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aUe Your tichets ready please!

I's 1330, the start of the

golden age of transport. You'ne got a

loan, a little experience and an

To create the most profitable and easiest land fo
work, keep the scenery as flat as possible. You
should also try and have as liftle water as possible
seperating land sectfions. Make sure all of the
pocketfs of water are connected to each other so
your shipping nefwork can be more complex.

ambition the size of a zeppelin. In

front of wou lie countless touwns,
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When you starf fo place the towns on the map you
should make sure you use an even mix of small,
medium and large seftlements. Try and place four
coastal fowns on each of the edges of the main
map to aid the collection of dock produced goods.
Put one or two of the towns in isolated positions.

This sets them up for good airline routes.

~ Industries should be placed as near
. to tfowns as possible. The excepfions
are the coal mine and power
station which should be placed as
- far away from towns as possible.
~ Place industries so they lie in a line
with the industries which they supply
- and which supply them. Use the
- table on page fourteen to help you
2, decide which industries fo select.
-~ - This gives you an edge over
.z opponents who sfart after you.

cities and villages, untouched and

unconnected. You have just 100

years to capitalise on the growing

Industrial and thriving populous.

Choose your name, face and colour
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then get out there and lay that

Population: J 250

Passengers last month: o mMax: 245

Mail Iast month: o) mMax: 55 .

e e S 2k Location | Localauthority|  Rename
You will often find yourself laying transport Use the pause icon whenever you are checking
networks which don’t work in practice. This may any stafistics. This is especially useful when you
be because you've placed the entrances to are planning a new nefwork. You can check fo

I
t
I
stations the wrong way around, or it may be you see which towns have the largest population [
I
1
|

hardcore! It won't be easy, you've

not only got to worry about

haven't got the money fo finish the route. Make before building a network fo service them. Use
sure you save your game each time you start to the shortcut window af the top of the screen fo
build a new network. This is especially important skip through the towns in order.

in the first couple of years when money is fight. ——

Service subsidy offered:

competition, you have natural

disasters, fluctuating economies and

First Iron Ore service from

SYSTE M Ginnway Irom Ore Mine to
: Wrunnway b;f:iEI IE[I%H wtjil11 aittralct a
aduancing technology to furrow your REQUIREMENTS e e T
v od i _
. . VIDEO CARD: SVGA astest who suceeds the most. enever a new
brow. leed solutions to these HD: M subsidy is offered, dlick on the news window fo

SOUND CARD: SOUND BLASTER, ADLIB, ROLAND, alternate between the two locations involved. This

i ?éﬂ‘ﬂi PRO AUDIO SPECTRUM will instantly move the main map over the
= : locations. You should concentrate on these routes if
pmhlams? Head on... FOSES L other fransporf companies have been starfed, even

if this means stopping other projects momentarily.




Set up a couple of these local bus routes before looking around for
industry services. The cheapest industries to link are coal mines and
power stations. They also need the least amount of planning and
money. Link them with a straight rail network and start moving that
freight. This should bring in enough cash to start on the larger projects.
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Subsidies n of fer for services taKing:=
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will stand as your ‘bread and butter’ and sets a firm foundation to build the rest of your{

company. Roads are the cheapest and easiest of the networks to set up. You should find two
towns which are very close to each other before setting up a small bus route.

5 SIS 5 Try and keep your loan under Service subsidy offered:
(v e £200,000 in the first year. Although pFi?t Pass%nge& service frnmﬂl
e eingles i rinfingpool to Wrunnway w
e ou should aim for extreme growth gpool 1 : :

o e st 2008 y e attract a year’s subsidy from the
-_ﬁlﬁn_a}ﬂ&;ﬁﬂﬂﬁgﬁuzu HELL early in the game, vou don't want to local authority/!

Trmheae make your loan interest take up too

i 556 much of your income. This will actually
‘Lwun Interest —E‘_'E

Dthier : prevent you from growing further. You
e should also only borrow what you  Manage to claim them for your company first you can reap tremendous

Ly need to complete particular projects,  Fewards in the form of multiplied revenue rates. You should concentrate
spend the full £10,000 before trying on completing only the subsidised services in the first year. This will give

to borrow another £10,000 unless you need more than that amount for a single purchase, YU @n €normous money boost for fast growth.
This stops you paying interest on cash which isn’'t being used.

Pay careful attention to the subsidies offered early in the game. If you

Nt el novE B vallAtIel | L e Sl Try to get a foothold in as many towns as possible in the
Hovercraft o naINa oA early years of the game. This can take the form of simply

et | e PRl PSR | buying tracts of land near to the centre of towns and

S o PN S T oo ] running routes which lead nowhere. As the game
T DR e " e :’i#‘ ’} f .. * E;?g;?tﬁf ;ﬂ;ﬂfﬁ;ﬁg'ﬂi: ;;LEEE:{SEF::TLCIE;?S:
Darwin 300 r_ﬁ:m%ﬂ;m%__; e R ) .

S YT Ry mais .;"*I*'-*'f?‘_-’-'f;’-i‘_‘-“‘-f'-*f:?nr-;_.t:_ 2 i This is also a cheap way of laying the foundation for

: ' Locatien | Localawthority]  Remame o LecaUTe [Leca ;
oSSR M sty T O R transport networks in the future.

New ship now availlablel

Mail ship
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New vehicles which have either been offered
on a trial or those which have just been
released to the marketplace, provide an
opportunity to overtake your opponent’s
existing transport networks. If you have the
funds available you should try and upgrade
a majority of your vehicles to the new
model. Concentrate on converting vehicles
which run to industries or towns you share
‘with other companies.

Your popularity rating in a town is of extreme importance B s O i

[ PR EETeT R

throughout the game. It influences a number of factors which -t

F A ek nd Pkl

may effect the growth of your company. If you share a town
with one or more transport companies, the most popular
company will receive most of the passengers, mail and - i e
valuables on offer. The same rule applies to industries. It can keep your
3 1 1 B0 A | 110V ¥ 1 T T TT T B also effect the planning popularity ratings high. If the list appears to be

T VLU e Wi psrdpsums e e pgerape e 0 permission handed out by particularly high in a station you should consider

oy R B
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-~ |ocal authorities. Towns which ~swamping it with extra buses, planes and boats. It is not
-~/ | think you provide a poor so easy to increase the volume of traffic with trains. You
%ﬁiﬁﬁﬁm SRS Wﬁ%@“@mﬂ - -.: sarvice il natallow you to could [Ea[af.;:; the statign ;.uitth arlang;;f or \;-;iderrtstitit:n
(e bl 4 build, change or remove tiles  or cou d build a second station in a difierent part of the
. | ] near to them. This-includes the map. Remember to leave gaps between long lines of
B ] construction of new stations. vehicles to avoid bottlenecks at the stations.
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Setting up a good railway network should be your primary objective when playing Transport Tycoon.
Railways provide the best opportunity for the transit of all types of cargo. They will provide the bulk of
your money on which your empire grows.

@ run a track from the second line to a factory e v
and build a third station with one track alongside it. |2 S
Continue this track to the nearest town and place | -"Smeieis
the final (fourth) station where it will accept goods.  [ISsEs ™%
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@Lutate an industry which provides raw
materials and place a single track station with a
length of three squares next to it. The most
profitable service to run is from an iron ore mine.
Run a single track from the mine to the nearest
steel mill. Build another station of the same
length with two tracks next to the mill.

@ If you cannot get a station to accept goods at
the town end of the network, try extending the
length of the station to improve the catchment area.
Adding a second track will also inprove the
catchment area, and is worth doing even if the
second track is never used.
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= .,l @If there is a farm nearby you could

(5) You should try to build one train depot for each route run on this network. If you don't do
this the trains will keep swapping positions when they go into the depot for servicing. This will
eventually cause you to lose money on a number of routes,

(DE - Double Engine)

| consider adding an additional track to the o A
factory. Try and lay the junction with the /FEJE ENGINES x/ﬁ}

o existing line as close to the station as allowed. NAME INVENTED SPEED CAPACITY LIFEEXP POWER
= | Place signals on a straight bit of track right Jinty class 1924  56Km/h - 14 Years 250Hp
+ . next to the junction to increase the speed Stanier Crab 1927  Q6Km/h = 20 Years 600Hp
i1 trains can pass through the shared section. =izl 17205 MKV Sabe v 20 cats T0OHD
Collett Panier 1931 64Km/h s 15 Years 300Hp
Gresley D49 1931 104Km/h - 20 Years 9QO00Hp
Stanier Jubilee 1934  128Km/h - 21 Years 1200Hp
Gresley A4 1936 144Km/h = 20 Years 1400Hp
Bulleid Q1 1943  112Km/h - 20 Years 9Q00Hp
BR 8P 1954  152Km/h - 23 Years 1800Hp
Metro-Cammel 1956  112Km/h 76 Pass DE 12 Years 600 Hp
EE 37 1960 144Km/h = 20 Years 1750Hp
BR/Sulzer 25 1961  144Km/h - 18 Years 1250Hp
Brush 47 1963 160Km/h E 22 Years 2580Hp
BR 86 1965 160Km/h - 23 Years 3600Hp
BR 87 1974  177Km/h - 23 Years 5000Hp
BREL 36 1976  128Km/h = 20 Years 3300Hp
BR 1C125 1977  201Km/h & Mail DE 20 Years 4500Hp
Spriner 1984 120Km/h 80 Pass DE 15 Years 7O0OHp
T.G.V. 1984 241Km/h DE 25 Years 7000Hp
Eurostar 1993  249Km/h DE 25 Years 8000Hp

X2001(monao) 1998  255Km/h DE 20 Years

10000Hp




When you are dealing with a short rail link you
should try to keep the platform length as short as
two or three sections. There is little need for a
larger platform unless you plan on expanding the
service over a greater distance. This is when you
should build the four and five square platforms.

The tlrne will come when most ar ycnur trains can
operate at the maximum of 241Km/h. You should
plan for this when laying your bridges during the
golden age of steam. You should always build the
fastest possible type of bridee when laying track.
You can keep your trains travelling at maximum
speed over sections of water which are nine
squares or less in width. Greater distances will
mean big losses in speed, time and profit.
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As trams get -::Icler thﬂy start tn break down more
frequently. Because trains provide most of your
funds in the first fifty years you should pay careful
attention to the state in which your engines lie.
When an engine starts to get old you should really
replace it. This is sometimes impractical, so an
alternative action is needed. Go to the information
screen about that vehicle and set the servicing
interval so it is more frequent. This will lower the
number of breakdowns whilst you wait for the funds
to replace it.

A
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Industrtes which prcwlde goods when given raw
materials should always have two trains running o
them. One train should deliver the raw materials
and one should collect the goods to stop
production being stunted. Although a multiple
track station is ideal, you should try to stick with
single track shared by two trains when you first
start out or if funds are low.

In some circumstances you will find that
trains which share a section of track swap
places due to servicing irregularities. If you
cannot build new depots due to lack of
space you will have to send both trains
back to the depot so you can start them
off in the proper order. Unfortunately this
will result in a loss of revenue, but is
neccessary to make the route profitable.

RN N N IEIES

From 1998 onwards you have the
opportunity of building a monorail
system. Unfortunately there is a limit to the
number of trains you can own,

and you have normally

reached this limit long before

1998. The best course of

action is to start systematically

replacing your entire train

network with a monorail one.

It is costly, but very, very

effective. You should notice the

increase in profits almost

instantly.

TIDT BT bTIN =
rientation

T|'|E'. catchment area is vastly |mr:nrn~.urﬁd by enlargmg the
measurements of the station. You should always try to place
railway stations so they serve the largest buildings in a town.
Lay roads around your railway stations so they lead away
from the town centre. When the town starts to grow the
computer will follow already placed roads rather than building
new ones. This way you can shape the way the towns look.

CARRIAGES

TYPE
Passenger Carriage 25T
Coal Hopper 18T
Mail Vian 21T
Qil Tanker 24T
Livestock Van 207
Goods Van 21T
Grain Hopper 19T
Wood Van 16T
Iron Ore Hopper 197
Steel Van 18T

Valuables Van 20T

WEIGHT EMPTY LOADED CAPACITY

27T 40 Passengers
48T 30 Tons Coal
28T 30 Bags Mail
54T 30 Tons Qil

24T 25 Cattles

33T 25 Crates Goods
49T 30 Tons Grain
46T 30 Tons Wood
49T 30 Tons Iron Ore
38T 20 Tons Steel
30T 20 Tons Valuables

Monorail vans add five units to the capacity, but not to the weight.

Eatl nehuc:rks require a great deal of space, and tt is then the case
that you miss out on the bulk of the passengers in a town because
you can't build stations close enough to the town centre. The way
around this is to link bus stations with rural train stations. Run a bus
service from the centre of a town to a railway station and order the
buses to unload at the linked station. You can then transport these
additional passengers over greater distances for greater profit.

The best way to judege which
station length is required is to

a5l look at the size of the service

you are running. Large towns
always deserve four or five
square platforms unless it is
for short routes. Manufacturing
industries should alsc® get the
best treatment. You can

normally get away with two
1 and.three square platforms on

raw material sites.
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Building a road network has its advantages as well as its disadvantages. Roads can be used by both
yourself and your competition, and road transport is slow and unreliable. On a positive note, it's very cheap
to set up and maintain. You can get yourself a good rating in a lot of towns with a cheap road service.

SR e __ B e i @Placea bus station as close to

e Do or g Sla ) BN Pl Eaia = the centre of the town as possible.
St SRR N | e, S SR @M Leave the ‘highlight catchment area’
' R gAY 115 - | switch on and fit in as much of the
town as you can. Repeat this with
the other town making sure that
both stations are orientated to face
road sections. Build a road vehicle
depot next to the largest town,
making sure you can trace a route

to both stations.

@ Click on the depot and select the

‘new vehicles’ switch. Scroll down the
e e SRS R 2 X : A s B s e list to find the fastest of the buses.
T LT MU SR © R e Build four of these buses and dlick on
@ Pause the game and scroll around the main map to find two large or [ i il o their order icons. Set them to run
medium towns which are within ten tiles of each other. Try and choose between the two stations you have
towns which are surrounded by flat land with very little water. Zoom in as built. Start them rolling, but make sure
close as l.fDLf can and Hn_k them with a straight bl[. of road. Try to make tt?e you leave a three second gap between
road as straight as possible to speed up the transit route. You should avoid each one. This stops them from
raising or lowering the terrain or building bridges at this early stage. building up at either of the stations.
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@ After the buses have completed one return journey you should
check the waiting lists at both stations. If the amount of passengers
waiting is under two hundred you can move off to start another

network. If the amount of passengers is more than this you should are the least profitable for freight, they are cheap to set up and run. Place lorry depots near
set another bus running on the same route. to banks or bus stations to get the most amount of valuables and mail.
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less of your profit, but will
provide your other services
with support. When you build
bridges for roads, don't
spend money on bridges
which offer the 112Km/h
speed limit. The speed
restriction won't effect your
road income as much as it
would your train income.

ands are Easny thE mr.::-st versatlle of the ft::ur transn-::rt
types. The big advantages to building a road network are the
low startup costs and the improved growth for towns. Road
networks are best used for short passenger services and mail
runs. Freight doesn’'t pay for itself when compared to the
much more profitable rail option. You would have to build
several vehicles and depots to transport as much freight with
the same level of EJI'DfIt as a single train route.
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The catchment area Df bus 5tatmn5 is a lDt srnaller than Buying and programming your
any of the other transport types. The buildings, however, buses and lorries works best in
are a lot smaller and can be positioned in the best groups of three. You can set off the
point in most towns. This can lead to instant waiting lists  vehicles one after another so they
which can never be matched. In large towns you should move in and out of the station in

consider placing two stations near to each other to one smooth motion. This avoids
share the demand. bottlenecks at the various stopping

points on the route,

* | As mentioned before, roads
| are fundamental in the
growth pattern of all the
| towns in the game. When you
* | start to connect towns by
| road you are unknowingly
i creating a pathway for
| expansion. Use this to your
| advantage by placing extra
| stations in squares along
| these road routes. When the
~ | town sprawls outwards you
| will be ready to collect the
| new passengers.

=4 Tunnels cost nearly three times
= more than conventional roads over
2815 hills. It is always better to build a
% tunnel straight through a hill to
keep your traffic moving at its
maximum speed. Lowering or
raising terrain is far too expensive,
and roads going uphill cause a
| significant loss of speed. Tunnels
— are by far the most effective way of
| crossing uneven land.

Sl ..'l--"'-"“ L

Because the depnts are usecl for repairing, servicing, buying and
scrapping vehicles you should try to place them at frequent points
along road routes. A depot on each side of the town is the best plan of

QTY’QQQ
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" Select Hoad Brydge: m '-

N Ty

- Yooden,
SZkmhL £601

. o ’i_I'IJ_I Ginder, Steel,

El.nl'-:mh'i £1,026
l .f‘_ SUSOENSIoN Cﬂncretﬂ;

e _...|1||.—.|h|. SOKkmb=L ;'_[1 186

SUEFEHEIDﬂ Stee:l

| -l-i‘{fr L OBk £17299

‘mur mad sewtce will become less and less important as
the game progresses. It will be res.pnnalbte f-:-r Iess and

SUE’]EI’ISIB Steef
AIPEMHL £:1 3L5

ILattice Grrﬂer sreel,
I60KmMNL £9, 558

S Lattice Grrﬁer steel
ZO9KmhL £, 661

(attice Girder, Steel,
LAk £4,765

action to give your vehicles good coverage,

Eecause buses carry very few passengers you wﬂl thﬂﬂ have tc:- keep
adding extra vehicles to a route. You should never have more than
six vehicles serving one route unless you have the timing sorted out
perfectly. Each station can only take two buses at once, any more are

turned away and lose you money!

NAME

Leyland Lion Bus
AEC Mail Car
Scammel Qil Tanker
Dennis Cattle Car
Bedford Goods Car
Scammel Wood Car
AEC Iron Ore Car
Bedford Steel Car
Bedford Coal Car
Leyland Grain Car
Bedford Armoured
AEC Regal Bus
Leyland Leopard Bus
Ford Coal Car
Renault Mail Car
Volvo Oil Tanker
Ford Cattle Car

Fiat Goods Car
Peugeout Grain Car
Ford Iron Ore Car
Volvo Wood Car
Ford Steel Car

Ford Armoured
Volvo Bus

ROAD VEHICLES

INVENTED SPEED CAPACITY LIFE EXP.
1925 48Km/h 25 Passengers 10 Years
1925 48Km/h 22 Bags Mall 15 Years
1925 48Km/h 21 Tons Qil 15 Years
1925 486Km/h 14 Cattle 15 Years
1925 48Km/h 14 Crates Goods 15 Years
1925 48Km/h 20 Tons Wood 15 Years
1925 48Km/h 22 Tons Iron Ore 15 Years
1925 48Km/h 15 Tons Steel 15 Years
1926 48Km/h 20 Tons Coal 15 Years
1926 48Km/h 20 Tons Grain 15 Years
1926 486Km/h 14 Sacks Valuables 15 Years
1929 S6Km/h 31 Passengers 12 Years
1963 Q6Km/h 35 Passengers 15 Years
1975  112Km/h 25 Tons Coal 15 Years
1975 112Km/h 28 Bags Mail 15 Years
1975 112Km/h 25 Tons Oll 15 Years
1975 112Km/h 16 Cattle 15 Years
1975 112Km/h 16 Crates Goods 15 Years
1975 112Km/h 25 Tons Grain 15 Years
1975  112Km/h 25 Tnni lrcun E'nre 151'&&1'5
1976 112Km/h 22 Tc 15 Year:
1976  112Km/h 18 Tons Steel

1976 112Km/h 15 Sacks Valuables 15 Years
1985  12Km/h 57 Passengers
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The oceans in Transport Tycoon give you the opportunity to transport freight to the most isolated towns and
industries. Your shipping network should work closely with your airlines to provide the services which the
aeroplanes cannot give. It also provides you with a cheap alternative to long distance rail links.

| @ You should wait until the first oil rig is @Ships have a limited range
placed before trying to set up a successful over which they can travel. They
shipping route. The only other reason you i s i also require servicing after every
should want to set up a shipping lane is if e ‘;5‘::,_?"‘1 ,_,-"" two or three journeys (over long

o P e
g

you have a indusfry on an isolated island.  § S e i distances). Place a depot close to

-

h’__r,.-»" o o * the oil rig rather than the refinery.,

k -
g i Ml e IS, A S L A e

@ Find an oil refinery along a coast and build a dock so
that it accepts oil. Oil rigs come with their own docking
facilities, so you don't have to bother building a dock at that
end. Although rigs accept mail and passengers you shouldn't
bother running ocean services for either of these cargoes.

@ After your ship has set
sail for the first time you
should keep an eye on it to
make sure it doesn't become
caught up on the shoreline,
In some circumstances you
should lower the land to
produce a canal to shorten
the length of routes. Limit
these canals to twenty
squares in length.

@ Build an oil tanker for every oil rig you have
available and set them on a course between the rig and

: @Taur busiest ports will tend to produce large
the refinery dock. Make sure you set your tankers to

) stockpiles of the three main cargoes: passengers, mail
collect a full load at the oil rig to maximise profit and goods. You should place buoys along your ocean
compared to journey time. Passenger ferrys and  qutes so your fleet will sail along a fast route between
hovercraft should not be set to collect the full load. two docks. Ships will attempt to find the shortest route if

Passenger services lose their payment rate much faster
than other cargoes.

yvou don't place buoys, but will work more speedily if you
do. This will help to shrink the stockpiles.
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Shipping lanes are efficient, but
expensive for freight transportation.
You can transport a lot more
materials by rail than you can by
ship. Trains are also a lot faster and
have lower start-up costs.
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Ships are very sl

most services. You shouldn’t approach passenger services
until the invention of the hovercraft. Keep the routes short
until the invention of the second generation of ships.

] e R o
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The catchment area of docks is very
small. When you place a dock you must
make sure there is a facility or town
within three squares of the shoreline.
Seaside towns can produce excellent
revenue from passenger services.

8 DubhElboirier M Uil Funzer
] . : : .50 Passenger Ferry
Despite this there are a number of situations where 8 . T
inni - i1 : T ) 254 25T Passenger Ferry
shipping routes are more effective than rail links. The first - - ¥ Str Pl it
: ; ; ¢ . > ] . . ' T e AT
of these is with the transportation of oil from rigs. Qil rlg:s S | E:;g'tﬁ'}:iu'}%ﬁ;;ﬂfm
only start to appear in the later years of the game. There is &= A ﬁgﬂﬂﬂgggﬁﬁl;?w ;ﬁ;’% ;? e
no other way of collecting the oil produced at sea, and oil B&s . R : . |Max. Reliabifity: %:is
rig production is too profitable for you not to service. The second is when you are transporting materials
over large expanses of water. Bridges can only be
* built over water up to a maximum of sixteen

squares. Bridges will also slow down trains and

s

S%5% road vehicles if they reach over ten squares.
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You should not
normally have to run
™ more than one boat

#* on any route. The
only exception is with

| passenger services.

&4 Passenger ships tend
%% to have a small

e ol

Because docks tend to revolve around the

yvou will end up with large stockpiles of goods which remain uncollected on
the dock. To combat this problem you should place a train or lorry station
in an adjacent square to make a combined station. You can then use a rail : :
network to transport the goods inland. | T N T L T s TS

S:  POOLE WOODS
DESTINATIONS:  EINNWAS DICFIELD

| four ships to keep
1 the service at a
=% reliable level.
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5 SHIPS <5y | S EER WP
NAME INVENTED MAX SPEED CAPACITY LIFE EXP. §-—WMHW£153%HFHMEH“
Passenger Ferry 1925 32 Km/h 100 Passengers 30 Years Boats should always be 7 : | MARY JANE DOCKS
Mail Ship 1925 32 Km/h 100 Bags Mail 30 Years | e
Goods Freighter 1927 24 Km/h 100 Crates Goods 30 Years Eﬂi tf' tri';iir? fLC"Ef'f '?ﬁ; 1;:_Eﬁﬂmaﬁsjﬁ%fﬁiﬁiﬁﬁﬂa
Oll Tanker 1928  24Km/h 220TonsOil 30 Years TR * Ol TI'> . | PODLE I
Coal Freighter 1929 24Km/h 200 Tons Coal 30 Years Is beca “:Ek the fEt'J”l | IR b
Coal Freighter 1965  40Km/h 220 Tons Coal 30 Years journey takes a great ___ PROFIT.THIS HERR: E35,072 CLAST YEAR: E51,3E
Qil Tanker 1967 40 Km/h 250 Tons Ol 30 Years deal of time and you will | 11 DESTINRTIONS:  HARY JANE oL
Hovercraft 1968 112 Km/h 100 Passengers 25 Years end up with half loads |
Mail Ship - 1971 64 Km/h 150 Bags Mail 30 Years on all your voyages. B IS JERR:

- Goods Freighter 1975 40 Km/h 190 Crates Goods 30 Years
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! @Start your airline by finding
_ | a large town with few transport
| links. Do not attempt to start
| building an airline if your funds  passengers in the Transport Tycoon empire. They provide the
= |are under £200,000. You best cargo payment rates of all four transport types. The novelty
=, should also wait until the larger  of flying will keep the passengers coming in the early years, and
Jierne. @ | airports are available to you.  the might of the Concorde will awe them in the later ones.
Saee ! This isn't always practical SO YOU  prmErrrsETr———————
:! should be prepared to adapt if [R=ais ‘h 3 Uf* . : '. Ty @ Find another town in
* | your competition has started an Y i Sa i RGN S TS o) SImilar circumstances. The
| airline before you. e O S AT | Dest towns tend to be
] S aEE e : ' =givea= 1 those with one or two
freight services and a weak
bus service. Isolated towns
are ideal as airlines
provide a cheaper link to
the grouped conurbations.

: @ Level off the land and place the airport so that most of the
residential buildings are included in the town. Try to avoid placing
airports next to industries, aeroplanes can never transport freight.

@ After placing the second airport you can start
buying the first of your aeroplanes. If you are lucky
enough to have the funds before 1948 you should
concentrate on purchasing the Douglas DC3. It is
really worth waiting until after 1948 so you can
start your airline with the more impressive Viscount,

= T»1d

ARy iy
11 e o ..d:-_.i..!'ﬂ," T

AN @ Set this first plane to run between the two @ Try to keep your first airports as far apart as you can. The longer
| airports without waiting to collect a full load at routes are easily handled by the fast planes, and will vield a much
either end. Wait to see how the waiting lists end higher profit. You shouldn’t build more than five airports before
# up after one return journey. One of the airports 1950. Around the 20th year of the game you will be given the option
@0 Wwill normally have more passengers waiting than  to construct large airports. From this point on you should concentrate
the other. Build a third airport (if you have the on developing your airlines with great speed. This is the only other
funds) and run a second plane between the most  time in the game that you should start to increase your loan. You
should have paid the loan off before the start of the 1940's.
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Qil rigs can provide a small amount of profit after the inventi
of the Sikorsky helicopter. You should try and run one helicopter
to each oil rig as it is built. You won't be able to pick up or
drop off passengers and mail if your opponent gets there first.
These services barely break even and you should only operate

The Concorde can almost transport the same
number of passengers as a 747 in the same
length of time. You will get much befter returns on
the ultra-short journey time, but will have to pay
much maore in running costs. When the towns on
the map start to get very large you should start

Air crashes are all too common a
problem for any transport tycoon. You
have to be ready to replace crashed
aeroplanes, even before they are
removed from play. Buy a replacement
and set it to copy the wrecked planes’
course. You can even set it rolling out
of the hangar if you want to move on
to other things. The new plane will wait
patiently until the wreck has been
cleared from the runway.

them if you have a healthy bank balance.

running two services between two airports. Mixing
a fast Concorde service with a large 747 service
will ensure excellent profits for your airline. Stick

with these two planes for the rest of the game.

Mail will often build up at airports in ridiculous amounts. Towns
approximately one and a half to two times as many passengers as mail to
an airport. The mighty Boeing 747, for example, can only ship 50 bags of

mail compared to 250 passengers. This 3:1 ratio will lead to a

AT

will supply

n excellent

passenger service and an appalling mail one. This ratio is similar for all
aircraft, so you need a measure to combat the build up. The best course
of action is to link the airport with a railway station, lorry station or dock,

You should never try to run more planes to ship the excess mail.

As the game progresses the towns will spread outwards, consuming the wilderness and open space
on the main map. By the 19280's there will be little space remaining for the construction of large
airports. Although the catchment areas are very large you should still try to build them as close to the

population centre as you can. The ideal ratio

x| SIS TSR P DL IE Fliuszs(Player 1)

e L L Lt of airports to towns should be about 1:3.
e st -£166850  -£80Z815 You should never have to build more than
AR RIS e ‘%ﬁéﬁé 25 airports. Because you are limited to the
e 1620 +£1,659,197 number of aeroplanes you can buy, you will
w2 Senests find you are limited to less planes per port
irsruie lusy :
Eimneuinz i 589,926

iﬁﬂﬁﬁﬂyﬁ3£ ; 2 _g7

. Tueul: +E995,78% ___ +E3,821,345

i e £12,022,863

Borrow £10,000

el w e #  RA LR

You should constantly monitor the =
routes your airline is running. You ==
may find that you are transporting |

.....

passengers between two local g2

airports for little profit. You should

swap the routes around so that §
they become as frequent as|
possible, even if that means |

closing down some of the quieter S’
airports. This pruning will keep <o =

vour airline profits sky high.
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There isn’'t much to choose between the aircraft
developed after 1958. Use the DC8 for all of your
services until the 747 comes along. Don't bother
with any of the smaller craft, your airports will
almost always supply more than 200 passengers
to fill a DC8. As soon as the Boeing giants and
the super-fast Concorde come along you should
start adding to your fleet with new services.

You may notice ‘stacks’ of planes building up
around the busiest airports. Large airporis can
accommodate three aeroplanes at the terminal at
once. This prevents a lot of the bottlenecks
associated with the other transport types.
Unfortunately the air strip can only take one plane at
a time. As a rule of thumb you should never have
more than four planes running to any one airport.
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CAPACITY

NAME LIFE EXP. |
Junkers JUS2 1920 476Km/h 25 Pass. 4 Mail 20 Years
Douglas D3 Dakota 1933  476Km/h 30 Pass. 6 Mail 3;] Years
Vickers Viscount 1948 476Km/h 65 Pass. & Mail 24 Years
SE310 Caravel 1955 952Km/h QO Pass. 10 Mail 18 Years
Sikorsky Helicopter 1957  321Km/h 40 Pass. 15 Mail 20 Years
DC8 1958 952Km/h 200 Pass. 30 Mail 23 Years
BACI-11 1963 ©952Km/h 95 Pass. 10 Mail 22 Years
Boeing 727 1965 @52Km/h 170 Pass. 35 Mail 25 Years
DCQ 1965 952Km/h 100 Pass. 15 Mail 26 Years
Boeing 737 1967 952Km/h 110 Pass. 15 Mail 22 Years
Boeing 747 1967 Q32Km/h 230 Pass. 50 Mail 25 Years
Concorde 1968 2330Km/h 110 Pass. 20 Mail 25 Years
DC10 , 1970 952Km/h 220 Pass. 40 Mail 20 Years
Lockheed Tristar 1970 952Km/h 240 Pass. 35 Mail 20 Years
Airbus A300 1972  952Km/h 225 Pass. 30 Mall 24 Years
MD&0 1978 952Km/h 150 Pass. 30 Mail 25 Years
BAeld6 1980 952Km/h 80 Pass. 10 Mail 25 Yea
Airbus A310 1981 952Km/h 210 Pass. 25 Mail 24 Ye:
Boeing 757 198 ) Pass. %

Boeing 767

h 200 Pass. 25 Mail 25 Ye;
/h 220 Pass. 25 Mail 25 Ye:




'OPPOSITION

Road networks are a little harder to disrupt. .

You have to wait until your opponent has -m-n-\_k}

ey

actually started sending road vehicles
between stations. Place rail track over the |
top of roads right next to the stations. You
have to make sure they are placed *1
perpendicular to the road. You cannot place §
rail track on crossroads or junctions. Once |
you have placed track over all possible exits |
and entrances you can select the bulldozer
and clear the whole square with your track in |
it. The road will vanish as well. Place a strip &
of track in the empty square so a new road &
cannot be built. This should cost you less %P

i

than £100, but your opponent will have to f}*

re-route all the vehicles, demolish the 5%
stations and replace any depots.

Road vehicle destrﬂyed in 'UFQO
collision

T1STH JUL 1RE
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There are many devious ways you
can stunt the growth of your
opponents. They are all cheap,
effective and downright nasty! Keep
an eye on the owners map and look
out for new stations or constructions.
Scroll to find these places before
trying some of the following.

There are a number of perks you
can award to local authorities to
win convince them to give you
more cargo than your opponents.
One of the best of these is to fund
new buildings in the town. This will
increase the population much
faster than normal and will
increase the load on your stations.
You can also opt to pay for a
years exclusive transport rights.
This is very expensive and won't
pay for itself in most towns. It
does help to make your
opponents life that much harder.

Once you have a new railway station you should
follow the track to an unfinished end. Place a couple
of your own rail track tiles to block this line. Your
opponent will have to rip up the track and re-lay it.
You can keep doing this until they are forced to
move stations and depots. This will cost them a lot
more than it will cost you.
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Actions available:
= Ii%:ﬂ’ﬂ{?ﬂﬂﬂﬂl =
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Industries must be linked together in the correct order

i
i

DUS$TRIES

To increase demand in your own stations you can
plant trees around the outside. This is a small
feature which computer controlled opponents tend
to omit. In a shared town the prettiest station will
get the most customers, it also improves your
rating with the local authority. Advertising
campaigns are a cheap alternative to pouring funds
into local authority. They are not as effective at
bringing in more customers. With all of the local
authority options you must remember to increase
your service to cope with the extra demand, if you
don’'t, your waiting lists will grow and vyour
investment will have a reverse effect.

to ensure good profits. Rail routes can be replaced with ) Rail A
sea routes if circumstances are right. You should = i A
upgrade the road links on longer routes to air links  >< i Sea /i

within the first fifteen to twenty years. Coal Mine Power Stafion
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