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Foreword

Nearly five years to the day have passed between Industry Giant 2 and
its predecessor. A long time indeed in the fast-paced world of compu-
ter gaming. Nevertheless, we hope that it has been worth the long wait
for all enthusiasts of this game.

Much has taken place, a great deal has changed during this time. Ten
times as many people worked to create Industry Giant 2. The number
of lines of programming has tripled, not to mention the quantities of
graphics. The contents of the game itself have grown to around thrice
their original size as well. But we are certain that one thing has remai-
ned the same – the flair of the original game.

As in the previous version, the way you experience the game is entirely
up to you. You can opt for a bare-knuckles business simulation or treat
yourself to a very relaxing frolic with a model train set. For most, the
truth will lie – as it so often does – somewhere in between.

We have done our utmost to offer you the most multi-faceted and richly
changing game experience possible. We were aided in this by count-
less suggested improvements we have received from players them-
selves. For this we are especially grateful, and we would like to encou-
rage you to let us know what you liked about this version. And natu-
rally we would appreciate hearing any criticisms you may have as well.

I should like to take this opportunity to extend my personal thanks to
the entire IG2 team, which has stayed the course even in difficult
times. A word of thanks as well to all of the JoWooD staff who worked
passionately to create the environment for this game.

I wish you great fun and success!

Hans Schilcher

Producer & Game Design
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Epilepsy warning

Some people may experience epileptic seizures or loss of consciousn-
ess when exposed to certain light patterns or flashing lights. Some

types of graphics and computer game effects may induce an epileptic
seizure or loss of consciousness in these individuals. Certain conditions
may induce previously undetected epileptic symptoms even in persons

who have no history of prior seizures or epilepsy.
If you, or anyone in your family, has an epileptic condition, consult your

doctor before playing this game.
If you experience any of the following symptoms while playing the

game – dizziness, loss of awareness, eye or muscle twitching, fain-
ting, disorientation, any involuntary movement or convulsions – turn
off your equipment IMMEDIATELY and consult your doctor before

resuming play.

Copyright

Copyright © 2002 by JoWooD Productions Software GmbH
All rights reserved.

Software, graphics, music, text, names and manual are protected by
copyright. No part of the software or this manual may be reproduced,
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Installation

Install the game as follows:

Start up your computer.

Close any applications that you may have running.

Insert the Industry Giant 2 CD in your CD-ROM drive.

If you have activated the autoplay function, the installation program will start
after a few seconds.

If the installation program does not start automatically, this means that
autoplay has been deactivated. In this case, double-click on “My Compu-
ter” on your desktop, then on the CD-ROM symbol, and finally on
setup.exe.

Follow the instructions on the screen to complete the installation.

Minimum system requirements

P II 350 MHz 
64 MB RAM
Windows 95/98/2000/ME/XP with Direct X 8.0
3D graphics card with 16 MB RAM 
16-bit soundcard 
8 x CD-ROM drive

Starting the game

To start the game, double-click on the Industry Giant 2 symbol on your
desktop.

You can also start the game from your Start menu.

Note: While the game is in progress, make sure the “Industry Giant 2” CD-
ROM remains in your computer’s CD-ROM drive.

Technical notes

We recommend that you close all other programs (including those running
in the background) before starting the game.

Many screensavers can cause temporary problems with the screen layout.
If this happens, you are advised to deactivate your screensaver before
starting the game.

It is possible to switch to other applications during the game. However, with
many graphics cards, the graphics may be distorted when you return to the
game. We therefore recommend that you end or exit the game if you want
to use other applications.

Technical support and customer service

Experiencing technical problems installing the software? Hit a problem
during the game and don’t know how to continue? Call our hotline – we’ll
be pleased to help!

Hotline

Game hotline: Tel. +49 6102-81 68 068 (Mon.-Fri. from 3 pm to 6 pm)
Technical hotline: Tel. +49 6102 81 68 168 (Mon.-Fri. from 3 pm to 6 pm)

Feedback, suggestions, requests

Let us know what you think of the game. Send an e-mail to:
jowood@jowood.com

Latest information

Visit our websites for the latest information on all our games:
http://www.industriegigant2.de
http://www.jowood.com
http://www.industrygiant2.com
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Summary of game

From company founder to billionaire

In this simulation, you will guide a company’s development, right from its
humble beginnings to – with any luck – an industrial giant.
You control every aspect of an expanding business – building factories,
developing products, paying wages, pricing in retail outlets, even operating
the transport network.

The name of the game

In your role as company founder, your goal in Industry Giant 2 is essentially
to build an enterprise that earns more money than it spends.

The requirements vary according to game mode, level of difficulty and
mission. For example, in the Endless game you have a free hand and can
experiment to your heart’s content. By contrast, the missions of the three
campaigns set tasks that can be extremely challenging.

Tutorial and operation

We recommend that you start with the tutorial missions. These have
been specially developed to make your introduction to Industry Giant 2 as
easy as possible.

You will find explanations, notes and advice on the tutorial missions on page
12 of this manual.

For full details on the main menu, options and game modes, see page
19.

Page 29 contains a detailed explanation of the control as well as the func-
tions of the game, together with numerous tips.

An overview of keyboard functions can be found on page 10.

How to become an Industry Giant

In Industry Giant 2, your task is to transform a company from its humble
origins into a massive corporation. That’s the idea, at least! Some of the
missions in the campaign mode are especially demanding.

Essentially, your company must make money. As much of it as possible!
This is achieved by selling goods to the inhabitants of towns. However, first

of all you have to make the goods – preferably at a safe distance from the
towns. (After all, nobody likes living on industrial estates, do they?)

Of course, spending money is child’s play: factories, production, wages,
transport, storage facilities, vehicle repairs and so on – all these have to be
paid for on a regular basis. Ideally, you will earn more from sales than it
costs to produce the goods. As you’ll see, there is more than one way to
go from rags to riches!

Playing the game: an example

Your whole business revolves around the retail outlet – it is here, and only
here, that consumers pay money for goods. As an industry giant, you build
retail outlets to sell your products to those who live in the towns.

But how do your goods get from the factories to the retail outlets? Both
need storage facilities: factories deliver to storage facilities, and retail
outlets collect their goods from these locations, too.

Let’s say you start off as a small business in the food industry, with a retail
outlet in the town, a storage facility, and a hen farm. This is the production
chain that you create in the first tutorial of the game.

Up to a limited distance, the transportation network runs automatically. For
the most basic production chain in Industry Giant 2, these three buildings –
retail outlet, storage facility and factory – are sufficient for your needs.

Later in the game, you may well need a more complex logistics network,
with trucks, trains, cargo ships and planes transporting your goods over
long distances to ensure that people can obtain your products in multiple
locations.

With a little luck and guile, you may soon be able to raise cattle near the
hen farm, in order to sell milk or meat as well as eggs. This might be follo-
wed by expansion into the next town, in which a retail outlet and storage
facility are built, taking food deliveries from trucks. A few game years later,
this same company might be selling toys or newspapers, lawnmowers or
furniture, hairdryers or cars - or all of them at once!

The possibilities are endless! In Industry Giant 2, there are around 150
products and dozens of vehicles and building types.

9



10

Details, tricks & expert tips

Tip:
In the first tutorial mission, you will soon learn the basics
of production.
More complex production chains are covered in Tutorials
2 and 3, together with the finer points of transportation.
For a complete overview, see page 28. In the “Control”
section of this document, we’ll guide you through all the
game’s functions using the first mission as an example.

Big, successful firms don’t just appear from nowhere. The road from fled-
gling business to industry giant is a long one. If you’re going to transform a
small hen farm into a powerful corporation, you’re going to need a little
knowledge! You’ll find all you need to know about goods, vehicles, buildings
and other features of Industry Giant 2 in our tables starting on page 29.

Have fun and good luck!

Keyboard functions

General
Pause ............................................................P
Increase game speed....................................+
Decrease game speed ..................................-
Normal game speed......................................F12
Exit game ......................................................Esc

Navigating within the game world
Zoom in ........................................................Page up
Zoom out ......................................................Page down
Scroll detail ....................................................Cursor keys
Zoom level 1:1 ................................................Shift-F2
Zoom level 1:2 ..............................................Shift-F3
Zoom level 1:4 ..............................................Shift-F4
Zoom level 1:8 ..............................................Shift-F5
Save map position........Shift-1 to Shift-0 [number keys]
Display map position................1 to 0 [number keys]

Build
Rotate terminal (preview image) ..................Spacebar

Load & save
Quick save ....................................................Shift-S
Quick load......................................................Shift-L

Menus and information
Mini-map (overview)......................................M
Balance sheet................................................B
Statistics ........................................................S
Profit requirements & mission goals..............G
Vehicle list......................................................V
Player info......................................................I
News ............................................................N
Show messages automatically (pop-up) ......Shift-N
Hide menu ....................................................TAB

Display options
Town buildings ..............................................F2
Trees..............................................................F3
Town names ..................................................F4
Railway station signs ....................................F5
Resources ....................................................F6
Product icons ................................................F7
Load icons ....................................................F8
Player icons ..................................................F9
Vehicle numbers ............................................F10
Show player colours ......................................F11
Fireworks ......................................................F
Water animation ............................................A
Display possible shipping routes....................R

Tip:
In the majority of cases, you can select the required
option by simply pressing a key. Pressing the key again
reverses the action.
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The tutorial missions

Get started the easy way: Our tutorial missions will take you through the
functions of Industry Giant 2.

In these short missions, you will familiarise yourself with the basic principles
of the game and learn how to use the functions. The following pages
contain the screen texts of the tutorials as well as advice on solving
problems and provide tips for these training missions.

Tutorial 1

In this tutorial, you will learn the basic principles of the game. Simply follow
the instructions on the screen.

Your mission is to create a simple production chain by producing eggs in a
hen farm. The eggs will be delivered to the storage facility and sold in a
grocery shop.

Of course, it would be unwise to build the farm before ascertaining where
the eggs are to be sold. After all, you don’t want to remain an egg farmer
indefinitely – the aim is to become the greatest industrial giant of all!

The retail outlets are some of the most important buildings in the game.
Since you can only earn money when they sell your products, the location
of your sales outlets is crucial. You should therefore make this decision
before setting up the necessary infrastructure.

Players are advised to create the production chain as follows:

1) Find a location for groceries that will generate sales (see “Where to sell
your goods”)
2) Build a storage facility that is close enough to the grocery shop to supply
it automatically (see “Transport or beam?”)
3) Build a hen farm. This should be close enough to the storage facility to
supply it automatically, but not too close to the town! (See “Towns, goods
and growth”)

Where to sell your goods

First, choose a location for the grocery shop.

Left-click on an empty space to call up the Build menu.

Select the grocery shop and move the mouse pointer over the map. Do not
click yet. When you move the preview image to a town, the anticipated
sales figures will be displayed. The catchment area of the shop will also be
displayed (buildings marked in yellow).

Build the grocery shop at a location where high sales figures are anticipa-
ted, i.e. in an area with a large population.

Tip:
The expected sales figures are displayed in groups that correspond to
the four quarters of the fiscal year.
So if, say, the figures for a product are “1-2-3-4”, you can expect
monthly sales figures as follows:
Spring (March/April/May)......................................................1 unit
Summer (June/July/August) ................................................2 units
Autumn (September/October/November) ............................3 units
Winter (December/January/February) ..................................4 units
Many products sell well in certain seasons: winter clothes are bought
almost exclusively in autumn and winter, while sports equipment is sold
mainly during the warmer seasons.

Transport or beam?

Now that you have found a location for the grocery shop, you need a stor-
age facility. Choose the medium-sized storage facility from the Build menu
and move the preview image over the map again, without clicking.

If you now move the preview image towards the grocery shop, the shop
turns green. Provided it remains green, this means that it is within the
catchment area of the storage facility. Since it is only a short distance
between the two buildings, the goods will be transported automatically
without you having to worry about them.

Build the storage facility at a suitable site on the outskirts of the town,
preferably near a place on the map with large areas of green, open spaces.

13
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Tip:
The catchment area of a building is very important, as goods are trans-
ported automatically, or “beamed”, between buildings that are suffi-
ciently close to each other.
If the buildings are too far apart, transport has to be organised. And
this creates substantial costs.

Now select the hen farm from the Build menu. Move the preview image
over the map. Look for a suitable location: the storage facility must turn
green for transportation to take place automatically. The anticipated aver-
age production figures are displayed above the hen farm. But be careful –
the hen farm should not be located too close to the town.

Towns, goods and growth

Production-related buildings, such as factories, farms, mines and so on,
can cause long-term damage to towns. Foul-smelling farms and factories
inhibit a town’s growth!

Locate your farm at a place that promises high output and that will not harm
the town. Now specify the product to be manufactured by opening the
Build menu and clicking on “Eggs”.
Operational factories display symbols depicting the products that are
currently being produced.

Move the preview image of the hen farm closer to the town: the building
turns red. This means that the farm would permanently damage the quality
of life in the town, thereby slowing its growth.
Terminals, storage facilities, train stations etc. do not affect a town’s
growth; shops foster expansion.

A town’s growth is accompanied by demand: in large towns, you can sell
greater quantities and varieties of goods than in villages.

There is another way of controlling demand – pricing. You will sell more
products by reducing prices. If you increase them, the amount of units goes
down (but the profit goes up).

In the next tutorial, you will create a more complex production chain.

Tutorial 2

In this tutorial, you will create a more complex production chain. At the start
of the mission, some buildings will already have been built – all you have to
do is make sure that goods production runs smoothly.

You still won’t be building any transportation routes yet. So bear in mind the
catchment areas when locating your buildings: in this mission, the goods
are once again taken to their destination via the short distance method
(beaming).

You will see a hardware store in the town; your building industry is just a
stone’s throw away.

First, make sure that you have the necessary raw materials. To produce
tools, you need timbers and steel.
For steel, you need iron ore.

On the map, you can see the iron ore resources, represented by little steel
girders emerging from the ground (make sure the raw materials icons are
activated in the Options menu). Position a mine directly over the iron ore
symbols. You can now mine the iron ore.

Tip:
Oil and other raw materials such as wood, copper and
iron are non-renewable resources. This means that once
all the available resources have been used up at a parti-
cular location, you must find new sources. The number of
units that can be extracted is displayed during the
construction of the building above the preview image.

You now need a storage facility in which to store the iron ore.

Next, erect a steelworks to produce steel from the iron ore.

To ensure there is proper transportation between the building materials
industry and the hardware store in the town, build a storage facility
between the factory and the retail outlet.

To make timbers, trees must be felled. Build a logging camp in the woods
nearby. When you do so, all the trees that can be accessed by the lumber-
jacks of the camp will be highlighted in green.
You now need a storage facility at which to store the tree trunks. And in the
catchment area of this storage facility, build a sawmill to make manageable
timbers out of the tree trunks.
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The building materials industry can now use the timbers and steel to make
tools, which will be delivered to the hardware store in the town. Your goal
is to sell 20 units of the tool. If you make them quicker than they sell, simply
reduce the price!

The next tutorial focuses on transportation.

Tutorial 3

In this tutorial, you will familiarise yourself with the various means of trans-
port.

Your production facilities are a long way from the town. You already own a
logging camp, sawmill, furniture factory and of course a storage facility.

Your furniture shop is in the town, a long way away.

First, you need to transport the goods from the production facilities to the
first storage facility. To do this, build two railway stations.

Tip:
Use the spacebar to rotate the terminals (truck terminal,
railway station, port) until you find the best position.

You now need to link the two railway stations. Although, in theory, one plat-
form should be enough, this wouldn’t be particularly efficient. Build a two-
platform railway track and buy a locomotive. The tutorial will now explain
how best to plan the routes for the goods trains. 

In the Vehicle menu, you will see that there is a “Wait until full” box in the
“Stations” section. If you tick this box, the train will wait until the specified
load has been completed. This way, you will avoid unnecessary empty runs.

Tip:
Use this function with care: waiting trains can block a
terminal and paralyse your transportation network. This
would certainly be the case if the train waited for a
product that is no longer be produced.

The train now delivers the manufactured furniture to the first storage
facility.

To transport goods across a stretch of water, you will need ships. Build two
ports. Your ships will soon be transporting the furniture to the storage faci-
lity on the outskirts of town.

The furniture now needs to be delivered to the furniture store. A truck route
would be suitable for covering shorter distances in the town.

Build two truck terminals. Your trucks will now transport the furniture to the
store. But wait – you haven’t finished yet!

You still have one task to perform: outside the town, there is a storage faci-
lity crammed full of furniture, which must be delivered to the furniture store.
How you achieve this is entirely up to you. Good luck!

Frequently asked questions

Although my production chain is working, I’m making heavy losses.

Have you waited until the first day of the month? The shops don’t transfer
the sales revenues to your company account until the end of the month.

In all probability, the transports costs are too high, or the routes too long,
demand insufficient, or something similar. The Statistics and Balance sheet
screens will tell you what caused the heavy losses.

If you expanded too quickly, you are probably producing far more than the
town needs.

If your losses are high, you should start the level again and set up your firm
differently next time.

Why is my transport route not working?

For a transport route, you need:
• Two terminals of the same type
• At least one vehicle that is suitable for the terminals

Each terminal must have access to a storage facility.

To get the vehicle delivering goods, you must assign it a route with at least
two stations (see Vehicle menu).
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The vehicle will not leave the terminal if there is no direct connection to the
destination terminal.

To transport goods, you must make the relevant loading settings at the
stations concerned (see Vehicle menu).

Why is my storage facility too full? My truck is transporting plenty
of goods as it is.

Your load capacity is probably too low. Buy more vehicles or use a more
efficient means of transport, such as goods trains.

Should I use trucks or goods trains?

Trucks are recommended for shorter routes and low tonnage.

The railway is probably the most important means of transport in Industry
Giant 2, as it enables you to transport large quantities of goods efficiently.

What goods will yield me the highest profits?

You will make more money with sophisticated goods than with raw
materials.

For example, although you can sell timbers in a hardware store, you can
make more money from wood if you turn it into tables and hawk them to
furniture stores.
The same applies to virtually all products: plain paper produces lower
profits than newspapers or comics, empty glass bottles are certainly less
lucrative than those filled with whisky, wool is not as profitable as winter
clothing, and so on.

You can obtain a clearer picture of how to proceed by calling up the
company balance sheet and statistics.

Why is it that every time I open and close the Terminal menu, I buy
a new vehicle and end up in the Vehicle menu?

Instead of clicking on the green tick (“Buy vehicle”), exit the Terminal menu
by clicking the right mouse button or by choosing the red “X” in the top right
corner of the menu. 

If you have any other questions, don’t panic – in the next section,
we will guide you through all the ins and outs of Industry Giant 2.

The main menu

The main menu is displayed at the start of the game. It
contains the following options:

Load game
Choose this option to continue with a previously saved game.

Endless game
Choose this option to start an “endless” or free game.
Endless games have a duration of 80 years. You have until
1980 to fulfil one of three conditions to win the game. Howe-
ver, you can play until the year 9000 if you want to – hence
the game is all but “endless”.

Campaign missions
This menu option takes you to the three campaigns of Indu-
stry Giant 2.

Tutorial
These short training missions guide you through the basics of
the game and provide useful information.
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Multiplayer
Test your skills against other players – over the Internet, on
the network (LAN) or in Skirmish mode.

Display high scores
Displays a list of the highest scores.

Player settings
Here, you can specify the colour that will represent your
company property. This colour will be used on the overview
map, and to display buildings such as stations. A company
logo will help define the image of your enterprise in Industry
Giant 2. You can also select a player name.

Options
Use these options to set parameters like the screen display
and sound.

Exit game
With this menu option, you exit the game.

JoWooD website
Click on the JoWooD logo to access the JoWooD website.

Credits
Hidden elsewhere on the screen is a list of those who helped
create Industry Giant 2.

Options

Video settings
Driver: Some systems give you a selection of different drivers
to choose from; some, for instance, have a variety of old 3D
card types or more than one graphics card installed.

Mode
Depending on the graphics card, you can set more than one
display mode (screen resolution – the number of pixels
displayed).

V-Sync on/off
When this option is activated, the screen layout is synchroni-
sed with the screen frequency, thus avoiding screen flickers.
If this causes problems with the graphics, you can deactivate
the setting.

Texture detail
This setting determines the level of texture detail of the
graphics displayed. The maximum level produces the best
graphics, although this may affect system performance.

Brightness
Here you can specify the brightness of the images on your
monitor.

Sound
This option lets you adjust the volume of the special effects
and music.

Starting the game

Single player mode

Industry Giant 2 offers challenging campaigns as well as endless maps in
which you can build to your heart’s content.

Campaign mode

Clicking on the Campaign symbol launches what is probably the
most exciting mode of Industry Giant 2. You have to achieve
specific goals on predefined maps – most of them against the
clock!

The easy campaign is designed for players with little or no experience of
Industry Giant 2. After successful completion of the tutorial, this campaign
should be completed without undue difficulty. Experienced players will
certainly feel underchallenged!

The medium campaign is perfect for players looking for an enjoyable chal-
lenge.
As for the hard campaigns, these represent a more demanding test – even
for experienced players.

Most of the settings in the campaign modes have already been made. For
more details, see the relevant mission description. As a rule, you are requi-
red to perform specific tasks within a set time period.
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Endless game

Choose this mode for unlimited play.
When you click on this option, a selection of possible maps with
their preview graphics is displayed, along with brief descriptions of
each. Choose a map.

Endless game options

Once you have selected a map,
you can make various settings:

Start money
With a lot of money, the game
should be easy... but a limited
budget has to be carefully mana-
ged!

Resources
Many of the resources in the
game are only available in limited
quantities. For example, ore
deposits run out and oilfields run
dry when all the raw materials at these sites have been extracted. With this
setting, you can define the quantities of non-renewable resources available
in this mission. This option does not affect agriculture.

Winning conditions
Select one of four levels of difficulty to determine the size of the business
you must achieve in order to win.
If you choose Easy, you need an annual turnover of 10 million and a
company value of 250 million to win.
However, if you choose Hard, your annual turnover must be 40 million and
your company value 1 billion.
No matter what level of difficulty you choose, one of the winning conditions
will always be the same: You must progress to your eighth residential buil-
ding.

When you have fulfilled one of the three winning conditions, you receive a
bronze trophy. You can then continue and try to fulfil another winning condi-
tion. If you achieve this before 1980, you receive a silver trophy.
And if you fulfil all three winning conditions before 1980, just sit back and
admire your gold trophy.

Start year
Use this setting to specify the year in which the game is to start in the
selected map. The start year determines which vehicles and goods are
available to you.

Realistic economic conditions
Here, you can opt for a stable economic climate with no surprises, or allow
chance happenings to make things more exciting. If this option is activated,
a whole host of events may take place during the game. Some of them will
have an extremely positive effect on the economy, while others may push
unprepared businesses to the brink of ruin. (It should be pointed out here
that the developers designed the game with fairness in mind: as a rule, a
“bad” event is followed by a positive one).

Realistic weather
If you activate this option, you allow dramatic changes in the weather to
occur during the mission. These events (floods, storms, drought etc.) will
primarily affect agriculture.

AI opponent
If you want to compete against other industrial entrepreneurs on the selec-
ted maps, activate this option.

Free game
A brand-new feature for Industry Giant 2! This gives you access to all the
functions and options of the game, and you can build anything – for nothing!
However, you cannot make any profit in this mode. No costs and no reve-
nues, just products: you can experiment to your heart’s content. You can
build the perfect train station or even create a working “planned economy”.

AI opponents
You can compete against up to
three companies, which will be
controlled by state-of-the-art arti-
ficial intelligence (AI).
On activating “AI Opponent”, you
can make various settings. The AI
opponents are all completely
different. On the right of the
screen, you will see detailed infor-
mation on your chosen AI oppo-
nent.

When you have completed the AI
settings, click on “OK” to return to
the previous menu. (If you click on
“Cancel”, you will go back to the
previous menu without saving the
settings.)
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Multiplayer mode

To play a multiplayer game, click on the
network symbol. There are three opti-
ons available: Internet, LAN and Skir-
mish.

Multiplayer mode on the Internet with GameSpy

Start GameSpy Arcade

To play Industry Giant 2 on the Internet, you need GameSpy software. This
is installed automatically as standard.

If the GameSpy Arcade software is not installed on your PC, you need to
install it before you can start the Internet game. You will find the GameSpy
Arcade software in the GameSpy directory on the “Industry Giant 2” CD-
ROM.

GameSpy Arcade starts as soon as you select “Internet”.

If you are using GameSpy for the first time, you will need to create a user
account first.

Once you have registered with GameSpy, you can:
• Create a new Internet game
• Participate in an Internet game
• Chat with other GameSpy users

GameSpy Arcade: Chat room and lobby

After you have started GameSpy Arcade, click on the “Games” button on
the left-hand side of the Arcade window. Industry Giant 2 should now
appear in the list of installed games.

If you click on this icon, you access the Industry Giant 2 chat room. Here,
you can meet and chat with other players, find servers to play on or start a
new server.

The ping value indicates the amount of time it takes for
your PC to send data to the server and back. The lower this
value is, the better!

In GameSpy Arcade, you can sort the available servers by various criteria,
which enables you to quickly determine the fastest servers or search for
specific ones.

GameSpy Arcade: Selecting the server and starting the game

In the Industry Giant 2 lobby in GameSpy Arcade, a list in the upper window
shows the servers on which you can take part in a game of Industry Giant 2.

As well as the server names, you will also find key information, such as the
number of players and ping value. 

If you want to take part in a game running on a server in the list, double-
click on the server or select a server from the list and click on the “Join
Game” button. You are now taken to the preparation room, where you can
chat with the other players.
When you’re ready to play, click on “Ready”. When all players are ready, the
host (the player on the server) can start the match.

GameSpy Arcade: Starting a new server

In the Industry Giant 2 lobby of GameSpy Arcade, you can set up a new
multiplayer server. To do so, click on “Create Game”.
Now set up the server. The tasks involved include setting the maximum
number of players and defining the server name.
Once these details have been defined, other players will be able to see your
server in the server list.
When all players have confirmed that they are ready to play, you can start
the game by selecting “Launch Game”.
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Multiplayer mode on the network (LAN)

To play a network game, multiple PCs have to be connected to a single
network. Industry Giant 2 must be installed on each of the PCs.
You can now start a new LAN game or join in an existing one. 

Tip:
If the PCs connected to the network differ greatly in terms
of performance, the most powerful PC should be used to 
create the new game (“Host”/”Server”).

Skirmish mode
Here, you are pitted against computer-controlled AI opponents in multi-
player mode. This is the perfect practice mode, as you can perfect your
multiplayer tactics without encountering any human opposition.

Tip:
The difference between Skirmish mode and the Endless
game with opponents is simple: in the Endless game, the
AI opponents adapt to the approach chosen by the player,
while in Skirmish mode, the AI opponents go all out to win!

Setting up the multiplayer game

Multiplayer chat
In the setup menus for the
Internet and LAN game
modes, you can “chat” with
the other players. The
messages are displayed in
the text window (lower third
of the screen). To create your
own message, click on the
text line at the very bottom,
use your keyboard to enter
the message and confirm by
pressing Enter.

Player setup

This is where you make the basic
settings before starting the multi-
player game:

Status
The “Host” (the player whose PC
will be used to start the multi-
player game) can check to see
whether the other players have
accepted the settings (green). If a
player has yet to confirm the
settings, the status light is red.

Players
This setting can be used to select
AI players from a list. “OPEN” indi-
cates a position for a human player. To remove a player from the multi-
player game, simply choose “open” from the drop-down menu.

Player colours
Who’s playing whom? Two players cannot have the same colour.

Map available?
This setting indicates whether the selected map is already on the players’
PCs. If it is not, the level is transferred automatically to the participating PCs
before the game begins. 

Ping value
This tells you the speed of a player’s connection to the server.

Once these basic settings have been made, the host can make further
settings.

Mission setup

Start money
Use this setting to determine the amount of money that each

player has available when the game begins. (The more money you have,
the easier the game.)

Resources
Many of the resources in Industry Giant 2 are only available in limited quan-
tities. Here you can specify how much oil, iron ore and the like can be
extracted.
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Economic events
Use this setting to define whether random economic events can occur.

Weather
If you activate this setting, random weather events will occur during the
mission in question. These events will primarily affect agriculture.

Start year
Determines the year in which the multiplayer game begins.

Free game
In this brand-new mode, players can use all of the game’s functions and
options to build anything and everything – at no cost, but also without
making any profits.

Speed
Here, you can set the speed at which the multiplayer game will begin.

Winning conditions
This setting enables you to define who shall win the game, how and when.

If the “Winning conditions” switch is deactivated (i.e. it is brown), the game
will run until the end year specified.

If the “Winning conditions” switch is activated (i.e. it is green), you can set
the winning conditions exactly as you please. So first, activate the required
winning conditions.

You can use the four scales to set the conditions for winning the game:

Company value
The player whose company is first to reach the defined company value wins
the game.

Revenues
The player whose company is first to achieve the defined annual revenues
wins the game.

Money
The player whose company is first to post the defined sum on its credit
account wins the game.

Luxury building
To win the game, your company headquarters must have expanded until
they have reached a defined type of building. This is achieved via luxury
points – a reward for playing the game expertly. For details on luxury points,
see page 52.

Enjoy playing Industry Giant 2 – and may the best player win!

Game control & information
+ numerous hints and tips from JoWooD testers!

The user interface of Industry Giant 2 is extremely intuitive, offering a high
level of flexibility. This section contains detailed explanations on how to
operate the game, followed by pages of tips and advice. 

If you want to test these tips straight away, start the first mission of the first
campaign (Bart County).
In this mission, you start off as the proprietor of a grocery shop. Before
long, you are supplying the town with fruit, eggs, milk and beef. You then
produce more goods than are required by the town, so you simply expand
into another town. There, you open a “branch” and supply the new shop
with food products.
Step-by-step instructions on how to do this are provided in the following
pages.

First, we’ll outline the key functions of the user interface.

Command bar

Start the game. You will see icons for a number of commands on the bar in
the bottom left of the screen:

Exit game

Load & Save. Here you can load or save games.

Graphics Options. This is where you can adjust 
game display details.
Dictionary. You can refer to this to see how certain 
products are made.
Minimap. You can use this button to show the small 
overview map.
Messages. This is where the messages you receive in the
course of the game are archived: production problems,
chance  events, new products and vehicles, and much more.
Vehicle Overview. Sort your vehicles according to different
criteria and check to see if the transport system is running
smoothly.
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Opponent Info. This displays your opponents' key data.

Statistics. How are logistics in your operation? Your
company's buildings, vehicles and production levels are
displayed here along a time line.
Balance Sheets. This is where you will find your company's
relevant business data: turnover, company value, revenues,
costs, profit, company value and luxury points
Mission Goals. This is where you can consult the mission
description. Displayed here as well are the accomplishments
which your company has already achieved... and the things
still needing to be achieved to make the mission a success.

Mission map

First, you need to learn how to navigate through the mission map. You can
use the zoom function at any time to obtain an overview of the entire area
or to home in for detailed information. The section of the map currently
being displayed can be moved by using the mouse or cursor keys.

Mission map
Move map section:
Cursor keys
Mouse (move the mouse pointer to the edge of the screen)
Zoom in or out
Mouse wheel, or “Page up”, “Page down”
Change speed
Faster "+" key
Slower "-" key
Normal speed  "F12" key
Pause game "P" key
Display mini-map
Button in the menu bar, or “M” key
Move mini-map
Click on the mini-map and drag it to the desired place with
your mouse

Tip:
Zoom away from the map until you can zoom no further. If
you now want to zoom in on a particular place (such as the
edge of the map), position the mouse pointer on where you
want to go. Now use your mouse wheel or “Page down” key
to zoom in to the required section.

Build

Zoom in on a town. By clicking on open land, you open the Build menu.
Select the building category from the right-hand side of the menu: Factory,
storage facility, shop, terminal, player building and so on.
The left-hand side of the menu displays information on the building currently
selected.

Build menu
Move Build menu
Click on the cog, hold the mouse button down and move
the mouse.

Close Build menu
Red “X” in top-right corner of Build menu
Click on right mouse button
Select building category/building
Build menu (right-hand side): category (top), 
building (below)
Display anticipated sales/production values
Move the preview image over the map without clicking
Select other building
Click on desired building category/building in Build menu
Construct building
Drag preview image to desired place + click (left mouse
button)
Cancel and close Build menu
Right mouseclick
Show/hide preview window
Click on icon on left of Build menu title bar
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First, click on the “Shop” category in the Build menu (shopping trolley icon)
and select a shop – in this case, a grocery shop.

If you now move the mouse pointer over the screen, you will see a preview
image [green].

Tip:
The catchment area for retail sales is displayed in yellow.
The occupants of the buildings selected will buy
products in the shop.
Shops, storage facilities and factories are displayed in
green if they are located within a catchment area (for
automatic goods transportation).
If a factory is built too close to the town, the growth of
the town is hindered. In such cases, the town is
displayed in red.

Above the shop’s preview image, you will see product symbols with rows
of figures next to them.
The product symbols indicate the products that are currently available.
The four figures next to each product represent the anticipated monthly
sales for the four seasons.
Build the shop in a place that promises high sales, and close the Build
menu.

Tip:
Many players choose to reduce the speed of the game when they
create new production chains or transport routes. This enables them
to take their time while they work on the details, without having to
worry unduly about existing businesses.

Tip:
Unable to construct the building at the desired location? There is
probably a public road in the way, or the land isn’t suitable. You cannot
demolish roads.

Tip:
Many players try to use the “beaming” facility (i.e. automatic transport)
to the maximum: if you make full use of the catchment area, you can
create relatively long production chains with no means of transport
whatsoever.
Other players endeavour to exploit their storage facilities to the full by
building a cluster of factories around a single, large storage facility that
stores raw materials as well as end products. In such cases, you
should manage your storage quantities carefully.

Tip:
The bigger the town, the higher the sales. Towns that are supplied with
goods grow rapidly. The greater the variety of shops, the faster the
town grows.

Tip:
Always try to position shops so that the town is properly covered. If the
town is very big, build enough shops to cover the entire area.

Tip:
As a rule, it costs little to replace the smaller town buildings with shops.
However, it is relatively expensive to demolish large residential buil-
dings, especially skyscrapers. The building costs (including demolition
costs for town buildings, if applicable) are displayed in the menu bar at
the bottom of the screen.

Tip:
Many products are subject to strong seasonal fluctuations. For exam-
ple, winter clothing sells much better during the colder seasons than in
the summer.

Tip:
Town information: If you click on a residential building in the town with
the left mouse button, details of the town’s development and number
of inhabitants is displayed.
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Management Part 1: Shops

Now click on the shop you have just built to call up the Build menu.

The left-hand side of the menu displays the products that can currently be
put on sale in the shop, with the anticipated sales volumes displayed below.

On the right-hand side, you will find overviews of supply and demand, and
sales and profit figures for the current product as well as for the shop.

Shop menu

Select product Click on product icon (left-hand
window of menu)

Change selling pricePercentage bar below the
product icon

Demolish building Dustbin (red, in the centre)

Save changes & close window Click on
green tick in the middle OR press “Enter”

Ignore changes & close window Right mous-
eclick or click on red “X” in top-right corner

Tipps:
At the start of the game, demand is generally low and the
product range restricted.
Over the course of the game, demand increases drama-
tically as the towns grow.

From time to time, check the supply and demand figures.
If there is a perfect balance between the two, you will
achieve maximum revenues!

If you produce or deliver fewer goods than you could sell:
• First, increase the price to curb demand
• Then improve your production facilities or transport
network

Tip:
If you increase prices, you will sell fewer units but will earn
more per unit. This course of action is recommended if
demand is high but you can only supply limited quantities.
Bear in mind, however, that profits do not rise as quickly
as demand.

If you reduce prices, demand increases – but your profit
margin falls. This course of action is recommended if
storage facilities are bursting at the seams and you want
to boost demand.

Tip:
On the left-hand side, you will see under “Profit” how
much the product has actually earned over the last
month in this retail outlet.
This figure includes all the manufacturing and transporta-
tion costs for each transport unit, so it takes account of
the entire chain, from extracting raw materials to selling
the finished product. The only data excluded is that rela-
ting to empty vehicle runs.
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Management Part 2: Storage facilities

Now build a storage facility. As ever, the storage facility should be close
enough to the shop to supply it automatically.

Click on the storage facility with the left mouse button.

The buildings that are located within the storage facility’s catchment area
and that can be automatically supplied are highlighted in green.

Goods overview

The left-hand side of the menu displays the goods stored in the storage
facility. Although the storage facility is obviously empty at the start of the
game, this situation will soon change. Up to 16 units of a product can be
stored per field. However, you cannot store different products in a storage
field at any one time. So in a small storage facility with four storage fields,
you can store a maximum of 16 units for each of the four different products.

Storage facility management

In the right-hand side of the Storage facility menu, you can specify the
goods to be accepted by this storage facility. At the very top, you will see
the buttons “Accept all” and “Accept nothing”, which you can use to
activate or deactivate your storage facility.

The lines beneath them are provided for fine-tuning purposes. Here, you
can define which product categories or products will be accepted by the
storage facility, and in what quantities.

Storage facility menu

Contents of storage facility
Here you can see which products are stored in the facility,
and where.

Discard stored goods 
If you want to remove goods from the facility, click on the
relevant storage field, and then on the dustbin in the left-
hand window.

Accept all 
If you want the storage facility to accept all goods in any
quantity, click on this button. This is also the default setting.

Accept nothing
Click on this button if the storage facility is to accept no
products at all.

Restrict storage facility to certain products
If you want the storage facility to accept certain products
only, use this setting.
First, select the desired product category (e.g. toys).

You can now set up your storage facility so that it receives the
maximum quantity of all the products within this category.
To do so, choose the button “All products in category”.

Now set the required quantity on the bottom right of the
window.
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If you want the setting to apply to a specific product, select
the product and then set the quantity.

Demolish storage facility
Click on this button to pull down the storage facility.

Extend storage facility
If the storage facility has not yet reached its maximum size,
you can extend the building by clicking on this button.

Example 1

You own a sports shop and a small storage facility in the town.
However, your hen farm is also near the storage facility. Suddenly, fresh
eggs are sent to the sports storage facility instead of the food depot, which
is already full!
In future, therefore, the sports storage facility should accept sports articles
only.
Open the Storage facility menu and click on “Accept nothing”. From now
on, the storage facility will not accept any more goods (all product percen-
tages now read “0”).
Now select the “Sport and leisure” category and set the scale underneath
to “100%”. This storage facility will now accept sports goods only – up to
100% of its capacity.
With just one more click of the mouse, you can also set storage quantities
for each product (“Select product”).
These changes only take effect when you confirm them by clicking on the
green tick or by pressing “Enter”.

Example 2

You produce inflatable boats and crocodile skin handbags. In the town, you
have a sports shop and a textile shop, which share a storage facility.
There should always enough free space in the storage facility to store units
of both products.
You therefore build a storage facility so that, for example, 75% of capacity
is used for crocodile skin handbags, and 25% for inflatable boats.

Tipps:
What happens if my storage facilities can’t cope?
Storage facilities at factories:
• If a factory or farm runs out of space in which to store the products,

it suspends production until sufficient room is available. This also 
applies to animal-based products that are in constant production, 
such as milk, leather and wool.

• If there is insufficient storage space available for products that are 
harvested annually, like wine, fruit, wheat, hops and cotton, the 
surplus goods are destroyed.

All storage facilities:
• If a loaded vehicle arrives at the terminal and no storage facility 

within the catchment area can accept the goods, the surplus 
products are destroyed.

To clear storage facilities of surplus goods, you can:
• Discard goods
• Reduce the selling price to boost demand

Management Part 3: Production facilities

Now build a fruit farm near the storage facility, and click on it to open the
Farm menu.
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On the left-hand side, general information is displayed. Initially, you will just
see the factory base costs and workers’ costs.

Different production facilities produce different goods. You must therefore
define the product to be produced by each farm or factory, so that it can
start work – just constructing the building is not sufficient.

The farm displayed here is going to produce fruit, so click on the “Fruit”
symbol on the right-hand side of the menu.
To the left, the business data for the product is now automatically
displayed, including the workers’ costs and anticipated production volume.

Note that fruit is harvested in September, i.e. once a year only. Make sure
that there is sufficient storage capacity available! (Each storage field can
receive up to 16 units of a product or raw material.)

To increase or decrease production, you can alter the wages of your
workers. Poorly paid workers will produce significantly less than highly moti-
vated, well-paid workers. 

Alternatively, if you don’t want to skimp on wages or you want to slow
production even further, you can alter your production capacity utilisation.
This will have a considerable effect on production.

Salary reductions will save you more money, but you run the risk of strikes.
If you reduce capacity utilisation, productivity will drop but employee morale
will not suffer.  

Strikes

A global average wage is calculated for factories of the same type. If wages
drop significantly below this average in a particular factory, the workers will
take strike action in a bid to make you pay them better.

Tip:
Factory base costs remain the same whether the factory is in produc-
tion or not.

Tip:
The running costs of all buildings, vehicles and so on appear as red
figures above the building in question.
Green figures indicate income, and you will only see these above your
retail outlets – on the first day of the month.

Tip:
Want to halt production temporarily at one of your factories? It will save
you money. To stop production at a factory, click the prohibition sign to
set your factory to “No production”. To save labour costs, you can
reduce wages. As long as nothing is being produced, your workers will
not go on strike. 

Tip:
To increase production, you can:
• Set Capacity Utilisation/Productivity at the factory to 100%
• Increase wages
• Build additional production facilities

To decrease production, you can:
• Reduce Capacity Utilisation/Productivity at the factory
• Reduce wages
• Halt production temporarily
• Remove production facilities completely (demolish)

Tip:
Always try to ensure that the products you sell are as sophisticated as
possible. For instance, you could sell empty glass bottles in a house-
hold goods store. However, if you fill the bottles with whisky and sell
them in a food store, you will make much more money! (The same
applies to other products as well: wool, and winter clothing made from
wool, or wood products and furniture.)

Tip:
If you build two factories of the same type side by side, you will receive
a production bonus. These factories must produce the same product
to qualify for the bonus. The maximum bonus is obtained by building
three factories that are of the same type, manufacture the same
products and touch each other.
This only applies to factories. The bonus is not applicable to farming,
forestry or mining. 
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Production menu

Product information and costs

Start production/Select product

Halt production (temporarily)

Set capacity utilisation

Set salary

Demolish building

Save changes & close window

Ignore changes & close window

Expansion!

Now build a hen farm and cattle farm. Start production in both – the hen
farm produces eggs, and the cattle farm produces milk. Give your workers
on the hen farm (and the other farm if you want to) the highest possible
salary to boost productivity. Now wait a few months. Increase the game
speed if you like.

Now click on your grocery shop and check supply and demand. Demand
for eggs should already be completely satisfied. You probably have a few
surplus goods in your storage facility: Check your stock levels.

However, if you’re managing to sell all your products straightaway and your
storage facility is empty, congratulations! You are now probably making
enough money to afford more farms.

But if you have surplus eggs and milk, what shall we do with them? Easy –
we’ll try to sell them in the next village at a profit.

Find a suitable town or village on
the map. The new location should
be near the first one, otherwise
your transport costs will quickly
become prohibitive. 
Initially, your new “branch” will
consist of just two buildings: a
grocery shop and a small storage
facility. Now we are going to orga-
nise transportation.
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Management Part 4: Transportation

Click on an empty space on the map to open the Build menu. We want to
construct a truck network, so select the truck terminal.

Road building

Where should you locate your truck terminal?
You should always try to keep your transport routes as short as possible.
It is often worth building your own roads, particularly if the existing road
network is such that you have to take indirect routes.
To build a road, simply click on the required road type (asphalt or gravel) in
the Build menu. Click once on the map to indicate where you want the road
to start, and then click again at the point where you want it to finish.

Tip:
Both ends of the new road must be connected to the existing road
network so that your vehicles can negotiate the route.

This image shows a carelessly built road. The new asphalt
road does not meet the old gravel road, and without a
direct road link the system will not work.

The roads must overlap for the road link to work. Here, the
new road is already being used by cars.

For your planned truck route, you will need two truck terminals – one at
each of your “branches”.

The terminals must be located so that products can be delivered to and
from the storage facility. In other words, each truck terminal must be loca-
ted within the catchment area of the storage facility.

Build the two truck terminals and zoom out from the area slightly.

You are free to name your terminals, stations and so on as you choose.
Open the Build menu for one of the terminals. In the title bar on the right,
you will see the name of the station. Click on the name to change it.

Click on the truck terminal near your factories. You only have one choice of
truck type. Click on the green tick to confirm the purchase.

Now define the route for your new truck. It needs to load up with eggs at
the first terminal, unload them at the second, and begin the journey all over
again.

Click on both terminals so that the two “stations” of the route appear in the
right-hand window.
From the list, click on the name of the station that is located where your
goods are being produced.
Select the product to be delivered. In this case, it is eggs. The egg symbol
now appears under the name of the “production station”, which means that
your truck will load up with eggs there.
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You should avoid unnecessary empty runs. To do this, tick the “Wait until
full” box. If the required goods are not available in the storage facility, the
truck will wait until you have stocked up again. (Make sure your waiting
trucks don’t block other trucks!)
Now click on the name of the station to which the eggs are to be delivered.
Because the truck will be returning empty, we’ll leave the load box blank.
To confirm this delivery route, click on the green tick.

After a few moments, your truck will set off on its way. Congratulations! You
have just set up your first transportation route. 

On the mission map, you can now watch your truck make its
deliveries. You can tell which product a vehicle is carrying by the
product symbols displayed above it.

Terminal menu

Change station name
Click on the station name in the title bar of the right-hand
menu window
Vehicle information and cost
Left-hand menu window
Buy vehicle
Select vehicle from the list in the right-hand menu window
and confirm the purchase by clicking on the green tick
Buy multiple vehicles of the same type
Select vehicle from the list, click the “x 2” button, select the
required number of vehicles and click the green tick to
confirm.
Extend building
Click on the blue “plus” sign in the centre
Demolish building
Click on the red dustbin in the centre
Close window
Simply click the right mouse button, or click the red “X” in
the top right-hand corner of the menu window

Vehicle menu
Vehicle information
Click on information button at the top of the left-hand list
Assign products for delivery
Select product category and product (or you may be able to
choose the product straightaway)
Empty run
Do not assign any products or click prohibition sign instead
of a product
Clone vehicle
Click on the double vehicle symbol in the centre of the
menu. This generates a second vehicle of the same type
following an identical route.
Upgrade vehicle
Click on the blue “plus” sign
Delete vehicle
Click on the red dustbin in the centre
Add station to route
Click on station or terminal on the mission map
Remove station from route
Click on the dustbin to the right of the station name
Change load commands in the route station
From the list of stations, click on the name of the station
required and assign product or products

Tip:
You can plan routes for other types of vehicles following exactly the
same procedure.

Tip:
Try to keep your transport routes as short as possible, 
in order to save costs.

Tip:
The trucks find their route by themselves, 
always taking the shortest route.

Tip:
When you upgrade a vehicle, the old vehicle is replaced by a new
model. The current value of the old vehicle is deducted from the
purchase price of the new one.
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Tip:
Empty runs are essentially a waste of money, but they cannot always
be avoided.
The route we have just described is not particularly efficient. Why not
see if you can do it better?
In this particular mission, for instance, you could produce milk and
meat in one town and fruit and eggs in another. Your trucks will then
be fully loaded in both directions to ensure both towns are supplied
with all four products.

Tip:
Trucks travel much faster on asphalt roads than on gravel roads.

Tip:
Trucks are usually the most cost-effective form of transport for short
distances and smaller loads.

Tip:
Railways are much more expensive to build and operate, but overall
they are much more efficient. You can build a much more exact route
with a railway, which means you can exploit its capacity to the full.
Open the Vehicle menu by clicking on a locomotive. A blue line indica-
tes the route from the current station to the next stop. At each railway
junction, you will see a symbol denoting a set of points: Here you can
define which line this train should take. To define the rest of the route,
activate the next station listed in the Vehicle menu (click on the name
or load in the schedule on the right).
The JoWooD testers often use this function to simulate their railway
network so that they can work out exactly where to lay their tracks.

Tip:
Your railway system will be more effective if the station is only used
“one way,” with all trains arriving at the station from the same direction
(driving round it if necessary). While this ensures that your station is
used more efficiently, it can lead to indirect routes.

Tip:
Over long distances, cargo ships are relatively cost-effective to
operate, but very slow, so you will need quite a few of them!
Aeroplanes are very fast. But the complicated operations involved
(take-off and landing, queues etc.) are very time-consuming. As a rule
therefore, aeroplanes should transport the more valuable products.
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Tip:
Do your trucks have to travel across a town or city? It might be worth
building a by-pass. Otherwise, the trucks are obliged to observe the
speed limits of built-up areas, which means they won’t be travelling at
their maximum speed.

Tip:
When defining the loads of vehicles with high load capacities, you do
not have to click repeatedly on one product symbol. 
Select the load box, hold down the Alt key and click on the product you
want to load. All the load boxes will now be filled automatically.

Management Part 5: 
Maintenance and repair

In the first, easy missions, there is no need to worry about maintaining 
your vehicles.

Over time, you will need to repair your vehicles, for which you will need a
repair shop. Repair shops are built inside your terminals, whether it’s a
truck terminal, railway station or airport.

To build a repair shop, open the Build menu by clicking on an empty piece
of land.
Next, choose the Repair facility symbol (bottom icon in the
terminal/vehicles category) and click on the terminal that is to receive the
repair shop.

From now on, all defective vehicles that use the terminal with the repair
shop will be repaired automatically. 
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If you leave it too long before repairing your vehicles, after a few years they
will no longer be in a roadworthy condition. If a vehicle breaks down on the
road, it will be some time before it is removed.

For a list of damage to your vehicles, see the vehicle list in the 
Vehicle menu. 

The older the vehicle, the more frequent the damage – repair costs will
increase with time.

Management Part 6: Vehicle list

In the Vehicle menu, you will see all the vehicles owned by your company.

First, select the vehicle category. This gives you an overview of your trucks,
goods trains, ships or aeroplanes.

Using the top row of buttons, you can sort the vehicle list by various crite-
ria: vehicle type, age or condition.
You can also sort vehicles by their schedules.

You can use the row of buttons at the bottom of the Vehicle menu to
perform various actions on the selected vehicle. 
You can home in on the vehicle on the screen, find out its status, sell it,
change the schedule directly from the list, or upgrade the vehicle (i.e.
replace it with a newer model, the current value of the used vehicle being
deducted from the price).

Management for professionals: Balance sheet and statistics

Balance sheet

Here you can see the key business figures for your
company.

Turnover / Loss
The overview: all your income and expenditure over the
years.

Company Value
This tells you the current value of your company, including
all buildings, vehicles and any other property. 

Costs
Here you are provided with a detailed breakdown 
of all your costs.

Revenues
This section gives you a breakdown of your income.

Profit
Here you are given a list of profits from your business. It
takes into account the transportation and production costs
for the goods sold, but does not include investment costs
and other expenses (sponsorship, vehicle purchases, 
and so on).

Luxury Points
Here you can find out how many luxury points you have
gained (or lost) in the last fiscal year, and why.
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Statistics

Buildings

Here you are given an overview of all the buildings owned
by your company.

Vehicles
Under Vehicles, you will find a summary of all the vehicles
owned by your company, along with their value (purchase
price), current value (sales value), average ages of the
vehicles and the number of units transported.

Production
Here you can see all the goods produced, and the costs
incurred through production and transportation.

Appendix: Special buildings

Sponsorship

Successful entrepreneurs like to show that they support the interests
of the people. But that comes at a price! During the course of the

game, you will have the chance to construct special buildings, ranging from
children’s play areas to concert halls. Culture, sport, education and enter-
tainment all improve a town or city’s standard of living and foster its growth.
These buildings can be constructed in the Endless game, in multiplayer
mode and in many of the campaign missions.

Corporate headquarters

You can only locate your headquarters once on the map, and there
they will stay. However, if your company is very successful, your head-

quarters will be upgraded automatically. Starting with a small office, you can
progress as far as a skyscraper.
The headquarters have no effect on the surrounding buildings and can be
constructed on any suitable site.

Luxury points and player residence

The player residence is only available in the endless game and in multi-
player mode – your own “four walls” with a hint of luxury that sets you

apart from your employees!
However, you can’t use money to buy your residence. For this, you need
luxury points.
And you can’t start earning luxury points until 1905, so you will have to wait
until then before you start thinking about getting a place that befits your
status.
You always start with the smallest house, gradually working up to a palace.
Each time you build a bigger residence, the previous one is automatically
sold (and disappears from the map). The player residence has no effect on
its surroundings and can be erected anywhere.

You are awarded luxury points...
... if this year's company value exceeds last year's
... if this year's turnover exceeds last year's
... if this year's profit exceeds last year's
... if your vehicles are in very good condition (maintenance/repair)
... if you donate buildings to a city for use as recreation centres

Luxury point are deducted if...
... production facilities are a negative influence on the cities
... your vehicles are in very poor condition
... your workers go on strike

Players who continually invest their profits in new branches and sectors of
industry will not receive many luxury points, even over a long period. You
are advised to take your time and adopt a cautious approach if you want to
maximise your luxury points.
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