ranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect
in the Electronic Arts software product has arisen through abuse, unreasonable use, mistrearment, or neglect,

LIMITATIONS—THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REP-
RESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ELEC-
TRONIC ARTS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT,
[INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ELEC-
TRONIC ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS ELECTRONIC ARTS S0OFT-
WARE PRODUCT.

Some stares do not allow limitations as tw how long an implied warranty lasts and/or exclusions or limitations of
incidental or consequential damages so the above limitations andfor exclusions of liability may not apply 1w vou.
This warranty gives you specific rights, and you may also have other rights which vary from state to state,

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90) day warranty period has
expired, send the original disc to Eleceronic Ares” address below. Enclose a statement of the defect, your name, yvour
return address, and a check or money order for $15.00:

Elecrronic Arts

Customer Warranoy, RO, Box 7578, S5an Mateo, California 94403-7578

If vou need to talk to someone about chis product, call us ar (415) 572-2787 Monday chrough Friday between 8:30
am and 4:30 pm, Pacific Time,

In the United Kingdom, contacr:
Electronic Arts Lid., RO, Box 835, Slough 5L3 8xU, UK,
Phone (753) 540463,

In Australia and New Zealand, contace:
Electronic Arts Pry. Led., BO. Box 432, Southport Cld 4215, Australia
Wichin Australia call: Phone: (075) 711 811

Within New Zealand call:
Phone: +61 75 711 &11 berween 9am-5pm Eastern Standard Time

NOTICE

THE 3DO COMPANY SHALL NOT BE LIABLE TO THE END USER FOR ANY LOSS OF DATA, LOST
PROFITS, COST OF SUBSTITUTE GOODS, OR OTHER CONSEQUENTIAL, INCIDENTAL, 5PE-
CIAL, PUNITIVE, OR OTHER DAMAGES OF ANY KIND ARISING OUT OF THE USE OF OR
INABILITY TO USE THE SOFTWARE.,

THE 3DO COMPANY MAKES NO WARRANTIES, EXPRESS, IMPLIED OR STATUTORY, REGARD-
ING THE SOFTWARE, INCLUDING WITHOUT LIMITATION THE IMPLIED WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR PURPOSE, OR ANY EQUIVALENT
WARRANTIES UNDER THE LAWS OF ANY JURISDICTION.

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS PRODUCT. YOUR PRO-
JECTION TELEVISION SCREEN MAY BE PERMANENTLY DAMAGED IF STATIONARY SCENES OR
PATTERNS ARE PLAYED ON YOUR PROJECTION TELEVISION. SIMILAR DAMAGE MAY OCCUR
IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE. IF YOU USE YOUR PROJECTION TELEYI-
SION WITH THIS PRODUCT, NEITHER THE 3DO COMPANY NOR ELECTRONIC ARTS WILL BE
LIABLE FOR ANY RESULTING DAMAGE. THIS SITUATION IS NOT CAUSED BY A DEFECT IN
THIS PRODUCT OR THE 3DO SYSTEM; OTHER FIXED OR REPETITIVE IMAGES MAY CAUSE
SIMILAR. DAMAGE TO A PROJECTION TELEVISION. PLEASE CONTACT YOUR TV MANUFAC-
TURER FOR FURTHER INFORMATION.

THE EXECUTION OF SOFTWARE WITH THE 3DO SYSTEM INVOIVES THE USE OF PATENT
RIGHTS, GRANTED OR APPLIED FOR, IN CERTAIN COUNTRIES. A PURCHASER OF THE 3DO
SYSTEM IS LICENSED TO USE SUCH PATENT RIGHTS WITH SOFTWARE LICENSED BY THE
3DO COMPANY, NO LICENSE, IMPLIED OR OTHERWISE, 1S GRANTED FOR THE EXECUTION
OF OTHER SOFTWARE,

Soheware ©1994 ]3L:||i|:~rungl Productions Led. All rjghl:s reserved,

Documentation € 1994 Electronic Arts Lid. All nghts reserved,

Theme Park, Designer Series and Bullfrog are all trademarks of Bullfrog Productions Led.

Electronic Ars is a registered trademark of Electronic Ars,

DO, the 3DO logos and Interactive Multplayer are wrademarks
3 . of The 3D0 Company 736605
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WARNING: READ BEFORE USING,
YOUR DO INTERACTIVE MULTTPLAY I

A very sinall percentage ol vl

5 Ty l"-.|n'lh (RN 1|'|I|| |,Il|-| SCLZLLICS

when exposed to certain light pateerns or flashing lghts Fxposine o cer-
tain patterns or backgrounds on a television screen or while playing video
games may induce an epileptic seizure in these mdividuals, Cereain condi-
l'f{}ll.*i [y ir'IL{LJL."L'. |H'L"-r"lnu'~i|}-' IItH|t‘IL'&IL'-.| r|!i|t'|!lin '-ﬁ'lnlllutll', EVEN 1N per-
sons who have no history of prior seizures or epilepsy, I you, or anyone in
your family, has an epileptic condition, consult your physician prior to

playing. If you experience any of the following symptoms while playing o

video game—dizziness, altered vision, eye or muscle twitches, loss of

awareness, disorientation, any involuntary movement, or convulsions—
IMMEDIATELY discontinue use and consult your physician before

resuming play.
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Starting the Game

Loading the Disk

1. Turn ON the power switch on your 3DO™ Interactive Multiplayer™.
The READY light indicates that the unit is on.

2. Make sure a Control Pad is plugged into the Control Port on the

Multiplayer console. If not, turn the player OFF, plug in a Control

Pad and then turn the player ON again.

Press the OPEN/CLOSE button. The disc tray extends.

4. TInsert the Theme Park disc into the tray (label side up) and press
OPEN/CLOSE to retract the tray. The 3DO logo appears. If you
don't see it after a few moments, turn OFF the Mu]tipia}-'er and begin

=

again at step 1.
5. The Title Screen appears, followed by the opening introductory
sequence. Press any button to leave the animation early.

Control Summary

eft Shift Burton ‘ ‘ Right Shift Button

D-Pad .
Panasonic % . Button
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A Burtton

X Stop Play/Pause

Park Set-Up Screens
Highlight Option: D-Pad up/down/left/right
Select Option: A

Park Screen
Move Cursor: D-Pad up/down/left/right
Place Item: A
Remove [tem: B



Query Object/
Tune Up Menu: Right Shift button

[con Menu: [eft Shift butron
Open/Close Park: C+ Play/Pause
Pause Game: Play/Pause

Quit Game: X/Stop

icon NMienu

Move Cursor: D-Pad up/down/left/right
Purchaser Screen: A
Quick Menu: B
Select Item: A

information Screens
Highlight Option: D-Pad up/down/left/right
Select Option: A

Increase/Decrease Value: Right/Left Shift button

Stock Screen
Highlight Stock

Category: D-Pad up/down/left/right
Increase/Decrease

Order: Right/Left Shift button

Research Screen

Highlight Vat: D-Pad up/down/left/right
Increase/Decrease
Funding: Right/Left Shift button

Shares Screen

Highlight Park Owner: D-Pad up/down
Buy Shares: Right Shift button
Sell Shares: Left Shift button

Negotiation Screen
Increase/Decrease Offer: Right/Left Shift button

The Aim of the Game

Simply put, to be the best. To make your Theme Park not only the hottest
ticket for thousands of visitors, but also the hottest property on the stock
exchange.

At the end of every financial year, you receive a statement on the Year End
Chart, rating your Theme Park against 40 rivals in six categories. These
categories are:

Richest Park Owner

Most Exciting Park

Most Amenities

Customer Satisfaction

Biggest Park

Most Pleasant Park

Only when you're numero uno in each category have you achieved your
aim of constructing the ultimate Theme Park.

HINT: Now that might sound easy enough, but if you think Theme Parks
going to be a walk in the park, you conldnt be further from the truth.
Success in business requires an awesome eye for detail, and likewise in
Theme Park. You need to fine tune every ride, shop and side-show for
maximum profit margin. Don't forget to check on your finances regularly
at the Bank Screen, and listen to the Park Advisors advice throughout the
game, giving you hints on how to make the most of Theme Park.

Entering a Nickname

Having successfully loaded the game, the Advisor introduces you to the
world of Theme Park. To skip the intro sequence at any point, press any
button. Before arriving at the Main Menu, you're asked to enter a nick-
name. Nicknames become important when saving games, because while
there are only 5 save game slots, you can save 5 parks for each nickname
and there is no limit to the number of nicknames you can have. (See Saving
a Park for more information on saving games.)

D-Pad up/down/left/right to spin the character wheel until the one you
want appears at the right-hand end of the name bar; press A to select chis
character. Repeat this process until the entire nickname has been entered.

Use the space (-) to insert a gap.
Use the backspace arrow to remove incorrect characters.

To confirm the nickname, press X; the Main Menu appears.



The Main Menu

Having entered a nickname, you arrive at the Main Menu, To select a
Main Menu option, press up/down on the D-Pad and then press A.

The Main Menu options are:
Setup New Theme Park -

Press A for the Your I |m| [ Details screen,

Load Game — Press A to open the Saved Game screen. To choose
which game to load, D-Pad up/down, then press A

NOTE: After loading a saved game, your park will be empty. Don't
worry—customers will soon arrive again o Il up your park.
Continue Game — Returns you to the Theme ark you just left.

See Intro — So impressed you want to watch it again? | dont blame
you.

See Credits — Find out the names of those responsible for Theme Park

2D,

Language — Choose between English and French for the in-game text,

Quitting Theme Park

To Quit the game at any time, press X/STOP. You're asked to confirm this
decision, which you do b}f pressing A: the Main Menu reappears. If Vol
decide not to quit, D-Pad up to the X icon and press A; yvou're returned to

the park.

Designing a New Park

Highlight Setup New Theme Park and press A for the Your Players Derails
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Your Player Details
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You must complete Your Player Details before you can choose a site for
your park. Press the D-Pad up/down to flit among the categories.

Your Player Details are:

Your Name — Press A and then enter your name exactly as you did the
nickname.

Your Nickname — This section has already been completed.

Park Name — Enter a name for your park as you did your name and nick-
name. Put nothing here and your park’s known simply as Bullfrog’s World.

Sim Level — Choose from Sandbox, Sim and Full. D-Pad left/right to
highlight the desired level of play.

Sandbox level is very much for beginners. You can enjoy all the fun of
the fair and design a park withourt the stresses, strains and complica-
tions that come from visits to the Bank Requester screen. There’s no
need for Research and your shops can’t run out of stock so there’s no
need to visit the Stock Screen. However, you may still need to take out
a loan, and keep one eye or your bank balance to avoid going bank-
rupt. Needless to say, youre missing out on an awful lot of Theme
Park’s best features.

Sim level is intermediary. You're involved in Research to develop new
park facilities and the Negotiation screens pop up periodically.
However, if you visit the Stock Screen and Stock Marker screens you'll
find that these features aren't available to you.

Only on Full level do you get to udilize all of Theme Park’s options.
Now you're not only expected to Research new facilities, but purchase
stock for shops and shares in other parks. You're responsible for every
financial transaction, and rival operators can have a say in your suc-
cess. On Full level, you're playing with the big boys.



Park Visitors — Choose a mood from Happy, Average and Fussy by press-
ing the D-Pad left/right. The fussier your customers become, the harder it
is to part them from their cash. This only affects your Theme Park’s visi-
tors for the first four years of operation, after which it’s all down to you.

Start Level — Choose between Easy, Medium and Hard. This decides the
amount of money you begin the game with. On Easy level 200,000 1s
deposited in your current account, choose Medium and 150,000 is added
to your coffers, while on Hard level you've a mere 100,000 to play with.

Opponents — None, 4, 10 and All are the options here. If you're playing in
glorious isolation the game loses its competitive element. The more rival
Theme Parks that are out there, the trickier it gets to be best in all six cat-
egories and someone might just buy the park out from under you.

Opponents Level — This decides how aggressive your opponents are.
Choose between Easy, Medium and Hard. You can make life a lot simpler
it you hamper the opposition and make them Easy, but for a real challenge
make All the opposing Theme Park owners rock Hard.

First Game — No or Yes. If you select Yes you're given a Tutorial by the Park
Advisor when you enter the park to help ger you started (see Tiwrorial).

When you've finished entering Your Player Details, D-I'ad down to the
Check Mark icon and then press A for a look at the World Map.

Where in the World?
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On the World Map available sites are marked in yellow. Red dots mark
locations you currently can't afford, while sites occupied by other Theme
Park owners are marked in blue. At the bottom of the screen is your bank
balance.

D-Pad up/down/left/right to highlight a location with the cursor and the
name and cost of establishing a park appear above your bank balance; the

more desirable the location, the greater the initial cost. Now press A, and
if the territory had a yellow dot the Site Details screen opens (see Site
Details Screen); if the dot was blue the Park Details Screen appears (see Park
Details Screen).

When you find a site youre happy with, use the D-Pad to highlight Buy
Land and press A. This location appears on the World Map as a golt ball
about to be teed off. To leave the World Map for the park itself, D-Pad to

the Check Mark icon and press A.

To return to the Main Menu at any time, press C.

Site Details
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This lists all the factors which could effect the success of a Theme Park
built on a particular site, specifically population, economy and climate:

Cost — How big a bite of your bank balance is this location going to take?

Difficulty — Easy, Medium or Hard, based on the size of the population
able to access the park, the stability of the economy and the climate. A site
close to a large European or North American city is going to be an easier
proposition than one in Antarctica, but these are also the most expensive
sites. So when choosing a location, make certain you've enough cash left to
develop the site and haven't blown it all beforehand. The cheaper the site,
the more you have to spend to make a success of it.

Local Population — The number of potential customers that your Theme
Park has to draw from in the early stages.

Medium Population — Further down the line, a medium-sized park could
attract visitors from further afield.

Long Population — When your park has grown in size and its reputation
has become international, the number of potential customers grows to the
figure found here.



[nflation Rate — From 0-100%. The lower the better, because an inflation
rate of 100% means that your overheads will double annually.

[nterest Rate — From 0-100%. As with the inflation rate, you want to keep
this low or end up paying through the nose for every penny you borrow.

Economy — Rich, Poor or Medium. This indicates how much cash cus-
tomers will have to spend in your Theme Park, and the worse the econo-
my the less disposable income is available.

Tax Free Period Years — The length of time you can run your park without
paying land tax.

Land Tax — The amount you pay is calculated by applying this rate to the
area of land your park occupies, so keep it compact and you'll pay less tax.

Who — The name of the park’s owner.

To leave the Site Details screen:
If you're not happy with a site, use the D-Pad to highlight the Check Mark
icon and then press A to return to the World Map,

To accepr the site, D-Pad to the Buy Land icon and

then press A. The Park Detals now appear on screen

(see Park Details).

Park Details
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Check out your own park details and those of rival park owners at the Park
Details screen. This tells you:

Player Name — That’s you (or your opponent) that is.

Balance — As in ‘bank’. The amount of money available for dm-‘t|npﬂlt.l][
of the site.

Personality — Rated on a scale of 0-100.

Vendetta — Are there any established rivalries between park owners? If you
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find your own name here, be sure to guard against unfriendly take-over

bids.

Reputation — Good, bad or indifferent. If this is your first Theme Park you
haven't got one, but any subsequent parks are measured against previous
efforts.

Number of Rides — Check up on how many rides are in the park by look-
ing here.

Number of Shops — See above
Number of Staff — See above the above.

Number of People — How popular are your Theme Park rivals? As for any
new park, until the main gates are thrown open there'd be more visitors to
a plague pir.

To leave the Park Details screen:

The Check Mark icon is already highlighted, so press A and you're
returned to the World Map.

At the World Map, highlight the Check Mark icon and press A and you're
in the park.

Tutorial

When completing Your Player Details, you're asked whether this is the first
time you've played Theme Park (see Your Player Details). Choose Yes for a
tutorial from the Park Advisor when you arrive at the Park Screen.

Following the Tutorial:
The Park Advisor guides you through the tutorial step-by-step. First of all
you're shown how to lay paths.

Next, place the first Ride. This is the Bouncy Castle. Place Entrance and
Exit icons as instructed. Now connect the Ride to the network of Paths
you've created with a queue.

You must now choose a location for a Mr. Walley ice cream stand. Again
the Park Advisor instructs you how to do this. Then hire three members of
staff — a sharkman, handyman and mechanic — and place them in the park

1s instructed.

You can now continue to build your park from here. Remember, every-
thing used in the Tutorial, including staff wages, has to be bought and paid
for like all your future purchases.

To skip the Tutorial, choose No when asked whether it’s the first time
you've played at the Your Player Details screen.
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in the Park

Park Advisor

On the Park Screen, the site is an area of land with a wall around it and a

main gate; youve a lot of worl to do before it’s the world’s ultimate tourist
attraction.

Using the Icon Menu

Clueues

=
: gy 58 5

g P

| ¢
Paths 5 O, Bank

P Hlmps

Rides

Status

Features : :
L Owverview

Staft

Save Game Load Game

The Icons Menu is the key to creating your Theme Park. Press the Left
Shift button to open the Icons Menu. Press the Left Shift button again to
close the menu.

The icons are for: paths, queues, rides, shops, park features, staff, the
overview map, load/save game, park status and the Bank Requester screen.
To select an icon, use the D-Pad up/down/left/right to highlight an icon.
Press A for the Purchaser screen, or press B for the Quick Menu.

Laying Paths
Before you can do anything else, you must lay paths around the park for
visitors to walk along. Theme Park’s little visitors always follow paths, and
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this is the only way customers can access shops and rides. They only go on
the grass when they’re looking for the Way Out (and complain if they can't

find it).

HINT: Like everything else in Theme Park paths cost money, so in the
early stages when cash is tight you need to be sensible and place paths only
where rides and shops are going.

Note: Paths cannot be laid where natural obstacles such as rocks and
water block the way.
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To lay a concrete path, use the D-Pad to highlight the Paths icon and press
A; the cursor becomes a trowel. Now hold down A and press the D-Pad
up/down/left/right to lay path squares in the areas of the park you wish to
cover in concrete. The path square disappears if you scroll over an area of
the park where you can't lay a path.

A border of flowers grows around paths once the disturbance of the dig-
ging has stopped.

TO REMOVE PATHS
To remove a path square, highlight it with the trowel cursor and press B.
You cannot delete the original area of path around the main gate.

Note: Paths are the only item you pay for immediately. You won't get
the cost of any ride, shop or staff purchases deducted from your bud-
get until the end of each month.

THE PATHS MENU

To access the Paths Menu, use the D-Pad to highlight the Paths icon and
press B. You can now choose between concrete, one-way paths or sign-
posts. D-Pad left/right to highlight the desired icon and then press A.
When you select one-way paths, the cursor becomes an arrow. To lay a one-
way path, use the D-Pad to highlight a path square and then press A until
the arrow is oriented in your preferred direction.
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Select the sign-post icon from the Paths Menu and the icon artaches itself
to the cursor. The sign-post flashes until it’s given a sense of direction,
which you do by highlighting a shop, ride or feature with the D-Pad and
pressing A. Now move the post to the desired position in the park and
place it by pressing A again; wherever it’s placed, the sign points to the cho-
sen amenity, Press A again to rotate the sign and lead customers to a desti-
nation via a different route, so as to pass additional shops and rides they
might otherwise have missed.

Note: Remember to re-select normal paths from the Paths Menu after
selecting one-way or sign-posts.

Forming a Queue

The thrill-hungry public are unable to sample the delights of a ride unless
they can form an orderly queue for it. Customers can still access a ride
which isn't connected to a path by a queue, but they do so only one at a
time and the ride is not used to maximum efficiency.

HINT: Theres a good deal of psychology involved when forming queues.
Its difficult to judge the length of a long queue which doubles back on
itself, and punters may join then become irritated by the wait and leave.
Short quenes move people through the vide more quickly, but as the ride is
always full some people may not have the chance to try it out at all. As
always in Theme Park, its a balancing act.

To form a queue, use the D-Pad to highlight the Queue icon and press A.

Now connect the entrance of your chosen ride to the path (see Selecting
Rides). Queues can be placed or removed just as you would a path; hold
down A and scroll around the screen to place a queue, highlight and press
B to remove a section of the queue.

Note: A queue must always be placed from a path to the entrance of
a ride.
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Selecting Rides

Only four of Theme Park’s rides are available at the start of the game. In
Full and Sim mode, you can only add to the number of rides available by
investing in Research (see Research Department). At Sandbox level, more
rides are added to the list at the end of each financial year.

There are two ways to purchase rides; via the Rides Purchaser screen or
from the Rides Menu.

TO PURCHASE RIDES

Use the D-Pad to highlight the Ride icon and press A for the Rides
Purchaser screen (see Purchaser Screens) and some in-depth information
about the attractions currently available to you.

Alternatively, highlight the Ride icon and press B for the Rides Menu.

Use the D-Pad to highlight an item from this menu and press A to select
a ride. Each one has a price tag; if you don’t have enough cash for a par-
ticular ride, the ride icon has a red background. Having made your deci-
sion, the Rides Menu disappears and the chosen attraction is attached to
the cursor.

TO PLACE A RIDE
With the ride attached to the cursor, D-Pad to an area of the park large
enough to accommodate it and then press A. You now need to place the

ride’s Entrance and Exir.
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TO PLACE THE ENTRANCE

Once a ride has been posi-
tioned, the entrance icon
appears. D-Pad up/down/left/
right to move the entrance
around the ride, and then press
A to lock it in place. To move
the entrance again, choose the
appropriate icon from the
Information screen (see
Information Screens).

You can change the orientation of the Entrance of User-Definable rides

(see User-Definable Rides).

1O PEACE THE EXIT

The Exit is a short flight of steps that takes your punters back to terra
firma. Place this as you did the Entrance. Remember to link every exit to
a path, or when your punters leave the ride they mill around on the grass.

TO REMOVE A RIDE

Use the D-Pad to position the cursor over the ride’s entrance, and press B;
a requester box appears asking you to confirm your decision. Highlight the
Check Mark icon and press A to remove the ride. If the ride is less than a
month old, its purchase price will not be deducted from your balance.

NOTE: Removing a monorail requires special handling. Please see
“Building a Raised Track Ride” for further information.

To return to the park screen withour deleting the ride, highlight the X icon
and press A.

Buying Shops
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Shops fall into three categories: food & drink stands (for which you must
purchase stock — see Stock Sereens), souvenir shops and side-shows. While
it’s the thrill rides that draw in the crowds you need to keep visitors happy
(and earn extra bucks) by supplying refreshments, and hopetully entice
them into going home with some Theme Park souvenirs into the bargain.

HINT: Food and drink stands are essential to the running of your park,
as people will head for home if they cant get a drink and a bite to eat.
However, souvenir shops and side-shows, for which you needn't buy stock,
can turn you the healthiest profir.

HINT: Visitors only buy souvenirs if theyve having a good time, 5o place

souvenir shops near to your parks best rides and watch the money roll in.

TO PURCHASE A SHOP

Use the D-Pad to highlight the Shop icon and press A for the Shops
Purchaser screen (see Purchaser Sereens) and an in-depth look at the avail-
able shops.

Alternatively, press B to bring up the Shops Menu.

Use the D-Pad to highlight an item from the menu, and then press A to
select a shop. Each one has a price tag; if you can’t atford the chosen shop,
its icon has a red background. Having made your selection, the Shop
Menu disappears leaving you to place the shop where it’s likely to attract
the most custom. Use the D-Pad to position the shop, and then press A.

Park Features

+++++++++

What with Most Pleasant Park among the categories on which your Theme
Park is judged, it’s a good idea to beautify the place with trees and foun-
tains. Plus, the park won't stay beautiful for long without proper toilet
facilities and clear signposts showing people where they are.
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TO PURCHASE PARK FEATURES
Use the D-Pad to highlight the Park Features icon, and then press A for the

Features Purchaser screen (see Purchaser Screens).
Alternatively, press B for the Features Menu.

Highlight an item from this menu using the D-Pad, and then press A. On
the Park Screen, use the D-Pad to choose a location and press A once for
every tree you want planting. If you're putting up a fence or digging a lake,

press and hold A then use the D-Pad to scroll through the park.

To remove any feature placed in error, highlight the offending item using

the D-Pad and then press B.

HINT! Don't just ignore features such as walls. They not only tart the
place up a bit, but improve your safety record by keeping customers on the
straight and narrow, preventing them from wandering into the danger
zones around rides.

TOILET TRAINING

Super Toilet Boggy Crapper  Outhouse

With all the food and drink you (hope to) sell, visitors are going to need
somewhere they can off load any excess. Forget to place toilets around your
Theme Park and things are going to either get very messy, or visitors will
head for home the moment nature calls.

The only lavatory available from the Park Features list at first is an old,
wooden outhouse; not the nicest place in the world to park your backside.
Customers are rather tentative about using these, and a queue forms out-
side while the occupant gingerly places a protective layer of lavatory paper
between flesh and toilet seat.

Woe betide the Theme Park owner who forgets to have these toilets
cleaned. It isn't long before an outhouse, with its dodgy drainage and
doubtful flushing mechanism, stinks to high Heaven. And if placed
upwind of the queasy stomachs that often emerge from the more thrilling
thrill rides, it’s a recipe for disaster. First one punter loses his lunch and
then a chain chunder rips through the crowd like wildfire. Before long
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your park’s going to be about as popular as a bottle of barbecue sauce at the
Three Little Pigs’ house.

You can, of course, combat this by keeping outhouses properly maintained.
Send handymen to clean them regularly, and should the worst happen and
the vomit begin to flow make sure there are plenty of staff to mop it up.

Inject some cash into upgrading Park Features in the Research Lab (sce
Research Department) and soon your customers are relaxing on the luxuri-
ous, hi-tech Super Toilet. This self-cleaning lavatory is so sophisticated it
does everything but sing like Noel Coward to the occupant. Far from
throwing up, customers are more likely to move in.

Hiring Staff

There’s no way you can offer the levels of service and satisfaction that your
paying customers expect without staff. You can hire entertainers, handy-
men, mechanics and guards. Each have specific duties (see Peaple in the
Park), but they're all there to help things run smoothly.

TO HIRE STAFF
Use the D-Pad to highlight the Staff icon, and then press A for the Statt

Purchaser screen (see Purchaser Screens).
Otherwise, press B for the Staft Menu.

Highlight a staff category from this menu using the D-Pad, and then press
A. On the Park Screen, use the D-Pad to choose a location and press A
once for every member of staft you want to hire.

Note: Remember that staff are an ongoing expense; the figure next to
each category represents their monthly wage.
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Overview Map

Selecting this icon brings up an overhead view of the entire park. Use the
D-Pad to highlight the icon and then press A for the Overview screen.

To move the highlight box anywhere on the map, press the D-Pad
up/down/left/right. Press A now and you return to the Park Screen at this
new location.

Park Status Icon

The Park Status icon’s smiley face reflects the mood of the
park visitors. Use the D-Pad to highlight the Park Status icon
and press A for the Park Status screen (see Using The Park
Status Sereen).

check Finances

Short on cash and want to get a bank loan? Or just interested

in the current state of your Theme Park’s finances? Highlight
this icon and then press A; the Bank Requester screen appears
(see Bank Requester Screen).

Press B with the Bank Requester icon highlighted for the Bank Statement

screen (see Bank Statement).

Sa\rmg a Park

T ] D-Pad to the Save icon and press A for the Save Park screen.
{ ‘8 | There are five slots available; use the D-Pad to highlight one
and press A to save the current park there. You are automat-
ically returned to the Park Screen.

Although there are 5 save game slots, you may be able to save only one
game, depending upon the size of your park. If there isnt enough room to
save your current game, a utility screen appears displaying the names of the
saved game files you can delete from your 3DO memory.
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Highlight the file you wish to delete, and press A. You will be asked to con-
firm your choice: highlight the Check Mark icon and press A to delete;
highlight the X icon and press A to cancel.

When you are finished deleting your files, highlight the Check Mark icon,
press A, and your game will be saved. If you decide not to save your game,
highlight the X icon and press A.

Loadlng a Park

D-Pad to the Load icon and press A for the Load Park
screen. There are up to five saved parks to choose from; use
the D-Pad to highlight one and press A. The park is loaded

and you're automatically returned to the Park Screen.

NOTE: After loading a saved game, your park will be empty.
Don’t worry—customers will soon arrive again to fill up your

park.

Tune-Up NMenu

OnfOff [ntormation
Ride Capacity Spanner
Timer Speed

Press the Right Shift button to activate the Tune-Up Menu. This updates
you on the status of a ride, shop or member of staft and lets you fine tune

their performance.

Information — this is the only Tune-Up icon for shops and the only one
common to rides, shops and staff. Use the D-Pad to select this icon and
press A for the relevant Information screen (see Information Screens) and
some vital facts about the status of any park utility.

Tune-Up icons specific to rides are:

Timer — the stop watch icon is filled in red. Highlight the icon with the
D-Pad and press B repeatedly to reduce the length of the ride; press A to
increase the length of the ride again.
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HINT: Reducing ride length increases the number of visitors who can use
the ride, although it risks their dissatisfaction. Do this only when a popu-
lar ride has a long quene to prevent people from drifting off

Rider icon — adjust the number of punters you can cram onto a ride before
it starts. Highlight the icon using the D-Pad and then press A to increase
the number of people on the ride, or press B to decrease numbers when
safety levels are being exceeded. You can’t exceed the ride’s maximum
capacity as set down on the Ride Purchaser screen.

Spanner icon — indicates how safe the ride is. The higher the red bar, the
more dangerous the ride. The state of repair of a ride is also affected by the
numbers using it and the ride speed. To instruct a mechanic to repair the
ride, use the D-Pad to highlight this icon and press A; a mechanic’s head
appears over the On/Off icon.

On/Oft — turn a ride on or off by highlighting this and pressing A. The
light changes from green to red when a ride has been stopped. The light is
replaced by a mechanic’s head when a ride is under repair.

Ride Speed — pressing A increases the revolutions per minute of your rides.
It things become a little too exciting for the ride users, retard the ride’s
speed by pressing B. Changes to ride speed take immediate effect on the
Park Screen.

Interactive Movie — get ready for the ride of your life! Theme Park 3DO
gives you a first-person view of the queried ride in action, complete with
all the white-knuckle thrills and stomach-turning chills you'd expect from
the real thing. D-Pad to the movie reel icon and press A to set the ride in
motion.

TUNE-UP ICONS SPECIFIC TO STAFF ARE

Pincer icon — with this icon highlighted, press A and the cur-
sor becomes a set of pincers with the queried staff member
attached. You can now reposition them anywhere in the park

by pressing A.

Zone Route icons — set a specific route for a handyman to
patrol (see Zoning Staff Icons).

Repair icon — for mechanics only, Press A on this icon and
then D-Pad to highlight a ride in need of some attention.
Press A again to send the queried mechanic to work.
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HINT: A plume of smoke indicates when a vide is on its last legs. If you
don't respond quickly enoueh, you could send some innocent punters into
orbit — there ain't no smoke without fire!

There are quick menus for paths, rides, shops, park features and staff. Use
the D-Pad to highlight the relevant icon and press B to open the quick
menu.

All the amenities available to you in that category are displayed, along with
the cost of purchase. As you highlight an amenity with the D-Pad, its name
appears at the top of the menu. Pressing A selects a ride, shop, feature or
stafl category, and simultaneously closes the menu.

User-Definable Rides

With User-Definable rides you get to design the ride for yourself, rather
than just place it in the Theme Park. There are two kinds of User-
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Definable rides, Raised Track and Flat Track, and they're built using dif-

ferent methods.

Building a Raised Track Ride

The Raised Track rides are the Roller-Coaster and Monorail, marked on
the Rides Menu by carriage icons. Use the D-Pad to highlight the icon and
press A; the first 5 sections of track appear, complete with entrance booth.
Press A to lock this first section in place.

Highlight this first section of track and press B to change the orientation
of the entrance. You can press B as many times as you like to rotate the first
section and build your ride in a different direction.

Note: You can’t raise or lower the first pieces of any User-Definable
ride.

Now scroll around the park and lay down the track as if you were laying a
path. Create hairpin bends or gentle curves as you see fit until you com-
plete a circuit. Remove any rogue pieces of track that are heading in the
wrong direction by pressing B.
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Note: If the Year End screen interrupts the construction of a Raised
Track ride, you must access the Ride Purchaser screen to complete a
circuit of track. Select the Track icon, and when the action returns to
the Park Screen you're then able to finish off your ride.
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ADJUSTING HEIGHT

You can adjust the height of the Roller-Coaster when a circuit has been
completed. Use the D-Pad to highlight base of a section of track and press
A to elevate it one increment. Continue to press A until it reaches the
desired altitude.

With the base of a section of track highlighted, press B to reduce height
one increment at a time. Pressing B at the lowest level removes that section
altogether.

Note: You can't adjust the height of the Monorail.

MODERNIZING RAISED TRACK RIDES

To adjust the height of the Roller-Coaster after opening, you need to first
stop the ride using the appropriate Tune-Up icon. You can also Research
upgrades for the Roller-Coaster, but again must stop the ride before you
can add them.

Add-ons include loops and corkscrews. When add-ons are complete, they
become available from the Rides Menu. Highlight its icon and press A,
then move the pointer over the ride. When you reach a section of the ride
that can accommodate the add-on, its icon appears. Press A to add it to the
ride.

NOTE: Before deleting a monorail, you must be able to turn it on. In
order to turn it on, you must have a full circuit of track completed.
Therefore, we strongly recommend that you place the entrance of the
monorail in a section of your park where you can complete a full cir-
cuit of track. Because of the complexity of the monorail ride, we also
recommend you save your game &efore placing the ride.

Building a Flat Track Ride

Flat Track rides are the Rubber-Tubing and Race Car ride, which have their
own icons. Highlight the Rides Icon and press B for the Quick Menu, and
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then select the desired ride. When completing a circuit of track, the entrance
does not come with the first section. You must complete a circuit and then
go to the Ride Purchaser and select the ride’s icon. When the action returns
to the Park Screen you can place the entrance booth as normal.

Note: When connecting any User-Definable ride to the paths net-
work, it’s important to remember that the entrance to the ride is on
the right, and the exit the left — you don’t want people walking into
one another as they try to get on and off your new star attraction!

RIDE COST

The cost of User-Definable rides is calculated according to the number of
sections of track used to complete the circuit, and the height to which the
track is elevated.

The current cost of the ride is displayed in the text bar beneath the Tune-
Up icons. Keep an eye on this figure and make sure you have the budger to
cover it. Only when you open the ride to the public is the final price fixed.
So you can add and take away, raise and lower sections of track to your
heart’s desire but are charged only for the final number used in the ride.

Open for Business
When your rides, shops and

other amenities are ready and
you want to start making some
money, open the park and let the
people flood in. Don’t just open
as soon as you've laid the first
path. It might seem an attractive
proposition to start earning
money immediately, but vou

only end up chasing after visitors
and hurriedly providing facilities for them.

To open your Theme Park, press and hold C, then press Play/Pause.

TO PAUSE THE GAME
Press Play/Pause again.

The people that swarm around your Theme Park are divided into two basic
groups: staff and customers. There’s one vital difference between the two —
you pay the former, while the latter pay you.
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People In The Park J

Staff

4 — Handyman

EREFTAINETS  — — Mechanic

— (Guard

Staff are divided into four categories; entertainers, handymen, mechanics
and guards.

HINT: The more your staff are paid the more enthusiastically they work
for you, so the worst member of staff is always the cheapest. If you want your
park to be the best, don't be a cheapskate when it comes to hiring staff.

ENTERTAINERS

These are Teddy Man, Shark Man, Strong Man, Chicken Man and Rhino
Man. It must be sheer hell inside one of those suits and not easy to keep
smiling, but that’s exactly what their job entails. The more entertainers you
have, the more enjoyment customers get from their visit — kids especially
love them.

HANDYMEN

These are the guys who keep the park tidy. If you're after the most artrac-
tive park award they mow the grass, and keep the place from being labeled
a health hazard by picking up burger wrappers, cola cups and other assort-
ed litter. Crucially, handymen also keep the toilets spick, span and fit for
human occupation.

HINT: Zoning the routes of handymen lets you use them more efficiently
(see Zoning Staff Routes).

MECHANICS

When a ride malfunctions its going to become a danger unless there’s a
mechanic to fix it. They are responsible for maintenance of all the rides,
and cordon off any sub-standard attraction before setting to work fixing it,
blow-torch in hand.

Fail to have enough mechanics and your park soon gets a repuration for
unreliability, damaging visitor numbers and gate receipts. Mechanics can
be difficult to motivate into responding quickly and are often ar the cen-
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ter of any industrial dispute, but they're essential to the smooth running of
your Theme Park.

To repair a ride

Query a mechanic and use the D-Pad to highlight the Repair icon from the
"Tune-Up Menu; press A and the cursor becomes a spanner, Now D-Pad to
the broken ride and press A; watch as a highly-skilled mechanic rushes to
repair it. You can also Query the ride itself, and then select the Spanner
icon from the Tune-Up Menu.

HINT: Its extremely important to look after your rides. If the worst hap-
pens and one actually explodes, not only are the people using it sent into
low orbit (and after that, theyre likely to sue) but land damaged by the
exploding ride cannot be built on again.

GUARDS

You may think everything is going to be sweetness and light in your Theme
Park, but think again. If you're lucky enough to be so successful that cus-
tomers pour in, youre going to need someone to take care of crowd con-
trol, re-directing lost visitors onto the right path. If you're unlucky and
attract the wrong crowd, these are the guys responsible for forcibly remov-
ing troublemakers from the premises.

Zoning Staff lcons
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Zone the routes patrolled by handymen to make the most of your money.

To zone routes:
After employing a new handyman, D-Pad to the Zone Route icon in the
Tune-Up menu and press A to activate the Place Route and Cancel Route
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icons. Highlight Place Route and press A; the zoning highlight appears.
Now D-Pad along the area of path you want your handyman to patrol.
Finally, Confirm Route by highlighting this icon and pressing A.

NOTE: After being hired, your new handyman has his own route in
mind. To start him on a new route, cancel his current route, then use
the Place Route icon to create the one you want.

To undo any zoning either now or at a later date, simply highlight the
zoned area as above, select the Cancel Route icon and then press A.

HINT: Remember that you can't have too clean a park. You need to hire
a handyman for every two or three shops that you open.

Customers
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The whole point of all this effort is to attract as many customers to your
park as possible, and to make sure that they're having such a good time
they don't notice how much money they're spending on rides, refreshments
and souvenirs.

Customers come in all shapes and sizes, but you can alter the age range of
the people attracted to your Theme Park. The bigger and faster the thrill
rides, the more youngsters are going to appear, but if you make the rides
too death-defying, a rabble of thrill hungry bikers could move in. On the
other hand, if the rides are more sedate you begin to notice white hair and
walking frames among the park’s visitors. (For details on adjusting ride

speed, see Tune-Up Ieons.)

THUGS

When you see a bike load of heavies heading for the park, prepare for a
rough ride. They do everything possible to ruin the day for the rest of your
customers. They pop balloons, steal food, beat up entertainers and smash
rides. Leave them too long and they get in touch with their Hell's Angel
pals and before you know it, the park's overrun.
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The only way to rid the park of this nuisance once it’s arrived is to hire
some guards to forcibly eject troublemakers from the premises. However,
its no use just stationing guards at the park entrance as thugs can only be
thrown out once they've committed an offense.

HINTS: Hell’s Angels are attracted to parks with a bad reputation for
cleanliness and no guards, so to avoid problems with them keep your park
iup to scrateh.

CONSUMER ASSOCIATION REPS

It your park is developing a bad reputation, whether it be for high prices
or poor quality, spies from a consumer association infiltrate to check the
place out. They can be spotted by a sharp-eyed park owner by the official
consumer association clipboards they refer to as they exit every ride. To
beat the rap, make sure all the shops and rides they use are reasonably
priced and in perfect working order. That way they eventually leave the
park satisfied.

For information on recognizing and responding to your customers
demands, see Using The Park Status Screen.

Purchaser Screens

There are Purchaser Screens for Rides, Shops, Staff and Park Features. Press
the Left Shift button to bring up the Icon Menu and then use the D-Pad
to highlight the relevant icon. Now press A to bring up the Purchaser
Screen.

Ride Purchaser
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To scroll through the available rides, press the D-Pad left/right.

Use the D-Pad up/down to select a Purchaser Screen icon.
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The Ride Purchaser tells you:
Ride Name & Version Number.

Ride Excitement — boost this for extra thrills or slow it down and ensure
reliability.
Reliability — the less reliable the ride, the more often it's going to be shur

down for costly repairs.

Maximum Capacity — the more potential users, the shorter the period
spent queuing and the happier your customers are kept.

Ride Cost — anything from 2,000 to 200,000. The cost of a ride is deduct-
ed at the month end, so if you change your mind and remove a ride before

a month is up, you don't pay a penny.

Purchaser Screen Icons

Check Mark icon

Running down the right hand side of the Purchaser Screen are various
icons. Select using the D-Pad and press A for further details.

Ride icon — pressing A takes you to the Rankings screen, where all your
current rides are ranked and rated (sece Rankings Screen).

X icon — return to Park Screen without picking the selected ride.

Check Mark icon — returns you to the Park Screen with the chosen ride
attached to the pointer.
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Shop and Side-Show
Purchaser
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This contains much the same information as the Ride Purchaser and is
operated in exactly the same way. However, it has different categories of
information:

Iype of goods sold — burgers from the burger stand, fries from the fries
stand, novelties from the novelty shop. Get the idea?

If the highlighted shop is a side-show, this category is Addictiveness.
Stock price — the cost to you of the stock held by the shop.
[t you're eyeing a side-show, this category tells you the value of the prize.

Sale price — the price at which you sell stock to the public. The difference
between these two is your profit margin.

Stock Control Bar — the amount of stock currently held by the shop, and
how much is on order.

Cost — what the shop or side-show will cost you to open in the first place.

For your delectation, here’s a list of all the shops which could eventually be
available after sufficient investment in Research (see Research Departinent):

The shops with an asterisk () beside them need to be restocked at the
Stock screen from time to time (see Stock Screen).

Arcade Mr. Walley ices®
Balloon world Novelty shop
Big Time burger* Pokey Cola*

Big Time fries” Race Track
Coconut Shy Saloon

Coffee shop Steak Restaurant
Duck Shoot Tin-can Alley

Gun Shoot
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HINT: The key to maximizing profit from food and drink shops is the
adjustable category each one contains. Check out the Information screen

section for details.

Side-Shows

If you're not careful you could end up paying through the
nose for your side-shows. But in the finest traditions of
showmanship, you can also cheat and turn them into nice
little earners. To do this, reduce the probability of a punter
winning at the Information screen. This increases the
amount of glue keeping the coconuts in their shy, and adds a few nails to
the bottom of the cans in tin can alley (see Information Screens).

HINT: 1o offiet any disappointment customers might feel at the slim
chances of victory, increase the value of the prize offered.

Staff Purchaser
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Along with a brief description, the cost to hire is diapia}fﬂd here. Seems
cheap? Well, this is also his monthly wage!
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Features Purchaser
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Only categorizes Park Features according to the different costs involved.
Here's a list of all the Park Features with which you can eventually deco-
rate your T'heme Park (once enough money has been spent on Research):

Apple tree Palm tree

Birch Tree Privet hedge
Bogey Crapper Rose bush
Castle wall Spooky tree
Center fountain Super Toilet
Lake Tropical bush
Lamp Post Tree stcump fence
Oak tree Weeping tree
Orange tree White fence
Quthouse

information Screens

Go To icon

Ride Rankings
Move Entrance
Check Mark icon
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Select the Informartion icon from the Tune-Up Menu with the D-Pad and
then press A; the relevant Information Screen appears. There are
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Information Screens for all rides, shops, the various toilets, staff and cus-

COIMETS.

Ride Information Screen

The categories of information available are:
Ride Cost — the amount you have to cough up to buy the ride.

People Been On Ride — the total number of park visitors who've used the
ride. If it's a popular item, it might be worth buying another one.

Excitement — a thrill or a bore? Here’s where you find ourt the score.

Reliability — assess how much work you can get from a ride before it needs
repair.

Ride Capacity — increase this with the Right Shift button, decrease with
the Left.

The icons on the right of the Ride Information Screen are:

Go To icon — highlight this and press A to centre the Park Screen on the
Queried ride.

Ride Rankings — press A for the Ride Rankings screen, where you can com-
pare the performance of your park’s rides (see Rankings Screens).

Move Entrance icon — reposition the entrance to a ride by selecting this
icon and pressing A. The view returns to the Park Screen, where you can
more effectively place the ride's entrance and exit.

Check Mark icon — press A here and it’s back to the Park Screen.

Shop Information Screen
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Query a Shop and the Tune-Up icons are replaced with a bar showing the
volume of stock remaining — the less green on show, the lower the stock
volume.
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At the Shop Information screen you can find out:

Type of goods sold — to be frank, it should be pretty obvious from the
name of the shop.

Customers so far — just how popular are those burgers, fries, novelties, etc.

Stock price — when you still have some stock, the two figures tell you the
number of items and what each cost you, When you're all out, you're just
given the unit cost for replacement stock.

Sale price — raisc or lower the cost to the consumer with the Right and Left

Shift buttons.

Food shops also have a unique category which allows vou to alter food
quality in the quest for greater profits. Use the Right and Left Shift but-

tons to change the following:

Big Time Burger — increase the amount of fat in the burgers to reduce your
costs. As the burgers are less filling, you might benefit from repeat pur-
chases, or customers might find them so revolting they'll refuse to buy
another on principle.

Big Time fries — pour extra salt onto fries and improve drinks sales.
Pokey Cola — more ice means less cola in the carton, and lower overheads.

Mr. Walley ices — increase the amount of sugar in the ice cream to get the
kids coming back for more.

Coffee shop — hike up the amount of caffeine in your coffee to give
drinkers a buzz and get them moving around your Theme Patk more
quickly.

The icons on the right of the Shop Information Screen are:
(o To icon — press A here to centre the Park Screen on the Queried shop.

Shop Rankings — press A for the Shop Rankings screen, where you can
compare the performance of your park’s shops (see Rankings Screens).

X icon — return to the Park Screen without taking into account any adjust-
ments.

Check Mark icon — return to the Park Screen with adjustments intact.
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Side-show Information Screen
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Side-shows have separate categories of information:
Addictiveness — will the punters keep coming back for more? Find out
here.

Wins/punters —the number of people who've played who've been winners.

Probability of winning —use the Right and Left Shift butrons to increase

or decrease the chances of a win.

Cost of prize — combine with the probability factor, and decide between
lots of little wins or a few big wins. Use the Left and Right Shift buttons
to adjust this figure.

Price per game — a really addictive side-show can be a nice little earner,
especially if you raise the price to an unacceptable level. Use the Right and
Left Shift buttons to adjust the price.

Staff Information Screen
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The categories of information available here are:

Months employed — how long has this dead-beat been on the payroll?

37



Monthly wage — this feature is not available in the 3DO version.

The icons on the right are:

You're Fired!

Go To icon — press A here to centre the Park Screen on the queried staff
member.

You're Fired icon — show ineftectual workers the door, and give them a
helping boot through it, by selecting this icon and pressing A.

Statt Rankings — press A here for the Staff Rankings screen, where you can
compare the performance of your park’s employees (see Rankings Screens).

Check Mark icon — use this icon to return to the Park Screen, where all
adjustments take immediate effect.

Customer Information Screen
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At the top of the screen is the (often unflattering) customer name. The
information available on each punter is as follows:

Time spent in park — hours, minutes or days? The longer, the better.

Number of rides been on — if the number’s low, it’s because the rides are
too full or difficult to get to.

Boredom — this is key. If there’s one place on Earth you expect to be wide-
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eyed with excitement, it's a Theme Park. If your customers arent, it's time

ro act.

Meney remaining — customers can arrive with up to 2,000 burning a hole
in their pocket. Don't let them leave with much of it remaining.

HINT: When you query a customer and they still have plenty of cash lefl,
respond to their immediate thoughts (see Thought Bubbles) and milk them

of every penny.

Check Mark icon — press A here to return to the Park Screen.

Ranking Screens
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Check Mark icon

Use the D-Pad to select the Ranking icon on the Information screen and
then press A; the Ranking screen appears.

Ride Rankings

Here all the rides in your park are listed and rated.

Ride Name — the name of the ride. Duh.

Users — number of punters that have used the ride.

Ranking — rated according to popularity among the park’s visitors.

The icons on the right hand side of the screen allow you to switch between
ride, staft and shop information.

Select either the up or down arrow with the D-Pad, and press A to scroll

thmugh the list.
Select the Information icon and press A for the Information screen.

Go To icon — highlight a ride, etc. from the list and then press A to jump
to this ride on the Park Screen,

Highlight the Check Mark icon and press A to return to the park.
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Staff Rankings

On the Staff Rankings screen workers are rated according to:

Working — how hard a member of statf is working. As with all percentages,

its 0-100%.

Wage — however little youre paying them, you're going to think it’s too
much.

The icons on the right of the Staff Rankings screen work as per the Ride
Rankings SCIreen.,

Shop Rankings
This ranks shops according to:

Shop Name — not a tricky one, this,
Profit — which of your retail outlets is making you the most money.

Sales — volume of sales. If you're still only turning a tiny profit, it’s time to
INcrease prices.

Takings — the amount of cash the tills have rung up.

The icons on the right of the Shop Rankings screen work as per the Ride
Rankings screen.

Developing Your Park

It's not as if you haven’t enough going on at Sandbox level (see Your Player
Details), but Sim level introduces a whole new set of challenges. Now
youre required to control the development of your park, responding to
consumer needs and controlling spending on stock and research. There are
tricky negotiations with staff and suppliers to conduct — mess those up
and it could cost you.

Park Status Screen
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The Park Status screen is key to understanding the needs of your cus-
tomers, and if you don't keep them happy your park isn't going to last too

long.

To access the Park Status screen:
At the Park Screen, press the Left Shift button to open the Icon Menu. Use
the D-Pad to highlight the Park Status icon and then press A; the Park

Status screen OPCns.

Using the Park Status Screen

At the top of the screen are two rows of little peeps. The back row shows the
% of happy visitors, the % of undecided visitors and the % of unhappy vis-
itors, with a key to the difterent colors. When more people leave your Theme
Park dissatisfied than I'IELPP}-', take it from me youre in a 11&::11:: of trouble.

NOTE: OOOPS! The key is a bit off. Undecided peeps are purple

and unhappy peeps are orange.

You are also told the number of people in the park, and the number due
to arrive on the next bus.

THOUGHT BUBBLES

The tront row shows the thoughts of the park’s visitors. Beneath this is a
key to what each thought bubble means. To scroll through the list, press
the D-Pad up/down.

Here’s a complete listing of all the thought bubbles and their meanings:

Food thoughts (yellow)
I am hungry and thirsty
I am hungry
[ am thirsty
[ am not hungry or thirsty
[ am not hungry
[ am not thirsty

Looking for (green)
[ am looking for the exit
[ need to go to the toilet

Info thoughts (pale blue)
[ am still eating something
[ am still drinking something
[ have already got that toy
[ am making my way to the exit
[ do not have much money left
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I have been on many of your rides
[ have been on all of your rides
[t is nearly time for me to go home

Bad thnughts (grey)
The drink is not satisfying enough
The food is not satisfying enough
The prize is not expensive enough
There is not enough chance of winning
The price is too high
You are making too much profit
There is far too much litter around

Feelings (white)
[ am happy
[ am feeling okay
[ am unhappy
[ am getting tired of walking
[ am getting bored

Full thoughts (dark blue)

[ cannot eat or drink another thing
[ cannot eat another bite
[ cannot drink another drop

Stock screen icon

Research icon

Use the icons on the right to access the Research and Stock screens by
pressing A.

To return to the Park Screen, select the Check Mark icon and press A.

HINT: A good Theme Park operator responds to bis customers’ needs — its
only good business. Visitors to your park give signals to show their level of
satisfaction or frustration. If theyve AOK, you'll see it in a hand signal

One signal to pay close attention to is yawning. If park visitors begin to

yawn, its a clear sign that theyre not being entertained — and afier all,

entertainment is what theyve come for. Build some new rides, beef up the
ones you alveady have, but do something before bad word of mouth

destroys attendance figires and your parks reputation.
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Not to be confused with the Stock Market, this is where you purchase all
the stock for your shops.

To access the Stock Screen:

Open the Park Status screen and use the D-Pad to highlight the Stock
Screen icon. Now press A and you're in the warehouse ready to fill it to the
brim with goodies.

At the top of the order form are the categories of stock available. These are:
ice cream, fries, cola, burgers, beer and steak. The figure under each icon
is how much remaining stock you have in the warehouse in that category.

To place an order:
D-Pad left/right to select the category of stock you need and then press A.
Price per unit, the amount currently in stock and purchase volume figures
change accordingly.

Now D-Pad down to highlight the Place Order bar. Use the Left and Right
Shift buttons to alter the volume of your order. The number of units in the
order is displayed below the Place Order bar.

D-Pad down to the Send Order icon and then press A to confirm purchase.

It takes a little while for stock to arrive. As the pallet is lowered into the
warchouse, don’t change the order. If you do, the current order is canceled
and you're back to square one waiting for the new shipment. By that time
the cupboard could be bare, your customers might go hungry, and you're
certainly going to miss an opportunity to make some moolah.

All stock purchases are placed in the appropriate section of the warehouse;
when the boxes reach the ceiling there’s no room for any more stock in that
category. Don't order too much stock as you're charged for any over-capac-
ity and the goods purchased are just left to rot if there’s no space to house
them. Remember, though, that you can increase warehouse capacity by
researching facility upgrades (see Research Department).
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Note: The only item of stock you don't have to buy is coffee, of which
you have an inexhaustible supply.

When you're done ordering stock, select the Check Mark icon and press A
to return to the Park Screen.

The Research Department

Lo )G

Research oo o) al Valves
Pump O | _ it | TTERTURES | [UFRAGE F
' i {E5 ARD FAR § [HOUSES
&
o E Research
i Graph

Research Vats Check Mark icon

In the full business game you won't get any new rides unless you pump
money into Research. And how are you going to hold your head up among
your fellow Theme Park owners with only a Bouncy Castle and a couple of
slides in your park?

Highlight the Research icon on the Park Status screen and press A. On the
Research Screen, use the D-Pad up/down/left/ right to move between the
Research Pump, the Vats and the Check Mark icon.

Funding Research

Adjust the amount of juice with the Research Pump.

Use the D-Pad to highlight the Research Pump, and then press the Right
Shift button to increase the amount of red stuff in the tube. Press the Left
Shift button to decrease the amount of juice. The figure on the left shows
the amount per month you're investing in Research, to a maximum of
10,000. It changes as you alter the volume of juice.

The figure on the right is the amount you have remaining to distribute
among the Research Vats. The two amounts are the same until you actually
start doling out the dosh.

o

Research Vats

There are six Research Vats, all thirsty for cash. To divert money from the
Research Pump into the vats, use the D-Pad to highlight a particular vat
and then the Right and Left Shift buttons to increase and decrease the
amount of dosh.

The six Research Vats are for:

Upgrade Ride — Spend your money improving the rides already in the
park.

New Ride Design — Invest in completely new ways to scare the living day-
lights out of visitors to the park.

New Shop Design — Invest in completely new ways to wring every penny
out of visitors to the park.

Staff Training — Are your staff sullen? Disorganized? Lacking in mortiva-
tion? Improve the service they offer to customers by pouring money into

this Research Vat.

New Features — Say “goodbye” to the outhouse and “hello” to the Super
Toilet. You can also develop more exotic plant life by spending money
here.

Upgrade Facilities — Enlarge your warehouse to benefit from the economies
of scale you achieve buying in bulk, and get some bigger buses to bring in
the crowds.

The Research Barometer attached to each vat shows how close the items
being researched are to completion. The more white on show, the nearer
YO arc o a l]" I'['_'Ell'-.'.th l'ﬂ[.lgh.

The Research Graph beneath each tank fills up with small white dots.
When the whole graph has turned white, you've achieved the maximum
level of Research possible from that vat. However much more you spend,
enhancements have come to an end.

Leaving Research
To exit the Research Department, select the Check Mark icon and press A.
You're returned to the Park Status screen.

HINT: When ride uperades are complete, you'll notice the version num-
ber has gone up on the Ride Information screen. The maximum version

number for each vide is 9.0,
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Negotiation Screens

You must negotiate with statt ro settle industrial disputes, and with sup-
pliers to decide the cost of stock. These negotiations occur when the
Negotiation screens appears. The more staff and shops you have, the more
regularly you need to enter into negotiations for goods and services.

Staff Negotiations

Remaining
biscuits

Union rep’s

Your hand J§
hand

Your offer Iheir

FryT demands

You sit on the left, across the table from the Staff Union organizer. You
both need to shake hands over a new pay deal, tentatively extending a hand
across the table as you talk. You must come to an agreement before the bis-
cults run out or the negotations fail, putting the success of your Theme
PPark in jeopardy.

To raise your offer:

As the seconds Check Mark rapidly away, press the Right Shift button to
raise your offer a single percentage point at a time.

NOTE: Don't raise your offer too quickly or by too much. The Union
man can smell fear on you like cheap aftershave and won't drop the
workers’ pay demands a single penny. Take it slow and don't lose your
head.

To lower your offer:
Press Left Shift button to reduce your offer a point at a time.

MAKE, BREAK OR STRIKE

5 ¥ " " Ll
If you're bargaining is successful, an onscreen message informs you how
much the union took you for, and the new monthly wage figure for each
category of worker. Press A now to return to the Park Screen.

[f you fail to make a settlement, the Negotiations Failed message appears.
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The action returns to the Theme Park screen, where your staft leave en
masse via the main gate and picket anyone attempting to enter. It's not the
best publicity for your park, and when a ride malfunctions or the licter
mounts up youre going to start losing money hand over fist. Far better to
make a wage settlement while you can.

Goods Negotiations

Goods Negotiations are performed in exactly the same way as Staff
Negotiations (see above) and the penalties for failing to make a deal are just
as severe. Unless both parties leave the table happy before the biscuits have
all been dunked and munched, no goods are delivered to your Theme
Park’s shops!

NOTE: Every time you fail in your negotiations, the asking price for
goods goes up by 10%.

The Financial Sector

Choose Full from the Your Player Details screen (see Your Player Details)
and enter the Financial Sector. The full burden of responsibility for every
financial transaction made on behalf of the Theme Park now falls to you.
This means you're going to get your feet wet dealing in shares, where there
are profits to be made but also the chance of your Theme Park being
bought out from under you.

Bank Screen
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Regular visits to the Bank screen, however daunting, are essential to the
effective financial control of the Theme Park.

47



Using the Bank Requester screen:

Use the D-Pad to select the Bank icon from the Icon Menu and press A for
the Bank Requester screen.

The graph shows your park’s bank balance, based on overheads against
income. Listed on the right are the categories of financial performance and
increasing time periods that allow a long term financial projection. Use the
[D-Pad to highlight a box and press A to add information to the graph. A
Check Mark appears beside each category on display. Press A again to
remove information.

Beneath the graph are listed:

Available cash — the money you have instantly available for new rides,
shops and staff.

Park Value - the market worth of your Theme Park once the current price
of all the shares has been evaluated. When you begin Theme Park this fig-

ure is (not surprisingly) zero.

Current Loan — highlight this option with the D-Pad. You can then
increase the amount you owe the bank by pressing the Right Shift button.
If you're feeling a bit flush, you may want to reduce your loan by pressing

the Left Shift button.

Ticket Price — the mainstay of your park’s profitability. Adjust this up or
down with the Right and Left Shift buttons.
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The icons are as follows:

Statement — select this and press A for a look at the Statement Screen. This
gives you a breakdown of every financial transaction made during the pre-
vious month. When you've seen enough, use the D-Pad to highlight the
Check Mark icon and press A to return to the Bank Requester.

Shares — press A to join the bulls and bears on the financial marker at the

Stock Market (see Stock Market).
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Stock Market

Park Owners  Shares Available  Price Fluctuations
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Shares Owned In
Available Your Park

Select the Shares icon on the Bank Requester screen and press A to get
involved in some financial wheeler-dealing,

At the Stock Market you can buy shares in other parks, and defend your
own Theme Park from unfriendly take-over bids. If someone is getting too
large a chunk of your park, get bullish on the Stock Market and see them
off. Remember, the more shares in your park that get bought up, the more
of your hard earned profits are lost.

The Shares Statement

On the right of the Shares Statement is the list of park owners. The arrow
by each name indicates whether their park’s share price is rising, falling or
static. A yellow page means that shares are available, a white page that you
already own shares in that park, and a red page that the park owner has
shares in your park.

D-Pad up/down through the list; the name and details are displayed on the
Shares Statement. The center bar displays the park owner, his/her bank bal-
ance, the availability of shares and their total value. In the green are the
names and financial details of those who own shares in this park. In the
pink are the details of shares owned by the highlighted park owner.
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Buy! Buy! Buy!

Use the D-Pad up/down to choose an attractive prospect from the list of
park owners on the right. If there are shares available, press the Right Shift
button once for each share vou wish to purchase.

Notice how your own derails are added to the list of Share Owners (or
updated it you already have shares in this park) on the top half of the
Shares Screen.

Sell! Sell! Sell!

Choose a name with a white page by it from the list on the right; details
appear in the center bar of the shares statement, Your own name is listed
along with other share owners on the top half of the screen.

Press the Left Shift button once for each share you wish to sell. The num-
ber and value figures by your name on the green half of the Shares Screen
falls, while the number and value of shares available in this park increases.

When you're done with share dealing, highlight the Check Mark icon and
then press A to return to the Park Screen.

Year End Charts
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The Ovwerall chart appears at the end of every financial year, allowing you
to see how your park has done during the year. On the mantelpiece are all
the cups and certificates awarded to vour park, and the Top Ten parks are
also ranked. You must achieve the overall number 1 position to succeed in
your aim of building the world’s ultimate tourist attraction.,

D-Pad around the cups and certificates, and then press A for details of the
award. A cup means your park provided the best service in that category,
while a certificate means your park was highly regarded.
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When you've seen enough, select the Check Mark and press A for the Year
End Details screen. Alternatively, select the Ratings icon and press A for a
look at the Ratings Chart.

Red Letter Days

If a certificate is written in red ink, it indicates that your Theme Park was
severely deficient in some aspect of its operations. Take note of your short
comings and sort them out during the next year, or youre never going o

make number 1.

Ratings Chart
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Stud}r the puh‘itiun -:‘:-Fynur }131‘1\' in all six to find out where it’s deficiencies
lie and how you can improve vour Overall position.

Select the Chart icon and press A to return to the Overall chart.

Select the Check Mark icon and press A to return to the Park screen.

Year End Details Chart

The Year End Details chart compares your Theme Park’s results over the

last two financial years in the Ih”m-\-’ing categories:

Park Value Takings

Share Value Lixpenses
Balance [Mividends in
Loan Dividends out
Maximum Loan Land Tax

_
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If the park value is sufficient, you're given the option of selling it off at
Auction. Use the D-Pad to select the Auction box and press A to initiate
this (see Auctions).

When you've finished at the Year End Details screen, press A to return to
the Park Screen.

Auctions

At the end of each year you have the option to sell your Theme Park at
Auction — if it’s reached the minimum value.

Select the Auction option on the Year End Details screen, and then sit back
and watch the bidding while the seconds Check Mark away.

With the money made by selling off this Theme Park, you have the oppor-
tunity to start afresh in a new location. But if there are no takers, it’s back
to the Park Screen.

Bankruptcy

When the value of all the shares and stock in your park won't cover the cost
of loans, any interest you owe, debts to the bank and the $20,000 IEE*WEL}-'
youre given, you are legally declared bankrupt. The park has to close, your
lite’s work collapses around you, and there’s only one honorable way out.

[t’s a long way down.
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About Bullfrog

In case you haven't heard of Bullfrog Productions — where have vou been for the last five
years! Believe it or not, as recently as 1989 the world hadn't been exposed to Populous,
the revolutionary software program that made Bullfrogs name and single-handedly cre-
ated the god sim genre overnight. Twenty different formats and world-wide sales in
excess of three million later, Populous has become the stuft of indusery legend. Yet it was
only the first in a series of software smashes that has earned Bullfrog four consecutive
number one hits. PowerMonger, Populous 2 and Syndicate followed, and all enjoyed
immense critical acclaim and commercial success.

In the same short time, Bullfrog Productions has expanded from the two-man operation
founded by Peter Molyneux and Les Edgar to a thriving company with over 40
employees. Through this period of unprecedented growth, Bullfrog has continued to
produce games which combine visual strength with technical complexity. But above all
else, it’s originality that is the key to Bullfrog’s success. Theme Park, the first of Bullfrog’s
Designer Series, is the latest example of the companys commitment to originality and
innovation. It combines accurate simulation technology with easy playability and the
instant gratification of superb graphics. And above all, like all their games, it's FUN! Get
ready for Bullfrog’s fifth number one,
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