTower. Veteran tower
builders should probably skip ahead to Chapter 2—but not before
checking out the nifty “kickstart” feature at the end of this chapter.

[he Simlower Day

Here’s a quick look at your daily schedule. Every SimTower day
unfolds in the same manner, except that on the Weekend (WE),

your Offices remain closed all day.

.00 A.M. Dawn LY e ; A

30 A.M. Hotel guests begin to check out (continues
until 12:00 PM.) 10 AN

:00 A.M. Garbage pickup

.00 A.M. Workday begins

Figure 1-1.
Welcome to Yoot's World.
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:00 A.M. Shops, Fast Food open

— —_— p—

12:00 Noon Lunch hour
=100 BVl

00 ="4:00 EM. Movie runs in theaters.

.00 P.M. Offices begin to close,

Restaurants open
Income from Party Halls

00 =800 M. Movie runs in theaters
:00 PM. Dusk

:00 P.M. Movie Theaters close
Income from Movie Theaters

9:00 P.M. Shops, Fast Food close
Income (loss) from Fast Food

11:00 PM. Restaurants close
Income (loss) from Restaurants

[he tdit Window

figure 1-2 Efit Window, [ Now Tower
ome on, bidsometio, R Rhbnbdenthid
will you? I'm getting agora-
phobic out here, man.
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The Edit Window is the show, baby. This is the main display area
in Sim lower, the one where everybody lives and all the fun hap-
pens. Zoom it out full screen, shrink it to a puny pixilated cube.
Slap a few dozen offices across the top, like icing. Or do nothing.

Watch the clouds drift by.

Hey, you read Yoot Saito’s Foreword. It’s your Hakoniwa.

You’re the boss.

Of course, you can’t do anything in the Edit Window until you

learn how to use the Tool Bar. So read on.

[he Tool Bar

No, 1t’s not where mechanics drink beer and stuff.
It’s that small rectangle on the screen (see Figure
1-3), the one full of square icon buttons. These
icons are “tools” in every sense of the word. Use
them to construct (or deconstruct) your facilities,
tloor by tloor.

The top four icons on the Tool Bar are your
Function Tools. These perform specific actions
that are described in the next section. The bottom
eight icons on the Tool Bar are your Construction
Tools. Click and hold on these to access drop-
down menus full of other Construction Tool
icons, all of which trigger the actual building of
your tower’s facilities. For a more complete expla-
nation of each tool’s function, read on.

function lools

Your Function Tool will perform the following
actions.

Pause/Play Button

Those of you familiar with VCR controls (and
those of you who aren’t, welcome back from your
extended coma) will immediately recognize this
pair of icons. Click on the Pause button to halt
SimTower—note that the other Tool Bar icons are
disabled, except for the Magnifying Glass (as in
Figure 1-4). Click on the Play button to continue.

Figure 1-3. Tool Bar.

Belly up to this one. Lofs
of cool button icons. And
a standard VCR-style
Pause /Play button at
the top.

Figure 1-4.
Pause/Play Button.
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Figure 1-7.
The Magnifying Glass.

Figure 1-8. Facility Window.
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Bulldozer

Turn this guy loose on facilities that offend thee. Also good for clear-
ing fire damage and bomb-blast remnants. Keep in mind that
Lobbies, Security, Housekeeping, Recycling Centers, Metro Station,
and the Cathedral cannot be bulldozed once they are placed.

tinder

A handy little digit. Activate, click, and hold the Finger on the
small arrow at the top or bottom of any elevator shaft you wish
to extend or contract. Then drag that end of the shatt up or down.
The Finger can also suspend floors from elevator service. Just click
it on the floor number (which then disappears) on the shaft. To
return the floor to service, click on the floor number again.

The Finger cannot remove “waiting” floors (indicated by pink
numbers) from service. You have to first assign the “waiting”
cars to another tloor. For more on this, see How to Change
Waiting Floors in Chapter 11.

Magnifying Glass

Ultimate spy tool, man. Click on any tower facility to bring up a
Facility Window (Figure 1-8). Or click on individual Sims to get a
Tenant Window (Figure 1-9) full of intimate details about your
selection. The game pauses, and you can check stress levels, adjust
rents, and rename your shops, businesses, and people. Take plen-
ty ot time to survey your vertical kingdom.
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............
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Figure 1-9. Tenant Window.
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Construction Tools

Stacked beneath the Function tools are icons that give you access
to all 24 types of facilities/services that you can place in your
tower. This “access” 1sn’t immediate, of course. Only seven types
of tacilities are available at first. You add more as your tower’s star

rating rises.
To activate a tool:

1. Click and hold on the appropriate icon. In most cases, a drop-
down menu will appear.

2. Drag the cursor to highlight the tool you want, then release the
mouse button. Your cursor will assume the outlined shape of

the facility you selected.

3. Move the cursor onto the tower and carefully position it over
the area on which you want to construct the item.

4. Now click. The item will be constructed by speedy little work-
ers right before your very eyes.

lobby Menu Lobby

This drop-down menu displays four very important Construction oo

tools—Lobby, Floor, Stairs, and Escalator. For more on these facil-

ities, see Chapters 4 (Lobbies), 5 (Floors), and 11 and 12 (Stairs |

and Escalators). Stairs
Fscalator

Figure 1-10. Lobby Menu.
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Hevator Menu

Vital arteries of your tower. The Elevator drop-down menu dis-
plays three types of elevator construction tools—for Standard,
Service, and Express elevators. For meore on elevators, see

Chapters 11 and 12.

Standard Elevator
Service Elevator

Express Elevator

Figure 1-11. Elevator Menu.

Otfice lcon

Just click on the Oftice icon. (No drop-down menu here, so a sin-
gle click activates the tool.) Hey, offices are full of busy people,
people who also happen to be voracious consumers. People like
you and me. For more info, see Chapter 6.

Hotel Menu

Need daily income? Click and hold on the Hotel icon. A drop-
down menu displays hotel construction tools for Single, Twin, and
Suite rooms, plus Housekeeping. For more on hotel management,
enroll at Cornell University. Or see the Hotel section in Chapter 7.

Single Hotel Room
Twin Hotel Room

Hotel Suite

Housekeeping

Figure 1-13. Hotel Menu.

(ondo lcon

E Need instant income? Click on the Condo icon. Again, there is no
-t j drop-down menu. Condos cost $80K to build but can sell for

$150-$200K. Tidy profit, eh? For more on Condos, see the Condo
Figure 1-14. Condo lcon.  section in Chapter 7.

Condo

e AT A e M e R e
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Commercial Menu

| . . . i

Here comes the fun stuff. Shopping! Movies! Party! Financial st Fooc

health and aesthetic diversity both demand a nice assortment of

commercial tenants in your tower. For more on developing com- Restourant

mercial areas, see Chapter 8.
Retail Shop
Movie Theater
Party Hal

Figure 1-15.
Commercial Menu.

Parking Menu parking
Indispensable items for towers of substance. Without parking,

you’re nothing. Also note: When you hit five-star status, you acti- Parking Romp
vate the Cathedral tool in this drop-down menu. (We didn’t

include its icon here, because . . . well, some things should remain |
sacred.) For more on these crucial infrastructure items, see Recydling Center

Lianter)

Security/Medical facility Menu

Everybody needs Security, especially a Vertical Empire. And before
long, your Offices and Condos begin clamoring for Medical
Facilities too. Read more about it in Chapter 9.

Security

Medical Facility

Figure 1-17. Security/Medical
Facility Menu.
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Stairs

Standard Elevator
Ottice

Fast Food

Condo

Serwce E\evutor
Single Hotel Room
Housekeeping
Security

Escalator
Express Elevator
Twin Hotel Room
Hotel Suife
Restaurant
Retail Shop
Cinema

Party Hall
Parking

Parking Ramp
Recycling Center
Medical Facility

(onstruction Tool Availability

Again, you start with only seven construction tools, then add oth-
ers as your tower achieves higher star ratings. The table at left
shows which tools become available to you as you reach each star
rating level.

(onstruction Item Limits

Wouldn’t it be cool if (in the spirit of Saturday Night Live) you
could build a 100-story tower filled with nothing but Scotch Tape
Stores? But alas, no. There are item limits in SimiTower. Listed
below are the maximum numbers of each type of facility you can
place in your tower.

Offices Unlimited
Medical Center e
Security RO
Elevator Shafts 24

Cars Per Shaft Bl
Stairs/Escalator 64 Total
Theater/ Party HaI_I" 16 Total
S g
Restaurant/Shops 512 Total
Parking Spaces 512 Total
Cathedral 1 Ay
Metro Statlon 5t

w Info Bar

The Info Bar is “data central” of your SimiTower world. Your
user’s manual gives you a thorough description of its functions and
readouts. But let’s review: The game clock at the far left of the Info
Bar displays tower time. The stars display your tower’s rating.
Next to the stars, the date line displays the current SimTower day,
quarter, and year.

Below that is the message bar, providing pertinent information
about item costs, tenant needs, amount and sources of income,
and certain special events. (“Santa is coming to your tower!”)
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Finally, at the far right of the Info Bar are two critical pieces of Figure 1-18. Info Bar

information. Fund lists your Cash Balance (updated immediately
as transactions occur), and Pop displays your tower’s current pop-
ulation, including all hotel, restaurant, and shopping visitors, as
well as office workers and condo residents.

Map Window

The Map Window lets you see your whole tower
at once in a schematic view. There are four but-
tons at the top of the window labeled Edit, Eval,
Pricing, and Hotel. Each one gives you a different
set of color-coded information about your tower.

See that small rectangle in the Map Window? |
[t corresponds exactly to the section of tower cur-
rently displayed in the Edit Window. (If you re- |
size the Edit Window, that change i1s mirrored in
scale by the map rectangle.) When you move the
map rectangle, the Edit Window also scrolls to
the new area outlined by the rectangle.

Note also that your elevator shafts are always
visible as colored vertical lines in the Map
Window—blue for Express, black for Standard,
and red for Service.

- mmm%mwmﬁmw&mb

™ In all four Map Window modes—Edit, Eval,
@l Pricing, and Hotel—the Map Window rectan-

ole represents a mini-version of what you see
in the Edit Window. Move the rectangle
around on the map to quick-scroll the Edit

Window view.
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Flgure E 19 Edn Buﬁon

In this mode, your tower is @
gray silhouette on the map,

&Ilf BUﬁOﬂ streaked with elevator shafts—
With the Edit button active in the Map Window (the default lines of blue (Express), block

(Standard), and red (Service).

choice), you can use the quick-scrolling feature of the map



Flgure l 20 Evul Buﬂon

This mode pauses Simlower and
colorfully indicates how tenants
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rectangle even while the SimTower game clock
yqteg progresses. In Edit mode, you can watch the gray

silhouette of your tower sprout up in the Map
Window as you add floors, elevators, and other
items in the Edit Window.

tval Button

Click on the Map Window’s Eval button to activate
Sim'Tower’s helptul Evaluation mode. This pauses
the SimTower clock, and lets you evaluate how
you’re being rated as a landlord. Ratings are color-
coded—Dblue tfor Excellent, yellow for Good, and
red for Terrible.

Note that the Edit Window close-ups of your
properties are also color-coded. Obviously, when
you see terrible (red) ratings, you should examine
those properties to find out why. Use the Magnifying
Glass on all red stutf to open the Facility Window
for your selection. Then try to determine just what
the heck’s bugging these little people.

9

Pricing Butfon

fafe you os a landlord—  The Pricing button helps you keep track of your rent situation.

Excellent, Good, or Terrible.

Rental properties are color-coded according to whether they’re
High (red), Average (yellow), Low (green), or Very Low (blue).
These four categories correspond directly to the four levels of rent
you can set for each rental property. Pricing color codes appear in
both the Map Window and the Edit Window.

Keep in mind that rent levels affect your evaluation levels but not
as much as you might think. Tenants paying top dollar can be happy
as clams . . . as long as you keep tower traffic flowing, provide good
services, and take care of noise and other problems that may crop up.

On the other hand, not even cut-rate rents can compensate for
a lousy elevator system.

Hotel Button

Bugs? Did you say bugs? What bugs? Hotel bugs, that’s what
bugs. If you’re short on Housekeeping staff, your hotel rooms get
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igure 1-21. Pricing Button. < Figure 1-22. Hotel Button.
re you charging too much rent? Too liftle? How can See those little red dots? Those are dirty hotel rooms,
ou keep frack, with hundreds of fenants? Answer: with  revealed on the Map window by clicking on your

o handy Pricing button! Hotel button.

dirty. Dirt leads to bugs, quite quickly. And Sim'Tower bugs are the
worst—in fact, you’ll have to destroy infested rooms. Which costs.
So, before any of that happens, you might want to take advantage
of the Hotel button in your Map Window. Dirty hotel rooms pop
up in red on the map. Then you can marshal your cleaning forces.

finance Window

There it is. Down there, man. The bottom line. Is your ink black

or red? Are you a genius or a megalomaniacal failure?

Your answer is in the Finance Window. Why, exactly, 1s that
important to SimTower? Well, I suppose it’s kind of interesting to
see how things are adding up, see where the real population bulges
are. And whoa, look at those Maintenance Expenses. Boy, aren’t

they something?



Figure 1-23. Finance Window.

Net Revenues. Maintenance
Expenses. Who cares? You've
still got a tower, don’t you?
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To be pertfectly honest, I opened this window once—during my
first tower’s first year—then never touched it again. Why do I care
about escalator maintenance expenses? Should I care how last
quarter’s balance stacks up to this quarter’s balance?

Answer: I don’t know.

Wait. Actually, there is one vaguely useful function for the
Finance Window. My technical editor for this book, Kirk Lesser,
uses his Finance Window to figure out how many Security,
Housekeeping, and Recycling centers he’s placed in his tower. He
does this by taking the total maintenance expense listed for the
item 1n question, then dividing it by that item’s quarterly mainte-
nance rate.

Example: You want to place a Security unit, but you’re allot-
ted only ten, so you want to be sure you’re not running out. Your
Finance Window lists a total Security maintenance expense of
$120,000 for the quarter, and you know the per-unit expense 1s
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$20,000 per quarter. So you know you’ve S s em———————
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already, with four left to place. |
In fact, this is much quicker and eas- | .

ter than scrolling around your tower, try-

ing to pick out and add up the number of

Security facilities or whatever. Of course, [{I1 @ Lo

you could simply note on a handy pad of |} %«ﬁﬁ%’i; P
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paper each time you place an item . . . [| &S
but most of us don’t naturally do things |& | &{¢|
like that when we play computer games,
do we?

So, here’s the glaring hole in this strat-
egy guide. I cannot think of any other
good strategic reason for you to consult [{= & } el :
send the reason via E-Mail to my ||| [errerr—r————— o,
address—rickbarba@aol.com. I will try to
e hsle ™It s the  next " printing. ‘of
SimTower: The Official Strategy Guide

and will give you direct credit.

L
Yy

."'u.‘lII

)

b
Wh,

i Sty -

A T
{ AN
1 [ 1.'.. : S,

::?ir_ L:"‘!'r*':ls&:? 1y

o Wl N
e A A

i ol 503

W o &
E .

=g e e S e,
-

Qe e e 0 o

L

A

T L LA L L L

T L R ol s Y

tlevator Window

Here’s where you set your elevator sched-
ules and try to meet those grueling rush
hour demands. Unlike the Finance
Window, the Elevator Window 1s some-
thing you’ll find yourselt opening again
and again and again. In fact, it’s the one || |
you’ll probably dream about. This is the {5
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heart of the SimTower beast. 1

Each elevator shaft has its own [|I
Elevator Window. To access an Elevator
Window, simply click the Magnifying Figure 1-24. Elevator Window.
Glass anywhere on the visible shaft of the elevator you want. o, raglly want fo gef serious
Don’t click on elevator cars, though; you’ll get a pop-up window byt SimTower this is your
for that car, rather than the Elevator Window. WiﬂdOW, my friend. Do all those

This is all we need to say about the Elevator Window for now. tiny little elevator car symbols
For lots of details and Strategies for setting your elevator COI]tI‘OlS, hurt your eyeg? Deal with it.
see the Elevator Window section in Chapter 11.
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Star Ratings

Promotions to higher star-ratings require that, in addition to
reaching the population marks, you achieve additional milestones.
Here’s a complete breakdown.

Minimum Population None

Minimum Population 300
Events Terrorist bomb is possible.

Minimum Population 1,000
Requirements More than one security office placed
Events VIP visit, terrorist bomb, and fire are all possible.

Minimum Population 5,000

Requirements Recycling center needed. Tenants demand park-
ing, access to medical center. More than one Hotel Suite room
needed, and VIP must have rated your building favorably.
Events Terrorist bomb, fire are possible. '

Minimum Population 10,000

Requirements Metro placed; new Recycling and Medical
demands met.

Events Fire is possible.

Minimum Population 15,000
Requirement Cathedral placed on 100th floor

tem (osts

The prices listed in the Cost Chart, on the next page, refer to items
placed on an already-built section of floor. But note that in
SimTower, you often place items where a floor has not yet been

built. When this happens, you are automatically charged for the
necessary floor sections at a rate of $500 per section.




Important: Costs listed below do not include the cost of building
new ftloor sections, which are $500 per section.

Size Maint.

(# of Floor (Q)
Iltem Cost Sections) (x $100)
Bulldozing Free N/A N/A
Empty Fioor e F$500 / Sect_i*c-:n-n N/A . _N/A
Fobhasst $5,000/section (Lobby Tool 0/30/100

= 4 sections)
Escalators $20,000 ea. WUs T 100
Stairs $5,000 ea. | 8 0
Standard E\evator; é200,000 ea. ;1 _“100
Service Elégétors $100,000 ea. 4 100
Express Elevators ~ $400,000 ea. 4 200
Offices $40000ea. 9 0
Fast Food $100,000 ea. 16 0
Réé%;*qrants il $5(_)_0,00_0_ea. . -_24 _ ] 0
e $100,000 ea. 12 y0
Mo;e_ 'Fhé_aters _ $50(_),_(_J-(_)_O_e“a. 353 levels 0
Party Halls_ : _$‘I O_0,000 _t;a E 24 x 2 levels hO
AT P S N
Double Hotéi Rooms ----~$5-0,000 ea. _ - | Fé N _ 0
Hotal Gutas ” - $‘IOO,EOE) ea. {1 0
Houasekeeping $50_600 ea. o : ___'IQO
Eondos ‘ | _$80,000 ea. | ey Dy
Security $100,000 ea. 16 200
Medical Center $500,000 e_a..ﬁ j 26 5 O____
Parking gb-ots- $3000 ea. pojawr 0o
Parking Ga’_cé/Ramps $50,000 ea. 16 i 100
. v o
Metro Stat_idn | _$1 ,000,006_ - 30 x 3_ levelg . 1.000

Cathedral

$3,000,000

28
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A Note About Bulldozing Services

Yes, bulldozing services are free. But there is a hidden cost—a
rather steep one, at that—when you try to replace Condos.
Remember, you actually sold the Condos to little Sim people.
Thus, if you choose to bulldoze them, you must buy them back at
the original sale price. That’s usually about $150,000 a pop.

Also, remember that Lobbies, Security, the Metro Station, the
Cathedral, Recycling Centers, and Housekeeping facilities cannot
be destroyed (bulldozed) once they are placed.

Kickstart Your Tower

Here’s a little cheat function, courtesy of Yoot Saito. To double
your startup money from $2 million to $4 million when you begin
construction on a new tower, do the following.

1. Boot up SimTower and select New Tower.

2. In the Edit Window, scroll your view as far to the bottom and
left as possible. (You should be way underground.)

3. Move your cursor into the extreme lower-left corner of the
Edit Window.

4. Click the mouse button.

Your opening cash balance will automatically double from
$2,000,000 to $4,000,000. Happy Easter.

You get only one chance at this, so be sure you click in the
extreme lower-left corner. Once you click on any spot in the Edit
Window other than the correct one, you’ve disabled the “kick-
start” function. You’ll have to quit the game, then reboot
SimTower and try again.
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Land SimPlaces

ne of the really great things about SimTower is the freedom you

have to create custom tenants. You can rename every property
in your building, thus changing all those dull, generic franchises
(Drug Store, Flower Shop, etc.) into unique mom ‘n pop shops.
Even better, you can root out 20 unsuspecting Sim people, give
them individual identities, and track their activities. You get to be
the CIA and your suspects pay you rent. Is that a deal, or what?

Meet Your Simtolks

Betore we examine SimTower structures and strategies and other
inhuman phenomena, let’s take a moment to acknowledge the lit-
tle people who’ve made it all possible. Below 1s an introduction to
the types of Sims who can inhabit your skyscraper.
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| Man
|

Yeah, he’s a guy. And like
most guys, he’s nonde-
script. He’s also every-
where. Offices, Condos,

Hotels, Shops, Theaters,
Restaurants—you name it, they’re full of guys. Where do these

guys come from? Some scholars have suggested Mars. Others trace
their origins to slugs and other sebaceous mollusks.

Woman

Interestingly, there are three different types of female Sims, all sim-
ply classified as “Woman.” (Guys obviously designed this game.)
Two of them, shown here, represent your classic corporate types.
You’ll find them in almost every Office in your tower. Trim and
fierce in their tailored suits, they frequently dine, shop, and min-
gle with others like them who hail from the Outside.

Figure 2-1.
Standard Issue Man.
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Woman (shopping

At least, I think she’s
sh Opping‘ The pixellated

de rendering suggests she’s
4 e e - got a shopping bag. Or

Figure 23, | 4 _maybe that’s a stroller.
o Who Shor B}l’[ if so, whyilsn t she cglled “Wom‘an With Stroller”? I laid awake
bl P nights pondering this. Finally, I decided to go ahead and label her
“SimWoman Who Shops” (though “Dances With Wolves” ran a

close second.) Her place of origin is always listed as Outside.

Salesman
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Yes, he is a blockhead with a briefcase. But (to paraphrase Grover
Cleveland), the business of SimTower is business, and no business
1s possible without a high-powered sales force. You’ll find sales
guys jamming into elevators, heading out for sales calls. They also

take occasional meals (on the corporate expense account, of
course) at your tower food joints.
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Cute kid. One comes with
every Condo, whether you
want it or not. He goes to
school 1n the morning,
comes home in the evening,
then gets out his little red truck. One can only imagine what
Junior’s day is like—playing, studying phonics, beating up tod-
dlers. Does he have friends? Or has digital tower life so warped
him that only modem chat sessions are possible?
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Figure 2-5. Child.
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Looks like some kind of
weird binary species, its me o '

two nodes apparently |} | | Condo, Floor 88
joined at the hip. They ' |
travel everywhere like this. _ had
Some emerge from Condos on insidious errands. Others infiltrate Figure 2-6. Woman With Kid.
from Outside. It’s frightening, man. I don’t know. Maybe I’'m
paranoid. But my towers are full of them. I can’t keep them out!
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'Housekeeping, Floor 23

Housekeeper

You’ll find six of these burly
babes in every Housekeeping
Facility. I usually place three | |
or four groups, then name
each one of them “Hazel.”

Here’s a strategy tip: Watch them clean for hours, until you go insane.
Then seek therapy. It’s a pretty good way to change your life.

R S AR R R R R A S R

Figure 2-7. Housekeeper.

Security

These come half a dozen per Security Facility. Here’s my ad copy
for this one: “At SimTower, Security is More Than Just a Concept.
It’s Six Little Guys With Strange Embolic Bulges.” I mean, look at
the guy. What’s going on here? Well, OK . . . he gets the job done
by defusing bombs, dousing fires, and stuff. I suppose we should
let him carry whatever he wants in his pockets.
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flow to Personalize
Your Sim People and Properties

StmTower lets you name all of your business offices, shops, restau-
rants, facilities—everything in your tower, in fact. It also lets you
single out up to 20 of your little Sim people, name them, and track
them relentlessly. This is great voyeuristic fun, but it can also serve
a strategic purpose.

Example: An oftice area suffers from consistently terrible eval-
uations. To tind out why, name an office in that area, then name
one or two of its workers. Now you can track their routes. What
tower transportation do they use? What triggers their stress? If
you can pinpoint the problem, maybe you can solve it by installing
more efficient transport routes, medical facilities, or whatever the
little guys seem to need.

To name an individual Sim, you’ll need to bring up his/her
Tenant Window. There are two ways to do this:

1. If the Sim you want to name is moving through the tower, just
click on his/her little body.

Or .

lo name a Sim in a particular facility, first click on that facility
to bring up the Facility Window, then click on one of the Sims in
the Occupants box (middle-left of window).

2. When the Tenant Window appears for the selected Sim, click
on Rename.

5. lype in a name up to 15 characters long, then click Rename.

4. Click OK.

5. It you picked your Sim from a Facility Window, you’ll have to
click OK again.
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To custom-name any of your SimTower
properties:

| Hartley Lesser From

1. Click the Magnifying Glass on the I O

desired property to bring up the Facility
Window.

Click on Rename.

lype 1n a name up to 15 characters long.

Click on Rename again. Rename —

Chck OK.
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Once you name persons or facilities, you can easily pick them Figure 2-9.
out of your tower’s mass mania later. Just select Find Person or Up Close and Personal.
Find Tenant from the Windows menu at the top of the screen, Gef one-on-one with 20 or so
highlight your choice, then click on Find. The Edit Window auto-  of your favorite Sim tenants.
matically scrolls to your selection, and a convenient red arrow Then follow them around like
points to the one you seek. the omniscient narrator of

Your personalized Sims actually leave your tower at times. SOme pifiless Russian novel.
(Hard to believe, 1sn’t it?) When this happens, you are so informed.
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S g s . Hartley Lesser
— ’ﬂCwBlEﬂ | | |Brett Skogen
e I 1 | |Roger Stewart
Rick Barba
{ Rusel DeMaria
Yoot Saito

i Pattie Lesser

e = B

B OR | Figure 2-11. Let's Find Hartley!
Flgure 2 ]0 Nume Your Offlce. screen, highlight the person you want in your lisf of named Sims,

Businesses are drudge buckets then click on Find.

unless they sell something cool.
(But don't ask me what

“geigger” is.)

Figure 2-12. No Escape for Hartley.

SimTower now scrolls your Edit Window right to Hartley’s hide-
out. See the big red arrow? That's your quy
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What is Zoning/

ith Sim'Tower, it 1s best to construct “zoned” towers—that is,
towers that house certain types of properties clustered in spe-
cific areas. Part 2 of SimTower: The Official Strategy Guide exam-
ines each particular type of property and suggests efficient config-
urations. But let’s start with more general considerations.
Successtul SimTower developers tend to work from a master
plan. I know . .. you’re thinking, “Look what master planning did
for the Soviet Union.” But it doesn’t have to be a strict blueprint.
You can be tlexible and creative and laissez faire in your tower-
uilding. You can have fun. All ’'m saying is, don’t just throw stuff
on the screen. Be patient. Think ahead.
Planning 1s particularly important when you place elevator
shafts. In general, keep your tower’s “skeleton” of infrastructure

Figure 3-1. In the Zone.

A well-zoned area can be o
thing of beauty—balanced,
harmonious, self-sufficient.
And profitable.
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Figure 3-2.

Zone Infrastructure.

Here's a map depicting the
infrastructure of a well-zoned
tower. Note that every 15
floors, a phalanx of overlapping
Standard elevators flanked by

Express elevators appear, con-
necting the Sky Lobbies.
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transportation, waste removal, security, medical facilities, etc.
strong, well-balanced, and a step ahead of your rental property
development. In the long run, you’ll save a lot of time and money.
You’ll lose few, if any, tenants.

To understand why zoning is the best strategy, you need to
understand how the SimTower transportation system works.
You’ll learn everything you need to know about that in Part 3.
However, for the sake of general zoning strategy, keep in mind the
two fundamental transport rules of SimTower: Sims transfer
from elevator to elevator only on Sky Lobby floors, and (2) Sims
change elevators only once per tower journey.

For zoning to be etfective, then, you need to do the following:

* Build a Sky Lobby every 15 floors — that is, on floors 15,
30,45, 60, 75, and 90.

e Use Standard elevators to connect the 16-floor segments, run-
ning from one Sky Lobby to (and including) the next Sky Lobby.

* Run Express elevators to the top of the building.

i Without  Express
s g B ccvacors, your Sims
cannot take the elevator
above the fifty-ninth
floor. Why? Again, only
one elevator transfer is
possible, and Standard
elevators are limited to
30 floors. So Sims can
take one Standard eleva-
tor from ground level up
to a thirtieth-tloor Sky
Lobby, transfer to
another Standard eleva-
tor running 30 more
floors (30 to 59), and
thatiisitita  No R more
transfers. Stuck.
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loning and The Ultimate Goal

Maxis refers to SimTower as an “open-ended simulation”—
meaning, of course, that you do not “win the game” but rather
follow any one of an infinite number of paths to a self-defined
“conclusion.” However, as Maxis lead tester Michael Gilmartin
explained in one of our conversations, “Really, your ultimate goal
1s to build a massive, self-sufficient tower.”

Of course, he’s right. Once you get there, you’ll know what he
means. It's not quite enough to merely attain a Tower rating.
Somehow, your construction efforts are incomplete if you can’t walk
away from SimTower for awhile without returning to face a sea of
red—tailing tenants, angry tenants, or already-vacated tenants.

So before we move on to the particulars of tower zoning, let
me reiterate its crucial importance. As any tower approaches the
100-story mark and grows in density of population, SimTower’s
limits on transportation devices place a tremendous strain on your
transit grid. (Remember, only 24 elevator shafts and a combina-
tion of 64 escalators and staircases can be built.) These limits
ensure that even the most efficient transit system will fail eventu-
ally unless you’ve zoned your tower properly.

[n short, zoning maximizes the efficiency of your transit system.
You simply cannot construct a massive and self-sufficient tower
without creating separate commercial, office, and hotel zones.
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